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~ntt+ubuctiun

This book is divided into sections, based on the amounfof information
you seek, and the level of help you desire.

Ebhard's guide is intended for beginning players. It suggests a
conservative method of building a party with minimal risks. Of course,
-Darkiandj'is a game \vith many random clements. A party can always suffer
one or morc untimely deaths, especially in the earlier stages.

The next six chaprersprovide detailed data and logic for the six major
areas of the game: character creation, cities, combat equipment and
combat logic, enemies, alchemy and saints. These sections are most
useful to "hard core" players who want to wring the maximum advantage
oU( of each choice they make.

The -Quests chapter gives detailed information abourcach major
ques~ in the game. The section is in hint form - the further you read, the
more detailed the hints. Of course, the more you read, the more you lose
the surprise, excitement, suspense and discovery inherent in dealing with
the unknown. For maximum enjoyment, we suggest you resort to this
section only if you're getting frustrated, and read only far enough in a
specific qu~st to solve the frustration.

Thc-·Puzzles & ATiswerschapter" describes each of the dwarf logic
puzzt"es (there are 36 different ones, although few players will see all of
them). The section gives you a him, and if that isn't enough, refers you to

a specific ans\vcr. For those who find logic puzzles hard, or worse, this is
the best \vay to prevent dwarf traps from gradually turning your party into
oatmeal. The anS\Vef.scction also includes specific quest information
referenced ,in the ~previous chapter.

Thefmal \;hapter provides background information about versions
and special instructions about how to read or use certain files.

'fhis book is not designed to be a strategy guide. The majority of the
book is raw material and hard data. It is designed so you, the player, still
make the decisions. The randomness and variation in Darklands means
that there is no "perfect plan" of places and sequences that insures
success. E\-cn if you complete the game, you can challenge yourself again
using new and different parties. Can 'y'Ou survive with all monks and
priests? Can you succeed if everyone starts as young peasants and labor­
ers? The possibilities are endless.

A program as complex as Darklands cannot be fully analyzed for
accuracy. Tl~e information presented here is as correct as we can make it,
burduero unexpected code paths or last minute changes,inaccur-acies
may eXIst.
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@l1~lWbt~ <Buibe
tu ilbtJenture
Being the Known Memoirs of

Ebhard oj Achdorf

Abbot, Bishop, Knight and Hero

Gretchen \Vilburg first assembled LIS at the Schmerker, one of the better
inns in Worms. Noble-born, charismatic, a great speaker, and handy with
sword or bow, she wasouc natural leader.

OUT __second member, Gumher Langer, was a huge man. A former
mercenary fallen on hard times, he had more than one scote to settle, and
p~enty of fighting skills to do it. Just watching him twirl a mace was an
education.

Hans tvluller was a university graduate, an intellectual, and a practic­
ing alchemist of no mean skill. He'd spent the last few years as a travelling
merchant. \Y~-appreciatedhis quick wit and research skills. He )Nas also
good \vith small devices. Hans urged usto invest in a set oflockp-icks and
a decent philosopher's stone at the earliest opportunity.

I was the oldest ofour party_ Anoble-born younger son, I'd helped run
the family estates, been an abhot, even a hishop briefly, and \-vas recently
knighted by a Duke for my part in a battle. Unfortunately, he \vasn't a
Duke my father approved of, so here Iwas!Few questioned my virtue or
religious knowledge, and I had a talcnrfor healing. :Lvly weakest point was
that full knightly armor tended to make me clumsy and slO\v. I wasn't
alone in this. Hans had a similar problem.

Comparingourskills and resources, we decided to be cautious. At first
we concentrated on helping the citizenry with the local scum. The city
guard concentrated on the walls, main streets and richer parts of town. \Ve
patrolled the nighttime back streets, which were infested with bandits,
brigands and robbers of the lowest sort. tvlany \-vere quite inept. Some­
times \ve bagged t\','o or three parties in a row, only quitting when
someone's strength or endurance ran Imv.

This occupation increased our \-vealth, experience and local reputa­
tion. If our wounds were serious, \ve sometimes left the city and camped
outside for a few days. After all, the gate toll into the city was cheaper than
a multi-day' Stay for everyone at the Schmerker. \Vc avoided staying in the

-slums or parks because people tended to think of us as freeloading scum
~ a bad impression ""C v....erc raking pains to avoid!
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As we accumulated funds, we took riverboats lip and down the Rhine
to neighboring cities. Hans learned new formulasand found sources for
many valuable ingredients. I urged everyone to spend rime in the monas­
tic libraries, learning whatever saints theirvinue permitted. OUf now­
traditional night patrols enhanced our reputation in many places, as well
as defraying all the costs.

Once we had located sufficient alchemical sources, Hans sold his
more valuable potions (which \vc had carefully hoarded) and bought new
components. This.was the start of "I\Iullcr's Fine Elixi-r and Potions.
Limited," a profitable alchemy business, V\'C would patrol at night, buy
components by day, and then during the healing interludes Hans created
new porions. These new porions could be sold at a profit, allowing us to

buy morc components and starr the cycle once marc.
Our goal "vas sufficient wealth to outfit everyone with good weapons

and armor, andto create a reserve srock ofpotions for usc in battle. Alas,
boredom got the better ofus.\Ve listened to the _pleadings of a foreign
trader in :Mainz, who begged us to rccoveran illuminated Gospel. Ventur­
ing into the wilds, we found the Gospel easily enough, but were almost
eaten by hungry wolves, not to mention petitioned by a rapacious bishop
for money we could ill afford. A!as, wc could afford a fight with his
rerainers even less, so we agreed to his demands! _

Returningto l\rIairiz, we happenedro notice at the inn .that a free lancer
_"vas hiring adventurers. \Ve inquired and discovered he had a w_arehouse
full of spiders. 'rhinking to ourselves, "How much trouble could spiders
be?" we acceptcd. Needless to say, at the \varehouse \ve found ourselves
in the fight of our lives against spiders at least fOUf feet tall and fast as the
wind! After these close shaves v.tith death we returned to our traditional
activities,only to find·ourselve_sambushcd hy pirateson otlf_nexui\!crboat
[fip! \Vcsutviyeq, continued our original pmsuirs, £l.od finally had accu­
mulated sufficient funds to outfit everyone \\,'ith their prefere·nces in
armor and weaponry.

Feeling S[fonger than before. we ventured into the wilderness once
morc, this rime seeking the castle ofan C\'il robber-knight. The combined
re\vard among various merchants and pharmacists for his death "vas over
50 florins! \Vc encountered a variety of monasteries and castles, some
nice, some nor so nice, before \vc finally reached the half-ruined citadel
the raubritrer called borne. Camping outside, \'VC besieged him, defeating
group after group trying to enter or leave. Finally he sallied forth in person
to cha!Jenge LIS. By this time, his followers had almost abandoned him.
Still, it "vas a tough battle, especially when V·ie discovered that our affO\VS

had virtually no effect on his plate armor! In the·end\\'e staggered away,
half dead but victorious. \Ve immediar.ely camped to restore our
strength before making the dangerous trip back to the various
sponsors for our re\vards.
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The victory over the raubritter really began the second phase of our
adventures. vVe became knights errant, wandering across Germany, doing
favors and destroying more raubritters_ 00_ commission. We even elimi­
nated a few evil lords when the only reward was the virtue of the act. Soon
wealthy, we searched for the finest weapons and armor, eventually
settling on Nilrnberg plate, Paderborn sv,rords and flails, Dresden ham­
mers, and Teschen bows. Everyone was mounted; in fact, one time
Gunther actually fought an informal joUSt with a travelling knight! \Ve
were about ready to undertake an expedition to help some nee-dy miners,
or perhaps deal with a dragon, when a dream full of evil portenes
assailed us all.

The day after that dream our lives were changed. vVe now realized
that a horrible, demonic danger hung over the land. Suddenly that fierce
fight with Satan-worshipping villagers a few months back rook on nc\v
significance. We remembered their mysterious clues about rimes and
places. An evil event was only a few days off. \Ve quickly rushed there,
only to discover it was a dread High Sabbat, a conclave of witches.
Through stratagem, we managed to disguise ourselves and enter...

Here ends the fragment.
)V~fuJ1her portions have been found.
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NAMES
The random name generator, using historical first and last names in new
patterns, has much to recommend it. However, it does not include cute
appellations, such as "Hans the fat" or "vViggi the red-nose." You might
consider names of chis 50ft, as well as the more traditional ones.

GENDER
In Darklands the differences between male and female have a very minor
effect on initial attributes. F cmales possess greater endurance and charisma,
males great~r scrcngth.

End Sfr Agi Per .Jnt .._ ChC
~~~--=~-

Male 13 16 12 13 12 12
Female 15 13 12 13 12 13

Three religious careers (Friar, Priest and Bishop) are only available to

males. However, as a balance. some saints provide greater benefits to

females. In one case a saint provides greater benefits as long as the party
indud-es at least one female. Aside from -this, gender rarely-plays a role
during the game. However, there are a few situations vvhere a charis_matic
(seductive) female can playa helpful parr.

CHILDHOODS
Childhoods provide a certain amount of automatic attribute and skill
improvemeQ-t, plus EPs for improving attributes even further. Attribute
Improvement costs double starting at30, and triple at 40. The maximum
attribute attainable during childhood is 40.

The "Skill TaL" is the overall total of all skill bonuses in that
childhood. The size of this number is not as important as you might
imagine, since some skills are more important or useful than others.
Furthermore, you must take into accounr EPs and automatic attribute
adjustments as well as skills.
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There arc 37 possible occupations. Lnforrunarcly, man'j' require a certain
childhood, certain previous occupations, and/or cerwin attributes and
skills. The primary importance of an occupation is the EPs and automatic
skill increases it provides. Hmvcver, there are limits to these increases.
l\;ote that occupations may modify certain atuibures too.

Childhoods Chart
Family Background:

Wealth}' Town eOllJltr)'

. . Nobilitx_~Trban Trades Crafts

3
1

3
3

+1
+1
+1

3

Countf)'
Commoners

1
1
1

4

3

-I

1
1

1
4

30

97

2

2

7

-1
-I

3
3

30

4
4

+1
+1

Urban
Commoners

1
1
4
4

96

2
1
3

+1

4
I
4
1

33

94

+1

4

3

1
4
1

-I
-I

3

4

1

93

4
5

+1
+2

37

1
4
1
4

1
5
1
3

OCCUPATIONS

3

4
3

3

-1

39

1
1
1
2
2

+1
+1

2
5
1
5
1
5

90

1

5
4
1
4

.1
1

4

2
5
2
4
2
2

89

Heal
Artf
Stlh
Ser\\'
Ride
Wd\Vs

Alch
Relg
Virt
SpkC
SpkL
R&W

Skill TOL 41l

wEdg
wImp
WFll
WPol
wThr
wEow
wfvIsD

End
5tr

Agi
Per
Int
Chr

EPs
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At ages 15 and 20 characters receive bonus EPs.
At ages 30 and after, characters suffer aging; penal tics to their at-

tributes (see the next section for derails).
\Vhenever a skill is at 49 or higher, each point of increase costs 2 EPs.
The chart below shows EPs, attribute adjustments (if any), and skill

values for each occupation. Skill values give the automatic increase first,
then the additional increase allowed via EPs. The combination of the two
is shmvn as well (after the = sign), since this represents the maximum

i'
possible increase in that skill, assuming the requisite EPs arc spent.

Military & Quasi-Military Occupations
Recruit Soldier Veteran Captain Hunter Bandit

-- ----._'.---

EPs 18 18 21 17 20 22

End* +1 +1 -1 +1 +1
Su* +1 +1 -1
Agi +1 +1
Per
lilt +1 +1
Chr -1 +1 -1

wEdg 6,4 ~10 4,5 ~9 3,6 =9 3, 7 ~10 2,5 ~7 4,5 ~9

wImp 6,4 ~10 2,6 ~8 2,7 ~9 1,8 ~9 0,5 ~5 4,5 ~9

wFll 1,7 ~8 1,7 ~8 1,6 ~7 1,8 ~9 0,4 ~4 0,5 ~5

wPol 6,4 ~10 3,5 ~8 2,6 ~8 1,7 ~8 3,5 =8 0,5 ~5

\vThr 1,6 ~7 1,6 =7 1,5 ~6 1,6 ~7 1,5 ~6 2,5 ~7

\vBow 1,7 ~8 1,8 ~9 1,7 ~8 1,7 ~8 4,5 =9 1,5 ~6

wrvlsD 6,4 ~ 1° 3,5 =8 2,6 ~8 1,7 ~8 1,5 ~6 1,5 =6

Alch 0,0 ~O 0,2 ~2 0,2 ~2 1,4 ~5 0, 1 ~ 1 0,1 ~I

Relg 0,2 ~2 1,3 ~4 1,4 ~5 1,5 ~6 1,2 ~3 0,0 ~O

Virt 0,2 =2 1,3 ~4 1,4 ~5 1,6 ~7 1,2 =3 -1, I ~O

SpkC 1,2 ~3 1,3 ~4 2,5 ~7 4,9 ~ 13 1,2 ~3 1,4 =5
SpkL 0,0 ~O 0,0 ~O 0,2 ~2 1,4 =5 (J,O ~O 0,0 ~O

R&W 0,0 ~O 0,2 ~2 1,4 ~5 4,9 ~13 0,0 ~O 0,2 ~2

Heal 1,2 =3 2,4 =6 2,4 ~6 0,6 =6 2,4 =6 0,5 =5
Anf 0,2 =2 1,4 =5 1,4 ~5 (),6 =6 0,3 ~,\ 0,2 ~2

Stlh 1,5 =6 2,4 ~6 2,6 ~8 0,6 ~6 4,9 ~ 13 .1,9~12

Su\V 1,5 ~6 1,4 ~5 2.5 =7 0,6 =6 0,0 ~O 0.2 =2
Ride 1,4 ~5 1,6 ~7 2,6 =8 2,9 ~ 11 1,4 =5 2,7 ~9

'VdWs 1,4 ~5 3,6 =9 2,6 ~8 0,6 =6 4,9~13 3,9~12

Special

13



•• Village & Noble Occupations
Village Noble Jlanorial

• Peasant Srhulz Heir Courtier Knight Lord
----_.

EPs 28 24 21 12 16 16

• End'*' +1 +1

Str'*' +1 -I +1 -I

Agi +1

• Per -I +1
Int -I +1 +1 +1 +1

Chr +1 +1 +1 +2

• wEdg 0,4 ~4 2,5 ~7 4,4 ~8 1,4 ~S 4,6 ~IO 2,0 ~2

• wImp 2,5 ~7 0,5 ~5 0,5 ~5 0,4 ~4 3,6 ~9 0,4 ~4

wFll 3,4 ~7 2,5 ~7 0,4 ~4 0,3 ~3 2,8 ~ 1O 0,4 ~4

wPol 2,4 ~6 0,5 ~5 0,5 ~5 0,5 ~5 4,6 ~IO 0,4 ~4

• wThr 1,3 ~4 0,4 ~4 0,4 ~4 0,4 ~4 1,5 ~6 0,4 ~4

\vBow 0,4 ~4 1,5 =6 2,6 ~8 1,5 ~6 2,8 ~ 1O 2,4 ~6

wMsD 0,3 ~3 0,5 ~S 2,6 ~8 D,S =5 1,6 ~7 0,4 ~4

• Alch 0,1 ~I 1,4 ~5 1,4 ~5 1,4 =5 0,1 ~ I 1,5 ~6

Relg 1,1 ~2 1,5 =6 1,8 ~9 2,8 ~ 1° 2,6 ~8 4,3 ~7

• Virt 1,3 ~4 2,6 ~8 2,7 ~9 2,6 ~8 2,6 ~8 3,8 ~ II

SpkC 1,3 ~4 4,9 ~ 13 2,9 ~ II 6,9 ~ IS 2,9 ~II 4,9~13

SpkL 0,1 ~I 1,3 ~4 0,4 ~4 0,9 ~9 0,3 ~3 0,8 ~8

• R&W 0,0 ~O 2,8 ~IO 0,9 ~9 4,9 ~ 13 0,4 ~4 1,9 ~IO

Heal 0,5 ~5 1,6 ~7 0,8 ~8 0,6 ~6 0,4 ~4 0,4 ~4

• Artf 1,2 ~3 0,5 ~5 0,3 ~3 0,2 ~2 0,0 ~O 0,2 ~2

Stlh 0,6 ~6 0,1 ~ 1 0,6 ~6 4,4 ~8 0,4 ~4 0,4 ~4

SrrW 0,2 ~2 2,5 ~7 0,6 ~6 0,8 ~8 0,4 ~4 0,4 ~4

• Ride 1,4 ~5 1,8 ~9 2,9 ~II 2,8 ~IO 3,9 ~12 2,9 ~ II

WdWs 2,6 =8 1,1 ~2 0,6 ~6 0,2 ~2 0,6 ~6 2,8 ~IO

• Special

••••• 14



Religious Occupations
No'vice

Hermit Monk/II/un Monk/iVUtl Friar Priest Abbot BfShf,_~
--~-,----.__ .. _.

EPs 20 23 23 12 23 23 18

End'*' +1 +1 -I
Str* +1 -I -1 -1
Agi
Per +1 -1 -I +1 +1 +1
Int +1 +1 +1 +1 +1
Chr -1 +1 +1 +1 +1

wEdg 1,4 ~5 0,3 ~3 0,4 ~4 0,5 ~5 0,3 ~3 0,3 ~3 0,3 ~3

wImp 1,6 ~7 1,3 ~4 1,4 ~5 2,5 ~7 1,3 ~4 0,3 ~3 0,3 ~3

wF11 0,4 ~4 2,3 ~5 2,6 ~8 0,5 ~5 0,3 ~3 0,3 ~3 0,3 ~3

wPol 1,6 ~7 0,3 ",,3 0,6 ~6 0,5 =5 0,3 ~3 0,3 ~3 0,3 ~3

wThr 0,6 ~6 1,3 ~4 1,4 ~5 0,5 ~5 0,3 ~3 0,3 ~3 0,3 ~3

wBow 1,4 ~5 0,3 ~3 0,4 ~4 1,5 =6 0,3 ~3 0,3 ~3 0,3 ~3

wt\'1sD 0,2 ~2 0,3 ~3 0,4 ~4 0,3 ~3 0,3 ~3 0,3 =3 0,3 ~3

Alch 1,4 ~5 0,2 ~2 1,4 ~5 1,2 ~3 1,3 ~4 1,4 ~5 2,5 ~7

Rcig 2,6 ~8 4,6 ~10 4,5 ~9 2,6 ~8 4,7~114,8~12 4,9 ~13

Vin 6,9 ~15 5,6 ~11 5,5 ~10 4,6 ~10 4,6 ~1O 3,9 ~12 4,8 ~ 12
SpkC 0,0 ~O 1,3 =4 1,4 ~5 4,9~13 2,9~ll 1,9 ~10 3,9 ~12

SpkL 0,2 ~2 3,6 ~9 3,9 ~12 0,8 ~8 2,9 ~11 2,9 ~ II 3,9 ~12

R&W 0,4 ~4 3,9 ~ 12 3,9~12 4,8 ~12 2,8 ~1O 1,9~1O 2,9 ~ II

Heal 2,7 ~9 0,7 ~7 2,8 ~1O 2,7 ~9 2,8 ~ 10 2,8 ~ I° 0,8 ~8

Artf 2,4 =6 0,4 ~4 1,4 ~5 0,3 ~3 0,2 ~2 0,4 ~4 0) =3
Stlh 0,6 ~6 0,2 ~2 0,2 ~2 0,3 ~3 0,2 =2 0,2 ~2 o ? =7,- -
StrW 0,0 ~O 0,2 =2 0,0 ~O 3,8 ~II 0,4 ~4 0,4 ~4 2,6 ~8

Ride 0,2 ~2 0,2 ~2 0,1 ~1 0,4 ~4 0,2 ~2 0,3 =3 0,4 ~4

\VdWs 4,9 ~ 13 0,4 ~4 1,4 ~5 2,6 ~8 0,4 ~4 0,4 ~4 0,2 =2

Special 1x Sc. 1x Sc. Ix St. 1x Sr. 2x Sr. 2x St.

1.5



Academic Occupations Chart
ilr/aster

Oblate Student Clerk Physidafl Projessor Alchemist Alrhemist-----_.- _._--- - - - -'-. ---- --------- -_.-----------
EPs 22 24 27 21 24 22 20

End* -1 -1 -1
Str* -1 -1 -1 -1 -1
Agl
Per +1 +1 +1 +1 +1 +1
1m +\ +1 +1 +1 +2 +\ +2
Chr -1

I wEdg 1,4 ~5 1,4 ~5 0,5 =5 2,8 ~ to 0,3 =J 0,3 ~3 0,2 ~2

wImp 1,4 ~5 0,4 ~4 \,4 ~5 0,3,3 0,3 ~3 0,3,3 0,2 ~2

I wFll 0,4,4 0,4 ~4 0,4,4 0,3,3 0,3,3 0,3 ~3 0,2,2
wPol 0,4,4 0,4 ~4 0,4,4 0,3,3 0,3,3 0,3 ~3 0,2,2
wThr 0,4,4 1,4 ~5 1,4,5 0,3,3 0,3,3 0,3,3 0,2 ~2

I wBow 0,4,4 0,4 ,4 0,4,4 0,3,3 0,3,3 0,3,3 0,2,2
wr-..:fsD 0,2,2 0,4,4 0,4 ~4 0,3 ~3 0,3 ~3 0,3 =3 0,2 =2

I Aleh \,6,7 1,4 =5 1,2,3 2,6,8 2,6,8 ,U ,10 4,8,12
Relg 3,6 =9 2,4,6 2,4 ,6 1,5 =6 2,7,9 1,5 =6 0,5,5

I
Vin 2,5 ~7 1,2 ~3 1,3,4 2,6,8 2,5 =7 2,4 ,6 1,4 ~5

SpkC 1,6,7 3,5 ~8 2,8 ~10 4,8 ,12 5,9,14 4,7 ,11 5,9,14
SpkL 4,8,12 2,7 ~9 2,9 ~ 11 1,8,9 3,9,12 2,9 ~ 11 2,9 = 11

• R&W 4,9,13 5,8,13 4,9,13 2,8 ~10 3,9~12 4,9,13 5,9,14

Heal 0,6,6 1,5,6 0,2 ~2 5,9 ~14 1, 7 ~8 1,4 =5 1.5 =6

• Arrf 1,4,5 2,4,6 t,2 =3 1,4,5 1,6,7 1,4 ,,\ 1,5,6

Stlh 0,4.4 0,4 ,4 0,3 =3 0,2,2 0,2 ~2 0,3,3 0,3 d
StrW 0,3 ~3 2,4 ,6 1,5 =6 1,5 ~6 0,4 ,4 2,5,7 1,5 ,6

• Ride 0,4 ,4 0,3,3 0,3,3 0,7,7 0,2,2 0,3,3 0,4,4
WdWs 0,4,4 0,2,2 0, 1 ~ 1 0,2 ~2 0,3 ~3 0,4,4 1,6 =7

• Special 1x Ale Ix Ale Ix Ale 2x Ale

I

I

I
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Mercantile Occupations Chart

Local Travelling Jllerthant-
Vagabond Peddler Trader ,Ilerr:hant Proprietor

---~

EPs Z7 23 22 18 23

End'" +1 -1
Str* -1 -1
Agl +1
Per +1 +1 +1 +1
1m +1 +1 +1 +1
Chr -1 +1 +1 +1

\vEdg 1,3 ~4 11,4 ~4 4,6 ~10 1,3 ~4 0,4 ~4

wImp 1,4 ~5 4,3 ~7 0,4 ~4 1,3 =4 0,4 ~4

wFIl 0,3 ~3 0,3 ~3 0,4 ~4 U~4 0,4 ~4

wPol 0,5 =5 0,4 ~4 0A~4 1,4 ~5 0,4 ~4

wThr 1,5 =6 1,4 ~5 1,4 ~5 1,4 =5 0,4 ~4

wBow 0,2 ~2 0,3 ~3 0,4 ~4 1,3 ~4 0,4 ~4

w!\'IsD 0,0 ~O 1,.1 ~6 1,4 ~5 1,4 =5 0,404

Aleh 0, 1 ~1 1,3 ~4 1,2 ~3 1,5 =6 1,6 ~7

Relg 1, 1 ~2 1, 1 ~2 0,2 ~2 1,4 ~5 1,4 ~5

Virt 0) =? 0,2 ~2 0,3 ~3 0,4 ~4 0,5 =5,- -
SpkC U~4 4~8 ~ 12 4,9 ~13 4,9 =13 6,9=15
SpkL 0,11 ~O O? =? 11,2 ~2 1,4 ~5 1,5 =6,- -
R&W II, 1 ~ 1 1,6 =7 2,8 ~ 10 2,9 ~ 11 4,9 ~ 13

Heal 1,4 ~5 0,4 ~4 0,4 ~4 1,4 =5 1,3 =4
Artf 0,2 =2 1,6 =7 1,4 ~5 U~4 0,3 ~3

Stlh 2,8 ~10 0,6 =6 0,4 ~4 1,3 ~4 0,2 ~2

Str\V 3,8 ~11 4,8 ~12 4,8~12 3,8 ~11 4,9 ~ 13
Ride 0,2 ~2 0,4 ~4 0,6 ",,6 2,8 ~10 0,4 ~4

WdWs 1, 7 ~8 4,7 ~ 11 2,6 =1) 3,6 ~9 0, 1 ~ 1

Special

17



•• Urban Occupations Chart

Apprentice Journeyman
Craft!maE__ Craftsman

28 26

t8

*Su and End do not receive occupation increases or decreases after
the age of 40.

"Ix St." Character learns one saint (randomly selected).
"Zx St." Character learns two saints (randomly selected).
"Ix Ale" Character learns one alchemical formula (randomly se­

leered, but biased strongly to\vard lo\ver quality formulas).
"2x Ale" Character le,uns t\VO alchemical formulas (randomly se­

lected, but biased strongly to\varo lower quality formulas).
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EPs

End*
Str'"
Agi
Per
1m
Chr

wEdg
wImp
wFIl
wPal
wThr
wBow
wMsD

Alch
Rclg
Virt
SpkC
SpkL
R&W

Heal
Artf
Stlh
ScrW
Ride
WdWs

Special

Laborer

31

+1
+1

-I

1,4 ~5

2,8 ~10

0,0 ~O

0,6 =6
0,5 ~5

0,2 ~2

0,0 ~O

0, 1 ~ 1
0,2 ~2

1,4 ~5

0,5 =S
0,1 ~1

0,4 ~4

1,5 ~6

1,4 ~5

1,6 ~7

2,7 ~9

1,3 ~4

1,6 ~7

+1

+1
-I

2,4 ~6

2,5 ~7

0,3 ~3

0,3 ~3

0,3 ~3

2,4 ~6

2,5 =7

0,4 ~4

1,3 ~4

1,3 ~4

1,5 ~6

0,2 ~2

1,5 =6

0,4 ~4

5,6 ~ 11
0,4 ~4

2,6 ~8

0,2 ~2

0,2 ~2

-I
+1
+1

1,6 ~7

1,7 ~8

0,4 ~4

0,4 ~4

IJ,4 ~4

1,4 ~5

1,4 ~5

1,3 =4
1,2 =3
1,3 =4
2,6 =8
1,3 =4
2,6 =8

0,4 =4
5,8 = 13
0,2 =2
2,6 ~8

0,4 =4
0,2 =2

,"'faster

Craftsman

20

-I

+1
+1
+1

1,4 =5
0,5 =5
IJ,3 =3
0,3 =3
0,3 =3
IJ,3 =3
1,3 =4

2,4 =6
1,3 ~4

2,5 =7
4,8 =12
O,IJ =IJ
2,9 = 11

1,4 =5
5,9 = 14
0,2 =2
3,8 '" 11
0,6 =6
0,1 = 1

Thief

22

+1

+1
-I

3,5 ~8

3,5 =8
0,3 =3
0,5 =5
2,5 =7
0,4 =4
0,6 =6

1,1 =2
0,1 = I

-1,1 =0
1,4 =5
O,IJ =IJ
IJ,2 ~2

0,2 =2
2,7 =9
6,9=15
3,8 ~II

1.1 =2
1,3 =4

SIil'indler

26

-I
+1
+1
+1
+1

2,8 = 10
0,6 =6
0,4 =4
0,4 =4
1,8 =9
0,4 =4
0,6 ~6

1,2 =3
0,1 = 1

-1,1 =0
4,9 =13
1,1 =2
1,5 =6

1,2 =3
1,2 =3
1,7=8
4,8=12
0, 1 ~1

0,2 =2



----~----

NOTE: If a character already knows the saint or formula randomly
selected, another is no/selected. Therefore, it will seem as ifrhe character
dido'r learn onc. Therefore, the more yOlI komv, the greater the chance of
losing the benefit because you already know that saint Of formula.

OCCUPATIONS AND AGE
AGE 15 OCCUPATlON BONUS: During a character's first occupation (at
age 15-20), he or she gets an automatic +2 in every skill. In addition, the
character gets an extra 20 EPs.

AGE 20 OCCUPATION BONUS: At age 20 a character gets an extra 5
Ers regardless of occupation chosen.

AGING PENALTIES: At age 30 and beyond, if a character goes into
another occupation rather than beginning to adventure, he or she will
suffer some attribute penalties. The Aging Effects Chan, below, shows
these penalties, and also notes the cumulative penalty to that age. To
avoid any aging penalties, a character should begin adventuring after just
three 5-year occupations.

Aging Effects Chart
Age
30 35 40 45 SO 55 60 65

~-_.-

End -1 (-1) -2 (-3) -2 (-5) -3 (-8) -3(-11) -3 (-14) -5 (-19) -6(-25)
Str -1 (-1) -I (-2) -2 (-4) -2 (-6) -2 (-8) -3(-11) -4 (-15) -6(-21)
Agi -1 (-1) -2(-3) -2 (-5) -2 (-7) -3 (-10) -3(-13) -4(-17) -4(-21)
Per -1 (-1) -1 (-2) -2(-4) -3 (-7) -3 (-10)
Inr -1 (-1) -2 (-3) -2(-5)
Chr -1 (-1) -I (-2) -2 (-4) -3 (-7) -3 (-10)

OCCUPATION QUALIFICATIONS
Not every occupation is available at all rimes. Certain very useful
occupations aren't available unless a character meets cenain reg uirements.
Finally, no more than 14 possible occupations are shmvn. Higher status
occupations have priority over lower. The game logic for making
occupations available is extremely complex; the description belm\' is just
a partial summary.

RECRCIT: Character must be less than 30 years old. A character can
only be a recruit once in a lifetime.

SOLDIER: Character must have former military experience - as a
recruit, soldier, veteran, captain, knight, schulz, or bandit.

VETERAN: Character must have had experience as a soldier, veteran,
captain or knight.

CAPTAIN; Character must have Per 20+. 1m 20+, Chr 20+, and have
expenence as a veteran, captain, knight, schulz, courtier, manorial
lord or bishop.
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HUNTER: Character must have \Voodwise 15+. In addition, the
character must either (a) be age 15 from a noble or rural family; or (b) have
experience as a recruit, soldier, veteran, captain, knight, friar, hermit,
peddler, travelling merchant, peasant, schulz, humcr or bandit.

BANDIT: Character must either (a) be 15 years old; (b) have military
experience as a recruit, soldier, veteran, captain, knight; or (e) have
experience as a peasant, hunter, friar, hermit, schulz. peddler, laborer,
thief, bandit, vagabond, or s\vindler.

PEASANT: Characters can always be peasants unless either (a) they
are 15-year-olds of noble or vveaithy birch, (bl have just finished a
moderately-placed occupation (captain, knight, courtier, noble heir, priest,
journeyman craftsman, travelling merchant, professor, alchemist); or (c)
have any experience in a high-placed occupation (manorial lord, abbot,
bishop, merchant-proprietor, master alchemist, or master craftsman).

SCHULZ: Character must have been a peasant, plus have experience
as a veteran, captain, noble heir, knight, manorial lord, priest, abbot,
bishop, merchant proprietor, professor, or schulz.

NOBLE HEIR: Character must either have noble birth, or have
been a courtier.

COURTIER: Character must be either (a) be a 15~year-old from a noble
or wealthy family; (b) have just finished a career as a schulz, captain,
knight, priest, ahbot or bishop; or (c) have any experience as a manorial
lord or courtier.

~'\'JCHT:Character must have a virtue of 16+ and either (a) bc a nohle
of age 20+; (b) have just finished an occupation as a captain, courtier,
noble heir, abbot, or bishop; or (c) have any experience as a manorial
lord or knight.

IVL-\NORfAL LORD: Character must be either a manorial lord
currentl).', or have spent the last 10 years as a noble heir, courtier, abbot
and/or bishop.

HER:VlIT: Character must have a virtlle of 15+. There is nothing else
that is required .

NOVICE ~I00lK!NUi'\;: Any character can enter a monaster')' except
those who already have sufficiem religious status, education or cxperi­
ence. A charactcr can do this only once per lifetime.

lVIoNK/NuN: Character must have at least Per 15+, 1m 15+, Chr 15+,
Religion 5+, and have experience as <l noble heir, comtier, manorial lord,
novice monk, monk, friar. priest, abbot, bishop, student, clerk, ph~lsician,

professor, or alchemist.
FRIAR: Character must be male ~lnd havc some religious

experience - as a hermit, novice. monk, priesL abbot, or bishop.
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PRIEST: Character must be a male \vith at least Per 20+, lot 20+ and
Chr 20+. In addition hc must have either (a) experience as a manorial lord,
priest, abboror bishop; or(b) spent the last 5 years as a noble heir, courtier,
schulz, monk, clerk, or professor; or (c) ~pent the last to years as a novice
monk. oblatc, student, and/or friar.

ABBOT: Character must have Per 20+, Int 20+, Chr 20+ and Religion
15+. Character must have either (a) spem the last 5 years as a noble heir,
courtier, manorial lord, priest. abbot or bishop: or(b) spentthe last 10 years
as either a monk and/or professor. A female abbot (abbess) is possible.

BISHOP: Character must be a male with at least Per 25+, 1m 25+, Chr
25+. In addition he must have spent either (a) the last S years as an abbot
or bishop, or (b) the last 10years as a courtier, manorial lord, and/or priest.

OBLATE: Any character may study as an oblate unless they (a) have an
1m of 11~; (b) are a 15-year-old commoner; or (c) have been a novice, monk,
friar, priest, abhot, bishop, clerk, professor, physician or alchemist.

STUDENT: Any 1.1-year-old can be a student. In addition, a student
call be anyone with Int 12+ and Rcadf\Vritc 6+ who spent the laSt 5 years
as a recruit, soldier, veteran, hermit, friar, novice, monk, oblate, peddler,
local trader, travelling merchant, apprentice or journcyman craftsman,
noble heir, swindler, or student.

CLERK: This occupation is available to characters who arc 15-year­
aids from a wealth-'y urban family. It is also available to characters with Int
12+, Read/Write 15+, and who either (a) have experience as a noble heir,
courtier, captain, knight, schulz, priest, abbot, bishop, studem, clerk,
professor, alchemist, master alchemist, or merchant-proprietor; or (b)
have spent the last 10 years as an oblate, monk, and/or tr<l"velting merchant.

PHYSICIAN: Character must have Healing 15+, and experience
as either a student, clerk, professor, physician, alchemist, or
master alchemist.

PROFESSOR: Character musr have Read/\Vrite 20+. and have
experience as an abbot, bishop. clerk, professor, physician, alchemist, or
master alchemist.

ALCHEivIIST: Character must have an 1m 30+. and either (a) have
cxperience as a priest. abbot, bishop. student, clerk, professor, or
alchemist: or (b) have spent the last 1Oyears as an oblatc. monk, friar, and!
or physician.

NIASTER ALCHEi\lIST: Character must h<\\"C an Inc 35+ and have
experience as an alchemist.

VAG.-\BO:\"D: Normally anyone can become a vagabond. However,
this occupation is unavailable to a charactt:r who has just finished a
middle-status occupation (captain. knight, noble heir, courricr, schulz,
priest, professor, travelling merchant or alchemist), or has done any high­
status occupation (manorial lord. abbot, bishop, merchant-proprietor,
master alchemist, journeyman craftsman. or master craftsman).
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PEDDLER: This occupation is available to IS-year-old commoners
and anyone older. However, it is prohibited to anyone who just finished
a middle-status occupation, or who has done any high-status occupation
(see Vagabond above for specifics, except that here schulz counts as a
high-status occupation).

LOCAL TRADER: This occupation is available to IS-year-alds from
noble, wealthy or crafts families. It is also available to anyone with Int 12+,
Speak Common 5+, and experience as a captain, noble heir, courtier,
monk, priest, abbot, bishop, clerk, physician, professor, alchemist, jour­
neyman craftsman, master craftsman, swindler, or any mercantile profes­
sion (peddler, local trader, travel!ing merchant, or merchant-proprietor).

TRAVELLING MERCHANT: This occupation is available to 15-year­
olds from noble or wealthy families. It is also available to anyone with Int
15+ and Speak Common 20+ who also either (a) has appropriate mercan­
tile experience (local trader, travelling merchant, or merchant-propri­
etor); ar(b) has experience as a noble heir, manorial lord, professor, master
alchemist, or master craftsman.

MERCHANT-PROPRIETOR: The character must have Int 20+, Speak
Common 10+, and have spent the last 5 years as a travelling merchant,
merchant proprietor, manorial lord, or bishop.

LABORER: Any character can be a laborer except (a) 15-year-old
noblcs; (b) someone who spent the last 5 years as a captain, knight, noble
heir, courtier. schulz, priest, professor, alchemist, or travelling merchant;
or (c) someone who \'o/as at any time a manorial lord, abbor, hishop,
merchant-proprietor, master alchemist or master craftsman.

ApPRENTICE CRAFTS.'\1AN: Any 15-year~old except a nohle can
apprentice. In addition, this occupation is open to those who either (a)
have just been a captain, knight, noble heir, courtier. schulz, priest, clerk,
physician, professor, alchemist, or tra'velling merchant; or (b) have bcen at
any time a manorial lord, abbor, bishop, merchant-proprictor, master
alchemist, or craftsman (of any rank). A character cannot apprentice more
than once in a lifetime.

JOCRNEY;\IAN CRAFTSI\L\N: This occupation is available [0 15-year~

olds from crafts families (urban or rural), as \vell as those \\lith
expcrience as a craftsman (apprentice, journeyman or master), physician,
or alchemist.

.MASTER CRAfTS\-tAN: Charactcr must have Int 12+ and
experience as either a journeyman craftsman, a master crafrsrnan. or a
merchant~proprietor.

THIEf: This occupation is available to any lS-year-olds except those
from rural settings. It is also available to those with Streetwise 10+ and
JO\\/er or middle status experience (soldier. veteran, pricst, friar, hunter,
bandit, [hief~ vagabond, laborer, peddler. local trader, travelling mer­
chant, student. clerk. professor, alchemist. or journeyman craftsman).



SWINDLER: This occupation is available to 15-year-olds with noble,
\\realthy, or urban crafts backgrounds. It is also available to anyone with Int
25+, StreenNise 15+, and 100ver or middle status job experience (see list in
thief, above).

INITIAL EQUIPMENT
\Vhen you finish the last occupation for a character and elect to "begin
adventuring," the initial party members receive equipment. Additional
characters created during the game bring no eql,ipmenr with them. This
prevents you from constantly adding characters, taking their equipment,
then dismissing them to add others, etc.

ALCHEMICAL POTIONS: Each character receives one potion for each
formula he or she knows. If sold, these potions can provide a starring party
with valuable "working capital" to buy more immediately useful items
(such as armor and \\'eapons, or components for more potions).

WEAPONS: Starring characters each begin \vith a weapon. The
character's single best weapon skill determines which is received:

wEdg (Edged weapons) Shortsword
wImp (Impact weapons) Club
wFII (Flails) Militarv flail
\vPol (Polearms) Shaft spear
wThr (ThrO\vn weapons) Throwing knife
\vBow (Bows) Shorr bo\\!
w!\'1sD ("-/lissile dev"ices) Crossbow

ARl\IOR: The last occupation of a character determines what armor, if
any, is reccived,

Knight V:Brigandine L:Chainmail
Veteran V:13rigandine L:Cuirbouilli
Captain \:':Brigandine L:Studded Leather
Soldier V:Chainmail L:Studded Leather
!\hnorial Lord V:Chainmail L:Leather
Travelling l\lcrchant \r:Chainmail L:Leather
Schulz V:Cuirbouilli L:Studded Leather
Recruit V':Cuirbouilli L:Leather
"'able Heir V:Srudded Leather L:Lcather
Hunter V:Srudcled Leather L:Leather
Bandit V:Srudclcd I,cather L:Learher
'l'hief \:l.c<lther L:Learhcr
COllrtier V:Leathcr (none)
Peddler \':Learher (none)
Local Trader V:Leather (none)

\VEM.TH: The initial moncy of the parry is about 9 groschen: the CX,:lC(

amount varies somewhat.
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STRATEGIES FOR
CHARACTER GENERATION

Dark/and,; offers far greater variety in character generation than most role­
pla')-'inggames. All the attributes and skills can be quite confusing at first.
However, there is almost no randomness in character generation. Changes
in skills and attributes are always predictable, and all benefits are fixed.
There arc three exceptions: initially known formulas and saints are
random, and the starting money varies slightly.

Bear in mind that attributes almost never improve during play, while
skills frequently do so. This suggests that it is uIlwise to lose good
attributes juSt to improve starting skills. On the other hand, characters
whose crucial skills are below 15 may have trouble functioning. Character
creation is the art of balancing long term potential against initial power.

It is possible to achieve almost every goal in the game with an')' kind
of party. However, balanced parties with good fighting skills and at least
one knO\vledgeable person in both religion and alchemy are easier for
beginners. 'l'he default party is a good example of a "balanced" party.

STRENGTH & ENDURANCE: Every character in the party needs high
endurance and strength. Lovv values here not only make the character
vulnerable in comhat, they also reduce the total amount of armor and
weaponry possible, since carrying capacity is the total of strength and
endurance. Complete plate armor requires a total of 59, a decent melee
weapon 3 to 6 more, not to mention missile \vcapons or shields.
T'herefore, a powerful fighter wants a Str+End total of at least 65, and
preferably 70 or more.

A.GILlTY is a less-useful attribute. It is important in climbing and
sneaking, and decreases your vulnerability to missiles. Hov\ever, too
much \veight in \,\reapons and armor can quickly ruin any hard-\yon
agilit)'" advantages.

INTELLIGENCE is crucial to an alchemist. It is a major variable in
successfully mixing potions. In fact, the alchemist career requires an
iotclligence of 30+, and master alchemist requires 35+. Note that a
number of careers improve intelligence - which can be handy to

an alchemist.
PERCEPTIOl\" is probabl)r the least llseful 'Htribme. It is primary used

in detecting secret doors, finding traps, and detecting ambushes. I1ow­
ever. to use the attribute properly, the high-perception person needs to be
leading the party", and the attribute is therefore primarily beneficial to

thc fighting leader (who probably prefers to invest in Su and End).
Note that somc careers increase perception - a good \yay to "get
something for nothing."
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CHARISMA is very valuable co the party spokesperson (whomever is
leader ",,-hen you try co talk somebody into something - such as talking
your way into a city). Charisma also helps in buy-sell negotiations and
other interactions.

COMBAT SKILLS: In general, everyone in the parey needs a melee
(hand-co-hand) and a missile skill. You are best advised to study the
weaponry data, select desirable weapons, and specialize in the appropri­
ate catcgor~'. \Veaker characters (those with lo\ver strength plus endur­
ance torals) are advised to avoid polearms and missile deviccs, since these
weapons are heavier.

Among missile weapons, bO\vs fire faster, but missile devices do more
damage. Throwing weapons are cheap, and higher skill also increases your
ability to throw past a character. This is very useful for alchemists trying
to hide behind friends and throw potions over their heads at the enemy!

ALCHEMY: A balanced party needs a skillful alchemist. This charac­
ter needs high intelligence and good alchemy skill from the start. Once the
character (earns some easy formulas and you locate sources for the
components, you can set up an alchemy business that makes and sells
potions for a profit.

RELIGION & ViRTUE: A balanced parry should have at least one
religious character. This person benefits from high virtue, which permits
the use of many different saints, and high religion, which permits the
quick regeneration of DF (diY·ine favor). I-IO\vever, both can be acquired
gradually; unlike alchemy \vhich is crucial right from the start.

SPEAK CO~I~lO[,;: This is a critical skill for discussions and negotia­
tions. Ifyour leader has both high charisma and high speak common, man)'
things will suddenly become much easicr. In fact, you'll find yourselves
able to "fast talk" into and OLlt of many situations.

INTELLECTCALIS:\J: Speaking Latin and Read & \Vrite skills should
be combined in one person. The sum or average or these skills can
dramatically effect your ability to successfully interact with universities
and monasteries, and (to a lesser degree) with alchemists. Generally,
the vI/hole pany benefits even if just one character has strong
intellectual skills.

liEALl.:\J"G: One character should work on this skill. The rate at which
you naturally regain strength while camping or at an inn is based on the
single highest healing skill in the party. Thcrefore, one ';9<)" healer is far
better than four "25" healers.

ARTIFICE: Again, onl"y one character need know this skill, preferably
one with good perception. If you have lockpicks, good artifice skills can
get you into various chests and through various doors. However, eatcr­
water potions are almost as good. Therefore, this not a crucial skilL
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STEALTH: This determines a character's ability to sneak. Sometimes
the party just needs a single sneak, but other times everyone must do it.
However, a failure to sneak generally just leads to more fighting. There­
fore, good fighting ability can compensate for poor stealth.

STREETWISE: This helps in urban dealings. There arc few truly

dangerous urban situations. A low street¥"ise skill is no great disadvantage.
RIDE: This is perhaps the least L1seful skill. It is mainly used to out­

ride someone (or something) encountered while (raveUing.
WooDwrsE: This helps you detect an ambush or difficult situation

before you walk into ic. A number of outdoors cncoumers can be quite
dangerous, so this skill is morc lIseful than Srrcetwise or Ride, but
probably not as helpful as stealth.

CHARACTER STEREOTYPES: It is sometimes useful to mentally
stereotype your characters. For example, you might create a party with a
couple of fighters, a cleric and an alchemist. One of these would be the
"natural1cader" because he or she had exceptional charisma and speaking
skill. These stereotypes guide both your creation ofa character, and his or
her role in the party.

Other stereotypes \vorth considering are the "jack-of-all-trades mer­
chant," the warrior priest, the old sage (good in alchemy and religion), the
dumb-but-strong soldier, the noble knight (superb fighter and high virtue
- rcady to learn many saints), and many others.
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CITIES
Cities are the major landmarks in Darklands. The chart belmv provides the
fixed information for cities, The other information can vary from game to
game, and sometimes from one time in the game to another.

MAP: The city's generalloeatian on the color map \vhich is enclosed

in the game.
SIZE: The relative size of the city, which ranges from "3" (the

smallest) to "8" (the largest). Larger citics are morc likely to have rare
items, and slightly cheaper prices (doc to the increased competition).

CATH: Some cities have cathedrals ("YES"), and some do not ('''no'').
All cities have churches and monasteries.

UNIV: A few cities have universities ("YES"), but most do nor ("no").
BKSM: Blacksmith, if present, has a quality value. Blacksmiths offer

a limited selection of the most common weapons and armor.
808M: Sword smith, if present, has a quality value. Swordsmirhs offer

a wide variety of melee weapons (edged, impact, flail and polearm).
ARM: Armorer, if present, has a quality value. Armorers offer a wide

variety of metal and non-metal armor.
Bwy: BOvvyer, if present, has a quality value. Bowyers offer a variety

of missile weapons (thrown, bov,'s and missile devices).
ARTF: Artificer, if present, has a quality value. Artificers offer a

variety of non-weapon items. They also offer certain impact and
polearm weapons.

CLTH: Clothmaker. if present, has a quality value. Ctothmakers
either offcr nothing at all (in version 6), or some non-metal armor
(in later versions).

SLM: Some cities have slums ("YES") and some do not ("no").
IA-IALJs: Some cities have a pawnshop or Leihhaus ("YES") and some

do not ("no").
NOTE: To help you find the best guilds easily, ail qualityclcvels of30

or more are shown in bold.
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Aachen A:; :; YES no no 28 27 26 36 30 no YES
Augsburg D7 6 YES no no 27 29 24 29 29 YES YES
Bamberg 1)6 5 YES no no 29 27 ?" 25 25 YES no-,
Basel A8 5 YES YES no 26 31 26 29 28 YES YES
Berlin £3 4 no no 23 23 no no
Brandenburg £4 4 YES 25 26 YES YES
Braunschvveig C4 5 YES no no 24 23 22 25 25 YES YES
Bremen C3 6 YES 00 00 25 27 29 27 27 YES YES
Breslau CS :; YES no no 2:; 28 32 2:; 26 YES YES
Bromberg H3 5 no ZZ 22 no no
Brunn G7 4 YES 24 2:; YES no
Biirglitz E6 nO 25 23 no no
Danzig HI 7 YES no no 26 25 25 29 26 YES YES
Deventer A3 4 no no 23 no no no 25 38 no no
Do,-tmund 1)4 4 no no 24 no no 22 24 22 no YES
Dresden E5 6 YES no no 26 34 25 39 27 YES YES
Duisberg A4 5 no ,no ;110 29 26 24 25 24 YES YES
Rlburg A3 S· no no 23 no' :'00 36 25 35 no no
Erfurt D5 'i YES YES 25 no no 24 29 ?" YES YES-~)

Flensburg Cl 3 no no 22 no no no 21 23 no no
Frankfurt am Main 1)6 'i YES no no 24 27 24 26 24 YES YES
Frankfurt an der Oder F4 5 YES no no 27 27 28 27 27 YES YES
Freiberg E5 YES 23 YES YES
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21
24
25
25
21
31
25
25
26
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27
31
27
22
22
26
29
24
28

23
24

24
24
23
23
25
24
20
23
2S
25
25
27
25
26
38
24
32
34
23
37
24no

no
25
27
no
no
20
28
28

25
24
31
24

no
no
no

24

no

no
no
no
no
29

no
no
27
24

24
no
no
25

no

no

no
29

no

no
no
27
27

29
35
no
31

no

no
36

no
no

23
no
22

no

24

22
26
26

19
22

no
22
23

YES YES
YES no

no no

no no
YES

no no
no no
no no
YES YES

no no
no no
YES no

no no
YES YES

no no
no YES
no~<:,;' :n:o';
no no
no no

4
7
5
5

4
4
S
4
4
3
-.,
6
4
7
5

5
4
4
5

BS
C5
E3
F.1
C4
GS
A2
C7
C2
C3
B6
C5
A4
H5
AS
BS
DS
F6
H2
E4
!"7
D2
C3

Freiberg-im-Breisgau
Fulda
FClrstcnherg
Gorlitz
Goslar
Graz
Groningen
Hall
Hamburg
Hannover
Heidelberg
Kassel
Kempen
Koblenz
Ki>ln
Konstanz
Kufstein
Kuttenberg
Leer
Leipzig
Linz
Lubeck
Luneburg
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Luxemburg A6 5 YES no no 26 28 23 27 31 YES YES
Magdehurg D4 5 YES no no 34 28 26 28 26 YES YES
.Mainz B(, 6 YES no no 27 27 24 27 26 YES YES
Marienburg 5 30 33 26 28 no no
Mtinchen YES YES
Mtinster YES ,no·
Nancy A7 5 no no no 24 36 24 24 23 YES no
Naskskov 01 3 no no 21 30 no no 21 21 no no
Nordlingen C7 5 YES no no 33 23 24 27 25 YES YES
Ntirnberg 27 no no
Nymwegen no no
Olmtitz YES nQ

OsnabrOck B3 5 YES no no 24 23 25 26 YES YES
Paderborn B4 4 YES no no 38 22 26 25 no no
Passau E7 5 no no no 23 24 24 26 YES YES
Posen 03 4 no 25 27 YES no
Prag 6 YES 29 30 YES YES
Prenzlau 23 YES no
Pressburg H8 5 YES YES no 25 25 35 24 28 YES YES
Regenshurg D7 6 YES no no 25 26 25 28 26 YES no
Rostock 1)2 5 no YES no 25 24 23 27 25 YES YES
Rottweil B7 nQ no 22·
Salzburg YES
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Schleswig C1 5 YES no no 24 25 23 25 24 YES no
Soest B4 3 YES no no 22 35 21 23 21 no YES
Speyer 116 .\ YES no no 24 30 24 25 25 YES YES
St.Joachimsthal E5 3 no no no' no 31 22 no YES
Steltin 23 22 YES YES
Stcyr 24 23 YES no
Stralsund E2 5 no no 23 no no no 23 22 YES YES
Strassburg 117 7 YES no no 27 27 25 25 27 YES YES
Stuttgart C7 5 YES no no r 33 26 24 26 YES YES_0

Teschen hb .fiO :no 39 22 24 YES no
Thorn 24 25 no no
Trier 28 28 YES YES
Ulm C7 7 YES no no 28 31 26 28 2H YES YES
Vordingborg 01 3 no no 21 no no no 21 21 no YES
\Vien GH 6 YES YES 00 35 27 25 35 30 YES YES
Wesel A4 4 no 24 25 25 no YES
Wismar 02 4 on 23 no: YES
Wittenberg E4 25 )10<: YES
Worms 116 6 YES no no 27 26 24 33 29 YES YES
Wlirzhurg C6 5 YES YES 24 no 32 no 25 25 no no
Xankn A4 5 YES no no 24 24 23 26 32 YES no
Zurich B8 YES
Zwolle
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CITY CONSTANTS: Not every cicy has a council hall, fortress, or even
a main square. However, all cities have a marketplace, an inn, a church,
and a grove. All those on the coast or a navigable river have docks.

MARKETPLACE: Every city has one. Here you can find foreign
traders, goods merchants, pharmacists, bankers, and sometimes a pawn­
shop (Leihhaus). \\Then first visiting a city, it's ahvays wise to note which
alchemical components are available. Later, when you're searching
for that one rare material (like marsh vapor or manganes), the list will
come in handy.

The marketplace is also where the Fugger, .\ledici, and Hanseatic
League have their offices - the three great financial and trading organi­
zations within the Empire.

INNS: A pany cannot stay at an inn for morc than 30 days without
beginning to lose local reputation. You are visitors to a city, not legal
residents. Citizens will become mistrustful if you stay too long. The city
guard may decidc you're undesirable and arrest you. If your reputation is
bad enough, the innkceper \vill become hostile and almost certainly call
the guard. Of course, if you 're currently local heroes, it may take months
before your reputation falls enough to trigger these problems.

CIIUHCI-IES & CATHEDRALS: Rich parties wiil find that big offerings
at churches will not only restore divine favor, but can also improve [heir
virtue and local reputation. Cathedrals offeranorher chance at this, and are
also interested in relics.

The various saints knovm to monasteries are reset each game, and are
therefore not predictable. Because you can't learn [hem all at once, it's
useful to note \"hich saints are available. 'You can then rerum a fe\\' weeks
or months later to learn anorhcr, or get knowledge of a certain specific,
. .
Important same

UNIVERSITIES: The key to success here is high intelligence, percep­
tion, and Latin, as well as knowledge of an appropriate specific skill
(religion if learning saints or alchemy for alchcmical information). Fre­
quently 'you'll find yourself frustrated by the arrogant staff and students.
Be persistent, and even if foiled for the rnornene don't hesiwte to return
next \veek or next month - the staff have short memories.

\Vhen you are successfuL it's llscful to note which porions, saints, or
philosopher's stone prices apply here. University" informacion is ex­
tremely expensive, but later \vhen you're rich, knowing where to find
something could be helpful.

GcrLDS & EQlJIP~lE:"'JT: The existence of various guilds in a city·
determines the availability and quality of valuable \veapons and armor.
For easy reference, guilds with a quality of 30 or rnore are printed in bold.



A specific guild in a specific city almost never offers a complete line
of products. ~'lost guilds only have some products available. The
products-available list does no/change with time, but does change when­
ever you start a new game. Therefore, a wise traveller notes which guilds
offer rare items.

In general, s\vordsmiths, armorers, and bO\vyers are the important
sources. However, great artificers (tinkcrs) can provide val uable impact or
polearm weapons. The Dutch clothmakers of Dcventer, Zwolle and
Elburg sometimes provide valuable studded leather or cuirbouilli armor.
This is useful to characters not strong enough to handle metal armor for
both vitals and limbs.

Once a party is wealthy, they \vill want to seek out the best quality
",'capons and armor. Quality of 35 or higher insures +1 damage with
weapons and -1 damage from hits if the enemy has normal (quality 25) or
worse eqUIpment.

ALCHEMISTS & l-IEALERS: The existence and skills of these people
vary from game to game. In general, the larger the city, the better the
chance of them existing, and the better your chance of encountering
somebody with real skill, rather than a quack.

I\'1any have complained about the alchemist's tendency to trade
formulas indiscriminately. \Vhat do you expect for free? If you wan( a
specific formula for a specific person, you'll just have to pay. Alchemical
formulas are not transferable because each alchemist uses his or her own,
secret language.

Be warned that some healers are incompetent, doing more harm than
good. Try to determine their skill before employing them. This can be
time well-spent!

SLUMS: As Jongas you don't mind losing local reputation, it is possible
CO stay in a slum instead of at an irlll, and for much less cost. Ho\vever,
training is not possible (since as a slum-dweller you are technically an
'illegal alien').

PAWNSHOPS: These "banks of the people" arc very useful for the
poverty-stricken. You can sell your loot there, and find a \vide variety of
cheap (if low quality) goods. Note that pawnshop goods frequently
arc higher quality than those lootcd from bodies in battle, bur lowcr than
most guild ware.

PRICES: The prices in a city vary \vith size and a certain random
factor. Larger cities tend to have cheaper equipment, but more expensive
rolls and inns.

Once a year, for a \~reek or two. cities may have much higher prices
because of holiday crowds. These are ver).' hard to predict. If you're
poor, only sell (never buy) during holidays and camp outside the city to

save money.
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THE COUNTRYSIDE
There are literally hundreds of villages, monasteries, and castles
scattered across Greater Germany. Their location and nature varies from
game to game.

VILLAGES arc usually friendl y'_ You can stay, purchase a few basic
items, and attend the village church. Don't overlook the benefits of large
donations here - rewards can be greater than at a city.

A few villages (about 5% initially) arc under the influence of the
secret, satanic witch cult. Staying here can be quite dangerous. The
atticude of the village priest is a good cluc. A peculiar penance or the
veneration of people who rcally areD 't saims is a sign ofs3ranism. Villages
may also be destroyed, sometimes by you, sometimes by dragons, and
sometimes by random events completely beyond your COntrol.

COUNTRY MONASTERIES tend to bc either studious, mercantile, or
debauched. None pose a physical threat, and you can't really do anything
to change them. Most monasteries are a useful source of saintly
knowledge. The mercantile ones may also have a wide variety of equip­
ment and materials.

CASTLES in the countryside arc the home of local, petty rulers. Some
are upstanding and honest, some arc evil and dangerous. You need
either a deft touch with the peasants or appropriately saintly prayers to
rell rhe difference.

A few of these castles are homes for Raubritter (robber knights). You
should first find patrons in nearby ci ties to sponsorrhc destruction of these
scum. Then you can deal with them and earn significant profits, reputa­
tion and fame. Don't expect rewards unless the people first ask you to
remove the menace!

MINES can be a source of certain equipment and materials. Some­
times a specific mine may have unique problems. Information about this
can be found among the notices and rumors in city squares or at a city inn.
Visiting each mine is unnecessary, since generally only one mine at a time
has problems, and the Empire bas man)" different mines.

ANCIENT RUINS arc sometimes your goal in yuests. They can also be
places of ancient eviL Sometimes you can deal \vith these immediately. In
other cases, the site is one of the dreaded locations of the \vitches' High
Sabbar. On Iv \vhen witches conOTe",lte there can vou deal \vith the evils. h h •

of that location.
OTHER LOCATIONS are sometimes indicated by an icon (such as

shrines, caves, lakes, etc,), \vh ile mhers arc not (such as wandering hermits
and reclusive \vido\\'s or \vitches). Those without icons have no perrna­
ncnce. If you return to rhe spot, the odds arc you \vill flO! find the hermit
or recluse still in residence.
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WEAPONRY
The weapons tables include the following information:

WEAPON: Name of the 'Neapon. The tt symbol indicates a [WO­

handed ,,"'capon. \Vhile a character is using such a weapon, shields cannot
be used (even if the character is armed \vith one).

SPEED: \Veapon speed; the smaller the number, the faster the \veapon.
PEN: Penetration value; the higher the number, the better

the penetration.
DMG: Damage value; if the \vcapon penetrates, this is (approxi­

mately) the maximum endurance damage it could accomplish. Strength
damage is less, sometimes much less.

SKILL: :Minimum skill needed to use weapon without incurring
special penalties.

STR: Strength range for the weapon. If the character's strength is
below the lower number, penalties may occur in both hit probability and
damage. If the character's strength is above the higher number, bonuses
may occur to hit probability and damage.

WGT: The weight, in pounds, of the ,vcapon. Large, bulky weapons
include an extra penalty in their ''''eight (pikes, for example),

RARITY: The availability of the weapon. The higher the rarity, the
less likely you are to find it for sale, especially in smaller cities,

PRICE: Typical price in a moderate-sized (5) city for an average
quality (25) weapon. Larger cities may have slightly cheaper prices.
Different quality can significantly affect prices. Finally, price is also
influenced by random factors.

lFeapo,,__ _______ --!peed_ P~~ _pmL Skill SIr ~Vgt_Rar:"Z\t ~r!£e

Edged \Veapons

T\vo-handed swordtt 95 4 14 19 21-31 10 6 660
Longsword 55 0 12 18 19-29 6 4 270J

Falchion 45 2 10 14 15-29 4 4 170
Shorts\',/Ord 40 4 R 16 13-28 3 0 170
Poniard 30 4 ) 10 12-27 1 4 XO
Dagger r 3 6 8 11-27 1 4 S5-"
Battleaxett 100 3 15 1Z 22-30 8 6 500
Hand A."X.e 4.') 2 9 8 1.')-29 4 4 130
Field A.xcti" 65 7 8 14-28 5 .1 30
(small knife) 25 4 7 10-75 0
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COMI\'IEl'iTS: Srnne players favof faster weapons for a greater number
of hits. This tactic is cspeciJJly llseful for unskillful flghters, \yho other­
wise might never score a hie.

Others favor high-penetration \vcapons (\'alue of 4 or 5), to insure
pencrraring hits. '1 'his is because non-penerr<.\ting hits do so little damage.
For those \vho hate changing weapons, this is an ideal strategy. L nfortu­
natel~;. most of these \veapons are quite slow .

35

170
160

70
100
130

50
20

7600
1600
230

40

170
430
130
100
12

270
530
740
1650

4
5
4
3
I

12
10
3

6
o
8
8

4
6

2
5
6
9

4
5

3
3
I
1

13

7
8
6

3
6
til

9
19
14

17
12
9
7
7

20-31
18-29
16-29
13-50

24-30 9 7 740
27-33 15 2 170
25-32 12 3 200
15-29 3 5 330
14-29 4 3 170
16-30 5 I 20

20-35 8
17-99 4

20-32
23-31
20-32
17-33
16-33

22-32
20-31
16-29

18-99
20-99
17-99
16-99

14
16
12
11

30
25
20

21
19
12
8
10

5
5
5

12
IS
11
9
6

7
8
9
9

Shields

Polearms

6
6
4

4
4
3
3
1

6
7
5
7

~lissile Devices

Thro,\vn Weapons

2 9 19
3 8 10
3 6 11
2 5 30

Bows

130
70

240
240
180
240

210
180
150

Speed Pen ~:'f£~§ki!l_

Impact Weapons

120 6 II 20
130 5 10 10
90 4 12 9
50 5 8 12
40 4 9 8

45 3 7 4

[--"Jails

5 12 18
4 10 14

140
105
85
70
40

540
660
720
780

Crossbo\\'"rt
Arbalesrtt
Iron Handgun+t
Brass Handguntt

Two-handed Flailtt
f\Iilitary Flail

Composite Bowtt
Longbowtt
Shorrbo\v'l-t

Pikert
Ha1bcrdtt
c..nog Spear
Short Spear
Qu,lrterstafftt

Great llammertt
Giant Cudgeltt
~raul or Giam \[acett
\filitary (-Jammer

i\lace

Club

Throwing Axe
}a'velia
Dart
Throwing Knife

Small
\lediull1
Large
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weapons are
or slows the

weapon. Some
armor possiblc

Also bear in mind the weight of a
cheap bue heavy, \I.'hich either restricts
character in battle.

Naturally, within the above considerations, the higher the damage
value, the better. Because non-penetrating damage is 1/8th normal,
rounded down, weapons that normally inflict 7 or fewer damage points
may inflict none after rounding off a non-penetrating hit.

Also note that certain weapons give no benefits to the very strong.
This includes the military flail (vvidding it \vith great strength usually
breaks thc weapon) and all missile devices.

Ared Armor Thickfle.ss Wgt .. Ratify Price
--_.

Vitals: Plate 5 28 7 2700
Limbs: Plate 0 31 7 2500

Vitals: Briaandinc 4 r , 930, ,I 0

Limbs: Brigandine 4 29 4 930

Viwls: ChainnwiJ 4 )' 4 1200_0

Limbs: Chainmail 4 26 4 1130

Vitals: Seak " 21 , 900
I.imbs: Scale " 24 (, 1000

Vira!s: Cuirbouilli 2 (, J 4.10

Limbs: Cuirbouilli 2 8 4 460

The armor table include the follov,,'ing information:
AREA: \Vhether the armor covers vitals or limbs. For complete

protection, a character needs armor in both areas.
ARl\'lOH: The type of armor. i\1etal armor includes plate, brigandine,

chain mail, and scale. The rest are considered non-metal armors.
THICKNESS: This is compared to penetration values. Higher

thickness is better.
WGT: The weight in pounds. Bulky or stiff armors include a slight

weight penalty.
RARITY: The availability afthe armor. The higher the rarity, thc less

likely you are to find it for sale, especially in smaller cities.
PRICE: Typical price in a moderate-sized (5) cit).' for avcrage quality

(25) armor. Larger citics may have slightly cheaper prices. Different
quality can significandy affect prices. Finally. price is also influenced by
random factors.,
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Area Armor Thickness W~t__ Narity Pria
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Vitals: Studded L,eather 2 H 3 330
Limbs: Studded I,cather 2 10 4 370

Vitals: Leather 1 4 2 100
Limbs: Leather 1 4 2 100

Vitals: Padded 1 (, 2 70
Limbs: Padded 1 6 2 70

Either: None 0

OTHER EQUIPMENT
Darklottds has other items available.

AMMUNITION: Short, long and composite bows fire arrows. Cross­
bows and arbalcsrs fire quarrels. In many cases, these can be recovered on
the battlefield after use (assuming you don't flee the battlefield or suffer
a defeat). Handguns fire balls, which not only are more expensive, but also
can't be reused.

HORSES: In Darklands horses have three uses. First, if the entire party
has horses, they increase yourspeed on the main map_ Second, if the entire
party is mounted, it is easier to escape from certain encounters while
travelling overland. Third, occasionally you encounter a knight who
"vi shes to joust. If a party member has a good horse, good riding skill, and
a good \V·eapon skill, you could win reputation and \vealth in the joust.

Cnfortunately, your parry rna)' lose their horses \vhen sneaking
through sewers, going over "valls, swimming to and from boats, etc. \Vithin
cities horses are assumed to be stabled, and are not a problem. Similarly,
when entering castles or mines, you arc assumed to have found a safe place
for the horses.

Overall. then, horses and riding have very limited utility. They aren't
as useful an investment as weapons or armor. Howevcr, for the party who
otherwise has everything, orwho really wants to getsomev\rhere in a hurry,
they can bc very handy.

ROPE: This piece of equipment is useful in many circumstances. In
a few cases. it may be consumed, so carrying more than one may help.
Quality has little or no effect on its utility.

In some cases, having a grappling hook for the rope helps.
LOCKPICK: This invaluable item allows a character to open locked

doors and chests. The quality of the user's artifice skill is more important
than the quality of the lockpick itself. Therefore. make sure the high­
artifice character carries it! Investing vast sums in a high quality lockpick
only yields modest (at best) dividends. Gctring a poor lockpick quickly is
more useful than waiting to buy a good one latcr.
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MUSICAL INSTRUMENTS: \Vhen acharacter prays to Sf:. Cecilia for aid

and succeeds, the resulting benefit mayr be increased if the character has
a musicial instrument.

ENCUMBRANCE

no effect
2/3rds normal
1/3rd normal
1

Agility Effect
None
Light
Laden (Heavy)
Overloaded

Encumbrance
0-50% of Str+End
51-100% ofStr+End
101-150% afS<r+End
over 150% of Srr+End

Encumbrance is the combined weight of all \vcapons and armor "in use"
(appearing in that hox). This can include a melee and missile weapon,
vitals and limbs armor, and a shield. The maximum normal load for a
character is the total ofStrength (Str) and Endurance (End). Encumbrance
reduces agility, \vhich makes various tasks harder, as we(\ as making the
character an easier target for enemy missile fire. Encumbrance levels and
agility effects are:

Weight

Note that overloaded characters count as having an agility of "1,"
regardless of thcir normal agility.

In addition, encumbrance can reduce a character's speed with
wcapons, which means the character attacks less frequently. See combat
(below) far details.

How COMBAT WORKS
Darklands combat logic is quite complex. ~Jost computer fantasy games
base their combat systems on papcr garnes, \vhich must be simp!c and easy
for the human players. TheDarklallds system was designed fora computer,
which can kecp track of many more variables and "special rules" than
humans. The explanation below is an overview. and does not cover every
detail and exception.

Combat is divided into two basic types. First is missile combat, using
thrown, bow or missile device weapons. Second is melee combat. using
edged, impact, polearm or flail \vcapons. Throwing potions (and their
effects) is a special form of missile combat.

ATTACK SPEED: The spced of a missile attack is the total of twO
stages. The first is the reload time for the weapon, the second is the
actual attack time. Attack time is fairly'" quick (a fe\v seconds), and doesn't
vary much between wcapons. Reload time varics greatly from one
\\:eapon to another.
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Characters enter battlc with a missile weapon "loaded." Therefore
the first shot occurs quickly, \vith no reload time. A common taerie with
powerful bue slow-loading weapons is to fire one shot, then switch to a
different, faster, missile weapon.

i'Vlclce combat on the screen shows opponencs making a series of
swings or strikes. In general, the smaller the ,vcapon speed value, rhe
greater the chance of the s\ving or strike will connect with the target.
Characters with very slow weapons look like they're doing something, but
if you watch carefully, they connect quite infrequcndy.

1\Ie1ec tactics affect artack speed. Depending on the tactic selected,
a cenain amount is added to attack speed:

+0 all-out attack
+30 normal attack
+60 parry attack
+120 vulnerable spot attack.

Character encumbrance also affects attack speed:
+0 light
+30 normal
+120 laden or overloaded

Remember: the higher the speed value, the slower the attack.
HIT PROBABILITY: \Vhen a missile is fired, or a melee strike con­

nects, the hit probability logic determines if the attack is a hit, a glancing
hit, or a miss. Sce the "Hit Probabilities" section below for more details.

PENETRATIO::\T: \Vhen a missile hits or a melee attack connects, the
weapon's penetration is compared to the target's armor. There is a 50%
chance vitals armor is hit, and 50% that limb armor is hit.

Vulnerable spot attacks add 1 to 4 points to the penetration value
(selected randomly for each hit).

Glancing hits occur \vhen a character "barely hits." This is when the
hit probability result is very close to the limit. Glancing hits occur 5% of
the time at least, more when the hit probability is low. Glancing hits
subtract 1 to 4 points from the penetration value.

DA~IAGE VALUE ADJUSTMENTS: The basic \veapon damage value
is adjusted for penetration results. Hthe hit's penetration is less than the
armor thickness, damage is divided by 8 (dropping fractions). Hthe hit's
penetration exactly matches the armor thickness. damage is divided by 3
(dropping fractions). If the hit penetrates, the damage value is unaffected.

:'Jext, damage is adjusted for the user's strength. If the attacker has
greater strength than the normal r:mge for the \\eapon, damage increases
by one, plus an additional point forevery 5 points his strength exceeds the
normal range. Similarly, if the attacker has less than the minimum
strength required, damage decreases by 1, and an additional point for
every 5 points the strength is below the range.

40
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Finally, damage is adjusted for qualitv differences. For every 10. - . ,
points of difference between \\'capon quality and armor quality, damage
is increased or decreased by 1 point.

Damage values never go above 40, or below O.
DA~IAGE EFFECTS; The damage \ialuc determines the amount of

endurance and strength loss suffered by the character.
Endurance loss is equal to or somewhat less than the damage value,

depending on random factors. The fol!ow"ing list gives damage values
followed by the actual range of endurance losses: °(0-1), 1 (1-2),2 (1-3),
3 (2-3), 4 (2-4), 5 (2-5), 6 (2-6),7 (3-7); at values of8 to 20, endurance loss
is 0 to 5 points less than the damage; at values of 21 or more, endurance
loss is between -9 and +2 points ofehe damage value.

Strength loss depends on penetration. If penetration failed, strength
loss is either 0%, 10% or 20% of the endurance loss (fractions are dropped,
so most non-penetrating hits cause no strength loss, and the rest generally
only cause 1 or 2 points of loss).

If penetration matched the armor thickness, strength loss is 20% to
50% of the endurance loss (fractions dropped).

If penetration exceeded armor thickness, strength loss is 40% to 90%
of the endurance loss. These hits can be extremely damaging, since
without alchemical or saintly aid, strength restores quite slowly.

COM~·JENTS: The "+120" speed penalties are quite serious. The
"+30" penalties are fairly mild. Note that \veapon speed computation
explains why some characters seem to necer hit anything. They're
probably using slO\v weapons, vulnerable spot tactics, and arc overloaded
with "in use" equipment. This can produce a speed value over 350, while
a lightly burdened man making normal attacks with a fast weapon might
have a value of75 to 100, causing him to hit three or four times as often!

A close examination of the logic above reveals that penetration is the
single most important aspect of "ordinary fighting" (battles where eq uip­
ment quality, strength, and skill are within normal ranges). A penetrating
Halberd hit will do 10-1.1 points of endurance damage and 4-14 points of
strength damage. Hovvever, a non-penetrating hit \vill do only 1 point of
endurance and none of strength.

lJmvever, for every 10 points (fractions dropped) of quality advan­
tage, damage afterpenetration is increased or decreased by one. Similarly,
extra strength can inflict lots of extra damage. again afterpenetmlion. Any
extra strength gives +1 to damage, and you get another +1 for every 5
points (fractions dropped) of strength above the normal limit. If you
combine a quality and a strength advantage, :"ou can sometimes get.3 or
4 extra points of damage. This means even non-penetrating hits ""ill
inflict moderate endurance and some strength damage. It also means
strong enemies with high-quality equipment can do the same to you!
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Melee Hit Probabilities
The basic equation for hit attacks is:

hit ptobability ~ 50 + «AS-TS)*2/3) + Msit
\-Vhere AS is the anacker's \veapon skill, TS is the target's weapon

skill, and Msit is the Slim of all situational modifiers. If there are no
modifiers and opponents' skills arc equal, there is a 50% chance of hitting.
Note that adjustments to skills are factored dmvn to Z/-'rds their value,
while l\.-'lsit adjustments arc not.

SKILL ADJUSTMENTS: Attack and target skills arc adjusted for special
strength and skill values. If the character has strength above the normal
value for the weapon used, there is a skill bonus of2 points for each excess
strength point. Similarly, for each poiot of strength below the minimum,
3 points are deducted. If the necessary \vcapon skill is below the
minimum, an additional 2 points are deducted for each point of skill
belmv the minimum.

Target skill is also adjusted for shields. If the target has no shield, its
skill is reduced.5 points. Small shields gain a bonus of2/7ths ofthe shield's
quality value, medium shields gain a 2/5ths bonus, and large shields gain
a 2/4ths bonus (fractions tOundcd down).

SITUATIONAL ADJUSTl\1ENTS (MsIT): Subtractions make the attack
more difficult, additions make it easier.

The striking character suffers -5 if making a vulnerable spot attack, or
subtracts (2 plus 25% of his weapon skill) if making an all-out attack
(however, this penalty cannot exceed -10).

The striking character suffers -10 for each additional enemy striking
back at him in melee .

If the target is parrying, the striking character su btmcrs (five plus 25%
of the target's \-veapon skill). If the target is making an all-out attack, the
striker adds 25% of the target's weapon skill (but this bonuscannotexceed
+10). Thus high-skill all-ollt attacks are more damaging to the user than
low-skill, all-out attacks .

The striking character adds +10 for each additional friend also striking
at the same target.

COMME:"JTS: \Vhen comparing skills, assuming all other things are
equal, a 75 point skill advantage means the enemy cannot hit you, \\"hile
you always hit him. Furthermore, skill comparisons "cut both ways." For
example, if you have a 30 point skill advantage, not only do you
increase your hit chance (from 50% to 70%), but the enemy is reduced
equivalently (from 50% to 30%). Remember that a 2/3rds factor applies to

all skill comparisons.
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Another powerful effect is the presence ofother men in the battle. For
example, in a thrce-against-one battle, each ohhe three gets a 20 point "to

hit" bonus, while the single one suffers a 20 point "to hit" penalty. If each
character started with a 50% chance to hit, the numerous side now has 70%
each, while the outnumbered character only has a 30% chance. This
means the numerous side will probably hit seven times more often,
instead of the three times more often you'd expect! In short, it really pays
to "gang up" on an enemy.

Missile Hit Probabilities
The basic equation for missile attacks is:

hit probability ~ 50 + (2*(FS-TV)/3)
Where FS is the firer's weapon skill, and TV is the target's value (see

below). The basic format of this equation is similar to melee.
Line of Fire: Friendly or enemy characters, and/or terrain, can block

the line of fire. In the case of friendly or enemy characters, the firer's skill
determines just hmv closely the firer can shoot past someone to a target
beyond. For example., a low skill firer might be unable to shoot past a
friend in front, while a higher skill firer could make the shot with easc.
Therefore, characters who plan to hide behind friends and firc or
throw need good firing skill. Otherwise, those friends will frequently
block the shots!

FS AND TV ADJUSTME;\lTS: If the firer has strength helmv the
normal range for the \veapon, 1point is deducted for each point ofstrength
below the minimum .. If the \\'eapon skill is below the minimum, 2
additional points arc deducted for each skill point helm\' the minimum.
There is no corresponding bonus for attacker skill Of strength above the
normal range.

cl'arget value (T'V) is agility, first modified for encumbrance,
then doubled. To this is added a constant and the shield bonus. Shield
bonuses arc:

No Shield: -5
Small Shield: 1 + (Shield Quality * 2/7)
Medium Shield: 4 + (Shield Quality * 2/4)
Large Shield: 8 + (Shield Quality * 2/3)

1\11 fractions are dropped. For example, after accollnting for the 2/3
factor for all FS and TV values, not having a shield increases enemy
accuracy 3%, a quality 25 small shield reduces it -1-%. a medium shield 10%,
and a large shield 16%.
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COMMEJ\iTS: In missile combat, the firer compares his or her skill to

the rargec's agility and shield. Shields are much morc valuable against
missiles than in a melee. In missile fire, the attacker has no special bonus
for exceptionally high skill or strength. However, don't underestimate the
usefulness of high skill in providing better "lines offire" so you can shoot
past friends or enemies.

LOCKS AND TRAPS
Detection of locks, secret passages, traps, ctc., is based on proximity and
perception. A character must be fairly close (\virhin touching distance) [0

find and interact with these things. For this reason, if the [larty is in single
file, it's often best that the leader have high perception.

LOCKS: There are only two \vays of dealing \vith locked chests and
doors. First, a character can use artifice skill and lockpicks. Vvrithin the
game logic, each lock has a "complexity" level. A character must have a
certain level of artifice skill to overcome the complexity. If the character
lacks lockpicks, there is virtually no chance of overcoming the lock.
Alternately, a character can use eater-water, which either works or does
not, regardless of your artifice skill.

You can open and close doors during a fight, bur you can't pick locks
or dissolve them with cater-water until after all nearby enemies arc
eliminated. Ifyou find the "disarm" and "unlock" menu options unavail­
able at times, this may be caused by enemies lurking nearby.

CHEST AND DOOR TRAPS: Instead of a lock, some chests or doors
may have traps. The only \vay to open these safely is by using artifice skill.
Eater-water does not help. You need not carry lock-picks for this task; the
skill alone is sufficient.

FLOOR AND WALL TRAPS: In some areas (including the mines, the
Templar Monasrery, and rhe Ciradel afrhc Apocalypse), HOOf plares will
either trigger missile-firing devices in the walls, or a potion explosion.
These cannot be disarmed, but a character with sufficient perception may
spot them before triggering them.

PJTTRAPS: These arc large areas of floor that drop the party into a pit.
They cannot be detected \vith perception, but frequently the party has an
opportunity to escape the pit before the remainder of the trap is triggered.

SECRET PASSAGES: If a high-perception character comes close to the
entrance of a secret passage, it may be revealed. If not, additional
searching is unlikely to have much benefit.
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NOTES ON T ACnCS
In military tactics, a prime goal is to eliminate the enemy's ability to
harm you. As the barrie develops, you should constantly evaluate and
re-evaluate the rate at which both sides are damaging each other. If
you're suffering more damage, faster, than yOLi can afford, you need to

takc appropriate action (such as either changing tactics or running away).
~hthematically, it uSl1a!l'y" is best to concentrate your missile fire or

melee attacks on single enemies, eliminating them one by one. The
enemies' ability to harm you shrinks as each enemy falls. If each of your
party attacks a different enemy, your enemies' overall ability to inflict
harm remains unaffected much longer, as each battle drags on and on.

In melee it's usually unwise to let the enemy team up against one of
your characters. Therefore, unless you outnumber the enemy, you're
frequently obliged to spread out and fight your opponent individually.
Hmvever, an extremely skillful fighter might hold off two or more
enemies while the ,rest of thc party concentrates on eliminating the
remainder one by one,

In many battles you have a chance to bombard the enemy as they close
for melee. Here the best tactic is to concentrate missile firepower on a
single enemy. Even if that opponent isn't eliminated, he or she can be
significantly weakened, allov.ring a faster victory in melee.

Potions are extremely useful in fights, especially big, long battles.
Vetcran parties with lots of alchemy frequently "dope up" each member
with all sorts of personal and equipment enhancements, and carry dozens
of restorative potions. Remembcr that the main defensive potions are
sunburst (which can temporarily stun and stop the enemy) and stone-tar
('vvhich can slow his approach).

Saints can also improve or heal a party. Ilowever, it can be unwise to

always usc them for this. In large, difficult battles (such as in the mines or
during the witch quest) a saint may have invaluable special purposes that
no potion could offer. In that situation, it's best to reserve your divine favor
(OF) for those 'v'aILlable, important pmyers.
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(fnemie~

Below is a list of the various types of enemies that infest Darklands. The
first section gives average attributes and skills, the second typical weapons
and armor. Some variation from these norms may occur.

NAME & TYPE: A variety of different enemy types may be possible.
As your pany gets better, you'll find that you tend to encounter more
powerful types. This is because the weaker sorts may learn to avoid you!
Note, however, that in most cases your improving \veapons and skills
more than outweigh any improvements the enemy might have. There­
fore, it's always [Q your advantage to usc the best, most powerful
characters available.

ATTRIBUTES & SKILLS: The actual attribute values and skills of a
character may vary slightly from those given. Enemies with religious or
alchemical powers can use these to enhance the attributes and/or skills of
others in their pany. For example, when an alchemist leads the kobolds,
the kobolds arc stronger because the alchemist has used enhancement
potions before the battle!

WEAPONS: r..,.·Iost weapons are similar to human ones. For those which
are not, standard penetration (p) and damage (d) arc listed. All weapons
have a quality level (q). Average quality is 25.

Note that captured weapons lose 10 points of quality. For example, if
a thug has a quality 22 club, when you recover it after battle the dub only
has quality 12.

SHIELD & ARMOR: These are listed similar to weapons, \vith quality
notes. No armor is equivalent to thickness "0." In cases where non-human
armor applies, thickness (t) is noted.

NOTES: Some enemies have special potions, magical powers, or
immunities worth noting. This section also includes helpful hines for
fighting this particular enemy.

~
•••••
I
I
I

I

I



--••••

BANDiT, BRIGAND, MADMAN, PIRATE, RUFFIAN, REBEL, THUG,

FOLLOWER OR VILLAGER:

l_Vat~~__---.1lpe End S~r .:.A",g,,-I__ iy/elec _11issi~

Briga"d A 2S 20 20 40

Brigand B 20 17 20 30

Brigand C 16 15 20 20

GliARD, TROOPER, LEADER, SCIH.JLZ, OR HUSSlTE:

NO!tl.L l)'pe WeapOJI _S!!-ie!!~ _!:-itals ----.!:.-imbs
Brigand A ShrSword 25q none Lthr 25q Lthr 25q

Brigand B Club 20q none Lthr 22q Padded 22q

Brigand C Club 15q none Lthr 20q none 20q

Some carry falchions instead of the weapon listed. These are among the easiest
enemIes to overcome.

•
~•

~1I,,~_me TYl!L E:!!.-t! SIr
Guard A 32 24

Guard B 28 21

Guard C 24 18

Guard 0 20 15

Guard E 16 12

Agl ~~fe/ei!.-__ J~issile

28 40

26 36

24 30

22 24

20 18

-•
Ii..

Name Type II/capon §hic.{rf- X{f£~ Limbs

Guard A Sht Spr 30q S 25q Brgdn 2Sq StLthr 25q

Guard II Sht Spr 28q S 25q llrgdn 25q StLthr 25q

Guard C Sht Spr 27q S ZSq Scale 2Sq Padded 2Sq

Guard D Sht Spr 24q nonc Scalc 25q Padded 25q

Guard E Sht Spr 20q nonc Scale 2Sq Padded 25q

Some guards carry falchions (D-E) or shortswords (A-C) instcad of spcars. The
higher grade types must be taken seriously by aU but the strongest parries, but the
lower grades have such poor skills they are easily overcome.

Ml':RCE:,\;AHY, SOLDIER, LlEL'TENAt'<T, BRIGAXD LEADER, LACKEY, OR

H El\iCHMA:\":

48

.y!t'!~q ~:rj!l'__1i~d . Sfr
?'vlercenarv A 42 32

\fercen;'H~ B 32 24

i'derccnary C 24 18

:\fcrccnary D 18 t4

"I ceccoa C) E 14 12

Agi ii/dee

28 65

26 :n

24 45

n .')5

20 25

Missile



SERGEANT, ARCHER, HUNTSMAN, BANDIT SERGEANT, OR CASTLE GLARD:

This characrer is a typIcal milirar)' leader. i\ore the extremely high melee skill.
In a one-on-one "fair fight" you'll need good skill, weapons, and armor
for victor;.-'.

Missile

Limbj·

StLthr 25q

StLthr 2Sq

SrLthr 2Sq

Melee

S2 S2

44 44
36 36

28 28
20 20

Melee
9S

90
75

~4~

28
26
24
22

20

22
19

16

Name __ TJ'P~ __ §.1!d S~ __-,"4"g,,/_
Robber Capt. A 40 40 30

Robber Capt. 13 32 32 30

Robber Capt. C .,0 30 30

'c:lvT~a~m~e T)'p!!._~_En~ !!..te-.. _
Sergeant A 38 28

Scrge?_nt B 34 25

Sergeant C 30

Sergeant D 26

Sergeant E 22

t!..am~ !)'pl'-- JJ'eojJull .J!!rdr!...---.----.I.!!.a/:,_ _
Robber Capr. A LngSwrd 254 !, 25q Scale 2Sq

Robber Capt. B LngSwrd 25q \1 25q Scale 25q

Robber Capt. C LngSwrd 2Sq S 25q Scale 25q

ROBBER CA.PTAIN, ZEALOT OR EXECUTIOi\"ER:

i.~,!,-,! ~ _ ljrpe_J£eopoll Shie!~__Vila!J- Limbs
Sergeant A LngSwrd 2Sq :\1 25q 13rgdn 25q StLthr 25q

Sergeant B LngSwrd 2Sq ;"'1 25q I3rgdn 25q StLthr 25q

Sergeant C LngSwrd 2Sq :'1 25q Scale 25q Padded 2Sq

Sergeant D LngSwrd 25q i\l 25q Scale 25q Padded 2Sq

Sergeant E LngS-wrd 25q i\:I 2Sq Scale 25q Padded 2Sq

Some also carry shorr bo\vs (including most huntsmen and archers) with 6-12
arrows. Others replace the longsword vvith either a battle axe, halberd, long spear
or pike. Although not as dangerolls as mercenaries, the arrows can be bothersome.
The better grade mercenaries have gaud skills.

('lame Drl!~ Weapon Skield_ Vitals I.im!Js
l\Iercenary A Hod Axe 25q L 254 Brgdn 25q Scale 2Sq

tvIercenary B Hod Axe 25q ;\12Sq Scale 25q StLthr 2Sq

i'vtercenary C Hnd Axe 25q tvI25q Curbli 25q 5tLrhr 25q

Mercenary 0 Hnd Axe 2Sq S 25q StLthr 2Sq Lthr 2Sq

Mercenary E Hnd Axe 2Sq S 25q Lthr 2Sq Padded 25q

Some carry maces, others carry longs\\'ords (A-B) or falchions (C-E) instead of
hand axes. These fellows can be tough, especially the higher quality types, due
to their melee skill.



Name _'l)p!-_~~~po~_~ ~!!..~!!! '!i!,als_.__J.imb~

Lady A LngSwrd 25q L 25q Plate 25q Chain 25q

Lady B LngSwrd 25q tvl 25q Plate 25q StLthr25q

This character is a ,veIl-outfitted noblewoman and fighter. She has a variety of
weapons; instead of a longsword she might have a club, military hammer, flail,
hand axe or macc.

.
I

-I

LADY OR REBEL SGT:

i\'oa",m",c ljpe End
Lady A 40

Lady B 32

_,Sc::t~r__ AgJ _ Melee,_--",Missile
35 30 65

2S 30 55

RAUB RITTER, KNIGHT, EVIL KNIGHT, GALLANT, MASTER, OR ClTY LORD:

SIr __ Ag! __---'-tfelee Ml~sil!!.

37 25 SO

30 25 65

23 25 50

End
43

35

27

Type
A

B
C

Name'-----'"=-----'=­
Knight

Knight

Knight

~

I

-•..
Name Type lVeapon Shielc{ !!itals _!j!!1!~

Knight A 2H Sword 35q none Plate 30q Chain 30q

Knight B 2H Sword 30q none Brdgn 28q Chain 28q

Knight C 2H Sword 25q none Brgdn 25q Scale 25q

These enemies, especially the stronger types, are very dangerous in hand-to­
hand fighting. rrhe wisest method is to attack with superior numbers after
"softening him up" \vith potions and missiles.

- - --------------------

RAUBRITfER, CAPTAIN, DARK KNIGHT OR H1GH ~'\JIGHT:

iVame _~J'yPf End 8fr /~{ ~1i~/ee ~lIissi/e

Captain A 40 35 16 80

Captain B 30 25 16 60

Name Type YVeap~~ . ~'/!j:~~ Fj~q!~ ~jtJJbs

Captain A LngSwrd 30'1 1\1 30q Plate 30q Plate 30g

Captain B LngSwrd 25q ~1 25q Plate 2Sq Phne 25q

Some carr,:/ maces instead oflongswords. Like the knight above, these opponents
are Vet';l dangerous .

~•..
..
..

AL(;HDHST OR KOBOLD KING:

!!~~_e Z~1J! !j,!l!! ~~r

Alchemist A 26 24

Alchemist B 20 18

50

_:~gl__ ~--""U~el~e=-e_ Jfissile
2S 35 60

2S IS 45



MONK, FRIAR, EVIL MO:'\iK, EVfL FRIAR, LEADER:

i.Va!'!~_~ IY.E~_ End Str Agl Melee iJIissile
~==----:':--~",----~~

Monk A 32 26 27 50 40

Monk B 29 24 25 45 30
Monk C 26 22 23 4(J 20

These enemies can call upon saintly aid (evil monks or friars may actually receive
satanic aid, ofcourse). They and/or others in the party may increase weapon skills
up to 20, weapon quality up to 14, and weapon penetration up to 3, as \veH as
strength +1 to +6 and/or endurance +1 to +9. Finally, they can carry a varicty of
potions, but their only battle potion is sunburst.

~"Y~me -----Iyj!..~ Wea~?-.n~_~. __ Shield Vita/~ Limbs
Alchemist A Dagger 25q none StLthr 25q Padded 25q

Alchemist B Dagger 25q none Padded 25q Padded 25q

Alchemists can carry virtually any battle porions, but type B rarely have more than
one powerful effect (such as a thunderbolt, eater-water, arabian fire, or
breath of death). Beware - alchemists can also use potions to make their
followers more powerful.

I
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Jfe!ee Missile
-----_.----

50 55

.Melee Missile
--.__ .__ .._-------

40 20

30 20
2S 20

Vitals Limbs

Lthr 25q Padded 25q

Padded 25q Padded 25q

Padded 2Sq none

Agi
,­-,

Name T)pe ~"eal!!!~,_~ __~!!!!ld
~-----;~~

~vfonk A Qrr Sef 2Sq none

Monk B Qtr Stf 25q none

Monk C Qrr Sef 2Sq none

'VITCH-CCLTIST OR ACOLYTE:

Adme !lt~ ~~d __~S~t~r _"A~g~1

\Virch~cll!tist A 30 30 30

Witch-cultist 13 25 25 2S

Witch-cuhist C 22 21 20

\VITCH, WITCH LEADER OR LEADER:

0!..-ame .J)Pf___ End SIr
Witch 30 27

~q~~ 1j'1!L__~!."!P_O!/~ ~J:!·~/!!__Vit/lf, I~J!~bs

Witch-cultist A [\·JiIFlaii 25q none Curbli 25q Padded 25q

\Vitch-cultist B fvlilFlai125q none Curbli 25q Padded 25q
\Vitch-cultist C I\lilFlail 25q none Padded 25q none

These cultists and ,"vitches routinely have satanIc aid that boosts the endurancc
and somcrimes even the strength of their entire group. Endurance boost is up to
9 ptS, strength up to 2 prs.

J.\'ame

-Witch
!:t!!~ ~1~!'gPi'!I ~Shiel1 !7!!J!~ __

Falchion 2Sq none Lthr 2.3q

Limb.)._--_._._-

Lrhr Z5q

5t



• Typically found alone or with animal companions, this \vitch can improve the
strength and endurance of herself and/or companions by Lip to +15 each. In
add irian she may have noxiolls aroma, sunburst, thunderbolt, euter \varer, arabian
fire and/or breath of death potions.

fig! Melee /~1issile-_..

35 55 80
30 45 60

Shield l'ital, Limbs
.---

33
23

SfrF.nd

35
26

Type

A

Il

High Witch

High Witch

Name

HIGH WITCH OR ACOLYTE:

.1.Vame Type IVeapon

High Witch A QtrStf40q none Lrhr 25q Padded 25q

High "litch B Qu Sff 40q none Padded 2Sq Padded 25q

High witches frequently invoke demonic aid to make themselves and their
minions more formidable in battle. This can include strength and melee skill
improvements (up to 10 each), and perhaps an endurance improvement (+6) for
type A. In addition, they have ready for battlc up to th ree each of noxious aroma,
fleadust and stone-tar potions. Type A may also carry up to six each of cater water
and/or breath of death.

•
•••

•

•

•
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TEMPLAR OR PRECEPTOR:

Name Type ... End SIr ,ig! illelee ,Ifissifc
-_.

Tcmplar A 50 40 50 90 60

Templar B 38 :)5 20 70 50

Templar C 3S '" 20 50 40,),)

Name Type _ n'capoll _-----.3!!.idd Vi/(l!s /.imb.l

Templar A 2H Sword 99q L 3Sq Plate SSq Plate SSq

Templar B 2H Sword 35q L 30q Plate 30q Chain 30q

Tcmplar C 2H Sword 25q L 25q Brgdn 25q Chain 2Sq

Templars in Dark/rinds arc demon-\vorshipping monks. Types 13 and Care
formidable \varriors, with type 13 sometimes carrying noxious aroma potions.
flowcver, type A is the Preceptor, the 'l'cmplar overlord and leader. He may have
noxiolls aroma and/or eater w,uer potions. The Preceptor also carries one of the
most powerful \veapons in the game. Lnfortunately, over half its quality comes
from satanic attributes unavailable to you (If cap cured and used, it's only quality
45, Id~e his armor).

WOl.F:

The main danger posed by wolves is their speed and quantity. Onc-on-one they
are anI"" a problem for [he \veakest ch'lfaccers.

••••

\\olf

Name

Wolf

i)'pe Elld Sr!" Agi illdee .llissile
.. _--- -_.

r 20 40 28_.)

_..!."J'Pe H'eapoJ/ Shield riff/!s I.!m/;.l
---

2p, IOd, 25q none It, 25q Ie r... .xl



BEAR:

Name ~Typ!..... _~nd__(~f!. . A,g,,"l__-'A,,-l"'cl"',,'------"'"U'"is:os,=ie
Bear 55 55 21 45 20

BOAR:

i.Vqm~__._._7.}rp~_ Ef/4-, _ ---2tr .ilg~,.__l"fl"el"ee'-------'i1Iissife
Boar 45 42 8 30

Bears are strong and po\verful, but poorly protected. rl 'heir crushing attacks can
defeat strong armor (note the high penetration). They can be easily destroyed
with missile fire, but in melee the bcsttactic is to have thc man undcranack parry
while friends go berserk and strike from other directions.

I
•

~
•,••••

1t, 25q

99

Umbs

Missile

45

Melee

,Melee .-lfissile
- ---, - '- '-'-

68 20

It, 25q

Vitals

Agl

65

none

Shield

47

SIrEnd

50

LVam:=e -'T~y"P'Ce_-,H"'e"opco,,,n
Bear 5r, 9d, 25q

Tatzelwurm

TATZELWURM:

Name Type

Name Type l-Veilpon Shield Vitals Limbs
---- -~--

Boar 4p, 13d, 25q none 2t, 25q 2t, 2Sq

Boars arc harder to kill than wolves, just as fast, and have much more damaging
attacks. One useful tactic is to have their victim parry, while thc rcst of the party
strikes as berserkers from othcr directions.

!:.~l!!!l~__..__ It£~Jt'eapoll S!l£elr!.. .!Jtals Limbs
Tatzeh-vurm - 2p, 14d, 25q none 3(,33q 3t,334

WurlllS are modcrately difficult co kill, skillful in combat, and very dangerous to
anyone without metal armor.

GIANT SPIDER:

Name ._. IYP..~ __._ €n!!. Stc..-__ ~J;~

Giant Spider - 35 25 25

Name Type Weapon Shield Vitals . Limbs
Giant Spider 2p, 13d, 2Sq nom: 4t, 2Sq 4(, 2Sq

These spiders can throw pools of webbing similJf to Stonc-tar potions. However,
they usually just charge into the attack..fhese spiders arc lIot poisonous, and are
generally ineffective against metal armor (unless they find a vulnerable spot).

••
40

SCHRAT:

il/ame
-----'------
Schrat

__ !y/!!. 0nd ~'tr ,'-!X£ __._..Jle!e_e__/~'i..r;sJ./~

45 45 25

I
I

53 I
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KOBOLD:

Nam,e_~_ _Type.__--=E,,"...d__Str. __A~_ --.",1",le"Ie,:"'_--=ll"1z"·ss,,i,,le
Kobold IS 10 50 40 20

fv_'a_m_e Y_y_p_p..__\_F~[Je1! __~~.~._~~~_t_·e'_d__1_ri!"'rJ"'ls'---__"'l."im"'b"s
Kobold Sp, Yd, 2Sq none Ot, 25q Ot, 25q

Kobolds are hard to hit with missiles, but easily downed in melee. Their pick
weapons have great penetrating power. but only modest damage effects. The
main defense against their attacks is high weapons skill or killing them quickly.

Melee iv/issile
.._-------

50 SO
_4g"­

10
Sfr

Str __--"A"'g"I__-",,,l1":eh"'e,,e_--"II,,1z,,·,,,,·i,,le
40 40 75 20
30 40 70 20

40
__ Typ,: ~Et~~d

40
l'lame

Dwarf

SKEI,ETON:

!Y.'ame Type. _E_"_d

Skelewn A 40

Skeleton B 30

DWARF:

Name rype __~Y~[Jpon Shield Vitals Limbs
Skelecon A Banleaxc 20q none 2e, 25q 2t, 2Sq

Skeleton B Battleaxe 20q none 2(, 25q 2(, 25q

These ancient, undead warriors are formidable fighters and difficult missile
targets. They are immune to the effects of noxious aroma, eyeburn, fleadust, and
breath of death potions.

Name Type W~apo" ~)'hi~1__ 'yitajs Limbs
Schrar Sp, IOd, 2Sq none It,2Sq It,25q

Schrats can do serious damage in battle, but weak armor makes them extremely
vulnerable. This means arro\vs are quite effective against them.

••
••

••

•
•

•••
•
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Name Type ~Vetlp_O~_ Shield Fi/als Limbs

Dwarf r.:fauI25q none Chain 35q Chain 35q

Some dwarfs carry potions, typically noxious aroma, stone-tar, and thunderbolt.

Name _ .._!.ype ----.!±'eapOl_I Shi~1d _ ITi/a!, _I~imb:,

D. Overseer - r.[auI5Sq none Chain 40q Chain 4(]

This formidable dv.'arf leader carries noxious aroma, eycburn and thunderbolt
potions. As the statistics indicate, the overseer is generally stronger in all
categories, and has an especially po\verful maul.

DWARF OVERSEER OR l\L-\STER:

,lfelee Missile

70 65
Sfr _---':"'\ge.-I__
40 10

F.nd

50
Name Type

D. Overseer•

•

•
I
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Name Type Weapon Shield Vitals Limbs

Got. Gnome 4p, tl d, 45q none Ot, 80q Ot, 80q

This gnome is similar to a normal one, but bigger and stronger. It has the
same Immunities.

These elememal forces are difficult to damage \\lith ordinary weapons.
Light missiles hit but frequently bounce off. Worst of all, they are immune to
noxious aroma, eyeburn, fleadust, arabian fire, and breath of death potions.
The best attack method is to strike with weapons of high quality and/or signifi­
cant strength bonuses.

GNOME (ROCK ELEMENTAL):

IVame Type F.nd Str Agi Alelee Missile
Gnome SO 45 5 20 40

Name Type Weapon Shield Fitals Limbs
--~-

Gnome 4p, lid, 35q none Ot, 70q Ot,70q

fYJissiJe

Missile

70

40
Alelce

40

Melee

45

5
Agi

Agi

40

Str

Str

30

45
End

35

60

TypeName

Vulcan

Name Type..

Gm. Gnome

VULCAN (FIRE ELEMENTAL):

GIANT GNOME (BIG ROCK ELEMENTAL):

Name . .Type ~Veapo.n S~!!'/rj... Vitals Limbs
Vulcan 9p, tOd, 25q none Or,75q Ot,75q

A Vulcan can shoot up to three fireballs quitc accurately. Thc effect of each
fireball is similar to an arabian fire potion. \\dcans arc immune to sunburst and
arabian fire potions. They are formidable enemics that shrug off attacks by small­
damage weapons unless you strike \\lith significant strength bonuses. Exchang­
ing missile fire with vulcans is at least as dangerous as melee fighting. \Vhen
facing these creatures, make sure yOLl have tots of restorative potions.

GARGOYLE:

Name Type End Str Agi Melee Missile

Gargoyle 29 22 45 50

Name l)'pe U"eapun Shield lrital'! Umbs

Gargoyle 3p, t2d, 25q none .'t,25q .)t,2Sq

Gargoyles arc difficult missile targcts and dangerous to the unskilled fighter.
Ho\vever, against well-handled quality weapons they are not a serious threat.
Gargoyles arc immune to stone-tar (they just fly over it).
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Agi Melee Ni5:sile
50 55

Shield Vitals l.imbs

none 3[, 40q 3[, 4IJq
!'!!!.r!!J!_ Type Weapon
I1ellIloond 2p, 14d, 25q

I lellhounds are immune to noxious aroma and arabian fire potions.

HELLlIOlJl':O:

/,!«-m~. !.,yP!. End,__~S~tr,---

Hellhound 40 40

DEMON:•

•
••

DEMON LOCUSTS:

Melee lUissi/e
--,-- --'-'---
45 40

35 40

_!yp~_Weapon Shield Vitals Limbs

A 3p, lSd, 35q none 2[,30q 2[,30q

B 3p, lSd, 254 none 2t, 25q 2[,25q

Name

D. Locust

Name __--"jcc)1-"-,,'---_c:E,,/~d__ Str __~4g1~__
Demon A 70 60 40

Demon B 55 55 3S

_jVam_~ Typ~ _. __Et~d St'.- ~g~ ,!!elee__iUissi!e

70 70 50 99 SO

Demon

Demon

Demons can "fire" acid and gasses similar to eater \vater or breach of death
potions. These demons are immune to arabian fire potions. r..'Iosr demons take
the stronger (type A) form, unless weakened by saintl)" intervention before the
battle begins.

Name _ _ l.)pe _'y!~po~ ----':~l!ield__ Vit~!s__ Limhs
D. Locust p6, d3, 2Sq nonc Ot, 25q Ot, 25q

These creaturcs, found in Baphomet's Citadel, are especially dangerous at a
distance because they can hurt the party with many tiny attacks, similar in effect
to cycburn, sunburst, and thunderbolt porions. Howcvcr, in c10sc combat they
are irritating bur rarely deadly due to the low damage valuc. In addition, once
destroyed, the locusts are actually nourishing, providing; the equivalent of an
Essence of Grace potion.

•
•

••
•

••
••••

DEMO:\' PRI~CE:

Name

D. Prince

D. Prince

_D'/!! End St~ jg~

A 70 70 SO
B 40 45 30

Melee
---------

99
75

i~h,sile

50

SO

••
~V(llll{, I'If''- ~eap0.E ___ Shield Vital, Limb.,
---------- - ----------- .,

~- ----
D. Prince A p9, d20,60q none 6t,40q 6[,40q

D Prince R p9, d20, 60q none St, SOq 5t, SOq

• :l6



Like normal demons, the demon prince is immune co arabian fire. Theirdcmonic
magic functions like missile '..vcapons, with effccrs similar to eyeburn, sunburst,
or thunderbolt. The demon prince in the Templar's Fortress ~v(onastcry is
normally type A, but certain wise choices vvil! weaken it to type B (see the Quests
chapter for details).

WILD HUNTER:

Name T:vpe
--------------

Wild Hunter

End

90
Sfr

70

Ag/

20 75
/J.tlissile

~Y!!'!l~ [yp_~ ~~et;!f!t!n __ ~ §!:~/!! [,~·(!!'!. ~imbs

Wild IIumer - 6p, lSd, 60q none 3t,60q 3t,60q

The Wild Hunter, sometimes known as Hern or I-Iearn, isa pagan godling that can
be defeated, but never truly destroyed. Notice effective damage requires weap­
ons of high quality and/or significant strengrh bonuses. A rremendous amount of
damage is needed to defeat the Hunter.

DRAGONS:

j~'t!!t!L Jl/!f ~!!!! ~'!~ ~ti --,-t£e.'!~__jVjissjj~

Dragon A 99 70 30 80 80

Dragon B 70 70 30 80 80

Name I:yp!__~-~£9!~ Shield l!it(J!s !~!!l!/!~

Dragon A 7p, 12d, 25q none 6t,99q 6t,99q

Dragon B 7p, 12d, 2Sq none 6t,25q 6t, 2:iq

Type A is the seven-headed "Hell Dragon" at the lastgatc in Baphomet's Citadel
of the Apocalypse; type B is the one-headed variety found periodically ravag;ing
the cOL!mrvsidc. Dragons are immune to both arabian fire and breath of death.
Dragons ca'n breathe fire. In addition, the seven-headed dragon can St~1O the party
'with irs fIreballs (simi18r in effect to a sunburst), whtle the one-headed dragon can
spit poison gas (similar in effect to a breath of death).
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Alchemy is the "'specialist" magic system in Dark/ands. Unless a character
is generated with high intelligence and a reasonable amount of
alchemical skill (at least 25 [035), learning sufficient alchemy to be useful
is very difficult.

FORMULA COMPONENTS AND VALUES
The chart below summarizes the basic data for making potions. Ie also
gives a general idea of the component cost and typical market price for
potions. If your party includes a competent alchemist, it is frequently
possible to earn money through an "alchemy business" of buying
components and selling finished potions.

CATEGORIES: The "baltlc" potions can be thrown at an enemy in
battle. "Personal" potions will improve and/or restore a person's at­
tributes. "Equipment" potions will improve equipment. ":t\.1isc" potions
have other, sometimes special purposes.

FORMULA NAME: T'his includes the abbreviation for the formula
author and the full formula name. Components are listed in italics on the
following line.

QUAL: The resulting potion quality. Component qualities have no
effect on the finished potion.

POTION VALlIE: A typical selling price for a potion in an average (size
5) city. Actual prices wil! vary.

COMPo VALlIE: A typical total cost of components for the potion.
Actual component costs will vary, sometimes considerably.

l\!lAGIC#: The magic number for the formula. The higher the num­
ber, the more difficult it is to create.

RISK: Level of risk in creation. Higher risk means a mixing failure has
a higher chance of causing you big trouble in a city. A mixing failure
outdoors may increase the chance of detection.
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aR Noxious Aroma 25q 107 93 80rnn

J HrittHtone, 2 Choleric Base, I Sanguine Rl1se, I ,'fe/anc. Base

GC Noxious Aroma 35q 141 104 91mn
4 Brimstone, 1 Choleric Base, 1 Sanguine Base, 1 Melane. Base

PB Noxious Aroma 45q 174 128 Sl6mn
.5 Bnmstone, J Choleric Base, 1 Sanguine BIl:;e

AfSunburst 25q 306 184 91mn
1 i~l{/nganes, 1 lincblende, 111qua Regia, 1 7inken, 2 eholent Base

RL Sunburst 3Sq 401 196 99mn
J Jlfonganes, 1 White Cinnabar, JAqua Rep;ia, 1 Zinken, 2 Brimstone

BE Sunburst 4Sq 497 158 110n1n
I Jlanganes, 1 A.qua Regia, 1 Zinken, 2 Bn·mstone

high

low

high

Risk

mod

low

high

mod

mod

1m'>'

103mn

31ag1(#

84mn

94mn104

Comp
Value

9+

Potion

ValueQualFormula."------- --

Sol Eyeburn 25q 88
1 Aqua Regia, 2 Slimstone, 2 Choleric BaSi'

Ga Eyeburn 35q 116
I Solanilceae, 2 Brimstfmc, 3 Choleric Rase

NF Eyeburn 45q 143 99
/ Antimoni, 2 Brimstone, 3 Choleric Ea.fe, 1 Me/one. Base

••
••

••
••
•

•••

Or Black Cloud 2Sq 233 142 Sl8mn Imv
J 'Lincb/wrle, Z Pitchb/etlde, 1 Choleric Base

RG Black Cloud XH_l 306 179 10Smn low
/ l\raphtha, 1 Pi/dblende, / Choleric Base

i'vfS Black Cloud 45q 379 90 112mn low
1 Zincblmde, 2 Pitchblende, 1 Rrims/one, 1 Choleric Base, I jJle/anc, Base

••••••

Si Swne-Tar 2Sq 166 128 109mn mod
1 .-1qua Regia, 1 Gum, 1 Brimstone, 3 Phlegmatic Base, I ,lIelmlc. Base

Al\I Swnc-Tar Y)q 218 116 121 rnn mod
I Cum, 1 Alum, I Brimstone, 3 Phlegmatic Base, 1 ,lie/mit'. Bllse

RK Swne-Tar 4Sq 270 118 1.33rno mod
f Guw, 1 Rmnstone, 3 Phfc;;!llatie Base, 2 ,Ue/allr". Rase

aR Fleadust 2Sq 2-+1 1-+2 11401n low
1 Antimolli, 1 OljJimcnt, 1.\,'iJ:e/. I O/Oltric [J(fSi', 2 Sanguine Bllse

?\F Fleadust 35q 316 152 120mn low
2 ill/limoNi, I lFhite Cinnllbrlr, I Siid, 1 Choleric Base, 1 Sanguille Hase

RA Fleadust 45q 391 137 127mn low
I Orpiment, 1 \.I'ililf' Cinnabar, 1,ViJ..'el, I Choleric Base, / Sanguine Ra:ie
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Mqgic# Risk

BOmn high

139mn high

152mn high

lIa Deadly Blade 25q 298 207 124mn mod
I ~Vhite Cinnabar, 1 .A.qua Regia, 2 ,11ondmgora, J Sanguine Base, 2 Me/ant. Rase

VB Deadly Blade 3Sq 391 210 133mn mod
J Anrimoni, 2 ~Fhite Cinnabar, 2 ilfondragora, J Sanguine Base, 21Ife/ane. Base

RH Deadly Blade 4Sq 4H4 177 142mn mod
1 IVhite Citmabar, 2 ;l!otf{lmgora, I Pitchblende, 3 Sanguine Base, 2 iUe/anr. Base

Gb Arabian fire 2Sq 578 241 160mn high
1 Mangones, 2 iVaphtho, J Gum, 4 Choleric Base, I Sanguine Base

Za Arabian Fire 3Sq 759 229 165mn high
2 Naphtha, J Zincblmde, J Gum, 3 Chole/ic Base, 1 Sanguine Base

Hu Arabian Fire 4Sq 940 209 170mn high
2 Naphtha, 1 Gum, J Pitchble1lde, 3 Choletic Base, I Sanguine Base

Sol EatcrWater 25q 510 334 137mn mod
1 Zincblende, 20rpimmt, I Solanaceae, 3 Aqua Regia, 2 Phlegmatic Base

AS Eater Water 35q 670 342 146mn mod
2 Antimoni, 5 Aqua Regia, 2 Zinken, 2 Phlegmatic Base

GC Eater Water 4Sq 829 276 15Smn mod
2 Orpiment, 3 Aqua Regia, 2 Brimstone, 2 Phlegmatic Base

Sm Breath of Death 25q 617 288 189mn high
I Marsh Vapor, 2 ~Vhite Cinnabar, I Aqua Regia, 4 Choleric Base, 4 Me/one. Base

aK Breath of Death 35q H10 257 194mn high
1 Marsh Vapor, 2 ~Vhite Cinnabar, I Alum, 4 Cholene Base, 4 Me/one. Base

SC Breath of Death 45q 1002 238 199mn high
J Marsh Vapo!~ 2 White Cirmabar, I Camomile, 4 {:Ito/eric Base, 4 Jfe!alll: Base

aT Thunderbolt 25q 401 232
2 Manganes, 1 Orpin/ent, I Aqua Regia, 4 Choleric Hase

['vlam Thunderbolt j.)q 527 235
2/Jlfanganes, 1 Aqua Regia, I Brimstone, 4 Choleric Base

AV Thunderbolt 45q 652 216
2 Mat/ganes, I Aqua Regia, 4 Choleric Base

a-Ivt Suongedgc ,- 275 210 140mn low-)q
1 Aqua Regia, I Gum, 4 llnkm, 2 Sanguine Base

JR Strongedge 3Sq 361 189 14flmn mod
I Aqua Regia, I Gum, I Nikel, 4 7inke!l, 3 Sanguine Base

PB Strongcdge 45q 446 168 156mn high
1 Aqua Regia, I Gum, 2 ~Vikel, 4 Sanguine Base

Potion Comp
,F_'o~lC~rn~u~f~a . q~af ,_',_due __ .l_iO_',,""'-----"
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Potion Comp
Fo~mula __ .___ Qual Va!,!e Xq~u~!.agiC# Risk

iR Greatpower 25q 246 187 131mn high
1 Gum, 1 Pitchblende, 3 Zinkm, I Choleric Base, 3 Sanguine Base

Ji Greatpower 35q 323 170 136mn high
J Solanaceae, J Pitchblende, 2 tinkerJ, I Choleric Rase, 4 Sanguine Base

Al\I Greatpower 45q 400 146 142mn high
1 Gum, 2 Nikel, J Pit(hbJenc!e, 1 Choleric Emf, 2 Sanguine Base

iU Trueflight 2Sq 256 ZOO 127mn mod
I Antimoni, 2 Solanareae, I Alum, 2 Rrims/one, 2 Cholerit Base

as Trueflight 3Sq 336 170 135mn mod
J Antimoni, 2 Solanaceae, 1 Alum, 3 Choleric /Jase

JDTrueflight 45q 417 154 141mn low
1 Antimoni, 2 Solanoreae, 1 Alum, 1 Choleric Base

iY Hardarmor 25q 378 264 151mn high
J iv/angunes, J Aqua Regia, 2 Nike!, 3 linken, 4 Sanguine Base

BE Hardarmor 35q 497 249 16001n mod
1 Zincblende, 1 Aqua Regia, 3 IVikel, 2 Zinken, 3 Sanguine Base

L\I Hardarmor 45q 615 225 167mn mod
I Solanareae, 1 Aqua Regia, 3 Nikel, 2 Zinken, / Sanguine Base

AR Truesight 25q 230 177 105mn low
1 Solanaceae, ,1 /lfondragora, 1 Phlegmatic Base, 1 Sanguine Base

RG Truesight 35q 302 160 11301n low
2,+londragora, J Alunl, I Camomile, / Phlegmatic Rase, 2 Sanguine Rase

Ltvl Trucsight 45q 374 144 12001n lo,v
1 Solanaceae, 1 Jfundragura, 2 Camomile, 1 Phlegmatic Base

Si :"icw-wind 25q 287 297 9001n IO\\"
2 East. Black Bean, 1 i~/ufldragora, 1 Chulerir Base, J Sanguine Base

~\'IS New-wind 3Sq 377 178 99mn low'
2 Solanaceae, J ,lfondragortl, 1 Camomile, 1 Gnoleric Bme, 2 Sanguifle Rase

JR :\"ew-,vind 4Sq 467 198 10701n low
1 East. Blad: Beall, J Solanareae, 1 Jlondragora, I Call1omile, J ChIJleric Base

]a Ironarm 25q 386 ,)47 tlOmn 100v
J JlangalJes, Z East. Black nNI/l, / AluIn, 3 Sanguine Ease

RK lronarm 3Sq 507 322 115mo 1m\'
2 East. Blad: Bean, 1 Alum, / linkm, / Cholenc Base, 2 S(I/l/2,uine Base

I fu Ironarm 45q 627 303 120mn low
2 East. Blad;, Bean, / JIlin!, 1 Nike!, 1 Sanguine Ease
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Potion Camp
Formula _~__.__~ Qual Value Value i"fagic# Risk

Ha Quickmove 25q 218 205 tOlmn low
/ East. Blad Beari, I Solanaceae, I Camomile, I Phlegmatic Base,
/ Sanguine Base

JD Quickmove 35q 286 184 I08mn low
1 East. Blatk Bean, I Mondragora, I Phlegmatic Base, 2 Sanguine Base

RAQuickmovc 4Sq 354 194 116mn 1m\'
/ F,ast. Black Berm, / Mondragora, / Camomile, I Phlegmatic Base

Ga Essence of Grace 25q 228 173 8lmn low
/ Zi/lf:blende, 2 Gum, 3 Phlegmatic Base, 3 Sanguine Base

1\18 Essence of Grace 35q 299 143 90mn low
1 Zincblende, 2 Camomile, 2 Phlegmatic Rase, 3 Sanguine Base

Av Essence of Grace 45q 371 131 98mn low
1 Zincblende, / Gum, / Camomile, I Phlegmatic Base, / Sanguine Rase

}a Firewall 25q 464 229 117mn mod
/ Manganes, / iVaphtha, 3 iViJ:el, 3 Phlegmatic Base, 3 Sanguine Base

I\iIam Firewall 3Sq 610 203 122mn mod
1 iVaphtha, I O,piment, 3 Brimstone, 3 Phlegmatic Base, 2 Sanguine Base

RL Firewall 4Sq 755 193 127mn mod
/ Naphtha, 2 J1ntimoni, I Orpiment, / Phlegmatic Hase, 1 Sanguine Base

j\fo Transformation 2Sq 1150 661 19Smn lo\'/
3 Gold, I J/anganes, 1 Orfimen!, I Aqua Regia, 3 Brimstone

Av Transformation 35q 1510 472 200mn low
J Gold, 1 Antimoni, I Orpimen!, 1 A.quo Re[!;ia, 2 Brimstone

NA Transformation 45'1 1869 315 210mn mod
1 Cold, 1 LincblCJlde, 1 Olpitrlmt, 1 Aqua Regia, ! fJrimstollc

CALCULATING ALCHEMICAL SUCCESS
The chance ofalchemical success comes from a formula printed across the
top of the "Creating Potions" screen, and is explained briefly on page 42

of the manual. The formula is:
% chance of success = k + ps + inr + a!ch + mn

\Vhere "k" is a constant, "ps" is philosopher's stone quality, "im" is
intelligence, "alch" is alchem:' skill, ancl "mn" is the formula's magic
number. The maximum chance of success is 99%.

63

~
~

•
•••,
••••••



•••••••••••••••
I

•••

The constant "k" is normally 100. HO\vevcr, if you arc making fauror
more potions, it is reduced depending on how many potions you wish to

make. Therefore, unless you're extremely good and the formula is ex­
tremely easy, your best chance comes \virh making three (or fewer)
porions per person per day.

This formula could be stated another \-va)", i.e.: if Psrone plus intelli­
gence plus alchemy skill equal or exceed the magic number, creation is
virtually automatic (\\'ell, 99%, the highest possible). HO\vcver, ifPstone
plus intelligence plus alchemy is less than the magic number,
the difference is your chance of failure.

For example, if Psrone is 20, intelligence 35, and alchemy 50, your
total is 105. You'll have a 99% chance ofsuccess making any potion whose
magic number is 105 or less. Hmvever, attempting L!\'I's Truesight (magic

- -

number of 120) will only produce 85% chance of success (difference
between 120 and 105 is 15, so there will be a 15% chance of failure, and
thus an 85% chance of success). Formulas \vhose magic number is 205 or
greater will be impossible, since the chance of success will be zero or less.

With sufficient searching and funds, )iOU can probably acquire a
philosopher's stone of quality 20 to 25. Eventually' you'll get the best
possible Pstonc and improve alchemy skill to 99. At that point, high
intelligence determines what you can produce \vith minimum risk. This
is why high intelligence can be so important to an alchemist. In fact, unless
you've got significant saintly aid, Breath ofOcath and Transformation are
risky formulas because no ordinary hUIll.ans can reach sufficient incelli­
gence to produce 99% chance of success.

BATTLE POTIONS
Certain potions are designed primarily for use in battle. The specific
effects of these potions are listed below. Attempting to use these potions
on the character information screens has no effect: but certain inccraction
menus allow their use in special circumstances.

NOXIOuS AROMA: Ifsomeone is hit by this potion, agility, perception
and all skills are 50% normal; a target not hit but within the effect cloud
has agility, perception, and all skills are 75% normal. Duration varies with
the porion's quality:

quality 2S (al-Razi's) - 6 sec
quality 35 (Gerard C's) - 9 sec
quality 35 (Petrus B's) - 12 sec

EYERLR~: If someone is hit by this potion, movement stops ancl no
new orders are allowed. HO\vever, if attacked or already fighting,
the target can fight hand-to-hand. Agilit"y, perception and all skills
are 67% normal.
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Someone just caught within the effect cloud has agility, perception,
and skills are 75% (like Noxious Aroma). Duration varies with the
porion's quality:

quality 2S (Solomon's) - 8 sec
quality 35 (Galen's) -11 see
quality 45 (Nicolas Flamme!'s) - 14 sec

SUNBURST: This flash-bomb affects everyone on the opposing side
who is looking toward the targct point. Characters arc assumed to havc a
field of vision that extends 45° to the left and right of their current facing.
A character blinded by the exploding potion stops moving and cannot act
on new orders, but will continue fighting if already in battle, or ifattacked
(as in Eyeburn). The duration varies with the potion's quality:

quality 25 (African) - 4 sec
quality 35 (Raimundus Ls') - 6 sec
quality 45 (Brothcr Elias') - 8 sec

STONE-TAR: This creates a large arca that greatly reduces the speed
of anyone moving through it. Stone-tars last for about 4 minutes -longer
than most battles. The speed of characters moving through it varies with
the potion quality:

quality 25 (Sina's) - move at 50% speed
quality 35 (Afberrus Ms') - move at 37% speed
quality 45 (Rob. de K's) - move at 25% speed

FLEADUST: Anyone within the relatively small cloud loses skills
based on the thickness of vimls and limbs armor. Amount varies from
10% lost (if all leather and/or padded) to 50% lost (if all plate). The
exact formula is:

skill loss = 5*(Vitals thickness + Limbs thickness)
Duration of the fleadust effect varies with the potion's quality:

quality 25 (al~Razi's) - 25 sec
quality 35 (Nicolas I"s) - 40 sec
quality 45 (Richatd As') - 60 sec

THUNDERBOLT: This explosive bomb causes varying amounts of
damage. Basically, it's as if evetyone within the burst is hit by a missile.
The damage value and penetration of each missile varics \vith potion
quality and distance. Variables for potion quality arc:

quality 25 (al-Tamimi's) -.) to 12 prs, 6/3/1 pen
quality 35 (f\/laimoniJes') -7 to 14 pts. 7/4/2 pen
quality 45 (Arnald of V's) - 9 to 16 pts, 8/5/3 pen
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The highest "pen" (penetration) value applies to the specific target
actually hit by the potion, the second (middle) value applies to all targets
within 1/4 ofrhe burst area (virtually rouching the target), while the third
(lowest) penetration apphes to all targets beyond that bue still within the
burst area. Sec the "Equipment & Combat" chapter for more information
about damage values and penetration.

An additional 1/4(h of the damage taken (rounded down) is applied
against the target's armor, reducing its quality by that amount. Since only
penetration varies with distance, virtually everyone in the burst area loses
some armor quality.

EATER-WATER: This destructive acid is only effective when it hits an
individual target. It reduces boch limbs and vitals armor by its damage
amount. When the vitals armor is completely destroyed. any excess
damage is applied as damage to the target itself. The amount of damage
done with each hit varies with the pocion's quality:

quality 2S (Solomon's) - 5 to 12 ptS damage
quality 35 (Alfred of S's) - 7 to J4 pts damage
quality 45 (Gerard of e's) - 9 to 16 pts damage

Note that Eater-\Vater can dissolve locks on doors and chests_ IfyolH
party lacks a character with lockpicks and high artifice skill. it"s wise to

carry a few Eater-vVater pocions.

BREATH OF DEATH: This poison gas bomb affects all characters
within the cloud. Hitting a specific target has no additional effect. The
cloud's damage is compared against the target's endurance, ratherthan its
armor, to determine the damage effect. Since normal endurance is 25,
targets with 35, 45 or even higher endurance \vill suffer less, while targets
with endurance of 15 or less suffer more.

quality 25 (Smargdn.) - 5 to 12 pts damage
quality 35 (al-Kindi) - 7 to 14 pts damage
quality 45 (Simon C's) - 9 to 16 pts damage

ARABIAN FIRE: 'fhis fire bomb does full damage to the target hit and
quarter damage beyond that to the edge of the burst. These bombs ahvays
penetrate the target's armor. However, the quality adjustment uses the
armor's quality plus the bonus from any' flame resistance potions and/or
saints. The damage effect varies WIth the potion quality:

quality 2S (Geber's) - S w 10 ptS damage
quality 35 (Zadit!l 's) - 7 to 12 pts damage
quality 45 (Hugh's) -l) co 14 pts damage

In addition, 1/4th of dlC damage uken (rounded do\\-n) is also
applied against the rarget's ~lfrnor, reducing its armor quality by that
amount. Therefore someone nOt hit (Jireetl~-, but caught in the burst,
suffers 1/16th of the damage [() ~Unlor qllalit~·, which generally means no
loss of armor quality_
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EQUIPMENT IMPROVEMENT POTIONS
Certain potions improve equipment. These can be used at any time from
the character information screen. Typically, they are used just before or
during battle to improve equipment in various ways.

Whenever a potion is applied, the effect is measured against the
item's original, normal value, rather than its current value. Therefore,
multiple potions do ltot combine for even greater effect.

Improvements only last one day, plus or minus one or two hours. Only
those items currently armed (shown on the character's in-use box) arc
affected. If a weapon is un-armed (removed from the in-use box), the
improvement immediately disappears.

DEADLY BLADE: This increases the damage value of any edged or
polearffi weapon. Duration is usually one day or until un-armed. The
amount of increase varies "vith the potion's quality:

quality 25 (Hayyan's) - damage +3
quality 35 (Vincent Bs') - damage +4
quality 45 (Roger of H's) - damage +5

STRONGEDGE: This increases the penetration value of any edged or
polearm weapon. Duration is usually onc day Of until un-armed. The
amount of increase varies with the potion's quality:

quality 25 (al-rVlajriti's) - penetration +3
quality 35 (John of R's) - penetration +4
quality 45 (Petrus Bonus') - penetration +5

GREATPO\VER: This increases the quality of impact, flail and missile
device weapons. Duration is usually one day or until un-armed. The
amount of increase varies with the potion's quality:

quality 25 (ibn Rushd's) - quality +14
quality 35 (Jildaki's) - quality +22
quality 45 (Albertus lVI's) - quality +30

TRUEFLIGHT: This increases a character"s skill \vith thro\vn or hen,v
missile weapons. Duration is usually" one day or until un-armed. The
amount of increase varies \vith the potion's quality,:

quality 25 (ibn email's) - firing skill +20
quality 3S (al-Bitruji's) - firing skill +30
quality 45 (John Dausten's) - firing skill +40

HARDARMOR: This increases the thickness and quality of both the
vitals and limbs armor worn by a character. Duration is usually one day or
until un-armed. The amOllnt of increase varies with the potion's quality:

quality 2S (ibn Yazid's) - thickness +1. quality +19
quality 35 (Brother Elias') - thickness +2, qualiry +22
quality 4S (Leonard of .l\iI'S) - thickness +2, quality +31
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FIREWALL: This increases armor quality against flame weapons only.
Duration is lIsually one day or until un-armed. The amoum of increase
varies with the potion's quality:

quality 25 (Jabir's) - armor quality +50 vs. flame
quality 35 (l"vlaimonidcs') - armor quality +70 YS. flame
quality 45 (Rairnundus L's)~ armor quality +90 vs. flame

Cor....IMENTS: All these potions are useful \vays to improve your
\veaponry and armor. The most popular is hardarmor, since it effectively
reduces a/I enemy weapons by increasing your armor. Firewall is
especially useful when facing enemies \-vith flame weapons and/or
Arabian Fire potions.

PERSONAL IMPROVEMENT POTIONS
Certain potions improve character attributes. These can be used at any
time from the character information screen. Popular uses are before battle
to boost auributes, and/or during baule to restore damage to strength and/
or endurance.

It is also possible to usc personal potions to increase a character's
chance of success in interaction by temporarily improving attributes. For
example, using Ironarm can improve strength, \vhich may help a character
usc brute force to open an iron grate.

Healing effects restore lost strength and/or endurance, but never
increase these beyond the initial value. Healing is permanent.

Increases are based on the current value of that auribute or the normal
maximum, whichever is less. Therefore, multiple increases of the
same attribute do not add up. These increases wear off after a day.
Hmvever, if this would put the attribute at zero or less, it just drops to one
(l) instead. A character can never become incapacitated or die just
because a potion 'A'ears off.

THUESIGHT: 'l'his increases the perception of a character; the amount
varies with the potion's quality and a limited random factor:

quality 25 (Arfa Ras') - perception +9 to +15
quality 35 (Rufinus of (;'s) - perception +16 to +22
quality 45 (Leonard of 1\1's) - perception +22 to +29

Perception is most useful when searching for hidden doors and traps.

NEW-WIND: This increases the endurance of a character; the amount
varies with the potion's quality and a limited random factor:

quality 25 (Sina's) - endurance +6 to +11
quality 3S (rvIichael Scot's) - endurance +8 to +13
quality 45 (John Rupesc.'s) - endurance +10 to +15

Higher endurance means it takes longer for battle effects to cause a
character to collapse.
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IRONARM: This increases the strength of a character; the amount
varies with the porion's quality and a limited random factor:

quality 2S (Jabir's) - strength +6 to +11
quality 3S (Rob de Ketene's) - strength +8 to +13
quality 4S (Hugh's) - Strength +10 to +IS

Higher strength can help a character use some \veapons better.
However, it is much more useful in preventing character death (when
strength reaches zero, a character dies).

QUICKMOVE: This increases the agilit,/ of a character; the amount
varies with the potion's quality and a limited random factor:

quality 25 (llayyan's) - agility +6 to +11
quality 3S (John Dausten's) - agility +8 to +13
quality 45 (Ricbard A's) - agility +10 to +11

Higher agility (especially over 25) helps you avoid missile hits. It is
also very handy w-hen climbing or sneaking around outside of battle.

ESSENCE OF GRACE: This heals a percentage of lost endurance
and strength; the amount varies \vith the potion's quality and a limited
random factor:

quality 25 (Galen's) - heals 50% lost strength, endurance
+9to+14

quality 35 O\lichael S') - heals 70% lost strength, endurance
+15 to +21

quality 45 (Avieenna's) - heals 90% lost strength, endurance
+22 to +29

Note that this potion is most useful when a character has suffered
. ..

senous Injury'.

COi'vB-'1ENTS: Advanced parties \\'ith many potions usually usc a
selection of these juSt before each major battle, to make themselves into
temporary "super heroes." A party can never carry enough lronarm, New­
vvinci, and Essence of Grace.

It's wise not to have one character keep all these porions. If that
character falls, his or her equipmem becomes unavailable, which could
make all these potions suddenly inaccessible.

OTHER POTIONS
The remaining t'vvo potions arc useless in battle or for improvements, but
can bc very useful during certain interactions.

BLACK CLOCD: This "smoke scrcen" pOtion has a wide variety" of
. .
Intcrcstmg uses.
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TRANSFORMATION: This purification potion is frequently helpful in
eradicating evil. "Never visit a site of ancient evil without one," advises
Hans the Helpful. The higher the quality, the better the chance of
effectiveness in purification.

In addition, each success \vhcn creating this potion yields 1 florin
(240pf) for the party_
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9leligiun
PRAYER PROBABILITIES & RESULTS

COMPUTING PRAYER SUCCESS: If a character has exactly the virtue
required, and spends the minimum allowable DF (divine favor), the base
chance of success applies. If the character has greater than the minimum
virtue, base chance rises 1% for every 2 POtots of additional virtue. In
addition, if the character chooses to spend more than the minimum
allowable OF, base chance ofsllccess rises 1% for each pOtnr ofDF used.
However, many saints have an upper limit of DF that can be used during
a single prayer.

PRAYER RESULTS: V,lhen praying from the character information
screen, you can select which person the prayer will benefit (in rare cases
it benefits the whole party). \Vhen praying during character interaction (as
part of a menu option), in addition to interaction results the specific
benefits are applied automatically to the parry leader.

Normally saints provide a bonus to atuiburcs and/or skills. These
bonuses last for about 24 hours, plus or minus a couple of hours. In some
cases the effect is healing instead of a bonus. Healing replaces lost
attributes permanently (not just for 24 hours), but never goes beyond the
original value of that attribute (you can't heal what doesn't exist).

SAINT'S DAY PHAYERS: "Vhen praying on the saint's day, a signifi­
cant percentage of your OF is refunded. Although nice, this is so uncom­
mon as to he irrelevant in norma! game play.

THE SAINTS
This section gives the exact details involved in praying to each saint,
based on the game's programming. The original manual was printed
considerably in advance of the final game code, and has some inaccuracies.
In case of conflicts, use the information below.

After the saint's name, various key statistics are listed in brackcts[].
These include the minimum virtue required ("v"), the minimum to

maximum divine favor allowed ("df"), and the base percent chance of
("0'-:")success /0 •

Temporary improvements to attributes and skills are "+0," reduc­
tions arc "-0." The range of results is listed in parenthesis. Permanent
healing to attributes is shO\vn as "heal End %" or "heal Str %."

Normally all results apply to the character selected as the "target" of
the prayer. However, as noted above, \\'hen praying during interaction,
the results apply to the party leader. In rare cases mentioned belov,:, some
results can apply to the entire party.
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ST. ADRIAN [43v, 15-99df, 15%1: End +(7-15). Chr +(6-11). each
weapon skill +( 15-29).

ST. AGATHA [24v, 20-80df, 25% 1: [f praying for a man. End +(6-11).
If praying for a woman, End +(12-23), Chr +(6-11).

ST. AGNES [19v, 10-99df, 25%]: Party must include at least one
female for this prayer to succeed (even if none are involved in the prayer).
Chr +(10-29), Local Rep ar nearest city +(10-20).

ST. AIDAN [23v, 15-99df, 25%]: Woodwise +(25-29). In interactions
with animals, this saint may prevent attacks.

ST. ALBERT THE GREAT [39v, 25-99df, 60%1: Int +(8-15), Per
+(6-11), Alch +(30-44), SpkL +(15-29), R&W +(15-29).

ST. ALCUIN [39v, 15-99df, 60%]: [nt +(6-11), SpkL +(20-39), R&W
+(20-39). Prayers in encounters with government and/or nobles can
improve chances of Sliccess.

ST. ALEXIS [28v, 10-99df, 40%1: Chr +(6-11), Local Rep at nearest
ciry +(10-20).1fparty has less than 12pf, it receives 36-108pf.

ST. Al'iDREW [Bv, 5-50df, 20%]: End +(6-11), Chr +(8-15).

ST. Al'iDREW THE TRlBlIl'iE [37v, 20-99df, 15%1: wEdg +(15-29),
wImp +(15-29), wPol +(15-29), wThr +(15-29), wBow +(15-29).

ST. A'\lTIIO,,",Y [37v, 20-99df, 15%]: End +(4-9), Str +(5-10), Chr
+( 1-10), SpkL +(10-19), R&W +(20-39). The saint can sometimes weaken
demons, bur only during interactions before hattie.

ST. ANTHOl'iY 01' PADUA [S9v, 10-99df, 65%1: Str +(4-7), Per
+(6-11), Chr +(15-24), wI mp +(10-19). SpkC +(20-29), SpkL +( 10-19).

ST. AR'\lCLI' [65v, IS-99df, 65% 1: Str +(4-/). Per +(6-11), Int +(4-7).
each weapon skill +(10-19), SpkL +(6-11), R&W +(8-15). StrW +(6-11).
Ride +(8-15).

ST. ApOLUl'iARIUS [78v, 20-50df, 70%]: Str +(2-4), End +(8-15).

ST. BARBARA [32v, 20-50df, 40%]: Artf +(15-29), wMsD +(20-39).

ST. BATHlLDIS [2lv, 15-60df, 20%]: Int +(4-8), Per +<3-6). This
saint may help you escape from prison, but frequently it costs a large
amount of money.

ST. BONW-\CE [25v, 10-90df, 10%]: Chr +(8-15), SpkC +(8-15),
each \vcapon skill +00-19). During interaction, this saint may be able to

purify certain evil sites.

ST. CATHERINE (OF AI.EXAC\nRL\) [46v, 30-70df, 30%]: Chr
+(8-15), 1nt +(8-15), SpkC +(40-99).

ST. CATHERINE or SIE"" [33v, IO-99df, 25%]: Chr +(1-15), Per
+(1-15), SpkC +( 10-29). In interactions she m~ry provide insightS into the
attitudes or feelings of orhers.
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ST. CECILIA [41 v, 25-99df, 50%1: Chr +(3-10), if person praying has
:.l musical instrument +(20-60) co local reputation. She can save a party
from suffocation, or allow them to survive v,rirhout breathing. This is
useful in a few special situations.

ST. CEOLWULF [23v, 15-99df, 25%1: Per +0-5), Str +(6-11), 1m
+0-5), SpkL +(6-11), each weapon skill +(6-11).

ST. CIIARITY [40v, 10-50df, 50%1: wFll +(15-29), Chr +(6-11),
Local Rep at nearest city +( 10-20), and armor thickness against flame
\vcapons increased by 10.

ST. CHRISTINA THE ASTONISHING [54v, 50-99df, 50% 1: Agl +(8­
15), Chr +(1-10). In interactions she can sometimes levirate the party over
obstacles or a\vay from trouble, but she tends to send the parry to deserted
or relatively empty places.

ST. CHRISTOPHER [31v, 15-99df, 25%1: wBow +(6-11), StrW
+(10-19), WdWs +(20-39). Ride +(25-74).

ST. CLARE [33v, 30-70df, 20%1: heals Str 95%, heals End 95%.

ST. CLOTILDA [22v, 10-99df, 30%]: heals End 25%, heals Str 50%,
Heal (skill) +(10-19), Chr +(6-11).

ST. CODIAN OF CLOYNE [34v, 15-99df, 55%1: Chr +(8-15), SpkC
+(30-89), SpkL +(6-11), R&W +(10-19).

ST. COLUIBA [36v, 20-99df, 60%1: End +(8-15), Str +(6-13), Chr
+(4-7), Per -(5-9), wcapon currently in use skill +(10-19). Note that St.
Columba temporarily reduces perception.

ST. COSMAS [15v, 15-75df, 30%1: heals End 10%, heals Str 10%,
Heal (skill) +(40-79), Per +(4-7), and automatically gives knowledge
of St. Damian.

ST. CRISP"" [28v, 25-99df, 35%]: Improves armor quality on both
limbs and vicals by to.

ST. CYPRIA'" [54v, 25-99df, 50%]: 1m +(6-12), Alch +(6-12).
The saint can sometimes weaken demons, but only during interactions
before battle.

ST. D,UIIAN [30v, 25-80df, 40%]: heals End 100%, heals Str 30%.
and automaricall~igives koO\vledge of Sr. Cosmas.

ST. D."VlD [30v, 10-75df, 25%]: Inr +(4-7), Chr +(1-6), Per +(6-11),
Ride +(6-11), weapon currencly in lise skill +(8-15).

ST. DE"IS [38v, 25-99df, 20%]: heals Srr 100%, Chr +(15-44),
SpkC +(25-49).

ST. DERFEL GADAR" [57v, 20-60df, 45%]: heals End 70%, Str
+(5-14), weapon currencly in use skill +(20-59).

ST, DEVOTA [26v, 20-65df, 10%]: heals End 100%, heals Str 20%,
Chr +05-29).



ST. DISMAS [53v, 30-99df, 45%]; WdWs +(10-19), StrW +(20-39),
Anf +(20-39). Agi +(10-19), Stlh +(10-19). He may help a party escape
from prison as an interaction option.

ST. DOMIC'iIC [29v, 20-99df, 15%]: Int +(10-19), SpkC +(10-19),
SpkL +(10-19), R&W +(20-39). He can help the party deal with some
travelling clergy (friars, hermits, etc.).

ST. DOROTHY OF MONTAU [52v, 20-99df, 50%]: Chr +(10-19), Per
+(6-11), Heal (skil1) +(10-19). If the person prayed for lacks an edged
weapon, he or she receives a longsv,"ord.

ST. DROGO [59v, 15-99df, 60%]; Per +(6-11), Heal (skil1) +(10-19),
WdWs +(20-39), and helps prevent ambushes for seven days.

ST. DUC'iSTAN [45v, 30-60df, 60%]; Per +(6-11), Anf +(25-74), StrW
+(6-11), Alch +(5-14), weapon currently in usc skil1 +(6-11), armor thick­
ness improves one against flame weapons.

ST. DYMPHNA [21v, 20-75df, 10%]: heals End 30%, Agl +(4-7),
Heal (skil1) +(10-19), Stlh +(15-29). The saint can sometimes weaken
demons, but only during interactions before battle.

ST. EDWARD THE CONFESSOR [5v, 20-99df, 10%]; End +(4-7), Int
+(6-11), Per +(8-15), each weapon skil1 +(6-11), Ride +(8-15). Each
character in the party whose virtue is below 20 has their virtue increased
to 20. In interactions with nobility, this saint is sometimes helpful.

ST. EUGIUS [29v, 10-60df, 25%]; Arrf +(25-74), Alch +(8-15).
(There are no weapon or armor improvements.)

ST. EMYDIljS [31v, 20-99df, 55%]; SpkC +(20-39), Chr +(15-29).
During interaction, this saint may be able to purif\' certain evil sites.

ST. ENGELBERT [40v, 15-99df, 30%]; Chr +(5-9), Ride +(10-19),
SpkC +(6-11), WdWs +(10-19).

ST. ERASMUS [32v, 15-50df, 40%]; Agl +(6-11), Per +(6-11), and
armor becomes inpenetrable to flame V\'Capons.

ST. ERIC [42v, 20-99df, 25%]: S(f +(8-15), Chr +(4-7), SpkC +(6- 11),
Ride +(6~11), \vcapon currently in use skill +(15-24).

ST. ECSTACE [41v, 30-99df, 30%]: wEdg +(6-11), wThr +(6-11),
wBow +(6-11), Ride +(10-19), WdWs +(40-69).

ST. FeLIX OF NOLA [37v, 25-99df, 30%]: Agl +(8-1.1), Stlh +(40-99),
\Vd\Vs +00-19). During interactions, this saint may help an imprisoned
party escape.

ST, FINB,\!' [I7v, 30-99df, 45%]: Chr +(8-15), Per +(6-11), SpkL
+(10-19).

S1. Fr'''L\:' [24v, 40-'!9df, .15%1: Agl +(8-15), Chr +(6-11), SpkC
+(6-11), R&W +(6-11), S(fW +(4-7). In addition, the party can cross
impassable water for 24 hours.

74

i

t

I



I

I
I
I

I
I

I

I

I

I

I

I

I
I
I
I

I
I
I

ST. FLORIAN [l7v, 25-99df, 35%]: Riding +(6-11), weapon cur­
rendy in use skill +(6-11). If the nearest city is Austrian (\Vien, Graz,
Passau, Salzburg, Linzor Stcyr) Local Rep +(15-25). In addition, the party
can cross impassable water for 24 hours.

ST. FRANCIS OF ASS!SI [lOY, 10-60%, 1%]: heals End 30%, heals
Str 10%, End +(6-11), Chr +(15-29), Per +(6-11). SpkC +(4-7), Heal (skill)
+(10-19), Artf +(12-23), WdWs +(4-7).

ST. GABRIEL [56v, 30-75df, 45%]: Int +(10-29), Per +(10-29). This
archangel and saint can sometimes clear the \vay of obstacles.

ST. GENEVIEVE [73v, 40-99df, 75%]: heals End 30%, heals Str 20%,
and helps prevent ambushes for seven days.

ST. GEORGE [23v, 40-99df, 10%]: Str +(10-14), Agl +(5-9), each
weapon skill +(25-49), Ride +(25-49).

ST. GERLAC [34v, 40-75df, 50%]: heals End 30%, heals Str 20%,
Heal (skill) +(20-39), weapon currently in use skill +(15-24).

ST. GERTRUDE OF NIVELLES [26v, 35-99df, 30%]: Chr +(6-11),
SpkL +(15-29), R&W +(15-29), WdWs +(15-29), Riding +(5-9). If the
pany is in the councryside, it is immediately moved to the outskirts of the
nearest city.

ST. GILES [45v, 35-99df, 15%]: heals End 40%, heals Str 10%, Agl
-(4-7), weapon currently in use skill-( 15-24), Stlh +(30-59), StrW +(50-89),
\Vd\Vs +(5-9). Note that St. Giles temporarily reduces agility and certain
weapons skills.

ST. GILES OF PORTUGAL [64v, 15-99df, 60%]: Alch +(40-59), Arrf
+(10-19), lot +(5-9), Per +(15-24). In addition, each prayer causes a-I
wound to strength, and -1 to virtue, \vhich do not wear off after 24 hours.

ST. GODEHARO [39v. 15-99df, 55%1: heals End 30%, SpkL
+(20-39), R&W +(25-49).

ST. GODFREY [55v, 25-99df, 40%]: heals End 20%, SpkC +(15-29),
Artf +( 10-19), and helps prevent ambushes for sevcn days. During inccr­
actions this saint may prevent fights with other people.

ST. GOTTSCHALK [64v, 25-50df, 55%]: each weapon skill +(15-29),
ifnearestcity is \Vendish (Schleswig, LUbeck, Hamburg, Bremen, Rosrock
and Wismar) Local Rep +(20-40) .

ST. GREGORY THAUIATURClSS [74v, 30-99df, 80%]: Chr +(8-15),
Alch +(10-19), SpkC +(10-19), ;\[(1'+(20-39). During inreractions this saint
may sometimes cause impressive miracles that solve desperate or diffLcult
problems.

ST. HEDWIG [16v, 15-75df, 10%]: Heal (skill) +(20-29), if nearest
city is Silesian (Frankfurt an der Oder, Brcslau, Olmctz and Tcschen)
Local Rep +(20-40). During interactions this saint may help you perceive
the thoughts of nobles or other leaders.
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ST. HENRY [61v, 30-99df, 75%J; Int +(8-23), each weapon skill
+(10-19).

ST. HERIBERT [30v, 20-99df, 35% J; Chr +(1 0-19), Str +(4-7). During
interactions this saint may help you perceive ev"il in peasants.

ST. HERVE [47v, 15-99df, 40%]; Per +(15-29). During interactions
this saint may allow you to sense whether the other person is good or evil.

ST. HILDEGARD [l3v, 25-99df, 25%]; Per +(20-59). In a few inter­
action situations, this saint allO\vs you to glimpse something of the future.

ST. HuBERT [34v, 50-99df, 50%]; wPol +(15-29), wThr +(15-29),
wBow +(15-29), wlvIsD +(15-29), Stlh +(25-49), WdWs +(40-79). This
saint sometimes allo\\'5 you to avoid trouble in \voodland encounters.

ST. ILLTYD [63v, 20-99df, 65%]; Chr +( 15-29). SpkC +( 10-19), Ride
+(5-9), each weapon skill +(10-19).

ST. ISlDORE [21v, 10-99df, 35%J; Chr +(8-15), SpkC +(5-9), StrW
+(10-19). This saint may help interactions with farmers or peasants.

ST. ITA [85v, 10-99df, 70%]; heals End 50%, heals Str 100%, Cht
+(8-15), Heal (skill) +(20-39).

ST. JA'.1ES THE GREATER [25v, 12-50df, 40%]; heals End 20%,
heals Str 10%, Str +(4-7), End +(4-7), Chr +(3-5), Virt +(20-34).

ST. JAr\lJARIUS [66v, 35-75df, 66%]: In interactions \'\,irh animals
this saint may prevent an arrack.

ST. Jow" OF BRIOU:"GTON [36v, 1O-99df, 15%]; if praying for a
man, heals End 30% and heals Str 10%; if praying for a woman, heals End
100%, heals Str 20%, End +(5-9), Str +(4-7).

ST. .I0HN CHRYSOSTOM [37v, 10-50df, 25%]; Chr +(8-15), Per
-(6-11), SpkC +(30-59), SpkL +(30-59). Note that perception is acrually
reduced temporarily.

ST. JOHN CUMAClJS [20v, 40-99df, 30%]; each non-weapon skill
increased by +(1-4), plus the target's current virtue/5.

ST. .I0HN N EPOLMUCHEN [22v, 15-60df, 30% J; Chr +(8-15), lnt
+(6-11), SpkC +(20-39), SoW +(4-7). [f nearest city is !'rag Local Rep
+(35-55), if nearest city is another in Bohemia (St. Joachimsthal, Blirglitz,
Kuttenberg, Brlinn, Olmlitz) Local Rep +00-20). During interactions,
this saint may force people to tell the truth. This can be vcry helpful in a
number of countryside encounters.

ST. JOSEPH [27v, 35-99df, 35%J; Chr +(6-11), Artf +(.,0-59), StrW
+(30-59).

ST. JeDE [15v, 20-90df, 5'ltd: each attribLlte +(-+-8). \veapon cur­
rently in usc skill +05-24). each non-weapon skill +(6-11).

ST. JULIAN THE HOSPITALER [61v, 40-99df, 75%]; Ride +(6-11),
\\'d\Vs +(20-39), Also, tbe parry can cross impassable \vater for 24 hours.
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ST. KESSOG [31 v, 20-99df, 25%]: heals End 40%, heals Str 20%, Chr
+(6-1 I), SpkC +(15-29), Heal (skill) +(10-19), Ride +(4-7).

ST. LASDISLAUS [51v, 25-99df, 60%]: Srr +(4-7), Agi +(.1-5), SpkC
+(6-1 I), Ride +(10-19).

ST. LAWRENCE [20v, 30-99df, 10%]: heals End 100%, Chr +(12-19),
SpkC +(10-19), StrW +(10-19).

ST. LAZARUS [SOy, 50-99df, 60%]: heals End 30%, heals Srr 100%.

ST. LONGlNIUS [49v, 30-99df, 45%]: each weapon skill +(10-19).

ST. LuCY [77v, 40-99df, 65%]: hcals End 100%, heals Str 100%,
Pcr +(6-11).

ST. LUKE [17v, 20-99df, 35%]: heals End 50%, heals Srr .30%, Heal
(skill) +(20-39).

ST. LlJTGARDlS [60v, 35-99df, 50%]: Chr +(6-11), Per +(8-15), Virt
+(6-17), End +(5-9). During some interactions, this saint may translate
(fly) the party over obstacles such as walls.

ST. MARGARET [46v, 25-75df, 45%]: heals End 100%, heals Srr
50%, each attribute +(3-6), each non-vveapon skill +(5-10).

ST. MARGARET OF CORTONA [52v, 25-99df, 10%]: heals End
100%, heals Srr 40%, Heal (skill) +(20+39), SpkC +(10-19).

ST. MARK [35v, 25-99df, 40%]: Agi +(12-23), R&W +(15-29).

ST. MARTIN OF TOURS [69v, 25-99df, 65%]: heals End .30%, heals
Srr .30%, Chr +(8-15), Per +(12-19), SpkC +(25-49), Ride +(20-39L During
inreracrions this saint may allo\v you to sense \...·hcrher the other person is
good or evil.

ST. MATTHEW [26y, 20-S0df, 25%]: Int +(8-15), SpkL +(15-29),
R&W +(25-49).

ST. MAI;RICE [Sly, 30-50df, 70%]: wEdg +(20-39), Alch +(10-19).

ST. MICHAEL [72v, 25-99df, 55%]: Heal (skill) +(20-39), Chr
+(12-19), weapons currently in usc +20.

ST. MILBURGA [71 Y, 35-99df, 70%]: lIeal (skill) +(20-39), Chr
+(10-19), for the next 24 hours allO\vs the party co move over impassable
water. During some interactions this saint may translate (fly) the parry
over obstacles such as \valls.

ST. MOSES TilE BLACK [66y, 10-99df, 65%]: each wcapon skill
+(15-29), Srlh +(20-j9), WdWs +(10-19), Str\\' +( 10-19).

ST. NICHOLAS [49v, 25-99df, 55%]; End +(4-8), Chr +(6-11), wFIl
+(15-29), Local Rep at nearest city" +(10-20).

ST. NICOLAS OF TOLENTINO [31 v, 25-60df, 23%]; heals End 50%,
heals Srr 100%, Relg +(S-IS), Heal (skill) +(12-23).

ST. ODILIA [25v, 20-99df, 40%]: Per +(6-11), if nearest city is in
Alsace (Strassburg or Basel) then Local Rep +( 15-25).



ST. 000 [47v, 30-99df, 60%J: Chr +(4-8). Per +(10-19), SpkC
+(8-15), each weapon skill +(8-22),

ST. OLAF [18v, 15-99df, 20%]: heals End 30%, each weapon skill
+(8-22),

ST. PANTALEON [56v, 25-99df, 20%]: heals End 30%. heals Srr
30%, Chr +(6-11), Alch +(10-19), Heal (skill) +(15-29), Entire party armor
thickness increased 10 against flame v./capons. If the party is in the
countryside, it is immediately moved to the outskirts of the nearest city.
In interactions with animals this saint may prevent an attack.

ST. PATRICK [22v, 25-99df, 15%]: Chr +(15-24), Str +(12-19),
wEdg +(15-29), wImp +(15-29), wPol +(15-29), SpkC +(15-29), SpkL
+(15-29), R&W +(15-29), and armor thickness increased by 2 against
flame weapons.

ST. PAUL THE SIMPLE [70v, 20-80df, 60%]: heals End 100%, heals
Str 100%, Int halved (temporarily). However, in some interactions, this
saint may help you "sec into the mind" of another.

ST. PAUL THE ApOSTLE [19v, 27-52df, 35%]: Int +(12-23), SpkC
+(12-26), SpkL +(12-26), R&W +(15-29), Heal (skill) +(10-19),

ST. PERPETlJA [16v, 40-99df, 10%]: Cht +(15-29), [n intetactions
with animals this saint may prevent an attack.

ST. PETER [58v, 25-75df, 55%]: Srr +(12-19), Chr +(8-15), SpkC
+(10-19), SpkL +(10-19), Heal (skill) +(10-19), w Edg +(15-29), bur Pet
halved (temporarily). If imprisoned, this saint may aid the party's escape.

ST. PETER OF ATROA [62v, 25-99df, 50%]: Int +(6-11), Per +(6-11),
Alch +(10-19), Stih +(40-79), Ride +(10-19). However, Local Rep in
nearest city -(1-5).

ST. POLYCARP [l9v, 10-75df, 20%]: Improves armor thickness
by 11 and adds 90 to armor quality of entire parr')" when attacked by
flame weapons.

ST. RAPllAEL[75v, 40-60df, 70%]: heals End 100%, heals Str 100%,
Agl +(8-15), Pet +(6-11), Heal (skill) +(50-99).

ST. R'\YMONU PENAFORT [67v, 10-99df, 50%]: 1m +(1S-29), R&W
+00-89). In addition, the parry can cross impassable water for 24 hours.
The patron saint of lawyers, this saint's ability to argue religious law can
be useful in a fevv encounters.

ST. RAYMO,",O LULL [29v. 10-99df. 35%]: 1m +(12-19), Alch
+(20-39), R&W +(30-59). In addition, if End and/or Srr arc above 9, they
are reduced to 9 (i.e., characeer receiving this benefit is also likely to suffer
the equivalent of serious vl/ouods).

ST. REI,",OLD [27v, 25-99df, 45%]: heals End 30%, Alch +(6-17),
Arrf +(35-69), Chr -(6-11). This saint is frequcndy useful in scaling walls.
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ST. ROCH [l9v, 40-90df, 45%]: heals End 20%, heals Str 20%, Heal
(skill) +(10-19), Artf +(8-15). This saint may help yOll cure the plague.

ST. SABAS THE GOTH [64v, 2S-99df, SO%]: heals End 100%, heals
Str 100%, Chr +(10-19).

ST. SEBASTIAN [28v, IS-90df, 10%]: heals End 10%, heals
Str 10%, Agi +(12-19), wBow +(20-39), Ride +(10-19). This saint may help
you cure the plague.

ST. STANISLAUS [42v, 40-99df, 65%]: heals End 20%, heals Str
10%, Chr +(6-11), SpkC +(30-49), SpkL +(20-39).

ST. STEPHEN [27v, 2()-99df, 30%]: Chr +(6-11), 1m +(8-15), SpkC
+(6-11), Ride +(10-19). weapon currently in use skill +(15-29), if party is
in Press burg Local Rep +(15-25).

ST. SWITHBERT [SOv, 30-99df, 30%]: heals End 20%, heals Str 10%,
Chr +(10-19), SpkC +(25-49).

ST. TARACHUS [SOY, 40-99df, 30%]: heals End 40%, heals Str 20%,
Chr +(6-11). In interactions with animals this saint may prevent an attack.

ST. THALELAEUS "THE MERCIFUL" [62v, 1O-99df, 6S%]: heals
End 40%, heals Str 20%, Heal (skill) +(30-59).

ST. THEODORE TIRO [38v, 25-99df, 40%]: Chr +(6-11), End +(4-8),
wFli +(15-29), weapon currently in use skill +(15-24).

ST. THOMAS THE ApOSTLE [24v, 1O-6Sdf, 24%]: Str +(4-8), End
+(4-8), SpkC +(4-8), Heal (skill) +(10-19), Artf +(12-23), WdWs +(4-7).

ST. TUOMAS AQUINAS [68v, IS-99df, 65%]: Int +(12-23), SpkC
+(12-26), SpkL +(12-26), R&W +(15-29), Heal (skill) +(10-19).

ST. VALENTINE [48v, 10-S0df, 4S%]: heals End 10%, heals S" 10%,
Chr +(10-19), Stlh +( 6-11), Heal (skill) +(6-11), SpkC +(6-11).

ST. VICTOR OF MARSEILLES [6Sv, 30-80df, 40%]: heals End
IO()%, heals S" 20%, Chr +(8-15), SpkC +(10-19). weapon curremly in use
skill +(15-24)

ST. VITlJS [48v, 40-99df, 6S%J: Chr +(10-19), Agi +(12-23). If the
party is in the countryside, it is immediately moved to the outskirts ofthe
nearest city.

ST. WENCESLALS [44v, 3S-99df, 60%]: .otr +(6-11), [nt +(8-13), Per
+(6-11), Ride +(8-15), weapon currently in use skill +(8-15). IfneareSfcity
is in Bohernia (Prag, St. ]oachimsthal, BOrgliv. Kuttenbcrg, r~rlinn,

Olm[irz) Local Rep +(15-24).

ST. WILFRID [2Sv, lS-6Sdf, 15%]: heals End 20%, Chr +(6-11),
SpkC +(20-39), Artf +(6-11), and helps prevent ambushes for seven days.

ST. WILLEHAD [3Sv, 20-99df, 35%]: Agl +(8-15), Ride +(10-19),
\Vd\Vs +(8-15), and helps prevent ambushes for seven davs.



RELICS

ST. WILLEBALD [SOy. 2S-99df, 55%]: Chr +( 10-19), SpkC +(25-49),
WdWs +(6-11).

ST. WILLIBORORD [43v, IS-S0df, 55%1: Chr +(10-19), SpkC
+(20-39), WdWs +(8-15).

ST. WOLF(;ANG [24v, 20-99df, 35%]: Chr +(8-15), lnt +(6-11), SpkC
+(20-39), Ride +(6-11), WdWs +(6-11).

ST. ZITA [23v, 10-6Sdf, 15%]: heals End 20%, heals Str 5%, Per
+(6-11), StrvV +(6-11). During interactions \vith servants, this saint may
help you gain additional information.

There arc vcry few relics in Dark/af/dl, and none \'/ith any extraordinary
properties. Ifyou acquire one, there are {v,ro poccntial uses. First, donating
it [Q a cathedral increases your reputation in that city by 30. Second, in
satanic villages you cao use a relic to destroy the evil altar after the fight.
I-1owever, in the latter case your success chance depends on the highest
virtue in the party (i.e., if the best single virtue in the party is 53, you have
a 53% chance of success). Some relics ma'y be used as weapons (bur only
in editions later than version 6). You can test this hy attempting to place
them in the in~use ("arming") box on the character information screen.
Possible relics include:

i'lame A.bbrcvialiofl
•,
•••,
•,
•,
•

the Thorn
Mary'Tear
Arn'2Hs\vcl
Cath'Pain (a poinard)
OlafBaxe
Gco'2I-Iswd
Duns'Hamr
Eras'Club (a club)
Long'LSpr
Patk'QStna quarterstaff)
IIubt'SBow
Edwd'Ring
Emyd'Fngr
Gabl'IIorn
Ita'Needl
Kcsg':-'kdl
Odo'Tstmt
Odd,,'Oil
Raph '\Vatr
Sw[hToot
\VilrShoc
Tha'Spoon

The Thorn of the Crown
St Mary's Tears
Sr. Arnulfs Greats\vord
St. Catherine's PaiD
St. Olafs Battleaxe
Sr. George's Greatsword
St. Dunstan's Hammer
Spar of Sr. Erasmus
Spear of Longinus
Staff of St. Patrick
St. Hubert's Bo\v
St. Edward's Ring
Sr. Emydius Finger
Sr. Gahriel's Horn
Sr. Ita's ~eedlc

Sr. Kessog's i\oJcdallion
St. Odo's Testament
Sr. Odilia's Oil
St. Raphael's \Vater
St. SVlfithbert's foot
Sr. \ViJiehad's Shoe
Sr. Thealcaus' Spoon
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Darklatlds has many quests, small and large. Each rewards you with fame,
although the amount \iaries with difficulty [e"'el, and some randomness
may occur. Quest success may also increase the virtue of some characters,
and/or improve the local reputation ofrhc party. uSllally at the nearest city.

All quests except the ,"",itch quest arc variable. That is, they may occur
again and again, at different points on the map.

OBJECT QUESTS
Various people in a city's marketplace may sponsor yOll to bring them an
item of importance. The chance of receiving such a quest is entirely
random when visiting merchants, foreign tradcrs, and pharmacist. \Vith
the Fuggers, Medici, or Hanseatic League, your local reputation and
overall fame can playa role too.

There are many possible items to be gained in these quests. The item
is selected randomly, and as some adventurcrs have discovered, it is
possible w have two sponsors for the same item. If both mention the same
spot, there is really just one item.lfboth mention different spots, there arc
actually two items, one for each sponsor. This "more than one unique
item" phenomenon is similar to the "forest ofTrue Crosses" effect noted
on page 86 of the manual. There is no penalty if you fail a sponsor's
expectations. In other words, you can simply ignore these quests.

There are three major steps in object quests: geuing to the object,
recovering it, and then returning it to your sponsor. Although your sponsor
is impatient, in reality you have about a year to get there, and another year
to get back. If you \-\lait any longer, either the item will have disappeared,
and/or your sponsor will have lost interest in the item.

In general, sea travel is safer than land, but only faster if the distance
to the next port is significant. Short "hops" by boat frequently take longer
than going the equivalent distance by land, especially if you have horses.
The main danger on boats is pirates, \vho are a threat only to \veaker
parties. Overland dangers can be significantly greater. Of course, overland
travel also costs less.

The real fun begins \vhen you reach the location of the object.
l\tL-\RKETPLACE DESTINATIO:--;S: If you ,ue getting an item from a

merchant, banker, etc., whose normal business is at a city marketplace.
you must sneak into their marketplace office at night to recover this
object. To accomplish this, you must first get past the downstairs guards,
using either stealth, bribery, alchemy, saintly aid, or just plain cold steel.
Any failure or fighting invariably leads to a serious loss of reputation in the
city. Defeat in battle can result in imprisonment.

8f



Once upstairs, you must break into the appropriate office. A character
with good artifice skill and a set of lockpicks can sometimes do it.
Otherwise you need either eater-water or thunderbolt potions, preferably
ones of high quality. Even if you get inside the room, there is still a good
chance that the mere act of searching for the item wil1 alert the guards.

Sometimes you can escape from the upstairs w-jth the item and
without encountering the guards. rv'1ore frequently. though, you \'{ill be
challenged by the guards. You then must fight past the guards, \-vhich
sometimes means fighting your way dmvnstairs, and then out of the
building. Again, any fighting has a bad effect on your local reputation.

In general, unless you're very sneaky and skillful, this type of quest
will seriously damage your reputation in that city.

FOREST SPRING DESTINATIONS: This is the easiest of all destina­
tions. There is never any danger here. All you need to do is search around,
find the object, and leave.

MOUNTAIN LAKE DESTINATIONS: This destination can hold a
variety of threats, or may be entirely peaceful. Unless you have a strong
party, stop and watch for a fe\\' hours. YOli may be facing bears or spiders,
which is not roo difficult, or you might have to deal with vu1cans, which
are very dangerous.

RELIGIOUS SHRINE DESTINATIONS; This destination holds no physi­
cal danger. If the monk has the object, he \vill give it to you on request.
Offering him money for the object gives you a slight chance of a very
modest virtue increase. In fact, just making the normal offering at the
shrine gives you the same chance ofa small virtue increase! In shoTt, trying
to bribe the monk for the object is slightly counter-productive. Such are
the vagaries of life.

D\\''ARF CAVE DESTINATIONS: This is bv far the most difficult and
dangerous of all destinations. LT nforrunately, you can't distinguish dwarf
caves from other, easier caves (see below) until you arrive!

The first task is to climb up to the dwarf's cave. Agility is important
here, so removing weapons and armor reall'Y helps.

The second task is to deal \vith the d\varf. The d\\;arfis vvilling to trade
the object for one of your items, but sometimes he selects an object worth
far more than your sponsor's reward. If you trade attributes, be prepared
for a big loss! The only other option is attack. C'nfortunately, the dwarf is
roo smart to get trapped in an actual battle. Instead you must deal with his
poisonoLls mist.

Climbing back dovm the cliff is the worst way to avoid the mist. It is
heavier than air and will pursue you. Climbing Out horizontally escapes
the mist, but still exposes you to climbing danger. Inside the chamber
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there is an exit where the dwarfis hiding. You can find it despite the mist,
but the chance is success equals the single highest perception in your
party! You only have one chance, after vvhich the mist will overcome yOLl

with disastrous results.
The only sure \-vay to find this exit is to successfully pray to Saint

Cecilia or Saint Gregory Thaumaturgus. Either of these ,"viII protect you
from the mist. Now you have all the time in the ,"vodd to find the dwarfs
hiding place and recover the object.

Note that Saine Jude and Saint Reinold arc not as helpful. \Vhile
they ,"vill get you safely from the mist-filled cave, they do not help you
recover the object.

OTHER CAVE DESTINATIONS: An ordinary cave may be a bandit lair,
contain tarzclwurms, or have nothing at all. One cave also contains a bcar,
bur no object. A linle investigation \vill reveal hints of bandit presence,
but the tatzelwurm danger can only be scnsed through prayer to an
appropriate saint. Both opponcnts are dangerous to a weak party, but no
real thrcat to a strong one.

PAGAN ALTAR DESTINATIONS: Grabbing the object at the altar is
easy. Unfortunately, the altar is guarded by pagan forces who then attack
you. Sometimes these forces arc modest (such as wolves), but sometimes
they are very powerful and dangerous (such as the Wild Hunter or a pack
of hell-hounds).

Therefore, the best approach is to purify the altar first, then grab the
object. The only potion that purifies is Transformation. The chance of
success is double its quality (i.e., quality 25 porions have a 50% chance,
quality 35 have 70%, and quality 45 have 90%). A cheaper and often
easier method is praying to Saint Boniface, Emydius, or Raphael. All you
need is a successful prayer. Best of all, purifying the altar may increase
your virtue.

RUINED BUILDING DESTINATIONS: The first task is to get into the
ruined basement. Sometimes strength alone \vith suffice, other\vise you'll
need thunderbolt potions.

Once downstairs, the obvious course is to grab the object and run.
Unfortunately, this awakens skeletal guardians in the catacombs. To
escape you must either destroy them all, or get past them and move onto
the stairs upward.

To solve this problem purify the area by prayer or \vith a transforma­
tion potion. As with the pagan altar, saintly intervention is cheaper and
more reliable. If your prayer succeeds, the saints will succeed. \Vith
transformation,thc chance of success is double the potion's quality.
Purification may also yield some virtue rewards.
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RE\VARDS: Farne fnvards are 6/10/15 points, depending on difficulty
level, in addition to the sponsor's cash award. You may also receive some
virtue and/or local reputation increases.

RAUBRITIERS
Rau britters (robber knights) in hahira variety ofcastles across the landscape
of Germany. Various people in nearhy cities may be unhappy about the
raubriner, including merchants, foreign traders, pharmacists, both types
of bankers (Fuggers and l'vledici), and the Hanseatic League. Any or all
ofrhese maysponsoran expedition to remove rhe raubritter. permanently.
The amount of florins offered is parely random, and partly based on
the city size (the bigger the city, the richer the sponsors, and the bigger
the rewards).

Just who is willing to sponsor you is primarily random, but local
reputation and general fame can playa role with the Fuggers, Medici and
Hanseatic League. T'he best way to find sponsors is to go from city to

city, inquiring with everyone at the marketplaces. You can comhine this
with investigating what equipment, saints, and components are available
in each city.

If the Hanseatic League offers to send a knight \vith you, it's always
good policy to accept the aid. You don't suffer at all for his help, and an
extra hand in combat is quite useful. Less than upstanding parties have
even gone from city to city, seeking this knight so they can use hirn to help
in other quests before taking on the raubritter. Sometimes the knight
helps willingly, other times he departs, and sometimes he stays even after
the raubritter is destroyed!

City leaders arc also willing to sponsor you, bllt unless the party has
an extremely high local reputation, good fame, and plenty ofcharisma and

. .
speaking skill, you may be tossed our of the city hall (which damages your
local reputation). Furthermore, the city leaders don't offer any cash
rewards, just extra fame and reputation. Therefore, dealing with the
government is rarely \'vorth the risk!

Y·our sponsors do not have infinite patience. If you don't eliminate
the raubritter within a year, they'll engage someone else and refuse to pay
you. If you neglect to claim your reward within a year of killing the raubrit­
tef, they vi'On't believe you are responsible, and 3gain \vill refuse to pay.

The location given for the raubritter lists the city nearest his castle,
and the direction from that cit\:. ft also mentions the direction from 'vour
current location. Although you can "triangulate" from d number of such
descriptions, the density of cast!cs in some areas is still great. On the
overhead map you can't distinguish one type of castle from another.
1{owever, once you approach them, the first interaction screen reveals
their true nature.
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RISKS: Raubrirters arc dangcrous foes that require a series of battles
to defeat. In general, raub ritter fights are roughly equal to the most
difficult countryside random encounters. A beginning party needs a lot of
luck to return alive and victorious. It is \viser to wait until your party is our­
fitted with good armor and weapons, has useful bartle potions, and knows
a variety of healing saints. Fortunately, raubritters have only human allies,
and many of these are 100v-qualicy' scum dangerous only in quantity.

ATI'ACK OPTIONS: If you la').' siege to his casrle, you \vill fight a series
of battles against men trying to get in or out. Eventually the raub ritter
himselfwill sally forth. Success in the former battles means he sallies with
fewer retainers. In fact, even successful woodland ambushes or encoun­
ters with the raubritter's men will also reduce his strength in the final sally.

YOLl can use alchemy to drive the raub ritter from the eastle and force
a battle outdoors. Bur it may take more than one potion to force them out.

You can also attempt to attack into the castlc from the inside. Potions
can be used to blow open the gate so you can fight your way in. If you
haven't angered the raub ritter too much, you can sometimes successfully
talk your \vay in, perhaps eV'en talk him into surrendering. Finally, you
can sneak inside, either by climbing or using saintly aid to reach an
upstairs window.

If you sneak inside, and continue to be exceptionally stealthy, you
may be able to surprise the raubritter in his bedroom. Otherwise you end
up fighting your \vay through the castle floor by floor, until you find the
raubritter and kill him. \Vhenever you kill the raubritter, the surviving
retainers surrender and you have won.

\Vhile fighting through the castle, take the opportunity to open any
chests y'OU find. You can gain extra plunder \vithout suffering any loss of
reputation or virtue. Also remember that some castles have a roof and/or
dungeon basement. The cowardly' raubritter may be hiding anyvl"here.
One \vas even found hiding in ambush within a dungeon cell!

REWARDS: Fame rewards are 2/3/4 points per sponsor. Therefore,
fame results are almost trivial unless you have many sponsors. In addition,
each sponsor will rnvard you \\'ith the appropriate cash, a benefit to local
reputation, and perhaps some virtue.

DRAGONS
At any given time, a dragon mJ'y' be ravaging some part of Germany.
Eventually, someone \rill discover the ca use of its depredations and/or kill
it. If you move with some speed, that someone could be you .

Dragofls are creatures from the apocal'y'pse, and should not be awake
and about until the end of the world. Therefore, something has awakened
it prematurely'. As you travel in dragon-ravaged lands, you may gradually
find clues (Q the cause. \'ou \vill also encounter the dragon itself one or
more times.
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Encounters with a dragon are very dangerous. In the open, their
ability to flyaway makes them virtually invulnerable. However, ifvou can. .
trap them underground or in their lairs, you can force a fight. Their lairs
are almost impossible to find. The usual method is to continue searching
doggedly, criss-crossing the devastated area and exploiting each oppOrtU­

nity that occurs. Also investigate every village you find. Usually they are
devastated. However, there is a small chance that you might find some­
thing else. The \vatchword in dragon hunting is patience and fortitude.

DRAGON LAIRS: Actually, each dragon has a specific lair location that
is invisible on the map. Stumbling; across it is very hard. You may \vish to

consult the list of possible locations in answer #9 in the next chapter.
These locations aren't precise, but at least they give you an idea of where
[() look. Of course, a dragon may have alternate hiding holes, which you
could discover at any time during your searches.

DRAGON FIGHTING: Fighting a dragon, even when it can't fly, is a
dangerous undertaking. Usually the party spreads out (to avoid everyone
taking damage from a single blast) and closes to melee combat. However,
there is one very effective tactic that makes the fight much easier.
If you can't figure it out and insist of knowing, turn to answer #48 in the
next chapter.

DRAGON CAUSES: Dragons can appear for one of four reasons.
Although you'll often stumble over its lair before discovering the cause
behind a dragon's appearance, a summary of the causes is provided below.

Dragon-feeding villagers are the first cause. They arc virtually \1,.'or­
shipping a dragon by sacrificing maidens to it. Preventing these sacrifices
is the key to reducing the dragon's depredations, although eventually
you'll need to confront the dragon in its lair.

\Vitchcraft is the second causc. A group of witches, praying to Satan
and his demons, have managed to rouse a dragon. They are crying to gain
control over it. If you find the dragon's original lair, you \vill find the
witches and the dragon, in that order, and need to defeat them both.

A mad priest is the third cause. He has discovered a \vay to awaken the
dragon. He originally hoped the monster's existence ",muld make people
repent for their sins. "":hen this didn't "\-vork, he then sought to control
it by planting a cross in its lair (which prevented the dragon from
returning) - the priest was succumbing to Satan's blandishments.
;\'Jcanwhile, the dragon was infuriated, causing the present disaster.
Removing the priest and his cross, then defeating the returning dragon,
solves the problem.

A thief is the final cause. This sneak found the dragon's lair and stoic
<l piece of its treasure. The dragon sensed the loss and \vent wild with
anger. If you can recover the treasure from the thief and return it, the
dragon may be placated and VI/ill go to sleep.
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REWARDS: The fame reward for eliminating a dragon is 22/35/52, in
addition to the possibility of virtue awards and/or an increase in local
reputation at the nearest city.

MINES
T'here are many mines scattered around Greater Germany. Typically just
one has problems at anyone time. 'fhe others allov,r you to buy and sell a
few items, nothing marc. After a while the problems atone mine disappear.
Later, another mine may start to have problems, etc.

The mines are large, extensive, many-leveled underground areas
teeming with enemies, puzzles and traps. Parties of modest to weak
strength are unlikely to survive. Furthermore, except for fame, the
material rewards are usually modest, especially at the upper levels.
Therefore, only strong, fame-hungry parties should attempt a mine.
Expect to usc saints and potions to heal the party more than once. Saints
and/or potions that improve weapons, armor, ctc. should also be used at
the start, since they'll remain in effect for the duration of the mine
expedition. It's also wise to reserve some divine favor for prayers during
special interactions deep in the mines.

Mines frequently have dwarf puzzle-doors that guard access to lad­
ders downward. Frequently you must solve the puzzle and open the door
to continue dowm·vard. A complete description of all puzzles, hints, and
answers appears in the following chapter. \Vhich puzzle shows up where
is random.

Also be aware that certain paths dmvmvard may lead to dead-ends,
while others lead to more important areas. ?\Jever assume thar the route
you're following is the only one, or even the best one. Fortunately,
whatever areas you visit remain lighted as long as you remain \vithin the
mines (presumably you're lighting torches or candles as you go). How­
ever, if you leave and return, the lights have gone out.

DETERMINING THE SITCATION: ~line problems are caused by
something inhuman underground. The miners above-ground can't tell
yOll what. YOll must venture downward to discover the situation. Each
possibility has its own general logic, so aftcr a few levels and encounters
you can discern the situation. HO\vevcr, the actual layout of each level
is randomized. In fact, there are about 30 different level layouts theorcti­
cally possible, although you're unlikely; to see them al! in anyone game.

The three possibilities are: (a) the megalomanic d\varf, (b) the dark
gate, and (c) the dwarf-kobold war. The type of opponent in the first level
of the minc is a clue to \vhich situation you flee. Once past the first puzz1c­
door, the statement you encounter will confirm the sitUation. See the
"Identification" paragraph in the scctions below to determine \vhich
situation yOll encountered.

1017



MISSILE & POTION TRAPS: These standard traps can be detected
with perception, and they release missiles or potions. In general, the
deeper you descend into the mines, the more deadly these traps become.
Therefore, the wise tactic is to have a character \vith high perception
leading the party.

PIT TRAPS: Sometimes the party rna)' encounter a large dwarf pit
trap. These are virtually undetectable, but not immediately deadly.
However, if you don't get out quickly, bad things will happen.

The best \\'ay to escape from mine pit traps is either a stone-tar potion
or saintly aid (from St. Dismas, GregoryThaumarurgus, Peteror Reinold).
Climbing out requires someone with superb agility, \",hile the human
pyramid approach requires that everyone have good agility. Digging your
way out uses the average of everyone's artifice skill, and therefore is rarely
a useful option. Unfortunately, in version 6 there is a partial programming
problem that renders stone-tar ineffective sometimes. Therefore, saints
are the most reliable solution in that case.

Note also that each time you fail to escape, a malicious dwarf comes
around to torment you, These torments can be deadly, so escape as
quickly as possible!

REWARDS: The main reward for solving mine difficulties is a large
amount offame (42/64/96). You may also receive a little virtue, and/or an
increase in your local reputation at the nearest city. Sometimes the miners
may offer you a few things, or perhaps you rna'y take a\vay some objects of
value. Dwarfs carry valuable armor and weapons, and sometimes even
potions, making them worthwhile enemies to defeat. In general, though,
don't expect much material gain.

The Megalomanic Dwarf
IDENTIFICATION: If vou encounter bears, kobolds and/or a d\varf on the
first level down, and past the puzzle door a chvarf with little beady eyes
says "Firnblcjih, fumblejib,/ All of the riches that/ i\liners once dug
from here/ !'\O\V \vi1l be mine," then you arc dealing with the
rdegalomanic Dwarf.

SnuATlo:,\ ,\NO GOAL: After fighting y'our way through a series of
opponents on variolls levels, y;OLJ gradually discover [har a powerful dwarf
king has claimed the mine as his own. He mllst be defeated or humbled
before the miners can return.

IVIr:'\E LAYOLT: 'I 'he first level dCl\vn contains bears, and has a puzzle
door that guards the ladder dO\vn. The second le\'el contains giant spiders,
and has two ladders downward, One leads to the "rre,ls ure path," the other
is the "king path. " Each of these paths has three additional levels. The
(\\'0 paths only connect on the second level.
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The "king path" is the direct route to the source of the problem.
Unfortunately, you cannot deal with the problem ""rith brute force alone.
You will need agility, missile skill, 15 different potions, or something the
king really wants - such as his treasure! The treasure method is the most
reliable. This means taking the treasure path first, then the king path. You
can distinguish bet\\'cen the paths because the king path has d\varf
opponents and an open ladder to the levels below, \vhile the treasure path
has gnomc opponents and a puzzle door.

The "trcasure path" is a series of three levels. The uppermost is
infested with gnomes and kobolds, and has a puzzle door guarding the
ladder down. The next level contains the dreaded "gnome fountain."
This is a fountain guarded by twO gnomes. However, whencver a gnome
is destroyed, the fountain creates another gnome! An almost infinite
number ofgnomes exist, so your only hope is to fight past the fountain and
flee to the ladder dO\vnward. Expect onc or two gnomes to tumble down
the ladder in pursuit, causing an instant battle at the bottom. On this
bottom levcl is a chest with a great treasure. This treasure is the key to

defeating the dwarf king.
The "king path" is also a series of three levels. The uppermost is

infestcd with gnomes and dwarfs, and has a simple ladder dO\vnward. The
next level is JUSt dwarfs, and has a puzzle door dO\vnward. Beware! Once
you successfully pass the puzzle door, you enter the realm of the king.
You cannot return from this realm to the mine; you can only win,
lose or surrender.

DEFEATING THE DWARF KING: '\ihen dealing \-vith the king, you
discover that he has a magical red hat. ')lou can't attack him physically as
long as he has the hat. Instead. he disappears and you must fight povverful

~ ~

crcatures under his control. Ifyou win, he reappears and you arc faced with
the same problem again. If you are defeated or surrender, his creatures
toss vou out of the mine.

If you possess the dVlarfking's treasure, he will trade the mine for his
treasure. This is a \vise choice, since the treasure has no value othcnyise.
If you possess 15 different potions, the dVI"arf king wil! trade those for the
mine. Finally, you can deprive him of the red hat with exceptional missile
skill or agility (the "grab" option). Your chances of grabbing it incrcase if
you've just defeated his creatures.

The Dark Gate
I DEl'-iTIFICATION: If'you encounter koboIds ,1I1d gnomes (rock elcmentals)
on the first level down, and past the puzzle door a dwarf drops from the
ceiling to comment, "\Veepings and waitings, ohl Human please pity us~"

you arc dealing with the Dark Gate.

89



SITUATION SUMMARY: As in the megalomanic dwart~ after fighting
through various levels of opponents, you gradually encounter morc and
more monsters whose source must be some evil opening from this world
to hell. If you penetrate deeply enough, you will discoverthis "dark gate."
If you get close enough, you rna'),' be able to close it. In this mine the
dwarfs arc just as unhappy as the miners about the hell gate, and "viII try
to help you.

Actually, there are different types of gates, each of which generates
slightly different kinds of horrors.

MINE LAYOUT: The first level dO\\'o is usually infestcd with kobolds
and gnomes. A dwarf puzzle door guards thc ladder downward. The
second, third, fourth and fifth levels are all connected bv ladders down­
ward, with no puzzle doors. However, on the fifth level you are again
blocked by a puzzle door that guards the ladder to the final (sixth) level
that contains the dark gate. The second through fifth levels are infested
by various horrors, depending on the horror that controls the dark gate.

On the second, third and fourth levels there is also a puzzle door. Each
of these doors guards a ladder to a special area. Each of these areas is a
dead-end infested with creatures, but also contains items useful to you.

SPECIAL AREAS: The area attached to the second level has a dwarf
behind the puzzle door who gifts you \vith a high quality weapon.
Somewhere else in the area is a treasure chest with useful potions inside.

The area attached to the third level has a dv,.'arf behind the puzzle
door who heals much of your lost endurance and strength. Then, some¥
where on the level, 'lOU can find an ancient holY symbol that restores some, , ..

divine favor.
The area attached to the fourth !eve! has a dwarf behind the door, but

he offers no gifts. Instead, he tells you about the relic that can be found
in this area. This relic does indeed exist. It has no special value here, but
any cathedral will value it.

DEPEATI~G THE DARK GATE: The sixth !evel down contains the
dark gate, defended by hellish horrors. If you defeat the horrors, you have
one chance to close the gate. If you fail. more horrors issue forth. If you
defeat these, you get another chance, etc. The most reliable method is a
successful prayer to Saint Boniface, Emydius, or Raphael. Some gates are
vulnerable to fircv,'all potions, but others arc not (the type of monster
guarding the gate will provide a clue). The pure-muscle solution uses the
party's average strength, \vhiic an attempt at mechanical blockage uses
the stngle best artifice skill in the part'):. Therefore. unless every-one is a
complcte dolt with artifice, mechanical ingenuity is usually more success­
ful than brute force. Hovvever. itoften takes multiple attempts with either
artifice or strength before you succeed in closing the gate.
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The Dwarf-Kobold War
IDENTIFICATION: [fyou encounter bears on the first level down, and past
the puzzle door encounter a single aggressive-looking dwarf with options
ranging from "brusquely push past him" to "turn and leave the \-vay you
came," you are dealing with the Dwarf-Kobold \-Var.

SITUATION SUMMARY: Here you discover that the mine has inad­
vertently linked the separate homes ofdwarfs and kobolds. Each hates the
other, and the mine linking the two has become the battleground. 'l'his
fighting drove away the miners. Ifyau can defeat either side, the otherwill
have \von the war and be grateful to you. Rescoring peace and earning the
victor's gratitude will open the mine once morc.

Be aware that entering either side's home is a hostile act. Therefore,
enter the realm you wish to defeat.

MINE LAYOUT: The first and second levels down in this mine are
inhabited by bears and giant spiders, respectively. On each level you must
pass a puz;de door before continuing down'A.'ard. Behind each puzzle door
is an encounter that explains some of the situation, if you take the time to

stop and talk.
The third level down is infested by gnomes, and has tvm separate

ladders down. One leads to the "dwarf levels," the other leads to the
"kobold levels." You can't tell one from another until you descend. If the
next level is infested v.,rith gnomes and tatzelwunns, and has dripping
water or vvaterfalls, you have are near the entrance to the kobold realm. If
it is infested with gargoyles and seems to have gold or fire pecking through
cracks in the walls or floor, you are near the dwarf entrance.

The first level of the "kobold" realm has gnomes and tatt.eh,:vurms (as
noted above), a ladder down, and a red door. The ladder down leads to a
deep connecting passage and should be av'oided. The red door is the
official entrance to the kobold realm. Passing through this door will make
the koboIds hostile, but pleases the dwarfs. If you go through the red door,
you enter a realm filled with kobo!ds and a puzzle door. If you pass this
puzzle door, you descend to a final fight \'I'ith the koboIds and their leader,
a powerful alchemist who not only thro\vs battle potions, but also has used
potions to increase the fighting power of his kobold guard. If you defeat
these, the war is over. The dwarfs are grateful and the miners can return.

The first level of the "dwarf' realm is infested \vith gargoyles (as
noted above), has a ladder dO\~/n, and a gold door. The ladder goes to the
deep connection, while the gold door is the official entrance to the dv,rarf
realm. Passing through this door makes the dwarfs hostile, bur pleases rhe
kobolds. If you do go through, you enter a level filled with angry dwarfs
and a puzzle door. If you pass the puzzle door, }'-(JU descend to a final fight
\vith many dwarfs, including the dwarf overseer. If you defear him, the
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..var is ended and the miners can return. In addition, the grateful
kobolds will rcvvard you with potions. Therefore. defeating the dwarfs is
a bit morc rewarding. HO\vever, the dwarfs are slightly rougher opponents
than the kobo Ids.

The two different fourth levels (the first level in the two different
realms) have ladders dmvn to a deep, conncC(ing level. You can use this
spcciallcvel to move between the realms, or you can climb back up to pass
through the third level. The deep connector provides no bonuses, and is
infested with hellhounds. There is norhing to be gained here, so a
knowledgeable party would simply avoid it.

THE WILD HUNTER
The wild hunter is a Pagangodiingoftremendous pmver. Certain acts may
trigger his appearance on the earthly plane - hunting you!

If you humble or kill a solitary witch in her forest hut, there is a good
chance she will invoke the \Vild Hunt against you. In addition, if
you succeed in destroying a High Sabbat of the '.vitches, or the Tcmplar's
Fortress !\Jonastery, or both, the \Vild Hunt may be summoned to

track you dO\vn.
You can evade the \Vild Hunt with good \voodcraft and stealth, calling

on a saint for temporary help. or defeat it in battle. Unfortunately, it
continues to appear periodically' until \'OU invoke the correct saint. Be­
friending the schrat (also pursued by the \Vild Hunt) is the key to learning
this saint. Befriending the schrat is also useful because the fruit it offers
permanently increases the strength of a character, with no unpleasant
side-effects.

THE WITCHES
The \vitch quest is a single larger quest '.vith a definite start and end. Once
the witches are truly defeated, they will not reappear.

The quest begins with a dream shared by all your party. This dream
does not occur until the party achieves modest to adequate power and
fame. You can also learn about the '.vitches by stumbling over one of their
ceremonies, encountering the Templar monastery, or meeting the beau­
tiful '.vlse woman \vho lives in a crumbling manor-house. The last,
however, offers (10 useful advice uncil after the dream. Then she is an
exceltenr source of hints. To get her exact address, see answer ;-25 in the
next chaptcr.

The quesr has three phascs: (<1) the High Sabbat, (b) the Tcmplar
Fortress i\.·lunastery, and (c) Baphomet"s Citadel of the Apocalypse. You
can stumble across the Templar rVlonasrcry and try that firsr, but normally
a party encounters the \\,itches' High Sabbat first, then the Tempbrs.
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Furthermore, the Sahbat is probably easier to handle. You cannot
enter Baphomer's Citadel withom completing at least one of the other
phases, and cannot get past the first gate of the Citadel without
completing boch ocher phases.

The High Sabbat
The High Sabbar is a periodic meeting of \vitches, where they perform
various evil acts in worship of Small and his demons.

RISKS: The witch-cultists individually aren't roo dangerous. How­
ever, their high-vvitch leaders can be almost as pO\verful as an alchemist.
Furthermore, witches can command wild animals (such as wolves) and
summon demons. Invadingone of their great ceremonies requires a strong
party. You should be prepared for at leasrone major battle against multiple
waves of enemies.

How TO FIND IT: )lour first task is to discover the time and place of
the next High Sahbat. It is held four to eight times a year on special days.
The best way to find out the next one is to ask the witches! Stumbling
across a solitary witch's hut in the woods is one method, but for those who
want something more systematic, try investigating various villages. Some
of these villages are infested by witches and Satan-worshippers. Finally,
you can seek the wise-vvoman 's manor house and ask her (see answer #25
for her address).

If someone in your party can pray competently to Sr. Hildegard (who
only requires 13 virtuel) you could seek out the various tiny, stoney,
ruined-like spots on the map. A fc\v of these arc Sabbat sites. Praying to

Hildegard there \vill reveal the time and place of the next Sabbar.
If you need further help, look through the chapter, "Life in the Holy

Roman Empire" in the manual. It includes a discussion offeast day's that
might help. Answer #7 in the next chapter gives a complete list of all
possible times and locations.

\VHATTO REMEMBER: It is vital to remember flft}' clues you get to the
location of the Templar's Fortress \[onastery. Listening carefully at the
Sabbat is the only way to learn the location of this place.

In addition, note of the name of the high priests officiating or
connected \vith the Fortress \[onastcry. The right name can save you a lot
of trouble there.

\\/IIAT To Do: To succeed at the High Sabbat, you must sneak in
somchmv and foil the witches' nefarious acri\'lties. You can do this with
stealth, disguise, or pure boldness.



Once in the Sabbar, if~/ou \vimess evil or satanic acts, you must do
your best to foil rhem. Ifnot, you may eventually suffer a virtue penalty.
Similarly, running away from the whole situation is om virtuous and may
result in penalties. On the other hand, the more blatant your foiling of
their activities, the sooner the ,",vitches arc likely to catch up with you and
attack. \Vith discretion, skill, and reasonahle luck, you cao foil virtually all
their activities.

There arc four main activities in progress \vhcn you enter the Sabbat:
satanic baptism, flying, altar construction, and fcast preparation.

Sabotaging their feast by baptizing and/or rescuing the innocents
earns virtue with little suspicion, unless you're discovered! However, it's
impossible to ruin the satanic baptism clandestinely without the aid of
Saint Emydius or Saint Gregory Thaumaturgus. If you do it more openly,
the chance of discovery increases greatly. Ruining the flying may allow
you to steal some of their magic ointment, which could be used for a
"quick get-away" later. Sabotaging the altar construction is the most
directly useful, because it \veakens any demons summoned. This is
almost always helpful in the final battles.

Note that you can hide in the forest and on the outskirts of the Sabbat
for quite a while, doing nothing, and thus evade the possibility of
discovery and battle. This is the \visest course for weak parties.

vVhen it comes to the final feast and ceremonies, you are advised not
to participate in the feast unless you have already purified it. Hmvever,
you should stay for the final summoning, since this is your big chance to

wreck the Sabbat completely. For the most complete disruption of the
witches' evil ceremonies, it's generally best to invoke any sabotage, \\'ait
until the demon is summoned, then attack before the ritual ends.

How TO WIN: You need to break the great seal of the witches. This
can only occur during the final summoning ceremony, after you have
defeated the demon and various vI/aves of enraged witch-cultists. Each
\vave may have a powerful \vitch with long-range magic similar to potions.

REWARDS; The fame re\vard for success is 16(25(37, and possibly an
increase in local reputation at the nearest city. You also receive virtue
benefits and/or losses, depending on which activities you foiled 'icrsus
which activities you witnessed but did not foil.

The Templar Fortress Monastery
The Templar Fortress ~,lonastery is the Germanic home of a banished
order infamous fordemon-\vorship. At least, that was the popular impression
the 15th Century, which is \vhat Dar!..'!flflr!l· porrra',is. For notes about the
actllal order ofTemplars and modern historical views, see pages 71 and 98
of the manual.
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RISKS: The Templars are a knightly order, so many of their ordinary
"monks" are formidable fighters. Their leader, the Preceptor, is one of the
most dangerous men in all of Germany. \Vorse still, their evil monastery
is undoubtedly the home of various creatures, monsters, and traps.
Finally, don't forget they are reputed to worship a great demon. You'll
probably have to face it too!

How TO FIND IT: The monastery is randomly located on the map.
Unless you want to look all over Germany, go to a High Sabbat and listen
carefully for clues. Tfyou absolutely must have a specific location, rum to
answer #31 in the next chapter.

How TO PREPARE: The monastery is a large, multi-Hoored building
with many rooms. Some are locked. You can either bring along eater­
\vater, or else make sure you have a skillful artificer with lockpicks. Secret
passages abound, so have a person with good perception at or near the
front ofyoUf marching order (a little Truesight ~.'ouldn't hurt eitherl).

Expect plenty of fighting, so make sure you have lots of restorative
potions. There are various evil things in the monastery that may require
saintly intervention, so it's best to reserve your divine favor for those,
rather than "spending" it on healing, which might be as easily achieved
with a potion.

WHAT TO REMEi\'IBER: It is vital to remember an)' clues you get to the
location of Baphomet's Citadel of the Apocalypse. You could be hunting
for a long time otherwise. You may also get cryptic insights into the
\veaknesses of certain fortress denizens.

How TO 'VI1\": You must find the great demon the Templars \vorship
and kill it. Do flOt expect to find it in the dungeons. The demon is their
inspiration, not their prisoner! Instead, look to the upper levels of the
building, locked away in a place ncar their center of vmrship.

E),lTERI~G: Outside the monastery, praying to the various saints
provides useful hints or aid about the hidden entrance (St. Gabriel,
Gertrude of Nivelles or Raphael), or possibly \veakens some of the
enemies \vithin (Boniface).

\Vhen you enter the grounds of the monaster~,;, the true entrance
appears when you say the correct name at the tombstones. The correct
name is that of the high witch officiating at the High Sabbat. IfyoLl forgot,
sec answer -=41 in the next chapter.

Dealing with the enemies in the outbuildings can 'yield useful loot. In
addition, the first of the buildings also provides a bone that could be very
helpful later.

THE 1\1.-\1:"[ COURTYARD: This courtyard, with its central fountain,
provides access to the rest ofthe monastery. The fountain itsel fhas certa in
interesting properties that may be Llseful to characters in desperate need
of healing, and willing to take some risks to get it.
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t'vIany of the rooms off the courtyard have stairways up or down.
To the west are stairs to the dungeon, to the northeast a stair to some

special rooms, to the east a stair to a secondary courtyard, to the southwest
a stair to a research room, and to the south a stair up to the main tower.

DUNGEO!\;: Victims of the tower pit trap end up in the NW corner
dungeon room. You can save yourself some trouble if you escape before
your jailers arrive. In the SE porrion of the dungeon is an animated
skeleton who wants his bone. If you provide it (because you captured it
after an outbuilding battle, sec above) he offers a valuable clue that can
help you defeat thc Templar demon.

SECOi\;DARY COURTYARD: Here you encounter a party of guards.
Gaining the password. of the day from them can help you past the guards
in the main tower.

SPECIAL ROOMS: Here, "..'ith some perseverance, you \-vill find a mad
monk. Ifyou speak to him about God, hear his dying confession, and have
sufficient religious skill to attend his final needs, he will whisper a vital
clue about how to avoid the rower pit trap.

RESEARCH ROO!\l: All this area has ro offer is a vvell-appointed writing
desk, at vvhich you might learn some new alchemical formulas.

MAIN TOWER: This leads to stairways up and down. Going down, you
must penetrate both locked and secret doors to o\'erhear a secret meeting
benveen the Preceptor (the head of the order) and a local lord. \Vhether
you overheard their conversation or not, if you defeat thc preceptor and
question him, you can gain some basic, general information about the
Templars' plot. The Preceptor has superb \veapons and armor, making
him a dangerous opponent, but a valuable source of loot. Going down
further you reach a sublevel \vhere rescuing books from burning might
earn you a bit of knowledge or virtue.

If you go upward instead ofclO\vnward, you encounter a guardroom.
Ifyou have the correct watch\vords (acquired in the secondary courtyard),
you can pass safely rather than fight them all. If you're lazy, the pass\vords
for the day are in answer #.1 in the next chapter. Also on this level is a chest
\vhere the guards store any equipment taken from prisoners. ]f you
surrendered or were defeated, and have since escaped. you can recover
your equipmcm from this chesL

Going up\\-ard once more, yOll reach a level where 'lOll can either tr~,'

your luck with a locked door, or take yet another stair. If-you LIke the stair,
you asccnd W::1 high rower \-vherc monks hold \>JriOllS cvil rites at a horrible
altar. Defeating them 111<1')-" cnhance your virwc.
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If you attempt the lockeu door instead, you come to ;l trophy room.
Knowing exactly which head w (\vist \vill disarm a trap beyond the next
locked door. You will have a llseful clue to \vhich head if you met the mad
monk and sent him properly into the afterlife. Otherwise, you'll need
either good luck in guessing, or else quick action or prayer to escape the
pit after you fall in. For those \vho just \-vant the monk's clue, curn to

answer #23 at the end of the next chapter.
Once pasrrhis trap you reach the srairV\'ay LIp co the great demon. After

you fight through any anteroom guardians, you have onc chance before
b,ntlc to usc any potions or saints. 'fhis demon is particularly dangerous
at full power, so it's \vorrh the trouble to know its \veaknesses and exploit
them 11m\'. None of these saints or potions have the same effect after the
battle starts. You must usc them during the interaction. There is one
potion that is especially effective, ,"vhich the skeleton in the dungeon
would describe to you, if you returned its bone. To learn this information
the easy way, turn to answer #35.

Defeating this demon will break the second great seal, a necessary
prelude to defeating Baphomet himself. Jt also reveals the location of
Baphomet's Citadel of the Apocalypse.

REWARD: The fame reward for destroying the demon and thus the
power of the Templars is 8/13/19. In addition, the defenders of the
monastery have a variety of powerful \veapons and good armor, not to

mention the incidentalloor ')/ou can acquire in various chests. HO\vever,
don't forget that your real goal is to learn the location of Baphomer's
Citadel, and fulfill half the requirements for entering the entire Citadel
(by breaking the great seal).

Baphomet's Citadel of the Apocalypse
Baphomet's Citadel is an unholy place not entirely within the world as \VC

know it. Actually, the citadel is a vision of the final Apocalypse, gradually
being turned into reality by,' Baphomet, a Prince ofSatan.I-IO\vever, even
Satan must allow mankind the opportunity for redemption, and therefore
each of the seven plagues of the apocalypse includes a symbolic object
that acts as a key to prevent it. Acquiring these keys requires considerable
effort. Baphomet can be stopped if ,:/ou have all seven ke~is.

RISKS: This Citadel is not really an earthly place. It is symbolic. \vherc
both earthly and hellish realities combine. Therefore, you must expect
more than just difficult battles. A realm such as this tests thc soul and
spirit. You may have to pay an enormous price to defeat Baphomet. Even
the strongest and most virtuous cannot emerge unscathed. To succecd

- .

you must conquer disappoinrmenr and despair, pcrscvere in thc face of
adversity, and keep hoping cvcn \vhen all hope seems lost.
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How TO FlNU IT: Baphomet's Citadel is randomly located on the
map. Unless you want to took all over Germany, you must defeat the
demon in the Templar's tvlonasrcry. This same victory also breaks the
second seal, which you need to get past the first door in the CitadeL Ifyou
just want to know of the Citadel's location for its own sake, rum to answer
#50 in the next chapter.

How TO PREPARE: You should have a very strong party with high
quality weapons and armor, enhanced by potions. Some of your enemies
will have very high quality equipment, which renders ordinary items
almost useless. You should ha\'c a large quantity of restoration and battle
potions. Hell is a place of flame, inhabited by creatures that usc iL The
blessing of Saint Polycarp and/or fire\vall potions can be very helpful. In
general, though, save your divine favor for caHing on saints as the situation
demands, rather than spending it all before you start.

How TO ENTER: You cannot enter the Citadel until you have broken
a grcat seal. You do this by either defeating a High Sabbat, or defeating the
demon in the Templar f>vfonastery'. You cannot get past the courtyard and
the first gate unless you have defeated both.

YOUR GOAL: You must be victorious ".... ithio each of the first six gates,
\vorking from left to right, collecting an item from each. Then, at the
seventh gate, after facing an extremely powerful dragon, you will confront
Baphomet, use these items, and correctly' choose in a final test.

THE COURTYARD: The giant gnomes here can be weakened if you
barrage them with powerful missiles and destructive potions, then delay
some with stone-tar while the party ovenvhclms the others. Ganging up
on thcm one at a time, v\"ith the rest fighting a holding action, is more
effective than a one-an-one fight.

TilE FIRST GATE: If you run the fire-and~iccgauntlet v.'ithoLit aid,
success depends on agility, so take off those encumbering items. Armor
and sa in ts offer relati\'eIy little protection, \vhi Ie firnvall prevents damage
to almost everything and minimizes \vhat losses you do take.

'I'he battle with the demons is rough bur straightforward. Since 'y'our
opponcnts are eager to close for melee, it's wise to disoblige them by
inflicting the maximum damage with missiles before they get \vithin
reach. 'You might \'lant to slO\y dmvn their advance with sunbursts.
Concentrating your fire on a single enemy' will make it easier to outnum­
ber and dcstfov them one by one.

THE SECONO GATE: Passing the lake offlre in complete safety is only
possible with the help of St. Cecilia. \Vith the other saints, the firewall
potion, or even a simple success in swimming or paddllng, e\'eryone wil!
lose some strength and endurancc.
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Here yOll must battle through vulcans and navigate between walls of
fire to reach the ruins in the distance. Vulcans are extremely dangerous
enemies, bur resorting to the aid of St. Polycarp and/or FirewaH potions
helps considerably. Remember that vulcans have formidable missile
weapons that damage or destroy armor. Closing for melee is often wise.

After your victory, go to the wooden ruin (a shipwreck), where you
learn much ofehe story behind the Citadel, the Templars, and Baphomet's
plan. You also receive a second key.

THE THIRD GATE: Here there arc no puzzles to challenge you.
However, the battle against alchemists on a dangerous landscape full of
traps is one of the toughest in the entire game.

Tactically, it is best to spread Ollt, so each incoming potion only hurts
a single pcrson, rather than everyone. If the party has good missile
weapons and/or potions, bombard the enemy alchemists with them,
concentrating your fire on one at a time. This reduces enemy firepowcr
fastest. Ifyou have one or more characters \vithollt good missile \veapons,
they should select the nearest alchcmist and move in for a melee attack.
Don't be surprised if you hit a trap or t\vo. Even so, this is still generally
better than standing around and taking the punishment!

Once the alchemists are defeatcd, you still must deal with the
"minefield" of traps. The wisest method is to fully heal your most
perceptive character, then have him or her slO\vly investigate the mazc.
Eventually somebody will have to brave a trap and take the damage. It's
best if that somebody has good strength and endurance. After all, you can
always heal them after the trap goes off. This way you may use up potions,
bur it's unlikely that anyone \vill be killed outright.

Tile FOURTH GATE: Calling on a saint for light may reveal more of
the battlefield, and may givc more warning before the skeletal \varriors
attack. However, the cost in divine favor may not match the effect gained.
The skeletons themselves are fairly' straightfonvard opponents. I.;'inding
and carrying off the symbolic key should not he too difficult.

THE FIFTII GATE: Here you fight hordes of demon locusts in various
banquet halls. They can aetack both in melee and ac a distance. If your
melee skills are high, thc best approach is ro arrack with high-damage
V\'eapons. The locusts are numerous, but unarmored. Therefore high
damage \veapons are preferable to high penceration.

The great trial here is nOt the locusts, hut dealing \vidl the dreaded
horseman of Famine. Pray."er will givc you a clue. '{au need to offer him
something over which he has no power. If 'y'Oll don't wam to test your
judgemcm (or luck), turn to answer #45 in the next chapter.

THE SIXTH GATE: The goblin lancers of \var are almost a hopeless
enemy to figh t. \Vorse, each hattie results in permanent. incurahle \vounds.
There is no way to get the s\\'ord of war from these horrors without bearing
lifelong, debilitating scars from the apocalypse of war.
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If you challenge them to a single due\, your champIoo's chance of
success is half his/her best weapon skill. Furthermore, the champion is
chosen by the demons. Your only clue as to vvhich character will be chosen
is the chance of success gi\/cn for the "single duct" option (unavailahle at
expen level, and hard to interpret at standard), \Vinning the duel gains
your goal, but costs the champion a large part of his strength and endur­
ance permanently. Losing costs less of eack but gains you nothing.

Atracking them vvith the entire party increases the odds of viuory,
and reduces the damage ro anyone person, but every person suffers.
Defeat costs even less for every person.

Praying to St. ApoUinarius, Genevieve, or Godfrey, and then submit­
ting to the loss of blood is the least damaging alternative. This costs
everyone a lot of strength irnmediately, but only five points of this is a
permanent loss. j\llost parties prefer the surety of this result, although
some prefer to virtually sacrifice one hero and hope for good luck in a duel.

THE SEVENTH GATE: Here you face a truly monstrous dragon,
guardian ofBaphomet's gateway to the world. \\'orshipping this creature
is a great mistake, of course. The only option is all-ollt attack.

The dragon blocks your path, but is almost impossible to reach for
hand-to-hand fighting. The best tactic is to engage with missile \"'capons
immediately and constantly. The best weapon is Thunderbolt, since the
dragon is immune to Arabian Fire and Breath of Death. Ail conventional
missiles, rcgardless of normal strength, do very little damage (because of
its quality 99 armor). Therefore, fast-firing \veapons are generall~/superior
to s!ovir-firing ones. Finally, the traditional tactic of dragon-fighters \\.'ill
aid you here. Ifyou haven't learned it YCt, and don't feel like being dragon
dinner, you might want to examine ans\ver #48 in the next chapter.

Once yOll finish with the dragon, you are finally face-to-face with
Baphomct in its unearthly chamber, a gate betwcen hell and earth. Should
)'ou accept the offers of this greatest of demons, or should you reflJSe?
Truc herocs can probably guess the answer. but ifyo!l insist on knowing,
turn to answer #14 in the next chapter.

REWARDS: The main reward here is immortal fame (133/200/300) and
a considerable increase in virtue. 'y'au '[J also see a nice animated sequence
depicting the destruction of BJphomct's lair and Citadel. Although thc
game docs not end with the completion of this quest. you have
surmounted the biggest challenge in DarNartds. "I'o retire, simply
save the game.
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PUZZLE-DOORS AND HINTS

Nl:\IERALS ,-\RE REPL,\CED BY

LETTERS, DIFFERE:-":T LETTERS

REPRES[:\'{" DIFFEREyr

'.:L'\lRERS. PRESS TI-IE "E" !\'.:OB

1S hlocked hy a gflm !fan door. Embossed onto It

The dwarf puzzle-doors within the mines arc full of twisted dwarf logic.
For adventurers whose collective "Int" rating isn't sufficient to survive
them, there are hints and answers below.

The puzzle is restated in its entirety. The hint gives you a mental
nudge. The specific ans\ver, with explanation, is number-coded and
appears at rhe end of the chapter.

These puzzles, hints and ans\vers arc primarily courtesy of Sandy
Petersen, Darklands' architect of the countryside dragons, the mines, and
Baphomct's Citadel of the Apocalypse.

FOOL

PUZZLE 1:
Your "vay is blocked bya dark iron door. Carved above it are the words:
FACES SPEi\K EITHER WHOLLY LIES OR WHOLLY TRl'TH.

Tm_'CH :\ FACE WHiCH SPEAKS WHOLLY TRl:TH TO OPE~ THE DOOR.

On the door are three metal faces: lead, gold, silver. As you ponder, the
lead face speaks, "Pape mimer aleppe."

\Vhat could he mean? The gold face translates, "Lead said he always
lies." 'rhe silver face cries, "Do not believe Gold! HE is the liar!" \Vhich
face speaks truth? You think, then touch...

... (he gold face .

... the silver face,
HL'\T: Think about what Gold said Lead saicLA:\'s\vER: See #21.

PUZZl.E 2:
Your path

is the legend:
ELF

+EU

TO OPE'.: THE DOOR.

five knobs arc labeled "5" to "9" consecutively. The wrong
knoh may release a trap. \Vhich numeral docs the letter "E" stand for?
You select.

.,,5

... 6

... 7

...8

...9



HINT: \Vhen two 3-digit numbers sum to 4-digits, what is the first digit of
the sum? ANSWER: See #22.

PUZZLE 3:
The path is blocked by an iron door. Flanking it arc two paintings of

grotesque dwarfs. One painting animates and speaks aloud, pointing to

the orher:
"Brothers and sisters have I none, but that man's father is my father's

son. Tell me who that man is, and the door opens."
\Vhat is the ans\vcr? The wrong conclusion may release a dwarf trap!

You consider carefully, then answer.. .
... himself.
... his father.
... his 5011 .

... his grandson.
HINT: If I have no siblings, '.vho is "my father's son"? ANSWER: Sec #27<

PUZZLE 4:

Here is a grim iron door inscribed:
ONLY O!'..,'E Kl\-OB OPENS THE DOOR. EACH :\IETA.l,'S STATE.\1ENTS ARE

EITHER BOTH TRUE OR BOTH foALSE.

One the floor are six statements and three metal knobs, each of a
different metal.

GOLD: Tifsyn's only son is Hardgrep.
GOLD: The gold knob opens the door.
SILVER: The gold knob opens the door.
SILVER: The silver knob does not open the door.
COPPER: Tifsyn's only son is Gy'mer.
COPPER: The gold statements are both true.
You press...
...gold
...silver
... copper

HINT: Since Gold and Copper contradict one another, at least one must
be lying. A"SWER: See #15.

Pezza: 5:
Here is a dark iron door. Carved tn it arc:
O'\L'r- O'\E K'-JOB OPE'\S THE DOOR.

O:"LY O'\E STATE\IE:\T IS WHOI.LY TRL:F.

Four knobs are on the door, of gold, silver, copper and lead. Four
statements arc on the \vall nearby:
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1. The gold knob opens the doot.
2. The lead knob opens the doot.
3. Neither the silver knob nor the gold knob open the door.
4. The lead knob does not open the door.
Only one statement is true. Bur which? Only onc knob opens the

doot. Which?
...gold
...silver
... copper
... Iead

HINT: Either statement 2 or statement 4 must be true. ANSWER: Sec #26.

PUZZLE 6:
The path is blocked by a grim iron door. T'o onc side is a golden statue

of a dwarf. On the other is a silver statue of a dwarf. Embossed on the door
are the 'Nards:

ONE STATUE ALWAYS LIES.

O:"lE ST..\TUE ALWAYS SPEAKS TRCTH.

As you ponder this, they speak. The gold statue says, "To open the
door, touch the statue which speaks truth." The silver statue says, "To
open the door, touch the statue which lies." \Vhich statue is fight? The
\vrang statue may release a d\varf nap! 't"ou think carefully, then...

... touch the gold statue.

... touch the silver statue.
HI:"JT: It doesn't matter which statue is lying. ANS\VER: See #1.

PUZZLE 7:
The path is a grim iron door. Carved over it is the Legend:
\VHAT IS THE EIGHT LETTER IN THE SEQUE:\"CE?

PRESS THE RIGHT KNOB TO OPE:,\ THE DOOR.

OTT F F S S '
1 2 345 6 7 H
Set into the door are five knobs, labeled A, E, I, 0 and U. \-Vhich knob

should you press? The wrong one may release a dwarf trap! You ponder,
then press...

...A

... 1'

... I

.. 0

...c
HI[~T: Think about the numbers beneath the letters. j\:\SWER: See 719.
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PUZZLE 8:
The path is blocked by an iron door. Carved about it are the \vords:
O:":E HEAD {;\iVARJABLY SPE,\KS TRUTH.

THE OTHER HEADS AL\\'A'r'S LIE.

Embossed on the door are four metal heads. They speak:
Gold: "Yesterday, Hootvin said that the gold knob opened the door."
Silver: "The copper head speaks the truth."
Copper: "I am not Hootvin."
Lead: "Naturally not. for I am Hootvin."
The door has two knobs, gold and silver. One opens the door, the

other is probably a trap. You press...
... the gold knob
... the silver knob

HINT: If silver speaks the truth, then so does Copper. Hence, Silver lies.
ANSWER: See #10.

PUZZLE 9:
A door blocks the path. It's inscription reads "Faces al\\.'3Ys lie Of

always speak truth. Touch one knob to open the door."
On the waH arc six numbered faces, who speak:
One: "Copper cannot open the door."
Two: "Face One speaks the truth. Face Four speaks truth. Gold

cannot open the door."
Three: "All odd-numbered faces speak truth."
Four: "If Face Three lies, silver opens the door."
Five: "Gold opens the door."
Six: "Black is '.vhite. Copper opens the doar."
Upon the door are four metal knobs. You touch...
... the goid.
... the silver.
.. ,the copper.
... the !cad.

l-II:"lT: Six must be lying. l\';";S\VEH: See #28

PUZZLE 10:
A door blocks the parh. An inscription reads: "Faces always lie or

alwa'y's speak truth. Touch one knob to open the door."
On the wall arc six numbered faces, \\ho speak:
One: "Gold opens the door."
Two: "Face One speaks truth. Copper cannot open rhe door.
Three: "Face Four is a har."
Four: "Face Six is a liar. Face Six and ffiy.. sclf are the only nvo liars."
Five: "Of the odd-numbered faces, exaccIy; two tell the truth."
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Six: "Lead canoO[ open the dooe"
Four metal keys hang nearby. You ponder, then use...
... the gold key.
... the silver key.
... the copper key .
... the lead key.

HINT: \Vhcrher Five lies or speaks truth, One or Three (possibly both)
must be a liar. ANSWER: Sec #18.

PUZZLE 11:
The path is blocked by,' an iron door. Above the door is carved:
"One statue always lies, one speaks only truth and the third speaks

both truth and lies. Nlulriple solutions are possible.
"To open the door, touch the one that cannot be Hardgrep."
The three statues seem to have recently been shuffled around.

They speak:
Gold says, "I am Tifsyn. Silver is Hardgrcp."
Silver says. "True, gold is Tifsyn. However, I myself am Gymcr."
Copper says. "Not so. Gold is Gymer."
YOli rouch ...
... the gold statue.
... the silver statue.
... the copper statue.

HIl\;T: If gold lies, then silver cannot he the truth-teller. ANSWER:

See #44.

PCZZLE 12:
A grim iron door blocks your \vay. Above the door is carved:
ALL STATF:\IE:'\TS ARE TRl;F:.

N.-\\IE TIFSY:-<'S FOLK TO OPEN THE DOOR.

On the door are embossed seven statements:
1) All full-blooded kobolds love to drink rust winc.
2) Tifsyn is lloondit's child.
3) Hourly', Tifsyn calls out the correct time fronl the depths of his lair.
4) TiE;yn is either a gnome, chvarf, or kobold.
5) Hoondit hates rust wine.
6) No gnome is ever truthful.
'lOll ponder, then say...
...Tifs\'n must bc a dwarf.
...Tifsyn must be a gnome .
...Tifsvn must be a kobold.

HI'-'JT: Tifsyn is the same race as floondit. Ai\iS\VEH: See #51.

t05

1'"
!.\l
f~i
it



PUZZLE 13:
The path IS blocked by a gnm Iron door. Carved overhead are

the words:
THE FACES SPEAK O~LY TRlTH.

P{!SH GVMER'S FACE TO OPEi'\ THE DOOR.

Embossed on the door are four faces, a gold d\varf, a gold kobold, a
silver gnome, and a silver ogre. The faces speak.

Gold Dwarf: "Albech is made of gold."
Gold Kobold: "Hader is made of silver."
Silver Gnome: "The kobold is neither GYfficr nor Albech."
Silver Ogre: "I am not Hoder."
\Vhich is Gymer? A false choice may release a trap! You think

carefully, then press...
... the dwarf.
... the kobold.
... the gnome.
... the ogre.

HINT: If the kobold is not Albech, who is? ANSWER: See #39.
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PUZZLE 14:
Your way is blocked by an iron door. Carved above it are the \vords:

"All faces speak truth. The faces are named Narm, (\icon, and Kracht.
Their fathers are Hod, Elt, and [\/Iot. Touch Kracht to open the door."

On the door are three metal faces: gold, silver, copper. They speak:
Gold: "Narm is not silver. The son of Hod is copper."
Silver: "Nenn is not gold. The son of Elt is Krochr."
Copper: "The son of~1ot is silver."
\Vhich is Kracht? The order of names and fathers is clearly irrelevant.

You touch...
... the gold face .
... the silver face .
... the copper face.

HINT: ''lhat metal must he the son of Elt? A:\iSWER: Sec .#11.
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It are four masks in a square. with a

DWARF Is KROll A
DW!"RF, KOHOLD,

KOBOLD DWARF OR G:\O\lE?

The mask nfKron says, "Unless the mark just right of the mask over
the kobold is nor the same as the mask below the mask to the left of the
mask to tbe right of me, I am the same as the m,1sk above the mask to the
right of the mask below me. Else, I am a gnome."

PCZZLE 15:
A door blocks the path. On

question, as follo\vs:
KROTT



I
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You answer that Kratt is a...
... dwarf.
... kobold .
...gnome.

HINT: "The mask over the kobold" is Krott. ANSWER: See #34.

PUZZLE 16:
'fhe path is blockccJ by a grim iron door. Carved on it are some letters,

as foHows:
WITNLITi
VVHAT IS THE NEXT LETTER II" THE SEQI..:-ENCE?

On the door are a group of knobs, each labeled with a letter. \Vhich
knob should you press? The wrong conclusion may release a dwarf trap!
You consider carefully, then answcf..,

... 11

...M

...N

...S

...T
HINT: Look carefully at the question. ANS\VER: See #43.

PUZZLE 17:
The path is blocked by a heav·y c1aor. Carved over it is the legend:
0, liE \1,,',\5 FOCR STARS IN HEAVEN SINGING ALLELUIA.

To PASS, PRESS TflAT WHICH FITS NOT

The words arc on raised knobs. \Vhich word should you press? A
l,.vrong one may spring a trap!

You ponder, then press...
...0
... HE

.•.SAW

...FOCR

...STARS

... IN

... HEA\'E:"

... SI~GI:'''''G

...AJ,LELLL\

I-IINT: How many letters arc in the words? A;\iSWER: See #47.

PUZZl.E 18:
The path is blocked by a heavy door. Carved above it are the words:
"One head always lies. One head speaks truth. Krusad's head can tell

truth or lies. ~Iultiple answers are possible. Press the head that cannot be
Krusad's to open the door."
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Embossed on the door are three metal heads. They speak:
Gold: "[ am Auhyn."
Silver: "That is true. Gold is indeed Aubyn."
Copper: "Not so, [am Aubyn."
You press...
... the gold head.
... the silver head.
... the copper head.

I-IINT: IfGold tells the truth, Silver must not be I'}.'ing. ANSWER: See #30.

PUZZLE 19:
A door blocks the path. An inscription reads: "All the faces are lying.

Three faces arc named Repin, Goliberr, and Hansu."
On the wall are six numbered faces, who speak;
One: Press Face '1'\\'0 to open the door.
Two: Press Calibert to open the door.
Three: At least one of Golibert, Bansu and Repin IS an odd-

numbered face.
Four: Face Six is Repin.
Five: Press an odd-numbered face to open the door.
Six: I am Hansu.
The door may hide a trap! YOli think, then press...
... Face One.
... Face T\vo.
... Face Three.
... Face Four.
... Face Five .
... Face Six.

HINT: Face Six must be Goliberr. ANSWER: Sec #33.

PUZZLE 20:
A strong, iron door blocks the path. An inscription reads:
ALL FACES LIE -OR- ALL l~ACES SPEAK TRLE

Five brass faces suddenly speak.
One: "The gold key opens the door. ,.
'1'\'1"0: "The silver key opens the door."
Three: "Faces One and T\vo are not both liars,"
Four: "Face One is a liar. Face Two speaks truth."
Five: "Faces Three and Four either both speak trllth or bach

speak lies."
Six: "Face Five is a liar. Dwarfs are rail and \villO\vy."
Three metal key's hang nearhy. You ponder. then use.,
... the gold key.
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... the silver key.

... the copper key.
HINT: Dwarfs arc shorr and squat. ANSWER: See #42.

PUZZLE 21:
The path is blocked bya heavy, iron door. Above the door is carved:
EACH FACE \WST SAY AT LEAST O:'JE TRUTH.

Three brass faces hanging by the door speak:
One: "T'he gold key does not open the door. Gymer's only son

is Kizler."
Tv.'O: "The gold key does nor open the door. Gymcr's only son

is Aubyn."
Three: "The lead key does not open the door. 'The silver key opens

the door."
Three keys hang by the door. KnO\ving the wrong key may release a

(fap. You ponder, then use...
... [he gold key.
... the silver key.
... the copper key.

HINT: \Vho is Gymer's only son? ANSWER: See #17.

PUZZLE 22:
A grim iron door blocks your \vay. Above the door is carved:
ALL STATF.\!El\TS ARE TRUE.

On the door are embossed four statements:
1) If the silver key does not open the door, neither does the

copper key.
2) If the copper key does not open the door, neither docs the

silver key.
3) If the gold key opens the door, so does exactly one other key.
4) If exactly nvo keys open the door, one of them is gold.
Four keys hang nearby. You ponder, then choose.
... the gold key.
... the silver key.
... the copper key.
... the lead key.

HI:'-iT: The statements only.' say' "what happens if' in cercain siwations.
\Vhat if the situations don't apply? ANSWER: See #6.

PLZZLE 23:
The path IS blocked by a grim iron door. Carved overhead are

the \vords:
E.'\CH SPE.\KS EITHER WHOLLY TRl~E OR ALL LIPS.

to!)
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To P,\SS, TOCCH THE O:-'iF. THAT lvlUST SPEAK TRULY.

Embossed on the door are three meta! faces: gold, silver and copper.
Two of the faces speak.

Silver: "At least one of LIS three is a liar."
Copper: "Press gold to open the door."
\Vhich is the correct choice? A mistake could release a trap! You think

carefuHy, then rouch ...
... the gold face .
... the silver face.
.,.the copper face.

HINT: \Vhat if Silver is lying? ANSWER: See #37.

PUZZLE 24:
Your way is blocked by a grim iron door. Carved above itare the words:
EACH SPEAKS EITHER WHOLLY TRCTH OR ALL LIES.

PRESS OSE fACE THAT \\CST SPEAK TRUTH TO OPE;-"; THE DOOR.

On the door are three metal faces: gold, silver and copper. They speak.
Gold: "Silver speaks truth, when he speaks at all."
Copper: "At least one of the three of us is a liar."
\Vhich face opens the door? You cogitate, then press ...
... the gold face .
... the silver face.
... the copper face.

I-IINT: \Vhat if Copper is lying? ANSWER: See #40.

PUZZLE 25:
A door blocks the path. On it are carved the following words:
PRESS THE :\EXT NCl\.H3ER

1 2 3 5 7 11 13 17 19 23
Upon the door arc five numbered knobs. Clearly, you arc supposed to

press one of the knobs. Bur what is next in the sequence? The wrong
choice may release a horrible trap! 'lOll cogitate, then press ...

... knob 25 .

... knob 26.

... knob 27 .

... knob 29.

...knob')l.
HINT: Try division. ANS\VFR: See #2.

PUZZLE 26:
'I'he path is blocked b)' a heavy iron door. Carved above It IS an

. ..
InscnptlOn:

1 1 2 3 5 8 13 21 34 55

I
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TOCCH THE NEXT TO PASS

On the door are different plates, each with numbers. \Vhich should
you touch? The wrong choice could release a terrible doom trap! You. .

consider carefully, then touch...
... 85
...89
...99
... 100
... 123

HINT: Try addition. WARNING: Due to a logic problem in version 6, the
fifth answer (123) is correct. In later versions, the truly correct answer OlUS(

be given. ANSWER: See #36.

PUZZLE 27:
The path is blocked by an iron door. Embossed on it is the legend:
ABCESS DEFINE LAUGHING HIJI!\KS UNOPE:-..iED ERSTWHILE

RHYTHM STUBBLE

THE PATH LIES WITH THE WORD THAT BELO:'JGS !"JOT

Each word is placed on a raised knob. \Vhich knob should you press?
The wrong one may release a terrible trap! You ponder, then press ...

...ABCESS

... DEFrr...;E

... L!\LGHL\iG

...Hur~Ks

... UNOP[I\.'ED

... ERSTWHILE

... RHYTH:YI

... STUBf3LE

HINT: Letter order. ANSWER: See #46.

PUZZLE 28:
The path is blocked by a dark Iron door. Carved over It are

some numbers:
27 64 125 216 343
PASS WITH THE I\.-EXl' r-<C\!BER

Embossed on the door are five metal knobs. each bearing a number.
Doubtless pressing the vvrong number releases a trap! You press...

...512

.. .434

...675

...0

.. .717
HINT: Try factoring (a form of division). A:'\TSWER: See #4.
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PUZZLE 29:
A door blocks the path. An inscription reads:
Jil.i\!ES lOll:\' ivlATTHEw PETER STEPIlEN TI-lO:-,-IAS

FOR CHRISTIANS, THE PATH LIES WITH THE NA:vIE THAT BELO~GS NOT.

Each flame is on a raised knob,which you must press to open the
door. vVhich knoh should you press? \Vhat Holy significance lies ill
these names?

YOll ponder this puzzle and select.. .
...JA\IES.

••. JOllC' .

... MATTHE\V.

... PETER.

...STEPHE".

...THO!\.IAS.

I-fINT: Think about the New Testament of any Bihle. ANSWER: See #24.

PUZZLE 30:
A door blocks your path. An inscriprion reads:

000 Nt:\IERALS ARE REPLACED BY

+000 LETTERS. DIFfoFRENT LETTERS

REPRESE:'-IT DIFFERENT

A-\.\H NL.\I13ERS. PRESS TIlE "1-1" K:'\OB

TO OPEN THE DOOR.

000,000, aaah? Is this some type of d\varf joke? In an\' case, five
metal knobs are on the door, each bearing a number. Pressing the wrong
knob may spring a trapt You ponder, then press...

.. 0

...2

.. .4

... 6

...8
HliST: \Vhen tWO 3-digit numbers sum to 4-digits, \\'hat is the first digit of
the sum? A~'SWER: See #12.

Puzzle 31:
A door blocks the path. On it is carved:
F \CH F.-\CE SPE.\KS O,\LY TRl"nl OR .-\LL ur:s.

Eight brass faces speak:
1: "Either the silver or the copper ke')" \vork. Perhaps both."
2: "Both thc gold and silver ke'),'s work."
""['1 Id k k .,,): IC go cy \vor 'so
4: "Either Face 2 or 6 speaks truth. Perhaps both."
5: "If Face 8 and myself both speak truth, so does 3."
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6: "Both the gold and copper keys \vork."
7: "Faces 1 and 3 both speak truth."
S: "If Face 7 speaks truth, so does 4."
Four keys hang by the door. You lise...
.. ,the gold key.
... the silver key.
... the copper key.
.. ,the iron key.

HI."\JT: Follo\v the trllth, not the keys. ANSWER: See #20.

PUZZLE 32:
A grim iron door blocks your \vay. Above the door is carved:
EACH Lo\CE SPEAKS EITHER WHOLLY TRUTH OR ALL LIES.

PRESS O:\E OF THE FACES TO OPEl': THE DOOR.

Two embossed faces, one gold, one silver, hang near the door.
They speak.

Gold: "Press silver to open the door."
Silver: "Exactly one of LIS speaks the truth."
The \\'fong face probably triggers a trap. After careful calculation,

you press...
... the gold face.
... the silver face.

lIIl\iT: Does it matter if silver is lying? ANSWER: Sec #8.

PLZZLE 33:
The path is blocked by a grim iron door. Carved overhead are

the words:
Each statue speaks either all truth or all lies.
Push a statue to pass.
Standing by on the door are two statues: one of a dwarf, the other

of a kobold. The dv,iarf statue says, "The statue which opens the door
always lies."

\Vhich statue should 'YOll push? A mistake could release a trap! You
think carefully, then press ...

... the dwarf statue.

... the kobold statue.
HINT: Does it matter which statue lies? A:',:SWER: See #49.

PUZZLE 34:
Your \vay is blocked by :elIl iron door. Carved above it are the words:
AD.-\\I SETll E:--.:os C.-\F'<,\'\ l\l-\HAL\LEEL ].-\RED \[ETHI. SF.!.,-\lI

L.'\\lF.CH NOAH

PReSS rilE \1!SSI'iG :\".'\\J1:::.
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On the door are six knobs, each embossed with a name. \Vhich knob
opens the door? Desperately you try to remember the ancient Scriptures
before you press...

... ENOCH

•.. ) tiFlAL

... Iv1EHUJAEL

...NI~IROD

... PELEC;

...TUBAL-CAl;,\]

HINT: Hmm, some of these names sound like antediluvian patriarchs.
ANSWER: See #38.

PUZZLE 35:
A door blocks the path. On it are carved the following words:
Austria Bavaria Bohemia Burgundy Portugal Switzerlanel
Pass by pressing the realm that helongs not.
The six names are each on a raised knob. Clearly, you are supposed

to press one ofehe knobs. Ifyou press the wrong knob, no doubt a trap will
be released! You cogitate, then press...

... Austria

... Bavaria

... Bohemia

... Burgundy

...Portugal

...S\vi tzerland
HINT: \Vhere, geographically, arc these countries? ANSWER: See #3.

PUZZLE 36:
A door blocks the path ahead. On it are the words:

noeL'S NCi\IERi\LS ARE REPLACED BY

+ poces LETTERS. EACH D1FFEI{E'\T

LETTER ST.'\;\;DS FOR A

PRESTO DIFFEREXr Nl:tvll.lER

The letter "E" opens the path. At a glance, you see that "p" equals 1,
which makes "[-I" either 8 or 9. Bur what arc the rest? You consider
carefullv, then choose the knob marked ...

.. 0

...2
,

....)

.. .4

...5

...6

... 7
tIINT: "R" is O. ANS\VER: See #13.
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ANSWERS
These are the answers to selected puzzles in Darklands, including specific
information abourcertain times and places. Use this information only if(a)
despite all the hints, you still arc completely srumped, (b) you really hate
a particular type of chal!enge and just want to get past it, (c) you're just
double-checking your answer (yeah, sure!), or (d) you like to "cheat" and
finish a game as quickly as possible. The answers are in numerical order.

#1: If the silver statue is telling the truth, you shouldn't touch it. On
the other hand, if the statue is lying, you still shouldn't touch it. So touch
the gold statue!

#2: The numbcrs arc all prime numbers (cannot be evenly divided by
any number). The next prime number after 23 is 29.

#3: All the named countrics are adjacent to (touch at a common
border) at least onc othcr - except Portugal, the answer.

#4: The numbers are cubes of 3, 4, 5, 6 and 7. That is, 3x3x3~9,

4x4x4=64, etc. The cube of the next number, 8, is 512, the answer.
#5: The pass\\,'ords used by the guards are "Captain Saran" and

"Beelzebub Forever."
#6: Statements 1 and 2 mean that either silver and copper both work,

or both don'r. If just two keys work, one is gold (per statement 4), and the
other must be lead (per statement 3). If 3 keys \\!ork, gold cannot (per
statement 3), and thus silver, copper and lead must all work. It is
impossible for 4 keys to work (per statement 3). NO\v what about 1 key?
\VeIl, it must be lead (it can't be gold per statement 3, and it can't be silver
or copper per statements 1 and 2). Therefore, regardless of how how many
keys work, lead is the only reliable key.

#7: The High Sabbats can begin on the Vernal Equinox (March 21),
Holy Thursday (April 12), Ascension (May 26), Corpus Christ; (J une 11),
!vIidsummer's Eve (June 21), the Autumnal Equinox (September 22), All
Hallow's Eve (Ocrober 30), or the Last Sabbat (December 26). Afrer each
Sabbat, there is a 50% chance it will skip the next. Therefore, there VI/ill
be at least four per year, and there could be as many as eight.

Each Sahbat randomly selects from one of the follO\ving locations: the
Totengrund west of Llineberg, Anjum north,vest of Groningen in the
coastal marshes, Bartschsumpf swamp north of Breslau and south of
Posen, Bracken south-southwest of Goslar in the Harz (in the southern
side of the range, just cast of the road), IIcxemanzplatz southeast of
Goslar (in the sourhern Harz along the llnver river that sources there);
Nornisgrinde direcdy east of Strassburg (in the heights of the Black
Forest); Raczq in the second range offorested hills south ofTeschen; the
Feldberg (a mountaintop) just south of Freiberg-im-Breisgau; \Vatzmann
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(an Kitzbuhelcr Alp mountaintop directly south of Salzburg, on the west
side of the river that runs past Salzburg into the Inn); and Achlum
somheast of Garlitz, on the southern arm of the Riesengebirge just \vest
of the Gorlitz-Kuttenberg road.

#8: If silver tells the truth, then gold is lying, so touch the gold face.
If silver is lying, then gold must be lying anyway, so touch the gold face.
Regardless, the answer is gold.

#9: Dragon lairs may be found in the follO\ving areas: (a) south of
Bremen and northeast of Hannover, in the middle of the geest; (b) east­
nonheast of K()ln, in a Sauerland valley almost halfway to the Paderborn­
Frankfurt road; (c) southeast of Goslar, deep in the Harz, a tiny bit
southeast of the river source in the central part of these mountains; (d)
northeast of Frankfurr an der Gder and sourh-soutlnvest ofStettin, in the
middle ofthe great forest on the north side ohhe \Varthe River; (e) norrh
of St. Joachimsthal, at the top of an Erzgebirge peak (the specific
mountaintop is just a tiny bit west of a line running directly north of the
city); (f) north of Passau and sourh-southvvcst of Blirglitz, on a mountain
peak in the Bohmer \Valdjust south of the source of the west branch of the
J\iloldau River; (g) west-north\vest of Freiberg-im-Brcisgau and north­
northwest of Basel, in the mountains \vest of the Rhine, on a west-slope
hilltop between the t\VO river sources (the rivers run north-northwest
tovvard Nancy); (h) in the Tauern southeast of Steyr, southwest of\Vien,
and west-nortlnvest ofGraz, in the alpine range along the south side of the
small river that evenmally runs to Steyr and I-inz. The specific mountaintop
is ncar tbe eastern end of this range;

#10: Silver is a liar, so Copper is Hoorvin, and is also lying. Therefore,
Lead is also lying. The only head left, gold, must be spcaking the ([lith.
Since Hoorvin always lies, the silver knob must open the door.

#11: Nann and I\ienn arc irrelevant, concentrate on the metals. The
metals ofthe son of Hod and the son of\'lot arc not gold, therefore the son
of Elt must be gold. Krocht is the son of EIt, and therefore also of gold.

#12: The letter "A" must be 1. Therefore, \vorking through the
alphabet, "0" is 5 and "11" must be O.

#13: Start with ';0", \vhich must be an even number ("S" pillS "S"
mllst yield an even num ber). \Vith the rest, it's largely a matter of trial and
error to work out the other possibilities. Ulrimatel'yr you get this result:

92836
+ 12836

105672
Therefore, the ans\ver is "5".
#14: The seventh key to preventing the apocalypse is hope. Just

refuse the offer and continue being hopeful. This leads to triumph.
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#15: If Copper tells the trllth, then Gold does too (since Copper says
so). Bm, since Gold contradicts Copper, Gold is a liar. This leads to a
contradiction. Therefore, Copper must be lying, and Gold must also lie.
Silver agrees with Gold (that the gold knob opens the door), so Silver
must be lying as well. Therefore, by process of elimination, silver must
open the door.

#16: The answer is silver.
#17: Either Gymer's son is Kizler, or he is Aubyn, or he is someone

else entirely. 1\'0 matter what, One or '1\vo (or both) have made a false
statement in relation to Gymcr's son. Thus the gold key statement (that
it doesn'r open the door) must be true. In the final statement, if the first
half is true then silver must open the door. Ifrhc first half is false then the
second half must be true and the silver again must open the door.
Therefore, the silver key opens the door.

#18: Four must be a liar, because he says he is a liar. This means Three
is telling the truth. Therefore, One must be lying, which means Two is
also lying. Therefore, the copper key opens the door.

#19: The letters arc the initial letters of the first seven numbers; i.e.,
One, Two, Three, Four, etc. "rhus, the last letter is (E)ighr.

#20: Frankly, we're puzzled by this one. It appears that any combina­
tion of keys could work \vithout contradiction. \Ve consulted the dwarf
\-vho created this, and he said the gold key\vas the only choice that worked.
He refused to explain why, so we assume it's from a line of dV,Iarf reasoning
too arcane for human minds to fathom. Therefore, gold is the answer.

#21: \Vhether or not Lead \vas a liar, he \vould not have saidhe always
lies. Therefore, Gold is lying. Ergo, Silver is speaking the truth.

#22: The first digit must be a 1 (even the biggest3-digit numbers; 999
and 999 sum to 19(8). Thus L=2, 0=4, and E= 7. The correct answer is "7."

"2' "TI "h k Id " h "11" ,J: 1e stag, t e man' \\'OU say, t e stag....
#24: Everyone on the list except Stephen was one of the

original T\velvc Apostles (disciplines of Christ). Therefore, Stephen is
the ans\vcr.

#25: The sorceress I magic woman is usually found southwest of
l\hgdeburg and cast of Goslar, bet\veen the ri"oer branch and the north
slope of the Harz.

.l¢26: Ifgold opens the door, then statements 1 and 4 are true; if silver.
then statement 4 is true; ifcopper, then statements 3 and -l- arc true; iflead,
then statements 2 and J. Since only one stJ.tementcan be true. silver must
be the key.

#27: ":\Iy father's son" must be me. Thus, the painting is saying
" ... that man's father is 'me'." Hence. the other painting is his son.
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#28: Since One contradicts Six, One tclls the truth. This means Two
also tells the [futh, which in turn makes Four truthful. Since
Five contradicts T\vo, it must be lying. Therefore, the silver knob
opens the door.

#29: Arnulfthe Alchemist says, "Idiots! Have one person constantly
throw high-quality sunbursts. Each sunburst prevents it from attacking
for a short period. A constant barrage \\'ill prevent nearly all its attacks,
allowing the rest of you to destroy it easily."

#30: If Gold is telling the truth, then Krusad must be Silver. If Gold
is speaking truth or lies, then he is Krusad. If Gold is lying, then
Krusad must be Silver. No nutter what, Copper cannot be Krusad, so
push Copper.

#31: Actually, the Templar's Fortress j\fonastery has three possible
sites. One is selccted randomly at the start of each game. These sites are
Lugum northwest of Flensburg, Teufelstein high in the Riesengebirgc
sourh-southw-est ofGoriitz, or Tafclfichte in the Fischbacher Alps north­
east of Graz and considerably south of\Vien.

#32: Copper must be telling the truth, sinee if he lies his statement is
true (which a liar wouldn't do). Therefore, press copper.

#33: Six won't open the door (by Two's statement). Two won't open
the door (by One's statement). Since the correct face must be even (by
Five's statement), that leaves only Four as the correct ans\ver.

#34: In simpler words, Kratt is saying, "I am a gnome if the mask just
right of me is different from the mask belm\' me. Otherv,rise I am the same
as the mask to my right of me." Hence, he is a gnome.

#35: The famous weakness of the great demon in the main to\ver is
fleadust. All other potions are just a pleasant aroma to it.

#36: 'T'his is a Fibonacci sequence, in which the t\\'O previous numbers
are added together to get the next. Thus the ans\ver is 34+55 = 89.

#37: Silver cannot be lying (because ifhe is, then he is telling the truth
about himself, which a liar wouldn't do). Therefore, press silver.

#38: The characters are all old restarnent patriarchs from before the
flood (anredeluvian), except for Enoch, \\'ho is the ans\\'er.

#39: Since Albech is gold, and is not the kobold, he must be the dwarf.
Hader is silver, but is not the ogre, so he must be the gnome. Since the
kobold is not Gyrner, that leaves ani')" the ogre to be Gymer.

#40: If copper is lying, then it is actually tclling the truth, \",hieh is
impossible fora liar. Therefore, copper must be telling the truth, and is the
correct answer.

;;1"41: The correct name is Reinhard.
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#42: Six lies, so Five speaks the truth. If Four is lying, then Three
must also. IfThree and Four are liars, then One must be telling the truth,
but Three says that both One and Two must be liars, which leads to a
contradiction. This means that Three and Four must be truth-tellers,
which means the silver key opens the door.

#43: The letters are the first letters of the vvords "What is the next
tencr in the sequence?" So the next letter is "5."

#44: If Gold lies, then Copper must (ell the truth, vvhich means Gold
is Gymer, and (by Gold's statement) Silvcrcan'r be Hardgrep, so therefore
Copper is Hardgrep. If Gold tells the truth, then Silver is Hardgrcp. In
either case, Gold isn't Hardgrep, so touch him to be safe.

#45: Normally the best choice is offering him ,>"'our money and goods.
This horseman of the apocalypse has no pmver over the wealthy, because
even in a famine, ifyou have enough money, you can always buy some sort
of food. Therefore, he'll just take your money and give you the key.
If you offer him a life, he \vill take one if your party numbers three or

more. But if you are just one or two, he will take noehing (since famine
never kills everyone).

#46: All the words but one have three letters in adjacent alphabetical
sequence: i.e., ABCess, DEFine, lauGHIng, HIJinks, etc. The word
that does not fit is Rhythm.

#47: The first word has 1 letter, the second 2, and so forth, up to the
last word with 8 letters. The \vord "in" docs not fit into this pattern, and
therefore is the correct knob.

#48: Arnulf the alchemist offers these hints: "A certain alchemical
battle porion, ifused frequently', will help rrerncndously. Also review the
Enemies chapter, since dragons are immune to cerrain potions." If you 're
still puzzled, turn to #29 for the definitive ansvver.

#49: Hthe dv,rarfis telling the truth, then you should touch the kobold
statue (since it must be the liar). If the dwarf is lying, then you should still
touch the kobold, since the dwarf is lying abour which statue opens the
door! So touch the kobold.

#50: Possible locations include the Kitzhlihc1cr Alps south of
Salzburg, in the lake-svvamps south of Press burg and sourheast of\Vien,
and in western Franconia northeast of Frankfurt am l\1ain and west­
sourh\vest of Fulda.

#51: Hoondit hates rust \vine, so Tifsyn C<1I1 'r be a kobold. Tifsyn tells
the trurh (by calling Out rhe correct time), so he can't be a gnome. Ergo,
he must be a dwarf.
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VERSION HISTORY
Darklands began manufacturing in early August 1992 with version 4.
However, we continued to improve the game and solve compatibility
problems throughout August and into September. This resulted in a series
of upgrades and different versions, some published in the USA, some
ahroad, and some only available from on-line services or customer service.
This history is important for users of update disks, since some updates
require you to start from a certain version or later.

GRAY BANNER: This is the gray box that briefly appears at the very
start of the game. If you hit the "pause" key on your keyboard fast
enough, you can read the version number in this box. All versions start
with "483." For example, 483.04 is version 4. This is a foolproof method
of identification.

DARKLAND.OOl: This is the date of the OARKLAND.OOl file on
Disk 1, included in the box. '1'0 check for this date, insert disk 1 and use
the OIR command to read the date of the file. Of course, ifyou created the
version via update, this file is no longer appropriate.

DARKLAND.EXE: This is the date of the DARKLA~D.EXE file \vhen
the game is installed on your hard disk. This is a foolproof method
of identification.

VFRSfOX GRA.Y BA.iV:VER DARKLA.YD.OO j DARKL4ND.EXE

Rev 4 483.04 08-04-92 08-04-92
Rev 5 483.05 08-07-92 08-07-92
Rev 5.1 483.051 08-13-92 08-07-92
Rev 6 483.06 09-16-92 09-15-92

VERSIO'J 5 vs 5.1: Once installed, the best \va'y to distinguish
version 5.1 from version 5 is to compare the'dates of file Darkland.enm.
In version S. Darkland.enm is dated 08-06-92, while in version 5.1 it is
dated 08-12-92.

YOCR VERSION: In generaL ~iOll should have at least version 6 of
Dark/mid..,. Anyone 'who purchased an earlier version and sent their
registration card to \IicroProse should have received the free update to

version 6. l" nlike many software companies, i\licroProse does provide free
upgrades if truly significant improvements occur in the soft\varc. Version
6 was jU"'if such an improvement.

t2t



UPDATING DARKLANDS
Various update disks have been made available for Dark/and\'. For
more details about the disk, load it into a drive, switch to that drive, and
type READ:-"!E.

Ifyourcurrentversion ofDark/ands is less than the required minimum
for upgrading, do flot attempt to upgrade using that disk. Instead, call
IVlicroProsc Customer Service (410-771-1151) and ask for the update
disk(s). (You're probably in this position because you purchased the
game soon after release and neglected to send in your registration!
warranty card.)

To use an update disk, you need a certain minimum amount of free
space on your hard disk (the REA01\IE describes exactly how much). IfYOLl
have enough, you can proceed. If yOli don't, you'l1 need to make the
necessary space on your hard disk.

Firstcop~rthe entire disk inw i\.IPS \ DARKLAj\:O, or \vhatever subdirectory
you specified during installation. Then type UPDATE and tap the
ENTER key. The update process can take some time, possibly an hour
or more, depending on the speed of your machine. However, you can
leave the computer unattended. \Vhen the program finishes, the files on
your hard disk will be changed to the ne\y form, as if you'd installed them
from distribution disks. Even the file time and date stamps are adjusted
to mirror the information on installed distribution disk files. \Vhcn 'you're
done, you can erase the files LTUATLEXE and PATCH.RTP, which frees
significant hard disk space.

If you need to reinstall Dark/ands on your hard disk, simply install
the game normally. then perform the update process again. If you have
multiple update disks, simply perform each update in order, one
after another.

MEM.LOG FILE
The \IE\-I.LOG file is a record of interactions that occurred Slllce you
last started the game. Every time you start or load a game, \[[\I.LOG

is restarted.
Although originally included for bug-hunting purposes, \lE\1.LOG can

provide some interesting information. The first column is free memory
available to the program. the second is the program's internal name forthe
last interaction, the third is the name of the associated art file, the fourdl
("fls") is the number of files open, the fifth ("evnrs") is an internal
program value, the sixth ("p\vr") is a rating of the party's power, and the
seventh is the current time (format is month:clay:year:hour).

Free memory is deceptive because the most memory-intensive parts
of the game (the battles) are not recorded in \lE\l.LOG.
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Party power ("pwr") is also very interesting. This value runs from 1 to

9, and rates the overall power ofyour party. It takes iow account attributes,
skills, equipment, and knmvledge. For competitive players, you haven't
really "max-cd om" a party until its power is consistently at 9. In theory,
a party power of 10 is available, but we never confirmed whether real-life
parties can reach this value.

ROLAND MUSIC & DIGITAL SOUNDS
The original Darklands technical supplement suggested that users could
use Roland 1\/IT-32/LAPC-l sound systems for music alongside Sound
Blastercards for digital sound effects. At first we couldn't manage this. But
then Jim ~lcConkcy, technical guru for ~i1icroProse's sound department,
realized that due to the way our sound drivers interact with your hardware,
simply renaming certain files would provide simultaneous support for
Roland and any sound board with digital sound capability! \Ve apologize
for not having thought of this embarassingly simple approach earlier.

PROCEDURE: The following procedure allows any of the following
sound boards to provide digital sounds while a Roland MT-32 or LAPe­
l provides music. Only use this procedure if you have a Roland and one
of the following boards:

Covox Sound l\'laster II
Sound Blaster
Sound Blaster Pro (both versions)
Pro Audio Spectrum (original version)
Pro Audio Spectrum, "+" (plus) or "16"
Thunderboard
AT! FIX

First, switch to the MPS\OARKLAND subdirectory (or wharever
subdirectory you specified for installation) and save the current sound
files by entering the follO\ving four lines (hit the Return key at the end of
each line):

COPY PSOUI'<O.DLC f'SOUND.DC

COPY PSOUI'\D.OLB PSOC\lO. DB

COPY ASOL)/D.[)LC ASOUND.DC

COP'{ ASOC)/D.DLB ASOl;I'\D.DB

Second, reset the non-digital sound files by entering these four lines:
copy RSOl.':'\D.DLC PSOLl\D.DLC

COPY RSOl';'\.-D. DLB PSOC:'\D. f)J ,FI

COPY RSOlSD. DLC ASOl.'~-D.DLC

COPY Rsm-:'\D.DLB ASOUl'iD.DLB

Finally, using the INSTALL program, select the digital sound board
'you are using (i.e., the board you want in addition to the Roland sound).
ese all the appropriate settings for that digital sound board.
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This technique callses non-digital sounds to be sent to your Roland,
while the digital sounds are scnd to \\'hatever you specify using the
INSTALL program.

RESTORATIO:"J: If, at any later time, you wish to restore Dark/ands to

its normal configuration, enter the following four lines.
copy PSOl:ND.[)C PSm-!\[).DLC

COPY PSOl''\ILJ.DB I'SOt::\D.DLI3

COPY i\SOl':'iD.DC .\SOl·ND.DU;

COPY .\501::--':D.])8 I\SOI ':--iD.DLll

This restores your sound drivers to their original state. You'l! need to

do this if ~lOU wan t to cI isable the Roland for an')" reason (for exam pIe, if you
remove the Roland system and want the normal sounds coming from
some\vhere e1se~).

FINAL REMARKS
The completion of Dark/ands was a major effort. In the process, many
additional people were involved in testing that didn'r receive credit in the
original manual, \vhich \vas printed before the software was complete.
These include Jennifer I'\!'lacNcal, James Neal, Jim Gomez, Bill Burten,
Brian He!!esen, Andy Jvlazurck, Roland Rizzo, Greg Dembeck ancl many
others, \Ve also appreciate all those who took the time to POSt notices on~

line, either in our mailbox, or on our bulletin-board, about various problems,
and \\'ho offered many suggestions for improving the game.

As time and other projects permit, we attempt to include these
suggestions in new versions. For example, version 6 included a number of
improvements over \-ersions 4 and 5, as well as a wider variety of an\vork.
Unforrunatc!y, some things are so difficult, they must \vait for a sequel.

Early versions of Dark/aJldsacquired a bad reputation in some circles
because of bugs and other problems. The truth is thatDarldflJlds is a highly
original and different sort of role-pl:xying game. The same features that
make it enjoyable also make it a nightmare to test completely'. ~ormally"
j\licroProse games require abour 1500 hours of testing. Darldtlf/fh required
over 5000 hours. '1 'hat and many other factors caused ir ro be five months
late. Even V\'ith al! that work, we still needed upgrade versions. Frankly,
nobody expected the game to be so difficult ,JOci complex! \Ve apologize
that the difficulties took us by surprise. Now that we kno\\' abour thesc
kinds of games, it won't happen Jgain.

Judging from the response of customers, Daddflllds may be onc of
those "milestones" that changes people's pcrception about a certain kind
of gam.e. Dal"NilJld,' highly' original approach to many aspects of role­
playing has provoked unprecedented praise and popularity. \Ve appreci­
ate all your compliments, and are delighted that you enjoy the game so
much. \Ve bope this book helped you enjoy it even more.

124

I

I

I

I

•
•




	Introduction

	Ebhard's Guide to Adventure

	Character Creation

	Names

	Gender

	Childhoods

	Childhoods Chart


	Occupations

	Military & Quasi-Military Occupations Chart

	Village & Noble Occupations Chart

	Religious Occupations Chart

	Academic Occupations Chart

	Mercantile Occupations Chart

	Urban Occupations Chart


	Occupations and Age

	Aging Effects Chart


	Occupation Qualifications

	Initial Equipment

	Strategies for Character Creation


	The World

	Cities

	Cities Chart


	The Countryside


	Equipment & Combat

	Weaponry

	Weapon Chart


	Armor

	Armor Chart


	Other Equipment

	Encumbrance

	How Combat Works

	Melee Hit Probabilities

	Missile Hit Probabilities


	Locks and Traps

	Notes on Tactics


	Enemies

	Bandit, Brigand, Madman, Pirate, Ruffian, Rebel, Thug, Follower or Villager Chart

	Guard, Trooper, Leader, Schulz or Hussite Chart

	Mercenary, Soldier, Lieutenant, Brigand Leader, Lackey or Henchman Chart

	Sergeant, Archer, Huntsman, Bandit Sergeant or Castle Guard Chart 

	Robber Captain, Zealot or Executioner Chart

	Lady or Rebel Sergeant Chart

	Raubritter, Knight, Evil Knight, Gallant, Master or City Lord Chart 

	Raubritter, Captain, Dark Knight or High Knight Chart

	Alchemist or Kolbold King Chart

	Monk, Friar, Evil Monk, Evil Friar or Leader Chart

	Witch-Cultist or Acolyte Chart

	Witch, Witch-Leader or Leader Chart

	High Witch or Acolyte Chart

	Templar or Preceptor Chart

	Wolf Chart

	Boar Chart

	Bear Chart

	Tatzelwurm Chart

	Untitled
	Giant Spider Chart

	Schrat Chart

	Skeleton Chart

	Kobold Chart

	Dwarf Chart

	Dwarf Overseer or Master Chart

	Gnome (Rock Elemental) Chart

	Giant Gnome (Big Rock Elemental) Chart

	Vulcan (Fire Elemental) Chart

	Gargoyle Chart

	Hellhound Chart

	Demon Chart

	Demon Locusts Chart

	Demon Prince Chart

	Wild Hunter Chart

	Dragons Chart


	Alchemy

	Formula Components and Values

	Formula Chart


	Calculating Alchemical Success

	Battle Potions

	Equipment Improvement Potions

	Personal Improvement Potions

	Other Potions


	Religion

	Prayer Probabilities & Results

	The Saints

	Saints List


	Relics

	Relics List



	Quests

	Object Quests

	Raubritters

	Dragons

	Mines

	The Megalomanic Dwarf

	The Dark Gate

	The Dwarf-Kobold War


	The Wild Hunter

	The Witches

	The High Sabbat

	The Templar Fortress Monastery

	Baphomet's Citadel of the Apocalypse



	Puzzles & Answers

	Puzzle-Doors and Hints

	Answers


	Final Notes

	Version History

	Updating Darklands

	Mem.Log File

	Roland Music & Digital Sounds

	Final Remarks





