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gu are the eldest offspring of the Grand and Exalted
Emperor Soltan of Lantavia, and your father's rightful
heir. Unfortunately your scheming younger brother,
Prince Balnard, through cunning and deception, has
insinuated his way into consideration for the throne.
Your father, kind and righteous in his intentions, has
been unable to see through Balnard’s facade. He cannot
think ill of his own child. Being a fair and concerned
ruler, your father desperately desires the most honorable
and capable successor. Night after night he wrestles
with his decision. Which of his children should ascend
to the throne?

One evening, your father summons you and your
brother to his private chamber. As you and Balnard
enter the room, you notice things are slightly different.
Your father has laid out a small table in the center of the
- room, and on the table are three simple items: a bottle
of wine, a loaf of bread and a silver chalice from the
castle’s fine collection.

“Ah, come in, my children,” your father calls from
behind the table. “Sit down here beside me. I have some-
thing to tell you that 'm sure will interest you both.”'®

& ou will recall” he continues, “the life of Jesus
Christ of Nazareth, and how He, on a night quite like
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this one, gathered in an upper chamber with His fol-
lowers as you and I are here tonight. At that meeting
they shared refreshments much like you see before you.
Jesus broke the bread, poured the wine into the cup and
said words of consecration over the meal” Your father,
in turn, then performs each of these actions.

“Through the years that cup has been lost,” he says,
“but I am certain that it still exists. It has been said that
the person who possesses the Holy Grail will wield
great power. Such power, my children, could be used to
eliminate suffering and bring joy to Lantavia, if wielded
by a just and honorable ruler. In the hands of the wrong
person, I shudder to think what dread might befall us.
I charge you both to go into the world and seek out this
Holy Grail. When you have this magical treasure, return
to me and claim your position as my heir.-For I tell you
that the people of this empire deserve only the very best
we can give them”

The next morning, before departing the castle, you
think about your father’s words and their implications.
Although only a scholar with scant desire for the trap-
pings of power, you know full well the evil that awaits
the empire should you fail and your brother succeed.
You are determined to emerge victorious. Balnard
evokes stark terror in the hearts of the people. On the
throne he would be a tyrant, and an age of suffering and
persecution, the likes of which has never been seen,
would befall the empire of Lantavia. As you also know
from a lifetime of sibling oppression at Balnard's hands,
he will use any means at his disposal, foul or fair, to un-
earth the prize before you do.

Therefore, you decide to pay a farewell visit to your
kindly mtentor, Hocuspo, the castle’s aged soothsayer,
and ask him for a magical amulet to ward off dangers
on the journey ahead. Instead, he gives you something
far more powerful than magic— the wisdom of the
ancients, sealed into an envelope. As he hands you the
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envelope, he says, “When you are mightily perplexed
and thoroughly frustrated by the events around you,
these wisdoms will provide you with solace and help.
Use them wisely” he cautions, “and only when they
are needed”

You press him for further details, or at least a clarify-
ing hemily, but to no avail. Seeing that Hocuspo has
said all that he is going to say, you thank him for his
somewhat nebulous farewell gift and take your leave.
Filled with mixed emotions of confusion and fervor for
the coming quest, youmount your pure white charger
and ride off into the distance on the beginning ef your
search for wealth, fame and glory. @

—r

the years pass by. You search hither and yon. Your
trek takes you to Mepalotan. To Rotamia. To the Misty
Isles. Always you hear the same story. Yes, the Grail has

been here and gone.

Always, you find that your wicked stepbrother has
been there before you. No matter how fast you travel,
no matter how hard you search, he seems to be always
one step ahead.

Your spirits; which you struggle to shore up, flag bad-
" ly. And with good cause. Your armor creaks. Your once
proud charger limps from years of travel over rocky
roads. You become lean and hard from a diet of daily
combat and simple food. You are no longer a callow and
unseasoned youth, but one well schooled in the often
brutal ways of survival. You have been tested in battle
against countless bands of roving outlaws. You have
always defeated these outlaws, but the incessant bat-
tling has taken its toll of your spirit.

Worst of all, your searching thus far has been totally
for naught. You have visited every backwater village in
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the known world. You have talked to peasants and pau-
pers, kings and princes. And still you are no closer to
your goal than you were when you left home, lo those
many years ago.

You now grow impatient, afraid that Balnard may
have found what you cannot. Perhaps Hocuspo's wis-
doms hold the key, but you dare not open them until
you are sure they are needed. @

Cj}::n’ one dark night, you hear a plaintive cry for

help. With no thought whatsoever for your personal
safety, you ride straightaway to answer the call.

You find a lone Bishop under attack from a ruthless
band of brigands. You draw your trusty sword and rush
to the fight. You cut and slash with the strength of jus-
tice, and drive the evildoers away.

But you suffer terribly in the process. Your gallant
white horse dies at your feet, his mighty heart shattered
from the exhaustion of this last battle. And your sword,
your only means of protection in these hostile lands,
lies rent asunder on the dusty ground.

You attend to the Bishop who suffers from.naught
more than a badly bruised spirit.

The Bishop thanks you profusely and asks what mis-
sion brings you to a land so far from the boundaries of
civilization.

You tell himy about your years of struggle, your search
for the fabled Holy Grail and how you must find it be-
fore your brother does.

The Bishop lays his hand upon your forehead. His
eyes journey skyward and then close. I sense in you the
goodness of the ages,” he says when his eyes once again
open. “You have the proper courage and temperament to
accomplish your ditficult task, if only you persevere.
You have saved my life, brave knight. I regret I have little
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to give you in the way of material rewards, but I can
impart to you these words which may prove even more
valuable than the coin of the realm: Straight ahead,
down this road, lies the Monarchy of Beronia. There, if
you have your wits about you, and are stout of heart,
you may well find that for which you so earnestly seek.

“Make haste, brave knight, in the pursuit of your
adventure. Act wisely, and be kind to those who would
be kind to you. Remember, in the Monarchy of Beronia,
events progress in a most timely manner. Take advan-
tage of circumstances whene'er you can. I fear that if
you should fail here, brave knight, someone not so kind
as you will find the Grail and imperil us all. So search
with every fiber of your being for the wondrous Holy
Grail. You will never have another chance”

With that, the kindly Bishop takes his leave. ®

i i ith the Bishop's words fresh in your memory, you

start down the road to the Monarchy of Beronia, un-
armed and afoot, but imbued of a much renewed
spirit. @
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Cj::mjoﬂ reigns in Beronia.

Robbers and thieves run rampant. A fire-snorting
dragon burns all in its path. A fearsome black knight
terrorizes the people.

Oh, woe, that such peril should exist in this king-
dom, which for centuries has been an orderly and civi-
lized monarchy. Who awill protect the gentlefolk from
the chaos in their midst?

The good citizens of Beronia look to their monarch
and sworn protector, King Albana, for aid and comfort.
But alas, the king responds with naught but gross
indifference. ®

P 7

hat, you may ask, has happened to the king’s

; kmghts2 Why can they not aid the gentle Beronians?

Unfortunately for the common folk, the knights of the

realm greatly resent their king because of his callous-

ness toward them. For example, hear ye the infamous
tale of King Albana’s boar hunt . . .

“I am afraid the mountain run-off will make this
stream crossing a difficult one, sire)” said one of the
king’s groomsmen. “But fear not. We carry in our royal
baggage ample changes of kingly raiment.”

“Nonsense,” responded the king gruffly. “I will not be
inconvenienced by wet apparel. One of my knights will
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carry me across on his back. Now, which of you will
volunteer?”

A brawny young knight stepped forward. “Let it be
me, your royal highness. It will be my privilege to keep
both thy person and thy finery from dampening in
the stream.”

“I commend your eagerness,” responded the king. “If
you are ready, then let us be across” '@

Ah, too bad that the ambition of youth often ex-
ceeds experience and ability. The young knight forgot
that the portly King Albana weighed a hefty 250 pounds.

Swaying precariously, rocking back and forth, the
knight and his royal cargo entered the water. Caught up
in the raging current, the knight swiftly lost his footing.
In a flash, king and knight together tumbled headfirst
into the icy stream.

As King Albana emerged from the waters, thoroughly
soaked from royal head to toe, he bellowed loudly, “This
is an outrage! If I cannot trust my loyal knights to
perform even the simplest of tasks, then I am truly
without champions in my own land. I hereby demote
you, one and all, to the lowly status of palace guards.”

And so it came to be that the monarchy of Beronia
lost its entire fighting force. ®

X’mg Albana's harsh and uncaring manner in deal-
ing with his underlings and subjects has led to great
dissension. The King’s imperial manner has especially
infuriated one of the most mysterious members of the
realm . . . the Black Knight. This powerful and elusive
warrior has taken the bold step of publicly proclaiming
his contempt for the king.
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The Black Knight has drawn up a proclamation and
nailed it to every signpost in Beronia: :

“Whereas King Albana has foresworn his
God-given ability to protect the people, to
mete out basic justice and to provide for the
fair trade of goods and services, he should re-
linquish his crown.

“This he must do, or suffer the indignity of
removal by force”

Strong words, indeed, but to be expected from one
such as the Black Knight.'® ‘

(‘/%‘one knows the Black Knight's true identity.
Instead of an heraldic coat of arms, his shield bears the
mystical image of a glowing medallion carried on a
winged horse. And what could that possibly mean?
The Black Knight is a soldier of mythic proportions.

He has crossed lances with enemies both inside and
outside the realm, and has always emerged victorious.
More than one brave knight has dreamed of enhancing
his own reputation by vanquishing the Black Knight.
But so intimidating is his presence that most of these
knights have fled in stark terror at nothing more than
- the sight of him seated high astride his trusty steed.
Verily, his armor fairly glistens with an unworldly sheen.
And his sword has a double edge of such razor sharpness
that it can slice through the thickest tree trunk with a
single stroke.

With the power to appear out of nowhere, as if borne
on the wind, the Black Knight makes all in the king-
dom tremble. At his approach, even the tiniest animals
of the forest dash for the safety of caves and burrows.

The mere mention of the Black Knight'sname causes
King Albana to quake with fear. But not all have such
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a fear of this shadowy warrior. In truth, if you should
encounter the Black Knight and be in need of aid, you
may in fact find him more than willing to help. Then
again, you may not. For who among us knows whether
he be villain or hero? That may fall to you to discover. ®

Cfe;her truly terrifying presence in the Monarchy
ot Beronia is the foul dragon. It is a truly reprehensible
monster; a huge, winged reptile with crested head, scales
harder than granite and razor sharp talons. Noxious
rivers of sulphurous flame belch continuously out of its
massive mouth and turn all in its path to ashes.

This mean-spirited dragon’s destructive nature has
given rise to a drinking song which tipsy peasants bel-
low when they’ve tippled one too many flagons of mead.
It goes thusly:

What be that smell on the evening breeze?
It be The Dragon of Beronia burning trees.

A day’s rations for this awesome beast typically
consist of twelve cows, thirty sheep, a flock of chickens
and a peasant or two for dessert.

Clerics who speak nary a cross word about any living
being are hard pressed to find a kind thought for the
wicked Dragon of Beronia. Even as we speak, the dragon
roams freely about the countryside, imperiling the
helpless villagers.

The king’s men, demoted to naught but palace
guards, cannot help. The people must look elsewhere,
perhaps to you, mighty adventurer, for deliverance from
this beast. But remember: In the Monarchy of Beronia,
times they do change. Always proceed with extreme
caution. For what is true today may not be true tomorrow.

Lest this tale of Beronia causes you to venture forward
with only venom in your bosom, be advised: All is not
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wickedness in this wondrous kingdom. Keep a kindness
in your heart. Purity of spirit can be found in great
abundance in the fair Princess Lorinda, only daughter of
King Albana. &

E ay in and day out, the lovely Princess Lorinda tra-
vels the length and breadth of the kingdom, doing good
deeds for the downtrodden peasants. She brings them
gifts of food and clothing. She has even sold all her pre-
cious jewelry to the village hocksmith, using the money
to help the peasants pay her father’s usurious taxes.

Troubadors have written entire ditties to the clarity of
Lorinda's sky-blue eyes and to her angelic smile. Sing
along with these minstrels as they recount Lorinda’s
virtues:

Fair Lorinda ef the mist,

Walks through murky wood and knoll.
She brings the laughter and the mirth
That lifts a saddened soul.

Many knights have asked for her hand, but she refuses
them all. Lorinda is a great reader of the gothic bards
and their writings concerning matters of the heart. No
one {save a commoner of whom her father would not
approve) has thus far aroused in her the ringing of bells
and the moving of Earth which the bards always pre-
dicted would accompany the appearance of a maiden'’s
true love. ®

,5 orinda in her great wisdom has taught the children
of the kingdom how to read. Thus they might enjoy
the heartening pronunciations of the ancient prophet
Claron who wrote extensively in his Book of Postula-:
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tions about the great knight who would someday arrive
to save the Monarchy from doom.

The fair Lorinda travels throughout the kingdom with
no one to minister to her save for one handmaiden.
But she fears not, for many are her friends and few are
her enemies.

Should you meet the princess on your travels, you
will find her eager to help you in your quest. You may
be able to reciprocate the favor, as well, and help her in
some small way. Who knows?' @




Gutering the world of
Jhe Holyrail...

(,fha;k the fates, oh brave TimeQuest Adventurer,
that you are better equipped in your search for the
HOLY GRAIL than the many who came before you.
They had naught but the brute force of sword and lance.
You have something far, far mightier: the awesome
power of your IBM Personal Computer. Armed with
128K bytes of memory, a double-sided diskette drive,
and an 80-column menitor, you can journey through
the medieval countryside, do battle with dragons, con-
verse with kings, rescue a fair princess and confront the
forces of stealth and evil. Be of keen wit and remember:
There is a time to act and a time to wait.

To start your adventure, take in hand the magic disk-
ette that gives life to your computer. Put the diskette
énto Drive A (the drive on the left}, and close the drive

0OT.

Boot the system by either turning it on, or pressing
- Ctrl-Alt-Del if it is already on.

TOURING THE MEDIEVAL COUNTRYSIDE.

To move about through the countryside, first type
your directional commands on the line at the bottom of
the screen and then press the Enter Key -—. Your com-
puter will understand these commands:

north, south, east, west
northeast, northwest
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southeast, southwest
up, down
enter or exit

back {This can sometimes be used to
retrace steps.)

To speed your progress, you may wish to have your
mighty IBM thinking machine automatically type
directions for you. To do so, depress your Shift key and
strike the following letters:

E for north (n)

W for northwest (nw)
S for west (w)

X for southwest (sw)

C for south (s} : WT LE
inw} * [n]

V for southeast (se) =

F for east (¢ (w]_ [bk] e

R for northeast {ne)
G for down (dn]

T for up {up)

D for back (bk]

You now have only to type a single letter to indicate
your command. Notice that the keyboard you will be
using duplicates the points of a compass. A clever trick
invented by the castle wizard.

You nfay wish to use the Caps Lock key to remain in
the shifted mode while using this procedure. Be aware,
however, that with the keyboard shifted, the command
line prompt looks like {»} instead of (> ).

If this arrangement doesn't suit you, you can easily

XV




change it. See the section on “Saving Your Fingers for
Hand-to-Hand Combat” to learn how.

If your thinking machine is a PCjz, at times it will be
so occupied with the operation of the diskette drive, it
will miss your keystrokes. A shaded box () appears in
place of the cursor to tell you when this is so. If you type
while this box is present, your thinking machine will
not get your message.

THEKEYS TO THE KINGDOM.

To speed the progress of your quest, you may use the
following single keys to gain vital information.

Key  Function

F1 Inventory: A window appears in the lower left
corner of the screen. The window, titled “you
are carrying”, lists the items that you are cur-
rently carrying with you on your journey. Press
F1 a second time and the window disappears.

Look: A window appears in the lower right
corner of the screen. The window, titled “you
can see”, lists any items lying about in the
immediate area. The F2 key will also give
you additional information about your locale
if such information exists. Press F2 a second
time and the window disappears.

Score: A window appears across the bottom of
the screen. The window, titled “score”, shows
your current progress toward the perfect score
of 333 points. Press F3 again or press Enter and
the window disappears.

Pause: The screen clears and the message
“Pausing. . .” appears at the bottom of the
screen. Press Esc to continue the game.
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RETURN TO FIGHT ANOTHER DAY.

Atany point in the story, you can save your position
in any of five save areas, thus assuring yourself of more
knight life, should a fatal error occur. This is an invalu-
able thing to do prior to operating in a particularly dan-
gerous part-of the game.

Shift+ Save: The Shift key together with one of the
1-5 number keys 1 through 5 saves the current
story into-a save area. Use the number keys on
the top row of the keyboard. Remember the
number used for when you want to restore the
story. You can save only one set of conditions
per number. If you save a second set of condi-
tions on a given number, the first set vanishes.

(Note: The save command writes the stored
conditions to the disk. Do not install a write-
protect tab on your diskette. It will defeat the
save instruction.

Restore: The Alt key together with one of the
number keys 1 through 5 restores the story
saved for that number key. If you have not yet
saved a story under that number, an error mes-
sage appears in the bottom line of the display.

Restart: The Alt key together with the number
0 restarts the story at a point just following the
introduction.

INSTRUCTING YOUR TRUSTY
THINKING MACHINE.

You can use the command line at the bottom of the
screen for much more than directional commands. You
can also use it to gather information, issue instructions
and influence your environment — so long as you follow
a few simple rules.
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. Enter your sentences only in lower case
letters. Foul things will happen if you don'’t.

. Do not use punctuation.
. Begin each sentence with a verb.
For instance:

tell me about the holy grail; offer him 7
gold coins for the goblet; pick up the
xxxx; drop the xxxx; open the xxxx; kiss
the xxxx; look at the xxxx.

Here are some other verbs you might want
to try:
enter; exit; help; hit; push; give; close;
read; get in.

. Type in only one sentence at a time.

. End each sentence by pressing the Enter
key (=)

. Do not use phrases or sentences joined by
conjunctions.

LET’S GET ADVENTURESOME.

That'’s really all you need to know to get started on
your quest. If you're impatient to begin, tuck in your
knightshirt, hitch up your armor and march on.

If you want to know more of the game's fine points,
read on.

CHANGING COMMANDS.

Even the best of knights sometimes make mistakes.
To edit a sentence you've typed in, or to correct a typo,
use one of these keys:

Esc — Erases the command line
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Ins — Toggles between insert (fat cursor} and
replace (small cursor]

Del — Deletes the character at the cursor

Backspace — Backspaces and deletes 1 character

Use - the numeric keys on the keypad to do the

following:

Move Cursor to
Start of
Command
Line

Move Cursor

Left 1
Character

Move Cursor to
End of
Command
Line

Move Cursor
Left 1 Word

9] Recall Last

Command

_Move Cursor
| Right 1

Character

- Erase from

Move Cursor
Right 1 Word

Cursor to End of
Command Line

Use the numeric keys on the keypad with the Ctrl
key to do the following:

Erase
Command
Line

Move Cursor
Left-1 Word

Erase from

Cursorto Endof [1

Command Liné

~ Move Cursor

Halfway to Start
of Command Line

|6/ Move Cursor
Right 1 Word

Move Cursor

‘3] Halfway to End

of Command Line




SAVING ‘((;LR FINGERS FOR
HBAND-TO-HAND COMBAT.

In your travels throughout the medieval countryside,
you will find some sentences repeatedly useful. You may
want to store them for immediate recall so that you don't
have to keep retyping them.

To do so, follow these simple steps:

e
2

Type the sentence on the command line.

Put the cursor where you want it to be
when the sentence is recalled.

. Set the cursor’s mode (insert or replace).
. Hold down the Ctrl key:

- Press Enter.

. Release the Ctrl key. The screen will

display this message above the
command line:

Press key to be defined

. Select a key from one of the ones listed

below and press it. (To stop the operation,
press Esc.)

The keys you can use to store sentences are:
F4 through F9
Shift+ F1 through F10
Alt+ F1 through F10
Ctrl+ F1 through F10
Shift+ letters a through z [Storing

sentences in any of the preassigned
direction keys nullifies their use
for directions.)
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Alt+ letters a through z

Shift+ numbers 6-8 (on top row of
keyboard) :

Alt+ numbers 6-8 (on top row of
keyboard)

To retrieve a stored sentence during the game, simply
press the proper key(s). The sentence will appear on the
command line with the cursor and mode as you speci-
fied. Then press Enter.

For example, you may want to store the sentence

offer him gold coins for the goblet

with the cursor positioned between “him” and “gold”.
Then when you recall the sentence, all you have to do
is fill in the number of coins in the space and press
Enter. Makes your knight'’s work much easier.

Keep in mind that when you save a story, you also
save your sentences.

CHANGING YOUR HERALDIC COLORS.

If you have a color monitor and want to change your
color scheme, here’s how:

1. After thestory hasbegun, press the Shift
and number 9 (at the top row of the
keyboard

. The story will freeze and you'll be trans-
ported to a color selection screen showing
you all the possible color combinations.

. A pointer, one dash (— ] on either side of the
sample color block, rests on the color sam-
ple of the current choice for normal text.
You can move the pointer around using the
arrow keys on your keyboard.
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You can choose different colors for these four types of
information:

Command Line: The line at the bottom of

your screen. Normally white létters on blue
background.

Special Information: Items of knightly inter-
est that appear on the screen during the story.
Normally white letters on blue background.

Hazards: Error messages, save/restore mes-
sages and for situations of particular danger.
Better make it bright! Normally red (what
else?) on black background.

Normal: Basic textual information. Normally
white letters on black background.

To choose a new color:
1. Move the pointer to the colors that you want.

2. Type the letter that indicates which infor-
mation should be displayed in those colors:

C — Command Line
S — Special Information
H — Hazards
N — Normal
3. Press Esc to return to the story.

When you save a story, you also save your color
selections.

That’s everything a good knight needs to know. You
now have more than enough to go out there and in-
scribe your name on the portals of destiny. But be cau-
tioned. Take your best shot while you can. In your quest
for the Holy Grail, you may not have another chance. &
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International Business Machines Corp.. makes no
warranties, either express or implied, regarding the enclosed
computer software package, its merchantability, orits fitness
for any particular purpose.

Limited Warranty. If during the first 90 days from pur-
chase the disk is found to be defective, return disk to Hayden
for a free replacement. After 90 days send your disk and
$10.00 for replacement. To obtain this warranty you must
complete and return the enclosed registration card.

Neither Hayden Software Company nor the author(s] of
this. program are liable or responsible to the purchaser or
user for loss or damage caused, or alleged te be caused,
directly or indirectly by the software and its attendant
documentation, including {but not limited to} interruption
of service, loss of business or anticipatory profits.

HAYDEN SOFTWARE CO.
600 Suffolk Street
Lowell, MA 01854

1-800-343-1218

{in MA, call 617-937-0200}
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