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introduction

The Bard was born to a working class family in a small country village one
year after the new millennium had turned. His parents, Edmund and Adelaide
had married two years earlier, while Edmund was suffering from an ailment
that was spreading throughout the globe like a plague. Many believed this
*plague” was the means to the end of the world because of the new millenni-
um approaching, but asit turns out, everyone just had a touch of the flu. Later
doctors would refer to this flu as The Millennium Virus. The Bard was a good

baby, but had an unusual infatuation with rattles. Because of this, he devel-
oped quite the knack of conning other babies out of their rattles. “It was amaz-
ing,” his mother would <ay,“Every week he would have upwards of twenty rat-
tles in his possession.” He spent his formative years attending school and
working on his parents grub farm, neither of which seemed to inspite him,
although it did inspire townsfolk to stay downwind. A tuming point in the
Bard's life was his first exposure to live music at age 12.While on an errand to
fetch a bucket of lard for the week's meals, he was lured to the town pub by
the melodic sounds of plucked strings. He waiched wide-eyed through the
pub window for a good hour before a barmaid yelled, “Get away from my
dressing room window, boy!” He then moved down to the window the music
was coming from and listened with rapt attention while the band played to an
appreciative audience. Periodically patrons would toss coins into a worn hat at
the foot of the stage and the Bard couldn't help but notice that the lute play-
er’s hands were actually clean, unlike his which were the color of grub excre-

ment.That alone was incentive enough for the Bard to become a musician. As
the band stopped playing to enjoy a round of ale the Bard's eyes locked on the
beautiful Isabel, the daughter of a nearby farmer, who was now the bar’s serv-
ing wench. It was at this very moment the Bard understood his true calling,
prompting him to run back to the window of the barmaid’s dressing room.
The very next day a black-eyed Bard rummaged through some wood scraps
and constructed a crude, onz-stringed instrument and learned to play the big
hit of the time, It's Bad Luck To Be You. To earn money and ta gain a musical
education, he performed odd jobs at the pub, such as killing rats in the cellar
(or the barmaid's dressing room), and made friends with the traveling musi-
cians who filled its stage.

Near the conclusion of his schooling the Bard felt he had no choice but to
leave school and his village.This was of course because the school and the vil-
lage asked him to leave. It s2ems the Bard had made a pass at every lassie in
town and actually was in the process of starting the second pass. Also, his past
caught up with him when classmates in his Warlocks & Witches class (the first
year the class went co-ed) conjured up a spell to release blocked childhood
memories. One by one, many of the Bard's classmates began remembering
being conned out of their rattles when they were small children. The Bard
barely escaped with his own rattles that day.

On the outside the Bard’s parents were bitterly disappointed in their son,
but deep down, well... they were bitterly disappointed in their son."l don't
know what is worse,” his father complained,“that heis so incompetent that he
can't even take over the family grub farm or the sounds that come out of that
blasted lute of his!" His first journey took him to a neighboring village where
he became an apprentice toa barrel maker, enabling him to earn some money
to pursue his music career t night. While making barrels his mind drifted off
to thoughts of music making and women, or was that music and woman-mak-
ing? At any rate, this lack of focus at work resulted in some shoddy barrel mak-
ing which would soon come back to haunt him. His nights were filled with vis-
its to the town pub, plying his preferred trade of music for a flagon of ale and
hopefully the favor of any lasses who might be within earshot.

His tenure as a barrel maker came to an abrupt end when his barrel mentor
Henry, the proprietor of The Barrel Barn, ran him out of town for producing
barrels that shattered with a mere whack of a sword."A key won't even be safe
in these things!” Henry screamed while chasing the Bard down the street with
sword drawn. Out of money and out of women, the Bard officially entered his
career as a roaming musician and adventurer by wandering the land, every
day looking for a way to secure a bed and a plate of food. His progress took
him northward hoping to find new pawns in new towns, those unfamiliar with
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his trickery of separating them from their silver. With all the Bard's wits and all
the Bard's talents, he was able to get by, He couldn't eat, and had to sleep on
the ground, but he got by. Just when he was about to give up and head back
to the grub farm, fate stepped in... or actually kind of slithered in.

During an extermination session, to the Bard's amazement, a rat spoke to
him in an elegant English tongue and pleaded for his life. He wasn't really
amazad that the rat was speaking to him, but that it was speaking to him after
only two mugs of ale. The rat eloquently told his story - he had been a 1al-
ented bard himself once, a refined gentleman actually and a bit of a gold-dig-
ger, when one of his conquests, a disgruntied mistress, tumed out to be a sor-
ceress. She exacted her revenge by relegating him to a life as a rat - a parma-
nent reminder of his true nature. After the Bard heard this, he only had one
question. "Her name wasn't Sheila,was it?" After being relieved his nights pre-
vious conquest wasn't the same woman, he then questioned the speaking rat
as to why he should spare his life. The rat explained that he could teach the
Bard a tune that when played would magically summon him out of midair, a
talent he once had when in human form. He went on to explain that only the
most talented musicians can work such magic, and he had witnessed the
Bard's talented play. "Who knows,”he said to the Bard,"you may be able to use
me as a ruse to earn a few coins.” With the thought of riches rushing to the
Bard's head, a beautiful partnership was born; the rat...and of course the little
rodent creature. The Bard had one simple request of his new friend the
talkative rat; speak again, and he'd die before he could finish the sentence. |
agre.."responded the rat.

The Bard continued his trek through the countryside, using his now silent
rat to disturh patrons at local taverns and pubs and subsequently dissipating
him for a modest reward. Searching for new towns to ply his trade took the
Bard acress the sea northward to the Orcades Islands, a mystical land storied
for its unusual creatures and potent brew. After touring several settlements
the Bard found himself in the village of Houton, outside the local watering
hole The Drunken Rat, and that is where our story begins.
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ﬁettinﬁ started

Main Menu
On the opening menu you will be presented with five options:

Start New Game — Select this option when you are ready to
begin playing. Once you have started a new game, you have the option to
select the game difficulty: Easy, Mormal, or Olde School. Easy is what the Bard
himself would choose, forit’s the easiest way out. Choose Olde School if you
wish to see the Bard get the beating he deserves, but keep in mind there will
be far less save points in the game. O, if you are neither wimp nor stallion,
choose Normal.

Once you have chosen a difficulty level, you will be taken to the Character
Generation S¢reen. Here, you may set the Bards' attributes to your liking, or
select "Auta Allocate” to have the game choose them for you.

Generate Character: Depending on the difficulty level, the Bard's starting
attributes will vary. Attributes are as follows:

Strength - The stronger the Bard is, the more damage he can inflict in
melee combat.

Vitality - A high vitality will improve the Bards' health, making him more
difficult to defeat in battle.

Luck - Luck has a subtle affect on many aspects of the Bards' advertures.
Dexterity - A high dexterity allows the Bard to inflict greater damage
with ranged weapans,

Charisma - Shopkeepers will offer significant discounts to the Bard if he
has high charisma.

Rhythm - Rhythm allows the Bard to play magical tunes with greater
skill, enhancing the abilities and strengths of summoned creatures.

Once you select attribute levels, scroll down o “CONTINUE” and press “A".
You will be asked to choose a talent.

Talent: This is simply a talenit the Bard will have from the beginning of the
game. The Bard will pick up more talents as the game progresses utilizing
“power ups”you eam by winning battles,

Two-handed Weapons - Allows the Bard 1o equip and use Two-Handed
weapons,

Dual Wield - Allows the Bard to fight with a dirk in one hand and a sword
in the other.

Flail - Allows the Bard to equip and use a flail.

Shield Bash - The Bard will automatically bash with his shield after
blocking, stunhing his enemy.

Riposte - The bard will counterattack in a circle after blocking, knocking
down his enemies. Used with the Dual Wield skill.

Heavy Parry - The bard will counterattack in a circle after blockirg,
knacking down his eremies, Used with the Two-Handed Weapon skill.
Shield Charge - A powerful charging attack which stuns enemies, Used
with the sword skill. Hold and release the attack button to activate.
Blade Dash - A deadly charging attack, used with the dual wield skill.
Hold and release the attack button to activate.

Spinning Smash - A damaging spinning attack, used with the two-
handed weapon skill. Hold and release the attack button to activate,
Whirlwind - A powerful spinning attack which stuns enemies. Used with
the Flail skill. Hold and release the attack button to activate.

Power Shot - A powerful ranged shot which passes through its targst.
Used with the Ranged skill. Hold and release the attack button to activate.
Arrow Storm - A ranged attack that fires multiple arrows which pass
through their targets, used with the ranged skill. Hold and release the
attack button to activate.

Critical Strike - Givesthe Bard a chance to score a critical hit on hisene-
mies, inflicting additicnal damage.

Improved Critical Strike - An improved chance to score a more deadly
critical hit.

Treasure Hunter - The Bard gains bonus coins for any treasure he finds.

Once you've selected the Bard's initial talent, the game will begin.
Load Saved Game — This option will allow you to load a previ-
ously saved Bard's Tale game from your memory card.

Optiam* — Select this optinn if you want to change contralier configi-
ration, adjust sound options, or various other options in the game.

Hﬂp — Select this to display the game”s controller configuration.

Extras — On the main menu is a selection containing extras. We aren't

saying exactly what they are or how to unlock them, but if you care to make a
donation, you can see some fun behind-the-scenes material,

Credits — Select this to see the band of reprobates who brought you
The Bard's Tale. Names may have been changed for their own safety.
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