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Biade is a role play'ing game in the stvle of the tabie top games,

but on your Arniga.
Most RPG's are quesl based, to find the four pieces of amulet or
defeat the evil one.
With BLADE the onus is very much on exploration. Enter the

dungeons, frnd some treasure, find some gold, kill some monsters
and gain experience points. On your journey you will gain spells

and explore as many levels of the dungeons as you feel safe doing
so. Then return to the surface and trade your treasures and gold
for better weapons and armour, so you can explore deeper.

INSTALI-A'TION

Arniga 500 (+), 600 users with minimum 1 MEG RAM.
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Amiga 1200 & 4000, u'ith extra Fast RAM (install onll')
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IMFORTANT NOTE-

IILADE needs nearl) I MEG chip RAM to starl.
C)u some system this is not available due to software running on

startup of workbench and the use of pics and other \Ä'orkbench

hacks.
'l'o solve this problem BLADE has a Reboot Start Icon' but lo
rrsc this BLADE musl be installed lo a hard drive partition
narled GAMES. This cannot be achieved if NOVICE is selected

on the installer.

( )ncc BLADE has loaded you are presented with the Menu

5('t ('cII.

N4errrr lcons

I)l \Sl'f\'- Ijere u'c have three settings. This delerrrincs lhc

rlt'nsilv ol'the randomll generated dungcons
l - Lcrts o1- corridors.
3- Lots ofopen spaces-
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I lllI{O/TRAINEE - Player skill levels.

Sl'l:t1CH On/Off

l.()AD OLD GAME - This takes you to the load game windorv.

S'l'r\llT - Do I have to exolain this !

( )ucc you start the game, you are presented with the Character
Sclcction Screen. Here you can only select four characters by
rrsing your left mouse button. Once you have chosen the
t lr;rr;rcter, (for ilibrmation on characters see page 6 ), you wish
lo plrry. click you right Mouse button.

(;AMI.: SCREEN

llrt'lrrsl three qLlarters of the screen is the piay area.
Ilrt'lrollom clLlarter is the statistic,/controi panel.
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(.'orrtrol panel Icons

\'l'his brings up your SAVE & LOAD GAME window.
\ orr can have a maximum of for:r saved games.

X - in the window ailows you to resume play.
Skull- Quits game.

r l lris activates the information pointer. Once activated, RMB
r lrL I t)rl any square, object or character/monster, rvill bring up an
rrrlirrrnution window about that you have seiected.

N,rlt'. Rcmember to de-activate this icon or you will not be able
t,, u:i(' the R]VlB to move your character.

ll,\Nl) - This activates the active characters special skill. (see
..1r,', Lrl sl<ills on page l5)

\ I \ N ('crrtres active hero on play area.

\ l{ li ( )W - Next character.

',1( )l' l:ltcl tuln & begin Nlonster Turn.
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IIIVcntor)' $'indou,S

Ilrcle are three pages to tlie inrrenlor\', one for ob.jects and two
!r'r spells.
|lit:k on the more icon at the bottom rigirt to su,itch pages.

I t ll click on an object to use it. This includes weapons, armour.
li r1'lrt click on an object to drop it.
1,, pick an object up from the dungeon floor - walk onto it and
l clt click on the hero. Note : Gold is picked up aulomatically.

'trtIi ITEROES

(,'lrirIrrcter Stats

llrclc ale seven heroes to choose lbr 1'our team. Each has a
r;rrvinq level of skill and each has a special abilitl . The various
',1,rll ls'els are represented in Blade numericalil'. Llsurll) as a

|r'r( ('ntlr{e \'alue. These are called Stats.

l\l,rrrv of'the stats are represented on the game displar pancl,
r r rq111111'{g u,ith a sir letter abbreviation.
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\ \ shown means a number ol'er 99.

nr('irns a number below zcro.

| ,rt lr stat shown now follows...

r\l''S - Action Points, time units.
I lrcsc represent time in the game. Each action in the game uses
rl,;r cortain amount of points proportional to the amount of time
tlr,rl rrction takes.
\\',rlliing, for example, uses 2 points per square. When no more
\r trorr PointS remain, the heroes turn is over.

lll ll'fS - Hit points, life force. When this reaches zero the
, lr,r irctcr is dead.
'\ rrr n rrrnber other than the maximum value indicates injury. All
Irr'rlr's stArt with a maximum of 15 Hit ooints.

\ll S('l-E - Strength. Each object carried has a certain weight.

', lrr, lr lt)wers this stat. If Strength should go below zero, the
, lr,rr,re tcrs Action Points will be redr,rced because the charactcr

'r rll lrr' t)vcr burdened.
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( ( )l\4BAT - Combat Ability. A relative value representing hou
rrcll the character will ncrform in battle. See thc Combat section
I, rr 111ura information.

\ | IACK - Attack Factor. This represents how much damage
rro11i6[ Ss done to an enemy if hit by the character. A Character
rvrr'lciing a dagger has a lower attack factor than a character
rr rclding a big sword.

I )l IrNCE - Defence Factor. This represents the strength of the
,lrrrrct€fS armour. Any attack damage ts dulled by this value
l', lolc reducing a characters Hit poinls.

.'l'l;l-LS - Spell Points. special skills. One speil point is needed
,.rt h lime a character wants to use their special skill. Even
,Iriuilcters thal dcl not perform rnagic need Spell points.
( lrrritclcrs that do perform magic might need more than one

"1,r'll 
point to casl a spell depending on whal Character Level

tlrr'\ lrc and what Level tire spell is.

I\lA(ilC - Magic Level. Only characters that can cast spclls have
,rrrr l\4usic Lei,el. It represents u'hich spells the charactcr car.r
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, ,r.ir. For example, if a characters Magic Levei is 6 then they can
(,r'it any spell of levei 1-6 but not Levei 7 spells. See the Spccial
:ik rlls section for more information on spell Levels.

l\llND - Mental Ability. This is a percentage value representing
rrrtclligence.
wlrcnever a character uses a special skill this value is tested. If
,rrr'ccssfill then the special skill is used as normal but if not then
Ilr( irttempt has failed and nothing will happen.

I li '\PS - Trap Detection. A percentage value representing thc
rlrrlrty of the character to detect hidden traps nearby.
',r.rts which do not appear of the game panel are as fbllows.

t ll,\RACTER LEVEL - This represents the overall skill ol'thc
,lr.uircter. All heroes start at Chalacter Level l. For each
rr{)nster killed the.v.' will gain some Experience points. Biggcr
nr,,nslors are worth more E,rperience points than small, citsy to
I rll rrronsters. Alier a certain amoLlnt of experiencc hlts bccrt
rrrr.rsscd. the character rvill raise a level and beconrc rnolc skillcd
\ll Ircroes lvill gain n.rore Hit points. \lagic r.rscrs will sain morc
,,,.r\rnrum spells rnd Empaths rvill gain mole ps-u-chic rbilit-v-.
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\ ISL;AL RANGE - The range in squares that the character can

I Jcalins

I vcry time you end a turn with less than 3 Action Points sone
lrclrling takes place. After l0 turns, one Hit point and one Spell

I'oint will be restored.
Note that vou cannot have tnore Hit points or Spell points than

tlrc maximum for the character. For Character Level t heroes, 15

I lit points is the maximum.

A ru.l_ablcllgrogt

//,iurzbr
l lrc best combatant avaiiable and the strongest but iacks irrains
or flnl special abilities. The S/arrior often lalls foul ol'traps duc

l() runorance.

('ornbat Abilitr,- 95

\trcngth - 95

lr'lcntal Abiiity - 60

l0
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l\4rrgic Level - None
Mrrximüm Spell Points - 0
I r';rp Detection - l0
Vrsrral Range - 8 Squares
Spccial Ability - None

//)izrr/
Wrzards spend their time studying nature and its magic which
tlro'can use to their own end. The Wizard is weak and can only
rrrc a Dagger or a Staff as a weapon.

( ornbat Ability - 75

Strcnsth - 60
Mcntal Abilitl'- 85

Mlgic Level - 6
Mlximum Spell Points - 4
Ilrp Detection - 20
\/isual Range - 8 Squares
Slrccial Ability - Spell Cast

t1
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r .Urti'
A scrvant of the gods, the Cieric can cast a lew spells but unlike
tlrc Wizard, the Cleric can use any weapon.

('orrrbat Ability - 75

5trcngth - 60

lVlt:ntal Ability - 80

M;rgic Level - 3

Mrrximum Spell Points - 2
lrrrp Detection - 40
Vrsrutl Range - l0 Squares
tilrcc:ialAbility - Spell Cast

Inrnrrrne to all poisons and possessin-e superior eyesight, the Elf is

,r rlrort but highly skilled individual who can also cast some
rrr;r11ic spells.

( ()nrbat Ability - 80

'i tr r'rrgth - 80

Nlt'ntulAbilitl'- 80
i\l,rrric Level - 1

1l
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lr{irximum Spell Points - I

I rirp Detection - 20

Vrsrurl Range - 10 Squares

\lrccial Ability - Spell Cast

,/,i+7zrz/
A I'sychic character, the Empath can scan for unseen enemy

lrlr'lirrms. Ernpaths can sense danger and foresee the future to

'.()lllc eXtent.

( orrrbat Ability - 80

5trcngth - 70

[4enral Ability - 90

Ir4rrgic Level - None
N'lirximum Spell Points - I

I rirp Detection - 70

Vrsual Range-8Squares
5l'ccial Abilitl'- Life Scan

l3



(:()rnmon thief, usually
l,rt ks lnd gain access to

ßLADE

motivated by greed. The Thief can pick
hidden areas. Naturally this character is

rrr cxcellent fighter too.

I'orrrbilt Ability - 90
litrr'rrgth - 70
lllr'rrtal Ability - 70
lvl;rgic Level - None
l\lirxirnum Spell Points - I
I r;t1r Detection - 10

Vrsrral Range - 8 Squares
l.pccial Ability - Pick Lock

.'ttt,:1,y'-

,'\ sloLrt and proud character. Dwarves are masters of all things
rrrt't'hanical, can disarm traps and see their triggers, even in
rLrlkrtess.

( orrrbat Ability
',lrcttgth - 85
l\lr'ntal Ability

85

10

tlta
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t\lrrr;ic Level - None
l\'l;rximum Spell Points - I
I r,rp Dctection - 90
Vuual Range - 10 Squares
'ipccial Ability - Disarm Trap

SI'I.CIAL SKILI.S

I r',qsSpesialSkrll!

l rrch character. except the Warrior, has their own special ability
rvlrich can aid their quest. A character can use their special skill a
rrr;rrirnum of once per turn provtded they have enough Action

I'oints at least one Spell Point.

l,r uS€ ä special skill, Left Click on the Speciai Skill icon.
lo 9151 a spell. Left Click on the name of the spell in the spell

ll rrothin-u happens then the character has tailed. This can

l5
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lrrrppen if the hero lacks mental abilitl
rrrtluckt,.

or if ther ar c .lust plain

\4trgic users in Blade can cast spells. At the start of the game.
rrone of the heroes have spells available to cast, a speil must be
,rcquired by finding and reading a Book of Spells u,hich can be
l,orrght or found in the Dungeon.

Spclls come in seven Le'r,els. uith foLrr spells per Level. I-cvel one
,,1rclis are less powerful than Level two spells etcetera and spelis
rnrrv onlv be obtained in order. A nragic Lrser car'l not gain an1'

lL'vel two spells until all four level one spells have been obtained.
'\ciditionallv. the characters Magic Level restricts the number ol'
',pclIs that can be obtained. Elves for example canuol sain or crsl
I t'r'el two spells. normall\'.

16
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Spell Points

Like any special ability, casting spelis needs Spell Points. Unlike
the other special skills however, sometimes more than one point
is needed, this is calcuiated by subtracting the Character Level of
the spell caster lrom the Level of the spell. Anl zero or negative
lesuits are rounded up to one, because at least one point is
needed for each spell cast.

lTzrZ):zrzV/t:..
1/crc/,/(7t'zraztrt)4:..2-/or/-/4ac//,zecdt-'-fucy'/?rzzz/l:
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//ar/y'2/azVtzg..rZa.zy',z.pc//zazdt/,frr//,zzztsz

Spccial Skill Notes

Some skills and magic spells require the characler to be standing
,rnd or [acing in the correcr posirion.

../irre;;rtz/c,.
,//tr',/Lz_tzr,.y'/ttrrl'-pty'/,2:qz,r:rZraztt/ci/'/(:,,/iz',rlt,zztzz-zy
,.'.:rlrrfl4z

1a
tl



ßLADE
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(NMBAT TECHNICALIIIES

I t'ombat is what Blade is all about, and usually means attack the

f l''."0 
and flee from the powerful.

ll l,r attack a monster, stand next to it and Left Click on the beast.

ll r rtacting aiway's ends a turn no matter how many Action Points

ll rt'rnain.
ll

[l tr,rrins an att]ck, the Combat Skills of both the attacker and the

ll rrracked are rlndornly calcuiated and compared.

ll rr rne attackefs value is higher then the defender is hit.

ll r' ,1.t. defenders value is higher then the attack is parried and no
, 

I L rrnlSe occ urs.

I

II ts
I
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FarZ,tzzzsra/t:..
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The dama-qe is simply the attackers ATTACK factor ltheir
weapon) minus and DEFNCE larmour) the defender is wearing.
A hit ALWAYS does at least one point of damage though. The
rcsult is subtracled from the defenders HITPTS.

Zlzz.rV/c.-
'/*f Trit'd/./1.//,fulr.z'zOlTrrzlj.rzzz/c.ztzzzrzzrT-1t]
,zVzj z,/Aer - ///-_ ! t- : - t-Z7zqs Zt /3

7-2.r_:g.rr7/1/./,/ztr.zr/,cz"erzz/{zü-r/ft r'-p1ir-r/////
Ztzi- daar ./1/-y'1/: -- '"1/ ;z2al;,"r4r.2/tir rz'.zt:,,22.//tca//t.'2.q/J ,/Tzrzzl

, y'Z.2az.ztr:

*l
!lil{t l9



ßLADE
MAZE OB'E|CTS

Altars, Wells. Chests, Mirrors and Statues appear in the
dungeons and are described as maze objects.

To use them. srand next ro the object and Left Click on it.

Each time a m ze object is used one of four things could happen,
two things are generally good llike boosting hit points or
strength) and two are generally bad (like reducing those stats).

Altars produce the strongest eflects followed by wells, chests,
rnirrors and finally statues which hardly do anything at all.

PROBLEMS

('ontactt ALIVE MEDIASOFT LIMITED
P.O. BOX 940
Kirkby-In-Ashfield
Nottingham
NG17 7FA

l'cl.,'Fax : 0l 623 467 579.
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