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Good evening!
Permit sus: to
introduce ourselves.
Our names are Lori and
Corey Cole, and we shall be your
hosts for your journey into the
realm of darkness. We trust your

stay will be a chilling one.

elcome to the world of Quest for Glory and
to the Land of Mordavia! We hope you have
an interesting and fascinating
experience here. However,
Mordavia can be a very
dangerous place for the
unwary. Forces that have been
at work here for many vears
have twisted it in scarcely
imaginable ways. You must
find a way to survive and
eventually escape Mordavia,
but vou are also the only one
who can help solve many of the
land's problems. That's what
“being a hero” is all about, alter
all. Allow us to assist you to
make vour visit here enjovable.

We have designed Quest for
Glory: Shadows of Darkness as
a challenging game experience
for all levels of plaver, whether
you are a beginning adventurer
or a hardened role-player. This
Hint Book is designed to help
reduce vour frustration and




increase your fun. There are a number of ways vou can use
this book. Is there a particular puzzle that perplexes you?
Are you having trouble telling friend from foe? Are vou
hopelessly lost, and don't know what to do next?

This book contains three major sections. The Ffirst
contains general information about how to use this hint
book and an article on the making of Shadows of
Darkness. We have also included a general strategy guide
on how Lo get the most enjoyment out of playing the game.
'_'r'uu can safely read anything in this section even if you are
just starting to play Shadows of Darkness. Start by
reading the first section on general game strategy. y

The second section contains game hints, and should only
be used as you need it during play of the game It also
contains a "who's who" of the characters you will meet. In
the course of learning about these characters and their
backgrounds, we raise some questions about them that
you can try to answer while you explore Mordavia. In the
hint section you will find clues and gentle nudges to help
you along without spoiling the game. If these subtle hints
aren’t enough, you can always look up the answer in the
Walk Through before vou get, shall we sav, totally
bummed. ) v

The final section contains the real spoilers. It is only for
use after you've completed the game (preferably with all
three character types) or if you get stuck beyond the point
where hints can help. This section contains the history of
Mordavia and a timeline of events leading up to the

beginning of the game. (This may not sound like a
spoiler, but trust us. You'll probably have more fun
trying to figure this out yourself during play.) This
section also contains a complete list of where and how to
get “puzzle points,” a Walk Through that will take you
through the entire game, and a map of the Land of
Mordavia with all the “secret bits” filled in.

You should also be careful not to look at a hint other
than the one you need right now. Reading hints can
become addictive, and excessive hint-reading before
you've completed the game is bad for you. You'll enjoy
the game much more if you solve most of the puzzles
yourself. Actually, even if you've completed the game
with one character type, go back and try it as the other
types before resorting to reading all of the hints and the

“Walk Through. You'll have more fun that way.

Fun is, of course, the reason vou are here, isn't it? We do
want you to enjoy yourself. So relax, take a deep breath
of our clean, crisp Mordavian Autumn air, feel the
warmth of the fire in the fireplace, listen to the oak wood
crackle, and watch the flames spark. Even a Hero
deserves a chance to rest for a while before figuring out
what to do next. Sit back, and permit us to ease your
frustrations while you read this book.

Comfortable? Good. Let us journey in your mind to
Mordavia, and again enter the Shadows of Darkness.

Enter freely, and of your own will.
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al So you think you can just buy this hint book,
look up a few hints, perhaps peruse the walk-
through, and leave here unscathed? Again, ha!
Here you shall learn something of the art and
science of ereating a computer role-playing adventure,
You may never be the same again,

A computer game starts with a concept and a group of

scattered ideas. For Shadows of Darkness, the original
concept was to have an eerie horror setting like that of
Disney’s Night on Bald Mountain sequence in Fantasia,
Baba Yaga would return, now in her natural setting, but
this time she would be one of the few who could help yvou.

The Transylvania-like setting
seemed to follow naturally, and we
decided to incorporate a number
of horror movie conventions
(Vampires, Werewolves, fearful
peasants, a hunchbacked grave-
digger, a mad scientist, and others),
but to twist them around for
surprise and humor.,

In January 1993, it was finally
time to begin filling in the
details. We had characters
and a setting, but no theme,
plot, or puzzles. We settled
on a theme of "One man
alone in a hostile setting” and
decided that everyone would
be suspicious of the hero at
the beginning of the game,
Only by winning their trust
could he survive and "win."
We also decided to start out
right in the thick of the
action, with the hero caught
in a dark cave full of traps and dangers which he must
escape. Oliver Brelsford joined us at this point and
suggested that we should really make it tough by having
the hero start out empty-handed. He would have to find
anything he needed to escape somewhere in the cave,

After that, the really hard work began. We drew maps of
the forest, caves, town, and castle and started working out
the types of events and puzzles we wanted in each
location. One of our goals was to make this game much
more puzzle-intensive than we (or anyone else) had done
before. We charted all of the game puzzles and classified
them into types (conversation, inventory item, combat,
etc.), and making sure we had a good balance between
them. We actually ended up with 2-3 times as many
puzzles as in each of the previous Quest for Glory games.
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We also wanted combat to be fresh and exciting, but
weren't really clear on how to go about it. Henry Yu
suggested that we look at Street Fighter II'™ and try to get
some of its excitement. At this point, half the team started
brainstorming on ways to create a really intense combat
experience that would be fun for both hardened arcade
gamers and less-dexterous adventure gamers. We decided
to use the “skill level” system to let the player specify how
hard combat should be, and later added the “strategy
mode” for plavers who don't
like arcade games at all.

But were getting ahead of the
story. Once we had worked
out the initial puzzles and
maps, Lori began the tough
task of trimming our wild
ideas down to something that
could actually be pro-
grammed. She created one-
page room descriptions for each room so that our
wonderfully-talented background artists (Bob Gleason and
Joan Delehanty) could paint the backdrops for each scene.
(Bob did the interiors and town scenes, while Joan did
maost of the forest and outdoor stuff. They both worked on
the cave.)

Meanwhile, Marc Hudgins worked to establish an overall
“look and feel” for the game, drew pencil sketches for many
of the backgrounds, and started in on the animation. Tim
Loucks painted a series of incredible portraits of the game

™ ig a rademark ol CAPCOM

characters for their “Talkers,” and also helped with other
animation, Meanwhile, Oliver and Henry worked hard to
create the underlying software "system” to handle our
specialized conversation lists, inventory, and so on.

Once the background pictures started coming in, Sierra
added more animators and programmers to the team,
and we really switched into high gear. Lori and Corey
expanded the one-page room descriptions into complete
programming specifi-
cations averaging five or
six pages each. Oliver
created week-by-week
schedules for everyone on
the team so that everyone
would have what they
needed for a given scene.
We had to have a room
description to paint the
background, a back-
ground to write the final specification, the final
specification to do animation and music, the
specification and the animation to do the programming,
and everything before the scene could be tested and
polished. If any piece was late, everything would be.
Fortunately, we had a top-notch team of experienced
game-makers to put it all together!

Aubrey Hodges almost single-handedly created the music
and sound effects for the game. Usually these don't come
in until the last moment, and the game really feels “flat”




without them. This time Aubrey worked closely with the
team so that the sounds were ready when the programmer
was coding each scene. We think the game has more “life”
because of this. Neal Grandstaff came on in the last couple of
months to help Aubrey with some of the final polish and
conversions to other sound cards (and the PC speaker).

Neil Matz programmed most of the town scenes. Vana Baker
did the castle, some of the miscellaneous forest scenes, and
some of the town. They both worked on the Cave of the Dark
One. Oliver and Henry put together most of the forest scenes,
programmed the combat sequences, and created the
underlying game system. Kevin Ray joined us in the last few
months to work on the Cave and help polish evervone else's

SCENES,

Once Joan ran out of backgrounds to paint, she changed hats
and became an animator. (Some people just have too much
talent!) Tony Margioni, Frankie Powell, and Karin Young
also went wild on the animation. (Shadows of Darkness
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contains about 50% more animation than a typical
adventure game of this size, and somehow they managed
o turn out that quantity with fantastic quality as well!)
Marc Hudgins somehow managed to find time in between
managing the art team to add his marvelous paper- (and
pixel-) animation talent to the mix as well,

Somewhere in there, Corey and Lori finalized the SOy
and puzzles (while writing the specs), and wrote all of the
text messages for the game. We also did this in two
phases, preliminary “place-holders” so the programmers
could do their work and “final text.” Thanks to Mark
Wilden's "Message Editor” system, we were able to write
most of the final messages without needing any
programming changes. Incidentally, Shadows of Darkness
contains well over 1.3MB of text (over 150,000 words). We
also wrote the two game manuals, the hint book, and the
script for the 900 Hint Line in the last few months of the
project. We also spend a lot of time working with the
team to answer design questions and with the marketing
and public relations departments to help them promote
the game,

Last chronologically, but far from last in importance, is
the quality assurance and testing process. Mike Pickhinke,
who has helped test every Quest for Glory, joined the team
early on so that he could help the programmers test their
work throughout the project. Ken Eaton, new to the
series, joined the team somewhat later. Once they and the
team felt the game was “getting close,” we brought in the
Beta testers. Coordinated by Catie Andrews, over 20 avid




adventure gamers tried evervthing they could think of to
crash, mangle, and mutilate the game. The Beta testers
also helped uncover rough spots in the design, text, art, and
programming of the game so that we could improve its
polish prior to shipment. The final gauntlet was Q.A.
Configuration testing, which ran Shadows of Darkness on
dozens of combinations of hardware and software systems.

other story games out there. We hope that you have
found Shadows of Darkness worth the effort we put into
it! If not, we shall be waiting for vou in the graveyard at
midnight.

Anyway, that's a capsule view of what went into making
Shadows of Darkness. Every game is a true team effort; the
team members all contribute ideas and add their unique
stamps to the portions of the game they work on. If we had
a lesser team, we would not have been able to create the
game that Shadows of Darkness became. Including the
play testers and system programmers, we ended up with
some 60 people contributing to this one game. There will
be even more by the time we complete the enhanced CD-
ROM version.

Quest for Glory: Shadows of Darkness contains about:
13 Megabytes of animation
7 Megabytes of sound effects and music
3.5 Megabytes of background illustrations
3.5 Megabvtes of program code
1.3 Megabytes of text
Some 20 Person-Years of Effort and Despair

The code, text, and frustration figures are each about 50%
larger than in a typical pure adventure game. All that
“extra” allows vou, the player, to have a true role-playing
experience and greater freedom of choice than in any of the
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ENERAL PLay
UGGESTIONS

There is no single “best” way to allocate points for anv of the
Quest for Glory character types. However, we can gix:'c vou a
few suggestions to help you get started. Don't forget to give
your character an interesting and appropriate name — he's
going to have it for a long time,

CREATING A FIGHTER

Fighters rely more on brawn than brains, so you might think it
appropriate to build up their Strength, Agility, Vitality, and
Weapon Use. These are certainly important skills, but they are
also some of the easiest for your Fighter to increase thrﬁuqh
combat during the game. Building up vour Vitality is certainly a
good idea, but you might want to put some of vour other pﬁia.n:::
into Intelligence and Luck. Both will improve vour chances of
success (and survival) in combat, but will not increase as
quickly as the pure combat abilities during the game.
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CREATING A MAGIC USER

A Magic User needs Intelligence and Magic. It's a good idea to
build up these skills. You might also want to put some points
into Agility, Vitality, and Dodge so that you can stay alive long
enough to cast vour spells.

CREATING A THIEF

A Thief has many skills, and it's difficult to choose between
them. Build up vour Agility and you will improve your other
skills more guickly. Luck is also important, and good Vitality
never hurt anyone!

CREATING A PALADIN

You can't “create” a Paladin; you have to become one. Earn
vour way to Paladin status by playing Quest for Glory II or III
all the way to the end as a Fighter. Do nothing but good and
honorable deeds throughout the game, and vou will be declared
a Paladin. Attack nothing that does not attack vou first. Help
the poor. Return people’s lost property. Be a goody-goody and
vou will get your reward. There is a special set of quests in
Shadows of Darkness just for Paladins.

By the way, there isn't anyone in Mordavia to declare you a
Paladin, but vou are being watched. Should you comport
vourself honorably in Mordavia, perhaps something interesting
will happen when you reach Silmaria. Be sure to save your
character at the end of the game.
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CONVERSATION

You have two main tools for gathering information about the
Land of Mordavia. Look at everything that seems interesting
and talk to everyone you meel. Shadows of Darkness fE'rlll.ll'E;
an innovative event-driven conversation system. This means
that characters don't always say the same things. Every time

you cause an important event, characters’ dialogue will change
to reflect their changing circumstances.

At first, nobody wants to tell you very much. Put vourself in their
shoes — the valley has been sealed off from the outside world for
two years, monsters
prowl the forest:
rumors of Vampires
and Werewolves
abound; and a
stranger appears
from nowhere.
Would you trust the
stranger? Neither
do the townspeople.
To win their trust,
vou will need to
prove yourself trust-
worthy through your
actions.

Saving lives and helping people with their problems is a good
start. Dr. Cranium won't trust you until you prove that you have
a logical, scientific mind. Others will not be convinced until
you've performed truly great deeds in Mordavia. After all, those
are part of a Hero's job description!

16

Once you have met a character, try to visit him or her every day.
He mayv have new information for you. Also talk to people alter
you've done any important task. They might want to talk with

you about it.

Remember that vou can both “Ask” and “Tell.” Click the Talk
icon on a character to ask questions, or click it on yourself to
make a statement. Sometimes vou will have to introduce
yourself or make a statement to further a conversation. This is
especially true when someone asks you a question.

Take notes. This is a long quest, and will probably take you
many evenings. It's sometimes hard to keep track of all the
characters, clues, and plot lines if you are away from the game
for a few days.

Always ask people their names and about themselves. You may
gain some new insights from what they have to say.

SOLVING PuzzLES

Shadows of Darkness contains a wide variety of puzzles. Some
are merely informational, such as learning the motivations of
characters you meet. Many are conversation puzzles, in which
vou must say or ask something which will lead to a promising
line of conversation... or to a character helping you in your
quest. Another common puzzle type is the “inventory puzzle,”
in which you must obtain a particular item and use it in the
right way to solve a problem. (This is done by opening the
Inventory window, clicking on the object you want to use,
closing the window, and clicking the object on the place you
want to use it. For example, select your key ring and click it on
a locked door. If you have the correct key, the door will open.)
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A type of puzzle unique to Quest for Glory (at least among
adventure games) is the skills-based puzzle. Since your
Hero grows and develops during the course of the game, he
may be able to perform some actions later in the game that
he cannot do earlier. For example, if vou wanted to climb a
tree and had a low climbing skill, vou would probably fail.
Each time you practice using a particular skill, that skill has
a chance of increasing. By trying to climb several times, or
in several places, vour character will eventually become a
better climber. Combat is one form of “skills-based puzzle,”

The final type of puzzle is of the “brain teaser” variety. Ai
various points in the game, you will be faced with a puzzle
window, and generally presented with a brief message about
what you need to do to solve the puzzle. The hints for these
puzzles in this book tend to be fairly sparse, because the
solutions are often visual. Most of these puzzles feature “?"
icons. Click on the “?" to get a hint, and click on it again to
get another. Most puzzles have four hints plus a solution.
If vou click on the “?" five times during a single puzzle, the
game will assume you want to bypass the puzzle. It will act
as though you successfully solved the puzzle, but vou will
not get puzzle points or be told the solution. Use this
feature only in desperate frustration — vou will get much
more out of the game, and have more fun, if you try to solve
all of the puzzles yourself.
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Combat

GENERAL TAcTICS AND “DisTANCE COMBAT”

One of the major features that differentiates Quest for
Glory: Shadows of Darkness from other adventure and
role-playing games is our real-time {::::mbal system.
Combat is designed to be
intensive and exciting, but
we recognize that it can also
become frustrating when
you lose combat after
combat. Here are some tips
to help you come out on top
in a fight:

Build up vour skills. The
more Strength, Agility,
Weapon Use, and other skills
your character has, the more
effectively he will fight.
Take advantage of every
possible opportunity to use
your skills. Don't run away
from every combat — if you
don’t fight, vou won't get
better at fighting.

Of course, the corollary is
that when yvour character’s skills are low, some battles will
be too tough for him to fight. If you're getting wln:qu@:ll.
run away! Get to a place of safety, then rest (or sleep, if it's
nighttime and you can find a safe pia_ce Lo .*'.leep}.“ ln.
particular, don't even think about taking on a Barrow
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Wraith until you have magical protection against its life-
draining attacks. Fortunately, a Wraith is tied to its burial
spot and can't follow you once you escape. Necrotaurs are
also extremely dangerous, and they will follow VO

Between battles, take care of vourself. Make sure vou rest
occasionally to keep your Stamina up. Drink a 1 lealing
Potion or sleep if you are seriously injured. If yvou know
the Zap spell, cast it outside of combat so that you'll have a
charged weapon
ready for the next
battle. Also make
sure vyou have
enough Mana if
you're a spellcaster.

Watch out for
poison. When vour
Health status bar
turns green, you've
been poisoned,
Some poison s
relatively mild, and
will wear off (such
as Badder poison);
others are far more
dangerous (e.g,
Wyvern poison). It's
a good idea to carry a Poison Cure with vou at all times.
You can get one each day from Dr. Cranium. There is also
a place in the forest where the waters are said to have
restoralive properties,
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Monsters are not all created alike. Some are resistant to
certain forms of attack and especially susceptible to others.
If vou haven't done so recently, read the section on
“Mvthical Monsters of Mordavia” in the copy of HERO
Magazine that came with your game; it will give you a
number of clues on which attacks to use against a
particular opponent.

There are two major ways to fight — close-in and “hit and
run.” The latter is recommended for most Magic Users and
Thieves. The basic idea is to use spells or thrown rocks or
daggers to weaken the monster, then run away from close
combat immediately, and try to get far enough away for some
more distance attacks. If your character has Throwing skill,
the distance weapon of choice is the thrown rock. You can
pick up rocks anywhere in the forest by clicking Hand on the
ground. Daggers do more damage, but they're hard to replace
if you lose them. Also, you can throw your daggers at the
monster during close combat, but you don’t have time to get
out rocks and throw them during a battle,

Those with Magic can use their spells to wear down a
monster. Flame Dart, Lightning Ball, Force Bolt, and
Frosthite all do damage. Some work better on some
monsters than others. Frostbite is especially useful if you
have several opponents, because it covers an area instead
of a single target. Another use of spells is to cast a Calm or
Dazzle spell on a monster, then escape (or drink a Healing
Potion, or cast a protective spell). Calm and Dazzle are
only effective from a distance, not once you enter close
battle.

Another use of Magic is to cast protective spells on yourself
before entering close combat. Protection helps against
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normal damage, while Resistance reduces the effect of
most spell attacks. Casting Aura is essential if you're
facing an Undead opponent with special life-draining
attacks (Revenants, Wraiths, and Vampires). Reversal will
stop many spells cast from a distance, but is ineffective in
close combat — it can't stop a spell cast at point-blank
range. Resistance will help vou there.

TacTtics FOR CLOSE COMBAT

There are many different styles you can adopt for close-in
fighting. Three worth trying are the all-out attack,
balanced attack and defense, and alternating defense and
spell or thrown dagger attacks.

Spell-casting in close combat has some important tactical
considerations. The longer you hold down the mouse
button on the spell icon, the more damage the spell will
do. It's also more cost-effective (in terms of Mana) to use
the more powerful versions of the spells. The
disadvantage is that you can't cast a spell and defend at
the same time. If the monster hits you while you're
casting, you lose concentration and must start the spell
again. Practice your timing to find the most effective
spell-casting tactics against various monsters.

Against spell-using monsters, practice avoiding their
spells. You can jump over low spells, or duck under high
ones, The key is timing your attacks so that you will have
lime to react to your opponent’s moves.

While all-out attack can be effective against some
opponents, you will use up your Stamina very quickly.
You can recover some Stamina by defending, but if you
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run out completely, it's probably time to beat a hasty
retreat and find a place where vou can rest. A good time to
use all-out attack is against a spellcasting monster that can
get through your defenses. If it's going to hit you anyway,
vou might as well hurt it first!

Most of the time, however, you will do better by balancing
vour attacks and defensive moves. Not only will vou take
less damage, you will sustain your Stamina better, and
you'll hit more often. Hasty strikes are less accurate than
those better considered. (The game actually models this by
keeping track of the time between two of your attacks.)

STRATEGY MoDE

Of course, all of that assumes that you enjov the intensity
of arcade-style combat. We like the excitement, even
though we're not particularly good at it. If vou just aren't
having fun, or you simply want to give your wrists and
blood pressure a break, you can use the special Strategy
Mode in Shadows of Darkness. We think our Strategy
Mode is a completely unique feature, not to be found in any
other game.

In Strategy Mode, Shadows of Darkness takes over control
of vour character, fighting the battle according to a strategy
yvou define. Reflexes don't come into it, but your
character’s skills, attributes, and equipment do. Your
chosen strategy and a few carefully-selected random
numbers complete the mix. No two battles are ever the
same. Shadows of Darkness uses a new Artificial
Intelligence technology known as “fuzzy logic” to take every
element of combat into account simultaneously and come
up with the most appropriate actions for your character.

23







