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~ cool b}?eeze tousles \..loU}? h~(}? ~s \..lou st,~nd 
~t, t,he foot, of t,he long d}?(vew~\..l, st,ud\..l (ng \..loU)? 
(nhe}?(t,~nce: \..loU)? g}?~ndf~t,he}?\s l~}?ge, V(cto}?(~n 
house ~nd eve}?\..lt,h(ng w(t,h(n. 

~s \..l ou w~n~ t,ow~}?ds t,he house, \..lou 
}?emembe}? l~t,e n(ght, t,al)<s \..lou h~d w(t,h \..lOU}? 
g}?~ndf~t,he}? ~bout, t,(me-t,}?~vel, }?eHg(on, ~nd 
m~g(c: ~11 t,he subject,s t,h~t, \..lou felt, ~w)<w~}?d 
t,~l)«ng to ~n\..lone else ~bout,. ~nd now, ~s \..lou 
enw}? t,he house, \..lou h~lf eRpect, hem t,o }?~ce 
down t,he w(nd(ng st,~(}?c~se t,o meet, \..lou; but, 
t,he}?e (s onl\..l s(1ence (n t,he must,\..l ~()? 

Vou ent,e)? t,he Hb}?~}?\..l ~nd set, (n ~n old 
le~ t,he)? ch~ ()? (.() h (Ie g~z (ng ~ t, t,he ~ nt,(q,ue 
boo)<shelves, \..lou not,(ce one boo)< (s pushed b~c)<: 
The eolleot-ed WOl"l<s of ed9~l" 811~n Poe. Get,t,(ng 
up, \..lou C}?OSS t,he }?oom ~nd pull t,he boo)< 
fo}?w~}?d. Immed(~wl\..l, t,he boo)<c~se sHdes to 
t,he left" }?eve~Hng ~ sm~l1 }?oom cont,a(n(ng one 
ch~(}?, ~ des)<, ~nd ~ full-lengt,h m(}?}?o}? 

Vou stiep (nto t,he }?oom towa}?d t,he des)<, ~nd 
t,he boo)<c~se sHdes ~C}?OSS t,he open(ng beh(nd 
\..lou. L\..l (ng on t,he des)<, ~t,op some c}?umbHng 
m~nusc}?(pt,s, (s ~ jou}?n~l w}?(t,t,en (n \..lOU)? 
g}?~ndf~t,he}?\s h~nd. VOU}? g}?~ndf~t,he}? once 
t,old \..lou he h~d d (scove}?ed somet,h(ng 
unbeHev~ble; pe}?h~ps now \..lou w(11 fend out, wh~t, 
t,h~t, w~s. 



• Commodore 64/128 computer 
1541 or 1571 disk drive 
Video monitor or TV 

1. Turn off computer and remove all cartridges. 
2. Turn on power to monitor or TV, disk drive, and computer (with C-128, 

hold down Commodore key while turning on computer). 
3. Insert DARK LORD into the drive and close the door. 
4. When READY appears on the screen, type LOR 0 II * II ,8, 1 and press 

RETURN. The game loads. 

• Apple II series computer (64K) 
• Compatible disk drive 

Video monitor or TV 

1. Turn off computer and turn on power to monitor or TV and disk drive. 
2. Insert DARK LORD into Drive One and close the door. 
3. Turn on computer and the game loads. 

Special Instructions for Apple Users Only: 

• On an Apple 11+, the message DO YOU HA VE A LOWER CASE 
DISPLA Y (YIN) appears. If your computer is able to display lower 
case letters in 40-column mode, press Y; otherwise, press N. 

• CTRL S lets you turn the sound OFF and ON. 

On an Apple 11+ or lie, you can adjust the tone of the music. Turn the 
sound OFF (CTRL S), then press CTRL T until you hear a "pop." 
Now turn the sound back ON. 



R Color Adjust (Apple version only) - This selection lets you adjust the 
colors so they look their best on your monitor. Follow the prompts. 

o Demo - This lets you see a self-running demonstration of the game. 
Press any key to get out of the Demo and return to the title screen. 

M Mini Adventure - This is a short, practice adventure. See page 8 for 
the Mini Adventure's solution. 

S Start Game - This gets you into the game. After pressing S, you 
have three choices: 

N lets you play the Normal DARK LORD adventure; 

E gives you an Easier game; 

R scatters game items in different places around the adventure 
(making them more challenging to find). This option gives you a 
"new" game every time you play. 

PLtI¥loe tin tJ(DvenTltlE\e etJ(]We 
An Adventure Game is a mystery you solve by typing messages 

(commands) into the computer and getting information back on the display 
screen. The messages you type can say you want to go somewhere or do 
something, or they can be requests for clues to help you out of situations. The 
computer answers by following your instructions; by giving you the clue you 
asked for; or by telling you it can't understand what you want (in the last 
case, you'll have to rephrase your message or request). 

PLtJ(!"lue DJllE\1l LOlE\D 
Traveling requires using Compass and Movement commands (NORTH, 

SOUTH, EAST, WEST for the Compass; FORWARD, BACK, LEFT, RIGHT, 
UP, & DOWN for Movement. You can use just the first letter of these 
directions instead of typing the entire word (N, S, E, W, F, B, L, R, U, & D). 



Note: 

Warning: 

BACK moves you away from what you're facing, but not 
necessarily back to where you came from! 

During the game, things move on screen; you may have to wait 
till the "right" moment before you enter a command (in other 
words, if at first you don't succeed .... )! 

Objects on the ground can be identified by typing LOOK GROUND. You 
can get an object by typing GET or PICK UP followed by the name of the 
object. To get a list of objects you're carrying, type INVENTORY or I. Get 
more information about a thing by typing LOOK followed by its name (LOOK 
TABLE, for example, causes a description of the table to appear in the text 
at the bottom of the screen). 

BJI,Snc GJljW8 cOjWjWJlJOn,S 
By typing the commands listed below on the Left, you get the results 

listed below on the Right. 

LOOK - Tells you where you are. 

LOOK GROUND - Gives you a list of objects you can pick up. 

SAVE GAME - Lets you store the game you're playing on the 
game disk. . 

LOAD GAME - Lets you reload a game you've previously saved. 

INVENTORY (or I) - Gives you a list of the objects you're 
carrying. 

SAY (or ASK) - Lets you talk to someone (e.g., SAY HELLO). 

GET - Lets you pick up an object (for example, GET BOWL). 

DROP - Lets you drop an object (for example, DROP BOWL). 



a~,S~PLas 
You can type commands in capital or lower case letters. If you want to 

use punctuation, you can; if you don't, it's okay to leave it out. Below are a 
few examples of commands you can use in DARK LORD. 

GO INTO THE CAVE PICK UP THE ROCK 
SEARCH FLOOR 

ASK WHERE IS EVIL ONE? 
DROP EVERYTHING 

GO FORWARD 

GO DOOR 

FILL THE FLASK WITH WATER 
PLACE IDOL ON THE ALTAR 

LOOK GROUND 

OPEN THE DOOR 
CLIMB TREE 

spaC](,SL CO~~'snD lfla~s 
There are a few "shortcuts" you can use while playing that make the 

game go a little more smoothly. 

C641128 

~& F7 

DEL 

HOME 

Fl 

APPLE 

Esc & --7 

Delete or 
CTRL D 

Tob or 
CTRL I 

"shortcut" 

This gives you a text-only screen that 
shows you the commands from your last 
few moves. The graphics display 
automatically returns when you type a 
new command. The direction you're facing 
is shown at the top of the text display. 

This erases the last letter you typed. 

This erases the last word you typed. 

Lets you correct an error in your latest 
command without retyping the entire thing. 

Example: You type GO INTO HOOLE IN 
TREE; the computer responds, I DON'T 
KNOW "HOOLE." To correct: press the 
retype key (F 1 for C-64; Tob or CTRL I 
for Apple), type HOLE, press the retype key 
again, then press RETURN. 



,SCOI\.InG 
To provide an arcade-style challenge, your game score (based on the 

number of commands you typed to get to the solution) is tallied at the end of 
the adventure and displayed on the final graphics page. Misspelled words or 
words the game didn't recognize don't count against your score. 

TI\O(tBL6 PL,lI~lnG D,lIl\il LOI\D??? 
If you're having trouple getting the hang of playing DARK LORD, try the 

Mini Adventure a few times. Select M from the title screen to practice the 
Mini Adventure. If you still have trouble, here's the solution to the Mini 
Adventure (don't peek till you've actually played itl): 

{Facing volcano} 

{Edge of forest} 
{In ruins} 
{Facing Temple} 

{In ruins} 

{In forest} 
{Facing split redwood} 

{In tree} 

{In cave} 

{In the long hall} 

{On the stairs} 

(In the temple} 

What to type 

Go north 
Right 
North 
Pick up the bowl on the ground 

Back 
Fill the bowl with slime 

South 
Exit to the right 

Go into the tree 

Down 
Get torch 

Throw the slime on the worm 

Go Forward 
North 

loP 
Light the altar with the torch 



uOUl?na(, 
Oecembel? 12, 191!7 _ <Dal?ch 26, 191!8 

~ntl?\.l 137 __ _ 
E-Iave 1 done (t,? E-Iave m'4 '4eal?s of l?eseal?ch, 

t,l?avel, bHnd alle'4s, and fl?ust,l?at(on f(nall\.1. 
bl?ought, me t,he answel?? Is t,h(s sCl?(bbled spell 
t,he ~e'4 t,o 61wl?wol?ld? If t,he anc(ent, WRt,S and 
t,ablets I've dec(phel?ed al?e cOl?l?ect, then th(s 
spell can ta~e me t,o that d(stant place that,'s 
just a l?eflect(on awa'4. 

1 plan t,o tl?'4 the spell t,on(ght. If I'm wl?ong 
afwl? utwl?(ng all thlS nonsense, 1 hope 1 can 
laugh at m'4self. If I'm l?(ght, well, 1 hope I'm 
pl?epal?ed. 

~ntl?\.l 1 ~2 __ _ 
Th(s (s an (ntel?est(ng place, t,o sa'4 the least,. 

6 l?(vel? of lava seal?ed the eal?th befol?e me. 
UnbeHevabl'4, 1 saw plants actuall'4 gl?ow(ng up 
fl?om the lava, swa'1(ng (n (ts f(el?'4 cUl?l?ents as 
though the'4 wel?e In the coolest watel? The 
plant leaves wel?e covel?ed (n a waR'4 substance 
"that 1 found useful fOl? ~eep(ng out the hot sun. 
If onl\.1. the'4'd g(ve me a clue t,o cl?oss(ng the 
blaswd lava. 

~ntl?~ 160 __ _ 
1 flnall'4 met a nat(ve, a peasant fellow named 

T\.1.l?us. T'4l?uS eRpla(ned that the l«ng of t,he 
61tel?wOl?ld was bl?utall'4 m'Ul?del?ed onl'4 a few 
wee~s befol?e b'4 h(s bl?othel?, LOl?d nequam. now 
nequam l?ules J . 



~l?om wh~t rr"4l?US told me, neG\u~m h~d f~llen 
(n with ~ SOl?cel?el?, ~nd not some side-show 
ch~l?l~t~n e(thel?, but ~ genu(ne student of the 
Bl~c~ ~l?tsJ ~pp~l?entl'4., neG\u~m got ~ m~9(c 
~mulet fl?om the SOl?cel?el? ~nd now h~s the 
powel? to destl?o'4. ~n\.l.th(ng he touches. On top of 
t,h~t, he's (nvulnel?~~le. Sevel?~l v(ll~gel?s ~nd 
mel?cen~l?(es h~ve gone off to b~ttle neG\u~m. 
neG\u~m sent b~c~ the(l? m~ngled bodies. 

1 ~s~ed rr"4l?US (f thel?e w~s ~ w~'4. to stop th(s 
despot. Ete s~'4.s no one h~s the ~nswel? '4.et, but 
th~t ~'4.l?on, the w(sest m~n (n the ~(ngdom, (s 
se~l?ch(ng fOl? ~ we~~ness (n the ~mulet's 
Pl?otect(ve powel?s. T'4,l?US ~gl?eed to t~~e me to 
1<'4.l?on. 

~ntrt'4. 163 ____ __ 
~'4.l?on loo~ed no oldel? th~n me, but one got 

the feeHng, loo~(ng (nto his e'4.es, th~t he h~d 
seen enough to fm ~ dozen Hfet(mesJ • 

. 1 f(l?st s~w hem st~nd(ng on h~'4. b~les (n the 
town sG\u~rte, t~l~(ng to ~ 9l?oUP of v(U~gel?s. Ete 
told them th~t, (f the ~mulet w~s dislodged fl?om 
neG\u~m's gl?~Sp, neG\u~m's m~g(c~l powel?s would 
be gone ~nd ~n'4. bl?~ve soul could defe~t hem. 

One vm~gel? pl?otested, \\~nd just who w~nts 
to w~l~ up to neG\u~m ~nd sl~p his h~nd? To 
touch hem (s to touch de~thJ \\ 

~'4.l?on ~nswel?ed, \\f{& (s pl?otected, but the 
stone Cs not. ~ wen-pl~ced ~l?l?OW could do Ct. \\ 

~nothel? vnl~gel? cl?(ed, \\<.Oell-pl~cedJ? 
<.Oell-pl~cedJ? Some of the best mel?cen~l?Ces Cn 
the l~nd could not l~'4. swol?d, st~ff.lm~ce, ruu!. 
~l?l?OW on hCm. You m~~e Ct sound lll~e shooting 
th~t ~mulet (s ~s e~s'4. ~s shooting l?~bb(tsJ 

1 thought the vm~gel?s\ compl~(nts wel?e v~Hd. 
But then ~\.l.l?on held up ~ sm~Uv(~l ~nd s~(d, \\Ete 
who dl?Cn~s thCs potCon be forte fCrtCng h(s crtossbow 
wHl stl?Q(e wh~t he w(Us. \\ 



The vmage~s we~e s(1ent. Then, a vo(oe said, 
"6nd who wm d~(n}< (t?" 

"100m, " l<\.l~on answe~ed solemnl\.l. 
6t that moment, so~eams ~(pped the a(~. It 

was nequamJ empowe~ed b\.l the amulet, he was 
st~ong enough to attao}< the v(llage alone. 

The o(t(zens g~abbed the(~ weapons and t~(ed 
to defend themselves, but one touoh f~om 
nequam as his ho~se thunde~ed past and the(~ 
bodies w(the~ed and fell (nto the dust. 

6nd l<\.l~on fell, too. E-le'd had no time to t~\.l 
the potion. 1 ~ushed to his side. 

l<\.l~on's e\.les olea~ed fo~ a moment. E-le said 
to me, "O~ dest(n\.l (s (n \.lo~ hands, good s(~," 
and handed me the potion. "O~(n}< this qu(o}<l\.l, 
then dest~o\.l ou~ enem\.l." Suddenl\.l, a loo}< of 
g~eat oonoe~n o~ossed l<\.l~on's faoe as he spo}<e 
his last wo~ds, "Oon't bu~\.l ..• bu~\.l... amu ... " 
Then, as the sounds of battle ~aged about us, 
l<\.l~on olosed his e\.les fo~eve~. . 

1 don't }<now wh\.l l<\.l~on ohose me to save his 
people, but 1 gulped the pot (on and p(o}<ed up the 
o~ossbow and qu(ve~. 1 noped l<\.l~on was ~(gbtJ 
. 1 stood befo~e nequam. nequam stopped his 
attao}< and d~ew up his ho~se. E-le glowe~ed at 
me. E-le had death's touoh (n his f(nge~t(ps and 
all 1 had to ohallenge him was one thin a~~ow. 

nequam laughed and ~a(sed the amulet high 
fo~ all to see. "~(~e awa\.lJ" he moo}<ed. 1 
hesitated and, as 1 did, the amulet began to 
glowJ "6s long as 1 hold this, \.lou and all who 
ohallenge me a~e dead. Th(s da\.l, all the v(llage 
00(11 be o~ushed to ash. eve~\.l man. eve~\.l 
woman. eve~\.l ohlld. eve~\.l Httle ve~m(n soab 
who da~es to point a weapon at me. 611 w(ll d(eJ" 

The a~~ow whistled awa\.lJ The~e was a 
sha~p o~ao}< as the steel point st~uo}< the amulet 
dead on. The glow faded as (t fell to the d(~t. 
Befo~e nequam oould ~eoove~, a v(llage~ 
snatched the amulet 'Up. 



ev(l nequ~m wasn't laughing now. rrhe people 
wel?e upon him. rrheil? att~c~ fOl?ced l?idel? ~nd 
hOl?se fl~t ~g~inst the gl?ound. nequ~m squil?med 
~nd fought ~nd SCl?e~med ~s the vnl~gel?s 
pounded him W de~th. 

''I'll h~ve l?evenge on 'Llou ~11," he cl?ied out. 
"Vou've won nothingl" rrhen it w~s ovel? 

entl?'ll. 166.-.-.-
I w~s pl?essed inw ~ COl?nel? of the bUl?i~l 

ch~mbel? b'Ll ~ Cl?owd of vm~gel?s when I he~l?d 
someone s~'Ll, "See what this does fOl? 'Llou now, 
nequ~ml" rrhen I he~l?d ~ h~l?d object l?ebounding 
off the coffin's inwl?iol? 

6 swne sl~b w~s slid ovel? the coffin, se~ling 
LOl?d nequ~m's be~wn bod'Ll. I thought I s~w ~ 
p~le blue glow coming fl?om inside the coffin. 6 
t,l?ic~ of the light fl?om OUl? wl?ches? 

entl?'ll. 1 &2.-.-.-
Sevel?~l months h~ve !?assed since m'Ll l?et'Ul?n 

fl?om 6ltel?wol?ld, 'Llet stlll it h~unts me. 6gain 
I've h~d this hOl?l?id dl?e~m. 

In m:y, dl?e~m, I he~l?d the sound of ~ swne 
l?eboundlng l?elentlessl'Ll ~g~inst the sides of 
nequ~m's se~led coffin. 

Suddenl'Ll, the lid of the coffin eRploded. 6 
glow, f~int ~t fil?st, gl?~duall'Ll gl?ew bl?ightel? 
~nd, ~s it did, nequam's cOl?pse began W l?ise. 
rrhe ~mulet w~s bUl?ning life bac~ inw nequam's 
sh~twl?ed hul~. rrhe d~l?~ e'LleUds flutwl?ed open; 
the lips moistened ~nd pulled into ~ men~cing 
sm(le. 

I tUl?ned W l?un, but e~ch swp w~s slowel? 
th~n the l~st. LOl?d nequ~m's voice boomed, low 
~nd echoing, "GOho sh~l1 swp me, now?" 

I ~wo~e, wet with swe~t. I c~n't help 
wondel?ing, what if this is mOl?e th~n just ~ 
dl?e~m? GOh~t if the nightm~l?e is l?e~l? 





" 


