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Introduction
“... The tiny group
fina“y managed to
atruggle to the top of 4
the black ridge.
Hulvar was the firdt
to atop. Pu”ing back an
the heavy hood that |,
hid hio face, e let g
out a sigh of relief.
A he turned to hig
two companiona, hia |*

acarred face broke
out into one of his
rare smilea. “Therel” he aid, pointing to the plain
that was now visible below. In apite of her wounds,
Ylanna's face lit up. “The stallite Dohymion!" abe
gaid in wonder, “we are back on the right path!”
Behind her, old Ketoun waa silent, but tears of joy
rolled down hia deeply wrinkled cheek. For several
minutes they atood, contemplating the sacred light of
the Sun God piercing the layera of the Black Shroud,
feaating their eyes on the dazzling walls of
Dolymion. Suddenly, wild, inhuman cries echoed
once more through the waatelanda bebind them.
Hulvar grabbed Ylanna's hand and they ran towards
the City of Light..."

Dark Earth is our Earth, three centuriea in the future.

But far from being the happy, glowing future we
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migbt hope for, this iv a ravaged, icy, merciless world.
The daya are perpetual twilight while the nighta are
shrouded in utter darkneas.

At the atart of the third millennium, a gigantic comet
pagsed very close to Earth, apitting out hundreds of
beably meteorites that m)tbiug on the p[anet could
stop. The reaulting cataclysm changed the face of the
Earth forever. The sky became a dome of black duat,
the air cold and thick; clinging to the lunga before
cryatallizing on cracked lips aa they breathe out.
Now, there is a permanent murky smog, with
visibility hardly ever exceeding five hundred metres.

Nobody ventures out alone into the desolate
landacape of Dark Earth. Death lurks everywhere.
Treacherous ground gives way beneath careless feet,
poisonous invisible clouda drift through the air and
the deathly cold of the night can paralyse even the
atrongest. And then there are the creatures: the
‘thinga’ that creep and crawl soundleaaly through the
Higbt, gometimea into the unwary traveller’s camp;
foolbardy voyagers will never again see the half-light
of day...

And yet in thia m'g!)tmare n'or[(), a few ialanda of bope
and civilization atill cling on to [ife. Theae are the
Sta“itea, fortified cities built by the aurvivors of the
cataclyam. Theae places of refuge, warmth and safety
are blessed and protected by the Sun God. The
Stallites are illuminated by miraculows shafts of light
that rip open the black veil of the sky. The people of
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the Stallites are united by the same religious fervour:
the worahip of the Sun God. Here, they have been able
to relearn how day follows night. They search their
memoried to try to understand and use the strange
devices left over from pre-Cataclysm days. And moat
importantly, they learn how to control, conserve and
radiate sunlight in order to protect themaelves from
the all-embracing darkness.

On Dark Earth, light is the moat precious commodity
there is. Although the tragic story of the hail of fire
and black rock that rained down on the planet has
been handed down through legend, the inbabitants of
Dark Earth are unaware of the real causes of the
cataclysm. Many believe the catastrophe to be an
ancient curse;j a divine puniabment.

Very few know the Truth.

The future of the planet ia in the handa of Man, a
fragile and weak creature caught between two battling
forces that are beyond his current understanding.

For a full history of Dark Earth read the section at the
back of thia manual.

Your Queat

Join Arkhan, a Guardian of Fire in the city of Sparta,
as e is awept from hia routine life and daily duties to
anew and terrifying ordeal. Ever-darkening plota of
treachery and greed aurronnd him as a fearful
darkness envelops the city and an unknown evil
threatena to transform him into a monatrous

creature. Arkban muat risk all to discover the hidden
secrets behind the onruahing tide of darkneas and
terror. When terror atalka the very heart of the city be
wuat learn who to trust and who to fear and only
then, by realising the powers within darkness and
light may be find a way to unlock secreta ahrouded by
the paat.
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Getting Started

Sydatem Requirementa
Dark Earth runs on Microsoft® Windows®9s with
DirectX 5

Note: 32 Mb RAM required in order to play Dark
Earth High colour version.

Minimum aystem:

« Intel® Pentium® 75 or 100% compatible

« 8§ MbRAM
(256 colour gamep[ay with no background muaic)
Quad-apeed (4X) CD-ROM drive
Windows® 95 compatible, DirectX 5 aupported
Sound and video cardd
60Mb free Hard Drive apace

Recommended syatem:
« TIntel Pentium 120
« 16 MbRAM
(256 colour gameplay with background muaic)
* Quad-gpeed (4X) CD-ROM drive
« Creative Labs AWE32 9ound card

Dream machine:
« Intel Pentium 166
* 32 Mb RAM
(16-bit colour gameplay with background muvic)
Hard Drive 300Mb free
Eigbt gpeed (8X) CD-ROM orive
Creative Labs AWE32 aound card

tnatalling Dark Earth
Note: DirectX § is a aystem requirement for Dark

Earth.
To inatall Dark Earth:

1. Put Dark Earth CD 1 in the CD-ROM drive (with
the label side up).

2. Open tbe Start menu and click on Run.

3. In the command line, type D:\SETUP.EXE and
press Enter.

Note: If the CD-ROM drive is another letter, such as
E:, aubatitute that letter for D: in the command [ine.
For example, type E\SETUP.EXE and presd Enter.

4. At the firat setup prompt, choose an option for
inatalling the program on your hard drive with
either 60 Mb or 300 Mb (recommended) and click
Next.

5. Follow on-acreen prompta to set up the game.
Accept the defaults, or change them if you prefer.
Since this process take a few minutes, the on-
acreen diaplay showa inatallation progress.

6. When the setup is complete, a prompt appear.
Click OK to return to the desktop and launch the
game.

Launching
Note: 32 Mb of RAM are required to play Dark Earth
(32K) — High colour version.




To run Dark Earth from the Window® 95 Start menu

after setup:

1. Click Start - Programa - Kalisto - Dark Earth -
Dark Earth (256).

2. The monitor settinga acreen will appear. Drag the

alider bara to set brightneas, contraat, and colour
saturation; then preas Eac.

Note: The firat Dark Earth launch will show the
introductory animation. To see this again, select it
from tbe Cut Scenes Menu.

3. The Main Menu appear. Click New to begin a

game.
Exiting
To exit Dark Earth:
1. Press Eac to go to the Main Menu and click Quit.

2. At the Quit? prompt, click the check mark or press
Enter to exit.

Uninatalling Dark Earth
To uninatall Dark Earth after setup:

1. Click Start - Programa - Kalisto - Dark Earth -
untnotall.

2 Tf)e Uuinata” program wi” run.WfJen it bad
finiahed, open the hard drive with Windows
Explorer, then click the Earth folder and drag it to
the Recycle Bin.
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Troubleshooting

Uninatall
1f you encounter any problema during setup, uninatall
Dpark Earth before trying to correct the problema.

tnaufficient disk apace
If you have problema with the 300 Mb inatall please
do the following:

1. Check the hard diak for available space.
2. Run ScanDisk and Disk Defragmenter.

3. Ag needed, backup and clear some filea to get more
free hard drive apace.

1f it ia not poasible to free enough disk apace for the
300 Mb inatall, then inatall the 60 Mb version.

DirectX §

Microsoft DirectX 5 ia a ayatem requirement for the
game. If your video and/or audio card drivera are
incompatible with DirectX s, error messages will
appear when You run Dark Earth. An exampfe ﬂf a
DirectX 5 incompatible driver message is, “nvalid
page fault...” Meassagea such as this mean you need to
inatall updated drivers to play Dark Earth.

Updated audio and video drivera can often be
downloaded from the World Wide Web. The hardware
drivera, originally packaged and shipped with the
Creative Labs AWEG4 card could, in some cases,
reault in incompatibilities with DirectX 5.0 games.
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The latest DirectX certified AWEG4 drivera can be
downloaded from the Creative Labs world wide web
site (http://www.soundblaster.com). 1f you do not
have Web acceaa or if your driver update is not
available on the web, please contact the
manufacturer, your distributor, or Microsoft
(http://www.Microsoft.com).

Poor Monitor Display

1f the monitor diaplay is undatisfactory, try changing
the settings. Within a game, press F1o. The Monitor
Settinga acreen will appear. Use the mouge to drag the
alider bara to set brigbmeaa, contraat, and colour
gaturation. Press F10 again to return to the game.

Help Error Message at launch

This help, Dark_e.hlp, includes linka to the Ralisto
Internet Web Site. Even ifyou don't use the Internet,
we recommend that you copy Internet access fifea
from C:\Ea rth to your Windows® g5 Syatem foloer,
a0 that Help works properfy on your hard drive. The
filea to copy are setbrowa.exe, netwh16.0[l, and
Inetwh32.0ll.

Help Error Message requedting

Internet Browaer
1f you get a Help error measage requeating a browaer.
You can set a browae path naing Setbrowa.exe.

Character moves without your
commandd

Make aure that your joypad (or joyatick) is properly
calibrated in Windowa® 95 before you run the game
(or digconnect your joypad).

Game Controls

Dark Earth haa simple keyboard commanda. Use
them to control Arkhan, take thinga out of the
Inventory, change moods (Onacreen Interface), and
gelect Menu options. There ia aupport for joypad play,
but not far moude pfay. The mouse works in
Inventory, Menu screend, and the Monitor settings
gcreen. During a game, left-click opena the Inventory
and rigbt-click closes it.

Keyboard Controls

Movement

Preas the Cursor keys (T4 « —)or turn Num
Lock off and use the Numeric Keypad (8, 2, 4, 6). Tap
a key to move Arkhan step-by-atep. Hold the key to
’(Eep him moving. Preas shift with a movement key
(T« —or 8, 4, 6) to run or atrafe.

The Action Key (Spacebar)

To act or interact, walk Arkhan up to a peraon (or
object) and presa the Spacebar (Action Key). The
action key will perform moot functions: getting
Oreaged, opening doors, picking up inventory, talking
to people, finding secret passages and operating




equipment. Arkhan can also ask about objecta or give
people thinga.To do this, take something out of
Tnwentory; then walk up to a person and preass the
action key.

The Inventory

Preay the action key to pick up an Inventory item.
Preaa T or Backapace to open Inventory and use
things. In Inventory, give Arkban thinga to handle or
to use on himaelf (or someone else). You can also
program keya 1-9 to use up to nine objecta without
opening the Inventory screen. During the game, press
O to put away an inventory item.

Combat

Arkhan can fight hand-to-hand or use a weapon from
the Inventory. To begin orend a batde, presa key Cto
toggle the on-acreen interface in and out of Combat
mood. Dark Eartf) offera two feve[d of combat in d}e
Character Settings menu.

Function Keys
Preaa the following PC Function keya for short cuta to
certain menu options:

F1 In-game f)efp

F3 Load a saved game

F4 Character setting

F5 Sound

F6 Cut-acene accedd

F7 Dialog text access

F10 Monitor settinga acreen

command Keyd
Tab Toggle the on-acreen interface to
Light or Dark

1 e —  MoveArkban forward (T), back (1),
left (<), right (—)

shift + T Run forward

shift + <= —> Sideatep to adjuat position or dodge
attacks

spacebar Action key. Walk up to a person or
thing, then press

Change on-acreen interface to
Combat. Turn on and off. (Use the
ctrl keya as shown below)

Automated Combat. Turn Combat on
and hold Ctrl to let Arkhan fight
automatically. (Eirat, open the
Character Settings menu F4 and
cbange from Normal Combat to
Automated Combat.)

ctrl +T | « — Normal combat. Moves will
vary if fighting hand-to hand, with a
weapon, after contamination, and
depending on your rival’s distance.
(Not available when Character
Settinga are set to Automated
Combat.)
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ctrl + shift + T special attack move. only worka
after contamination occura. Although
powerfuf, this move increases
contamination. (Not available when
Character Settinga are set to
Automated Combat.)

Open Main Menu

Pause game - Preas P again to reaume
game play

Tnterrupt dialog and close on-acreen
text box

F1o Open and close Monitor Settinga
Jcreen

1 or Backapace Open Inventory.

o Put any Inventory item away
without opening acreen.

I-9 Progmmmab{e Keya for Inventory
fast access. Uve top ofke;gboan), or
turn Num Lock on to use the
Numeric Keypad.

Turn Num Lock off and the Numeric
Keypad arrow keys will move Arkhan
like the curaor keya (8 = T, 2 =~L, 4
=¢,6=-).

Combat

Beforc atarting a figf}t, set a Combat level, arm
Arkbhan from the nventory (or let him fight hand-to-
hand), and turn Combat on.

setting Combat Level

Goto t’)e Cbarac!er Settingd menu. Press €= or —
to t,ogg[e the Combat level between Normal and
Automated. The icon on the left of the acreen ia lit for
Automated and dimmed for Normal.

Fighting (hand-to-hand or with a
weapon)

Arkhan can fight hand-to-hand or use a weapon from
the Inventory. You can also program keys 1-9 to
choose from nine weapons without opening the
Inventory acreen. After programming the keyd, preas
a key to arm Arkhan with that weapon. During a
game, press o to put away any Inventory item.

Turning Combat On/Off

During a game, press C to turn combat on and off.
The bulb on the Onacreen Interface awitches to red
when Combat is on. 1n Normal mode (default), you
direct Arkhan’s figbt. In Automated mode, hold ctrl
to let Arkhan fight automatically. Attack moves
Oepend on Arkhan's weapon, atate, and his opponent’s
digtance. For either Combat level, release Ctrl to
move Arkhan with cursor keya (or keypad) as usmal.
Press C to turn Combat off.




Hint: Train with Zed and Phedoria at the beginning
of the adventure. Training doea not drain Arkban's
fife force.

Joypao
Dark Earth haa simple keyboard commanda. There
are joypad (or joyatick) equival’enta for moat, but not

for all keyboard commanda.

Although joypada differ, they have certain common
features, including Direction Pad keya (arrowa), alpha
keya (auch as A, B, C, X, Y, Z), top keya (such as LS
and RS), and often keya with names (auch as Start or
select). Experiment with your joypad to determine
how your configuration matches the interface in Dark
Eartf).

Mowvement (Direction Pad)

press the Direction Pad (T L «~ —). Tapa
Direction key to move Arkhan atep—by-atep. Hold a
key to keep him going that way. Press joypad A with
Tto run; press A with < — to atrafe.

Action key (joypad B or 2)

To act or interact, walk up to a person or thing and
press the action key (joypad B or 2). Get dresaed, open
doors, talk to people, find secret pasaages and operate
equipment. Arkban can also ask about objects or give
people thinga. Firat, take something out of the
Tnventory; then walk up to a person and press the

action key.

combat
Note: Before a figbt, use tbe Character Settinga menu
to set a level of Combat, either Normal or

Automated.

Arkban can fight hand-to-hand or use a weapon from
Inventory. To begin or end a battle, press joypad z
(or 6). To fight in Normal mode, presa joypad C (or 3)
and Direction Pad keya. To fight in Automated mode,
presd joypad C (or 3).

Menug

Preaa the joypad Y (or 5) to open the Main Menu. Use
the Direction Pad to point to a menu option. Press
joypad D (or X or 4) to open a menu. Press LS to page
up in liata; presa RS to page down. Preaa the action
key to select or set options. Preas joypad Y (or 5) to
exit menu acreens.

Inventory
Note: You muat uae the keyboard I (or Backapace) to
open the Inventory.

In the Inventory, press the Direction Pad ( T 4
=) to select objects and icona. Press LS and RS to
Page up and down through the objects. Preas the
action key (joypad B or 2) to give Arkhan tbingd to

andle. Press joypad D (or X or 4) to have Arkhan use
domething on himoelf (eat; drink; read a document).
Preas joypad Y (or 5) to exit the Inventory.




Omn-gcreen Interfa ce
Tbe Omn-acreen Interface abowa Arkf)mt'a current
mood, [ife force, and contamination, if any. Use it to
plan atrategy and set three moods: Light, Dark, and
Combat. The bulb colour changes with his mood.
Presa Tab to set Light or Dark mood; preas C to set
Combat mood. Red mercury located in the centre
column indicates Arkhan's current health and [ife
force. The outer column warna ufany contamination
that Arkhan may auffer. During combat, aamall
diaplay appeara on-screen for the opponent. A acuba
tank will appear when Arkban explores underwater.
Light Mood Dark Mood Combat Mood

Current
Health

Contamii

Light Mood
(White bulb): Arkban is his regular reasonable self.
He takes time to think and to interact politely. Press

Tab to set.

Dark Mood

(Black bulb): Arkhan ia more aggressive and acts on
inatinct. This can be an effective way to search rooms
or interrogate people. Preas Tab to set.

combat Mood
(Red bulb): Ready to fight. Preas C to turn Combat on

and off.

Red Mercury

tndicates Arkhan's health and [ife force. Dropa if
Arkban ia injured. Food and drink will help reatore
health and life force. 1f this dropa to o, the game i
over.

Note: After a certain point, Arkhan may appear to
recover myaterioualy, a hia life indicator regenerates
after an injury. Be careful =his contamination feeds
off such injuries to its advantage.

Injury
In event of an injury the Red mercury dropa. 1f thia
dropa to o, the game ia over.

Contamination Level

The outer column blackenas if something poisons
Arkhan. A race againat the clock begina. He muat find
an antidote. After Arkhan ia contaminated, he can use
the apecial attack move (Ctrl +shift+ T).

Note: The apecial attack move aggravates Arkhan's
Contamination

Contamination Riging

Sﬂmetf;ing 7] poisoning Arkban. He muat finb an
antidote. He can use the apecia{ attack move (Ctrl +
Shl'ft +T), but it makes contamination worase.
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Opponent Injury

A Oidplay appears during combat and showa the
oppoments health and life force. 1t dropa as Arkhan
injurea his rival. 1f thia dropa to o, that character ia
dead.

Scuba

A biap[ay appeara during underwater sequences and
shows Arkhan’s available air aupply. 1f his oxygen
runa out, the game is over.

Inventory

Arkhan can find and atore thinga in the Inventory,
auch as weapona, foob, drink, keys, and so on. To do
thia move Arkhan near an object and presa the action

key. If that object belonga in hia Inventory, the
Inventory screen opend, showing what Arkhan hao
collected. To open the Inventory dcreen at anytime,
presa I or Backapace (or left-clfckl. Press Eacor I (or
right-click) to return to the game.

You can Lake .-mmetbing fmm Inventory witb Lf)e
keyboarb and/or [f;e mouse. You can also program
keyd I-9 fur fa.—n accead to nine Inventory objectd.

During a game, pregs O to put an Inventory item
anway.
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Long scroll Liat Pictures Fiat Icon

Set Icon Lower Scroll Liot Exit Icon Face Icon

Left acroll [iat

On the left side of the Inventory screen ia a scroll list
of weapon and/or objecta. You can elect directly from
thia liot. Press Spacebar to hand the selection to
Arkbhan. Press Enter to have him uae it on f)imaeff
(eat; drink; read a document).

Lower acroll [ist
At the bottom oftbe Inventory screen i another
scroll liat, which supplies a description of the

currently selected object. You can acroll to see more
Oeacriptiona.

Pictures

Press F1 to display pictures from the Weapona or
Storage Inventory. A needed, use PgUp and PgDn
(or click the acroll [iata) to see picturea of apecific




objecta. Preas the curaor keya (or click) to select a
picture. Preaa the Spacebar to hand Arkban
aometbing (or drag the picture to the Fiat icon). Press
Enter to let him try to uae it on himaelf (or drag it to
the Face icon).

Note: You can program keya 1-9 to prioritize
pictured items for fast access.

Seticon

Press F1 (or click here) to set thia icon to Weapona or
Storage. The pictures and acroll liats will diaplay that
set oflnvenmry objecta. Press Spacebar to hand
Arkhan aometbing. Presa Enter to let him try to use it
on himaelf.

Face icon

Select an item and presa Enter (or click and drag it
here) to let Arkban try to uae it on himaelf (eat; drink;
read a document).

Figt icon

select an item and preas Spacebar (or click and drag it
here) to put that object in Arkhan’s hand. Arkban
returna to the game with that weapon, or object, in
hano.

Note: During a game, Arkhan can ask people

queations about something in bis hand. Walk up to
that peraon with the object and press the Spacebar.

Exit icon

press Eac, or 1, (or right-click, or click here) to return
to the game without takr’ng aometbing fmm
Inventory.

Programmable Reys

You can program keys 1 to 9 to prioritize up to nine
Inventory itema for faat acceas. Use either the number
keya at the top of the keyboard, or turn Num Lock on
to use the numeric keypad:

1. Preaa 1 to open the Inventory acreen.

2. Highlight the picture of an object, then preas a key
from 1 to 9. (Press o to cancel that selected object.)

3. A number will appear on-screen next to the selected
picture. During a game, press that number key to
inatantly arm Arkhan with that object.

Repeat ateps 1 to 3 above to prioritize up to nine
objecta in the tnventory.

During a game, presa o to put any inventory item
away).




Inventory Command Keyd
Summary

Tor Backapace Open/cloae Inventory acreen

FI1 Toggle between Weapona and
Storage icond

pgUp /pgDn  scroll up and down a page of objects
Tle—o

Spacebar Hand Arkhan selected item and
return to the game with it

select a picture

Let Arkhan use the object on himaelf
and return to the game

Return to game in progreas without
anything
1-9 Program these keya for fast acceas

o Put away any object during a game

Menud

During a game, presa Eac to go to the Main Menu. To
open a menu, presd the curaor keya to select ita icon
then press Enter (or click on the icon). Within menua,
use the cursor keya to select and change settings, then
press Enter. Preaa Eac to return to the Main Menu
without changing settinga.

Note: The joypad also works as followa.

Press joypad E (or Y or §) to go to the Main Menu.

Use the Direction Pad D (or X or Y) to select optiona.

Start a new game Return to the game
from the beginning. in progress
see Launching

set available
20und options

Set character Exit to
shadowing and

Combat level. see
Character Settings

Review text of game
dialog seen or heard
90 far for cluea. See
Dialog Text

Windows 95

Start a new game from the beginning. See Launching.
Reaume a saved game. See Load.

Set-character shadowing and Combat level. See
Character Settinga.

Set available sound options. See Sound.

Repfay cinematic animationa seen in the game 90 far.
See Cut Scenea.

Review text ofgame biafogue aeen or heard so far for
clues. See Dialog Text.

Return to the game in progreas.

Repl'ay
cinematic
amimations




Exit to Windows® 95. At the Quit? prompt, press
Enter (or click) to accept the check mark (\/} and quit.
(Select X to go back to the main menn.) See Exiting

Save

You can save agame wherever Arkhan finda the
aymbof of the Sun God, the Rahal on a wall. walk up
to the Rabal and press the action key. Arkhan says a
brief prayer, then the Save creen opena. Preas the
cursor keya (o click) to select a game slot, then press
Enter to save the game.

1f you do not want to save, select the Dark Earth icon
(or press Eac) to return to the game. You can save up
to nine games. Each time you save a particular game,
ita number increases by 1.

Preview

The firat time you save, the Dark Earth logo will
appear. After that, a preview acreen will show where
Arkban is. To save the game, preas Enter (or click the
sawve icon). To exit without saving, preas Eac (or click
the Dark Earth icon).

Game Slots

select a game slot to save the current game. You can
save a maximum of nine games. However, you can
save aa often as Arkhan finds a Rabal. Press the
curaor keya (or click) to select a game alot. After the
firat save, a preview appears on this acreen, 90 you
can figure out where Arkhan ia. To save the game,
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presd Enter (or click the Save icon). To exit without
saving, press Eac (or click the Dark Earth icon).

Save icon
presd Enter (or click here) to save the selected game
and return to the game in progresa.

Dark Earth icon
Press Eoc (or click here) to exit without saving.

Load
F3

Use thia option to resume a saved game. Preas 3 for
direct accedd.

Although you can only save a maximum of nine
gamea at the same time, you can save a given game
as often as Arkhan finds a Rabal. Therefore, the
bigheat numbered alot on the Load acreen i the last
game gaved.

Preds the cursor keys to select a game. A preview
appears on-ocreen, 90 you can figure out which game
1tig. Press Enter (or click the Load icon) to load that
game. Erom this acreen, you can press Eac (or click the
Dark Earth icon) to go to the main menu without
loabing a saved game.




Preview

Load icon Return To
Main Menu

Preview
preview the selected saved game to see where Arkhan

is.1f it the deaired game, preasa Enter (or click the
Load icon). To preview another saved game, preas
cursor keya (or click) to select another numbered alot.

Game Slota

Select a numbered alot to resume a saved game. The

higheat numbered alot is the last game saved. Presa
 the curaor keya (or click) to select a game alot. A

preview appears on-acreen, 90 YOu can figure out

which game itis. Press Enter (or click the Load icon)

to load that game.

Load icon
Preasa Enter (or click here) to load the selected saved
game into memory and return to the game or the

Main Menu.

park Earth icon
preas Bac (or click bere) to go back to the game or the
Main Menu without loading a saved game.

Character Settings
F4 '

- wse this option to set Combat level and character
ahadowing details. Press F 4 for direct access.

Combat Level (left side of screen)

Press <— or — to toggle the Combat level between
Normal or Automated (the icon on the left of the
acreen is [it for Automated and dimmed for Normal).
During a game, presa C to turn combat on and off. In
Normal mode (default), you direct the fight. 1n
Automated mode, hold Ctrl to let Arkhan fight
automatically.

Shadowing (right side of acreen)
There are four shadowing optiona. The default, Auto,

-~ deta optimal character dbaaowing for your ayatem. if

your ayatem allows, set detail level T (moat realiatic).

Ifdbabdwing seema to slow play, reduce thia feature to
(realiatic), 111 (simplified), or Auto.

Preas Eoc (or click the Dark Earth icon) to go to the
Main Menu.
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Combat Level Arkban

Return To
Main Menu

Arkban
showa the figure ofArkf;an. Notice how his shadow
changea, as you select Auto, 1,11, or I1L.

Note: Arkhan's appearance cbangea during the game.

Character Shadow Level 11
Manually set the simplified level of character
dbaaowing. Presd T or 1 and Enter (or click here) to

activate thia.

Character Shadow Level 11

Depending on your syatem, manually set thias realistic
level of character shadowing. Preas T or L and Enter
(or click bere) to activate this. If this level seema to
cauae speed problema, re-open this acreen and revet it

to Auto.

character shadow Level 1

Depending on your ayatem, manually set the moat
realiatic level of character shadowing. Press T or L
and Enter (or click here) to activate thia. 1f thia level
geena to cause speed problema, reopen this screen and
reset it to Auto. L

Dark Earth icon

Presa Bac (or click here) to go back to the game or the

Main Menu.

Souno
F§

If you have a sound card, uae this acreen to aet Sound
optiony. Presa F5 for direct acceas.

Preay the cursor keya (or click) to select an icon. Press
Enter (or click) to toggle optiona on and off. To set
Mugic and Sound Effects volume, press < or — (or
click and drag). Turn Dialog Text and Voices on or
off. Alao uae this option to adjuat stereo sound
(reverses dpeaker output). Presa Eoc to return to tf)e
Main Menu.

Note: You can’t turn both voices and dialog text OFF
at the same time.
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Voiced

Stereo Return To
Output Main Menu

Stereo output
Adjuata stereo dpeaker output for your PC. Pread Tor

L to select thia icon then preas Enter (or click here) to
reverae atereo sound from apeaker to apeaker.

Voiced

Press 1 or 4 to select this icon, then press Enter (or
click bere) to turn the dialog on and off. When this is
0M, YOU can hear .-Jpoken dialog during the game.

Omn-gcreen Text

Press T or 4 to select this icon, then press Enter (or
click here) to turn dialog text on and off. When thia is
on, you can read on-screen text that matchea the
apoken dialog.

sound Effects

click or preas T or L and Enter to select thia icon.
press < or — (or click and drag the scroll bar) to
increase or decrease Sound Effects volume. You can
also turn Sound Effecta off by moving the acroll bar
all the way to the left. ~

Muaic

click or press T or L and Enter to select thia icon.
Preas < or — (or click and drag the scroll bar) to
increase or decrease the Muaic volume. You can also
turn Music off by moving the acroll bar all the way to

the left.

Dark Earth icon
Press Eac (or click bere) to go to the Main Menn.

Cut Scened
F6

Replay cut scenes viewed in the game so far. Press F6
for direct access.

Preaa the cursor keya (or click arrows) to preview cut
acenes and find the one you want to see again. A
number on the lower right corner of the screen
indicates whether the cut acene is on CD1,CD2, or
both. When you find the selection you want, press
Enter. The animation plays on the full screen. Preaa
the numeric keypad plua (+) or minua (-) to change
the size of the on-acreen animation. Press the numeric




keypad slash (/) to view cut acenea in high definition
format; presa the numeric keypad asteriok (*) to
awitch back to full screen. Preas Eac to return to the
Main Menu.

While viewing, if you want to interrupt a Cut Scene,
presa Eac.

Preview

Preview the selected cut acene and vee a otill of it. 1f it
the cut acene you want, press Enter. To preview
another cut acene, press T or L (or click the acroll
arrows) then press Enter. A number on the lower rigbl
corner of the acreen indicates whether the cut acene is
on CD1,CD2, or both. The cut acene plays on the full
acreen. Preas the numeric keypad plua (+) or minu

(-) to change the size of the on-screen animation.
Press the numeric keypad alash (/) to view cut acenes
in high definition format; press the numeric keypad
asteriok (*) to awitch back to full acreen.

scroll [iat
Enter. To finb the cut acene you want, preas Torl
(or click the acroll arrows) then preas enter.

Dark Earth icon
Preaa Eac (or click bere) to go to the Main Menu.

Dialog Text
F7

Review game dialog text so far for cluea. This option
(m!y worky after Jome bia’og takes p!ace. Prean F7 for
direct accesy.

To see all text for every character, press Home. To
gelect text for a particufar cf)aractcr, preds €— and —
until that pemon'a picture and name appear, then
press Enter (or click). The last dialog with that person
appears in the middle of the liat with previous and
next dialoga before and after it. This belpa put the
phraae in context. Whether selecting one peraon or
everyone, press Tamd ! to find the dialog text you
want. Press Eac to return to the Main Menu.

scroll Left scroll Up

i scroll
Right

scroll Down Return To
Main Menu
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scroll up
Preas T (or click here) to find the dialog text you want.

scroll down
Preas L (o click here) to find the dialog text you

want.

scroll right

Press — (or click here) to fr'nb the picture and name
of a person. Then preas T and L to find the dialog
text you want.

scroll feft

Press «— (or click here) to find the picture and name
of a person. Then press T and 1 to find the dialog
text you want.

Dark Earth icon
Preaa Eac (or click here) to return to the Main Menu.
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And then there waa o light...
“... Thia is Troy McLurr for CNM World News. At
the minute 1'm in Louisville, Arizona, right in the
middle of a high-risk area. The latest from the
acientiata ia that the whole country will be bombarded
by meteoritea if - God forbid - Operation Guardian
Angefd proves unaucceadfu’.Tbe atmoapf;ere bere i
tense. People are conatantly acanning the okies,
waiting for the firat sign of the comet that is being
called by some “The Black Moon’ and by others “The
wrath of God'. Many have already made their
decigion and fled to what they think are less exposed
areaa...

On December 6th, 205 4, Professor Erataux of the
Inatitute of Stellar Studies, located high up in the
French Pyrenees, spotted a massive ‘unknown’
celeatial body appear during a routine acan of the
okies. 1t was a comet which had previously been
maaked by the Sun and was now heading towarda the
heart of our solar system. The Professor quickly
informed colleagues from around the world of his
digcovery.

On December 8th, twelve of the worlds greateat
agtronomera held a hastily-convened meeting in New
York to compare their calculations and voice their
concerna about the path of comet Erataux. Their
computera soon confirmed what the astronomers
already suapected: the comet would pasa leas than
40,000 kilometrea away fmm Earth on December

4 2370. At that diatance, it seented inevitable that
~ pieced of the comet would be drawn to Earth. A
i particu‘arb} unwelcome Christmaa present!

On December 10th, heads of state of over thirty
nationa made their way to Geneva for a top secret
meeting. The only information leaked to the worlo’s

- preas auggested that they were looking at a new plan
~ to maintain world peace.

On December 12th, Operation ‘Guardian Angels'
went live. The plan waa to equip thirteen apace
atationa and satellites in orbit around the Earth with
long-range nuclear weapona. These ‘Guardiana’ were
to deatroy or divert any debria reaulting from the
pasaage afcomet Erataux. Space ahuttles packeb with
weapona and the techniciana to inatall them were sent
up to the apace atations. Each 'Guardian Angel’ was
to be equipped with ten mega blast Thunderatrike
atratoapheric nuclear misoiles. n order to calm public
fears, an official communiqué waa then released,
describing the misaiona a acientific or routine
maintenance.

But on December 15th, The World Timea leaked the
truth about Operation Guardian Angels and the
potential dangers of the comet skimming by so close
to Earth. Then the world’s media machine ﬂaabeb the
atory and provoked an unprecedented wave of panic.
The crime rate soared, auicidea increased and people
flocked to churches, moaques, synagogues and temples
of every kind.
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Forced to aknowledge the danger, heads of atate did all
in their power to reasaure their own people and
quieten fears, asauring them that the Guardian
Angels plan would be a complete success. 1n some
countries, however, martial [aw was declared in order
to maintain a semblance of calm. The people of the
world were left to acan the akies with terror-stricken
eyed.

The firat meteors appeared on December 20th,
automatically triggering the launch of thirteen
migailea. Unfortunately, the haste with which some of
the defence syatema had been inatalled cansed serious
malfunctiona. One of the misailes exploded on launch,
completely deatroying the Chinese Kwan I1 apace
atation, while several others veered wildly off course.
So, deapite all mankind’s efforts, the ‘sona of the Black
Moon’ hurtled towarda Earth, destroying the misailes
that flew into ita path like motha into a flame.

Once it was known that the Guardian Angels could
not avert disaster, panic gripped the peoplea of the
Earth.

several fragmenta of the comet, the largest measuring
over four kilometrea acroaa, crashed down onto the
planet, carving out enormous craters, devastating the
landacape and igniting gigantic fireatorma.Colosaal
clouda of black duat shot up into the atmoaphere. The
air became chokingly hot and dry. Milliona of people
perished and millions more met the same fate in the
weeka that followed. For the survivors, a new age of

chaos and desolation had juat begun, the age of Dark
Earth.

Climate

“...1made my way slowly over the glutinous mud,
head hunched down, my dogakin cloak pulled up
around my neck to protect my throat from the duat-
[aden wind. 1 kept my eyes fixed to the ground for fear
of falling into one of those deep mud-ice ravines. But
even 90, I tried to walk faster. With only a few hours
remaining before total darkness, 1 had to hurry back
to the Stallite if 1 wanted to have the slightest chance
of seeing the light of the Sun God ever again..."

The cataclyom caused dramatic changes in the Earth’s
climate. Besides the total destruction aftbe [anda
around the impact zoney, the fires cansed by burning
debris and the giant tidal waves, changed some things
for ever. The Black shroud, the cloud of duat that now
bung in the sky, made the Earth a cold, dark world.
Away from the shafts of light, the temperature rarely
rose above 10°C in the equatorial regions and could
fall as low as -40°C at night in the former temperate
zonea. Storma of black hailstones regularly beat down
on the caravans of nomads who brave the roada from
stallite to Stallite. The rain is also black and
gometimea acidic, 90 expoaure to it is kept to a
minimum. Deprived of light, moat planta could no
longer photoaynthesize, condemning many
herbivorous apecies to death and reducing the amount

of oxygen in the air. The ground is now covered by




powdery, grey Oust; dust storma are frequent and
auffocation is the fate for those careless enough to get
caught in one.

One of the moat fearsome dangera are the depoaita of a
myaterious bubbling, pulsating dark subatance in the
desert regiona. Tt i 9aid that a fate worse than death
awaita any who touch this subatance...

After the cataclysm, many dormant volcanoes
became active once more, and from time to time blow
out wreaths of amoke, clouds of ash and rivers of
lava. Worse otill, several nuclear power stations and
waate proceasing planta were deatroyed in the
disaster, inundating vast swathes of land with
radioactive duat. Theae regions and those with atrong
concentration of the atrange dark subatance, have
been christened “Deadlands” by the inhabitants of
Dark Eartb.

The Flora and Fauna of Dark
Eartb

“... The dog lay silently in wait, , hidden among the
clumpa of grey-topped fungi. Now and again, a bird
landed on one of the big mushrooma, tearing off a few
rubbery piecea before flying away. The dog did not
budge. He knew he had no chance of reaching them
before they flew off. After a short time, however, its
eye waa caught by another movement in among the
aparse vegetation: a fleeting glimpae of tawny-grey
fur, acuttling between two amall, blackish plants. His

nose began to twitch, hia muacles tensed under the
black hair of his lega. He waited a few more seconds,
then sprang. His victim, a fat, furry rat, had no time
to react. With a anap of the jawa the dog broke the
rat's neck before guzzling the creature down whole. A
meal, but not enough. He raised his head and aniffed
before aettling down patiently to await his next prey.
He had not done
badly today, all
thinga congidered,
but no doubt
tomorrow he
would have to
find a new
place...”

The cataclysm had dramatic consequences for all the
Earth’s flora and fauna. The fires and floods
devaatated certain regions of the world beyond hope of
recovery. But the greateat damage to plant [ife was
done by the cloud of residual dust that prevented
p[)otoayntf)edia.On[y tbe hardieat pfant apecied
aurvived; algae, lichens and fungi, now became the
main sourcea of food for humana and animals. The
only remaining chlorophyll plants were those that
could aurvive with little light and were dark in colour
adding to the ainister air of desolation in the wild
Darklanda. A few Stallites built greenhouses where a
few plants and flowers grew in their original form. on
Dark Earth, the gift of a rose is a rare event, reserved
for the privileged few.




Aa may be expected, the lack of vegetation wreaked
havoc in the food chain. Every animal, suffered
terribly in the wake of the cataclysm. The large
herbivores, such as horses, cattle, and elephants, were
the firat to die, in their tena of milliona. Due to the
ahortage of prey, carnivores also died in great
numbera. Omnivores were perhapa the ones who
fared beat, but otill many of them died of hunger, cold,
or disease. Many animala, such as birda, monkeys,
apes and rodents, also died because the bushes and
treea in which they lived were deatroyed.

While some insects had an easy time living on wilting
and rotting vegetation, the feast 0id not laat long.
However, thanka to their incredible ability to adapt,
ingects and arachnida quickly evolved with the new
climate. Moot of them now [ived deep underground.
The onea seen moat often in the citiea were anta,
apiders, and scorpions and certain mutant apeciea are
widely feared because of their deadly poison. In the
firat fen years after the cataclysm, birda were able to
aurvive in the atale air because of the proliferation of
ingects, but with no treea to perch in and no
landmarks for migration, they were forced to change
their way of life. Now, moat of them live around the
stallitea and settle on the buildings. Humana leave
them alone, aince birda have been made sacred by the
cult of the Great Solaar. Travellers who look at a Well
of sacred Light from afar often see hundreds of birda
flying endlesaly round and round, as if trying to reach
the Sun God.

Moot animals have reverted to the wild and are ruled
by their inatincta. However, there are atill some
domeaticated or half-tame doga in the Stallites. Now
and again, people will have a pet anake or even a cat.
some Stallites are famouas for the tame bears owned by
the Guardiana of Fire.

The People

“..1am Ruel, Guardian of Fire in the Stallite
Dobymion. With ten other men, T guard the North
Gate. 1 have not been a Guardian for long. They
gave me this job when Hulvar Regtorn did not return
from an expedition into the Darklands. But they say 1
am doing well. True enough, there i no-one quicker
than 1 am at lighting the lamppolea that blaze around
the city walls. While 1 was on my rounda yesterday, a
amall group of nomada arrived at the gate. 1 could see
on their faces that their journey had been hard and
that they were relieved to have reached the safety of
the stallite Dohymion. Their eyes rejoiced with the
pleasure of light, their skin with the pleasure of
warmth, their moutha with the pleasure of laughter.

There and then, T understood
how much more agreable my
life waa than theirs. 1 lifted my
eyea in ailent prayer to the Sun
God, asking him to keep

aending ua light and warmth

againat the darknesa...”




Phyaical Appearance

Tbe men and women of Dark Eartb are maddp of
medinm f;eigf)t and fair!y atocky. Their akin ia fair
(even the akin of African people is now markedly
lighter) and their eyes are pale. Moot people can see in
the dark, at [east to some degree and have De‘uefopeb
atrong resistance to cold and toxing. Their muacles
are fine and firm and, though they eat little, their
bodiea atore the fat to protect them from the cold. For
the same reason, they are also hairier than their
ancestors.

Their clothing ia of varying type and origin, but
rarely in good condition - life i hard and materials are
in much shorter supply than in earlier days. Animal
aking and furs are used, as are old, very hard-wearing
fabrica left over from Before, wool, cotton and linen in
the regiona where these crops have survived. while
the Lightdwellers, the inhabitanta of the Stallites, can
wear fairly light clothing, those who venture out into
the Darklands, especially the nomad Wanderers, are
awathed from head to foot in the atrongeat, warmest
clothing poaaible. The Wanderera often wear
rudimentary aunglassea to protect their eye from the
light, particularly after a prolonged period spent in
the Darklanda.

Political and Social Organization

Moat of the deacendants of the survivoras have
gathered for protection in the Stallitea where they
have built fortified campa, sometimes on the ruina of
old cities. They are known as Lightdwellers. The

othera, called the Wanderers, have chosen - or been
forced - to take to the road, travelling from stallite to
stallite in search of trade goods, ancient treasures, or
aimply somewhere to live. Moat of them will find only
aviolent death at the end of a difficult life. Although
the Ligbm wellera are often wary of the Wanderers
(s0me oftbem are banished criminals and others have
returned from their journeys unnervingly changed)
they need them for their aupplies of building materials
and other commodities. And admittedly, many
Lightdwellers admire the Wanderera for their courage
and adventurous apirit.

Organization of
the stallites
Tf)ougb the stallites are
very different, they are
organized in the same
generaf way.'l‘f)e
stallites are aurrounded
by a protective wall, a

wooden fence, or a atone
wall, deaigned to protect the city from intruders or
wild beasts from the Darklando. Besidea their phyaical
defences, the Stallites also enjoy the protection of the
Mypatic Guardiana. Moat of them are otill buried in the
ground, but some have been partially or completely
unearthed. The Sunaeers have declared Myatic
Guardiana to be aacred objecta and it is forbidden for
anyone apart from Sumnaeers to toucfj tbem.




1n the middle of the Stallite stands the Great Temple,
uaually the nerve centre of a City of Light. The Great
Temple is generally the largeat and moat impressive
building. while the structure and shape of the
Temples vary from city to city, all of them are
brightly lit. During the day, a ray of light from the
aky croases the centre of the Temple. The faithful
proatrate themaelve before the Rabal, the symbol of
the Sun, auspended in the light.The Company of the
Guardiany of Fire,a masaive, squat building, is
usually not far from the Great Temple, generally next
to a well. Other, smaller companiea are situated along
the ramparta. The rest of the buildings and housea are
arranged differently from stallite to stallite, with
fielda and orcharda generally situated around the edge
of the city.

Cagtes and Professions
The population of the stallites is generally divided
into five distinct castes or groupa. Aa religion has

taken a dominant place in human civilization, the
stallites are governed by prieats, the Sunaeers,
agsaiated by their strongmen, the Guardians of Fire.
Next in order cone the Builders and the Providers,
easential people who account for juat over half the
population. The Scavengera are the rabble of the
Lightowellera.

Tbe Sunaeers

The Sunseers are the prieata of the
Sun God or Great Solaar, Their
prayers and offerings are given up
90 that Great Solaar will continue
to amile on the citiea of light. They
aloo teach the Lightowellers to

worahip the Sun God and enaure
that everyone takes part in the ceremonies a befits
their station. They are also the guardiana of acience
and knowledge. They provide medical care and teach
reading and writing. Their clothing, which may vary
from one stallite to another, is alwaya light-coloured.
1t attracta light and reflecta it back, illuminating the
gouls around it. Even more than the reat of the
population, the Sunaseers love quartz and cryotals,
uaing them as jewellery. The Council of the Seven,
presided over by the Great Proneur, rulea the stallite.
It organizes food distribution, collection and cleaning
expeditiona outside the city walls and, when
neceasary, sits in judgment of the crimes committed
within the Stallite. The Sunseera have abaolute power
inaide the Stallite. The population accepta the fact
(though not alwaya gracefully) insofar aa the Sunseers
are the guarantors of light and there ia nothing worae
than the shadows of the Darklanda.




The Guardians ofPfre
The Guardiana of Fire are the
“right hand” of the Sunaeera.
They are atrong, practical
men, used to being out and
abaut, whereas the Sunaeers
rarely leave the neighbourhood
of the Great Temple. They are

" The Builders

~ and craftamen of the stallite.

" are sound, and make furniture

in charge of security inside the
stallite and of keeping watch over the perimeter to
enaure that no intrudera can get in. At night, it is their
task to keep the huge torches burning that light up the
city, on the ramparts and in the moat thickly

populated areas. They light the huge braziers around
which the people of the poor districts gather to seek

warmth; they also supply torchea and fuels to those in
need. A apecialiat branch of the Guardiana of Fire, the
Oilmen, preaa certain typea of planta to extract a
thick oil which makes excellent fuef. For inatance, a
bowl of roueg oil (from a black plant that is also naed
to make fabric) will burn for several houra.The
Guardiana of Fire are also in charge of the Faraba, a
ayatem of mirrors set atop the higheat buildings and
which can send a powerful ray of light aweeping
across any part of the Stallite and can also be used to
signal to Wanderers heading for the city from the
Darklands. Some of the moat highly-placed
Guardiany of Fire otill know how to use and repair
electrical circuita. Others try to invent new waya of
producing light and making it laat. If thereis a fire,
the Guardiana also act as firefighters.

The buildera are the workers
Tf;ey conatruct and maintain
all the buildinga in the city,

make aure that the city walls

and tools for the Lightdwellera.

The miners working in the salt,
coal, and mineral minea are also Builders. They are
tough men, used to danger and death becauae they
often work in the Darklanda. The Sunaeera centralize
and diatribute the fruita of the [abour of the Buildera.
Builders are obviously given some of the niceat
housing and will have the beat poaaible furniture and
household gooda.

The Providers

The Providers are the farmera
and hunters of Dark Earth.
They have the difficult but
vital task of tending the few
fielda and orcharda within the
walls of the stallite, raising
cattle, finding game or even

recovering food from Before
(can, freeze-Dried foodatuffs) out of the ruina all
around. The Sunaeers demand a contribution from
each of the Providera, which is then rediatributed to
the reat of the population. The Providera can then do
what they like with what i left.




Tbe Scavengerys

The Scavengers form the
majority of the poor
popu’atian ofd)e stallites.
some of them are simply too
old or too young to be part of
another caste. Others are
incapable, or unwilling, to

puraue any productive

activity.The Scavengera manage to survive by
aifting through garbage or scouring abandoned or
ruined places to find anything they can use to barter
for food, a warm place or a little light. some
Scavengers live by thieving, even though they will
pay a high price if caught (being banished from the
stallite by the Sunaeera ia almoat the same aa a death
sentence). Othera risk volunteering for exploration
expeditiona organized by the Sunaeers, which venture
out of the Stallite and are sometimea gone for weeka.

Religion

The cult ﬂftbe Sun God, Great So{aar, or Father of
Light, i the central pillar of human society on Dark
Earth. The only remaining ialands of civilization all
atand on sacred vitea protected by the Sun God. n
each of the stallites, the Sunaeerys, the prieats of the
Sun God, have complete control over the livea of all
the inhabitants. The Sunaeers’ creed is simple: the sun
God protects Mankind againat the Darknesa. He is
the fount of all [ife, to be feared and reapected. The Sun

God i conaidered to be an almighty being who sees
everything that men do. He bringa light and life to
those who worship him, while those who offend him
and his servanta will be conaumed by fire.

1t i 9aid that when men have cleansed and purified
their aouls (and the Earth), the Sun God will aend his
children to rid the world ﬂftf;e Black shroud.
Darkneas will be baniahed for ever more and the
whole planet will be bathed in life-giving light. The
aymbol of the Sun God ia a white circle from which
descend three vertical banda, like raya of sunlight. The
aymbol i to be aeen in various forma on all religions
objecta. The Sunaeers shave their heada and paint
them with the sacred aymbol, the central band
reaching down to the chin, and two [inea either side
down to the cheek bone. This is to show that the Sun
God ia maater of their thoughta, sees through their
eyea and apeaks through their moutha. Becauae of
their closeneas to the Sun God, to whom they have
devoted their lives, the Sunaeers are congidered to be
holy and are revered by the other inhabitants of the
stallite. They regulate the lives of the Lightowellers,
diatribute food and gooda and deliver juatice. Juat one
word from a Sunaeer ia enough for a man convicted of
a crime to be banished to the Darklanda with his
entire family. This punishment, more often than not,
meana a death sentence.

The Wanderera are less religions than the
Lightowellers. Nevertheless, moot of them would atill




say that they believed in the Sun God. How else can
vou explain theae great wells of daylight that pierce
the Black Shroud? Many banda of Wanderers have a
Myatic amongat them to help suatain the faith of his
companiona. And, whatever lbey may aecretly Lbink,
the Wanderera need contact with the Sunseers too
much ever to go againat them.

Changing Timea, Changing Ways
Owing to the harsh living conditiona after the
cataclysm, Mankind’s mores, mannera and principles
have changed conaiderably. Deprived of the comforts
and safety of technology, inatinct quickly took over.
Only the hardiest were able to survive the
catastrophes, the diseases, the scarcity of oxygen and
the food shortagea. In thia wild, savage, unforgiving
environment, men became hardened. If need be, they
can be merciless. But they have also learned to
appreciate the benefita of togetherneas and the value

of’)uman [ife.

Communal Life

A golitary existence is a precarious thing on Dark
Earth. Men a00n came to underatand that, in order to
aurvive, they had to abare their knowledge and akills
and live together to be able to aubaist and defend
themaelves. Even the most unsociable Wanderers
travel in small banda. The only exceptiona are the
lone huntera; a few myatica who have taken a vow of
solitude and those who have been stricken with
contagioua diseases and head offafone to die in the

Darklanda... Alone, that ia, unleas they find the
mythical Clan of the Damned: a group of nomads
whoae member, according to legend, are all diseased,
disabled, deformed, incurable, or crippled.

Life in the
stallites

Each stallite ia different.
some were built on open
land, othera on the ruing

The Sunseers, Guardiana
of Fire, Builders, and
Providers often have

a0lid atone housea. The \
scavengers, however, live in abandoned buildings,
shacka, or old underground shelters. The Wanderera
live in thick tenta that look a [ittle like Indian tepees;
setting them up at every stop if they have not
managed to find a aafer, or more comformbfe, refuge.

Food

The diet of the people of Dark Earth is considerably
different to that of Before. The ataple ia the big
muahroom that grows almoat everywhere around the
stallites and in the Darklands. Soupa and atews are
also made from roots and the more palatable planta.
For meat, rats, mice, snakes and some of the larger
ingects will uffice. Apart from the few cattle and pig
bred by the Providers, hunters sometimea bring back




wild boar, beara, doga, or some other wild animal. This
type of meat is rare and is reserved for apecial
occasions - or for the moat influential people. The
Providers who tend the land are able to grow various
fruits and vegetablea, though these cannot be
compared to those available Before. Unfortunatefy,
there are never enough to go round, which meana that
only a privileged few ever get to taste them. To drink,
there ia water from the aprings and wells, filtered
through fine-meah sieves. The water is often polluted,
but the inhabitants of Dark Earth have becomne
resiatant to it over the years. Some Providers distill a
atrong alcohol from muahrooma and a few people are
[ucky enough to taste ancient drinka, dug up from the
ruing of the cities of Before.

Conjugal Life

Given the short life expectancy - people rarely live
beyond the age of 50 - and the high infant mortality
rate, couples form at a very young age, around 15 or
16. Polygamy is thought to be quite natural and is
encouraged by religion in some Stallites. Women, who
are often juat as hard-boiled as men, are paid great
reapect, and their maternal role is conaidered all-
important. While they are unlikely to tremble with
fear when faced with a band of marauders or an angry
bear, moat women are atruck with terror at the
thought of being oterile. On Dark Barth, aterility is a
aource of shame and a loas of social atanding. The
birth of a child is always greeted with pride and is an
occasion for great rejoicing.

childhood

Up to the age of three, children are pampered and
protected as much as poaaible from the rigours of the
climate. T[)e_\j are tf;e future of tbe buman race and
adulta will do allin their power to help them. Deapite
that fact, infant mortality remaina high.:

A child officially reaches majority at 12. A religious
ceremony is held, which places the child under the
protection of Great Solaar and makea him either a full
citizen of the Stallite or an active member of the clan;
depending on whether he ia a Lightdweller or a
Wanderer. Once adult, the child muat do his share to
keep bia family alive and become part of the social
group to which he befonga.

Deatl

When a man dies, custom dictates that hia body be
burned so that hia soul can go to join the Sun God.
Leaving the body of an enemy to rot in the open air
or, worae otill, to bury it, ia the aurest way to condemn
bia soul to perdition. 1f the cremated man was
righteous, hia soul will rise to join the Sun God. 1f he
waa a heretic, hia soul muat roam the Darklanda for
ever. If he has ainned but has repented, he will have a
chance to reach the sun by being reincarnated as a
bird. For that reason, birda are considered to be sacred
and inviolable animals. To harm a bird, or eat it
flealy, is a mortal ain; a crime againat the Sun God.
However, the Wanderera (and starving Lightdwellers)
rarely keep this commandment, to the great horror of
the pioua.




Education

The only school on Dark Earth i the achool of [ife.
Howeuer, those who can read and write are greatly
reapected, as are those who atill retain scraps of the
culture of the daya Before. In the Stallites, and to a
lesser extent in the Wanderer clana, there are often
people who are prepared to teach children and other
adulta in exchange for food and lodging. The
Sunaeers, the guardiana of knowledge, also teach
reading and writing, but devote moat of their time to
the future members of their own order.

Art

Given the
inhospitable
conditiona of life on
Dark Eartb, Art baa
become a secondary
congideration, but it

can atill be found in the work of some craftamen, auch
aa goldamitha and metalworkers. Mot of the metal

used has been recovered from the ruing of the citiea of
Before, and i worked on anvils or with blowlampa.
Another plentiful material is bone. Animal or, more
rarely, human akeletona are used to make jewellery,
amall decorative or useful objecta.

Mudic haa also survived the cataclysm. There are
flutes, harpa or, much leas frequently, musical
ingtrumenta from Before that have miraculously

aurvived. The songa tell stories of the golden age of
Before or Lbe adventures afDark Eartf) f}eroed. Horna
are uged to sound the alert, a their powerful notes

carry far.

Crafts

some of the
moat widely
respected
Buildera are the
glasamakera.
Tf)ey work
almoat exclusively on religions artefacts for the
Sunaeera auch as glass tables, windowa and sun
aymbols. Given the amount of fuel and energy
required to produce glasoware, the glasomakers’
creationa are very highly valued. Cryatal is also very
highly prized by the inbabitanta of Dark Earth.
According to popular belief, cryatals and quartz are
the tear ahed by the Sun God when the cataclyam
occurred. Wood being rare, carpenters and cabinet
makera have been replaced by metalworkers and
welders. Tn moat Stallites, metal ia widely nsed. 1t is
the moat resistant material and the one that suffers
the least deterioration. Chromed and polished metal
are wonderful for catching and reflecting the light of
the Sun God. The techniquea of working with atone
are a mixture of knowledge from Before and
experience gleaned since the cataclysm. There are also
bone aculptora who mainly produce small artefacts




auch aa jewellery, knives, cupas and 90 on.The craft of
weaving also survived the cataclyom, but the
materiala are different from those used Before. Animal
fibrea are rare; the fleece of domeatic and wild sheep
are generally used to make blankets or for collars and
coata. Vegetable fibrea are the oneas moat freely
available. A tough, stringy plant called roueg is used
to make hard-wearing but terribly rough clothes.

Tecbnology
A[Lbougb Jome
hyper-
sophisticated
equipment
aurvived the
cataclyam, the
level of tecbnofogy

of Dark Eartb baa
fa”en extremefy [ow. Tbe dJecrets of bow to operate Lbe
moat complicated machines and devices were loat in
one or two generationy after the disaater, the
aurvivors being too buay clinging on to life to bother
about ‘wseless’ akills. At present, only a few people atill
underatand electricity and know how to maintain or
repair simple machinea. n Stallites all around the
world, there are atill a few inquisitive soula who seek
to underatand and use the almoat magical technology
of Before; auch aa electricity or the internal
combuation engine.

Deapite the presence of these relica of Before, daily life

has reverted to the Middle Agea. Fire i used for
heating, lighting and cooking. Clothes are made from
vegetable and animal fibres, tanned aking and
salvaged materials (non-degradable plaatic, metals).

Power ia supplied by natural energy: wind engines,
paddle wheels, steam engines etc. Coal and mineral
minea have been reopened and the work is often
difficult and dangerous, but the energy that they
provide is extremely precious.

Moat of the vebicles are drawn by animals - tamed
bears, dogs, oxen - but some ingenious inventora
have developed wind-powered vehicles which
sometimed work very well.

Trade and Barter

Own Dark Earth, money doea not exiat, except in
certain Stallites that have their own coinage, Trade is
based on barter. All material gooda are traded in this
way: food, fuel, lighting, clothing, weapons... The
objecta with the greateat value are durable sources of
light left over from Before: portable generators,
electric lampy, oil lampa, etc. But theae are often in the
handa of the Sunaeera. Firearma are also highly-
prized, as is ammunition. Next in value are clothes,
manufactured weapons (daggers, swords, crosabows),
game and drinking water, foodatuffs from Before and
everyday objects.




given to all the [ands that

lie outaide the stallites,

beyond the ramparts and

the perimeter of the Well of &%

Sacred Light. 98% of the '

Darklands are uninhabiteb,

as life there is extremely

haro. On’y the hardieat of

wild beasts roam ita desert waatea. But these landa are
also haunted by the creatures, more dangerous than
tbe moat savage of beaaw. Tbe Wanberera, tbe men
who travel the Darklands, linking one Stallite to the
next, always have many terrifging talea to tell about
the denizena of the ‘land of shadows’ that they have
met or fought againat. According to some of them,
there are black fortresses in the Darklanda, built and
inhabited by extremely aggressive and violent men.

The Monasteries
Creatures are not the only population of the
Darklanda. Human refugea, called Monagteries, are

tiny glimmera of hope in the darkness. These are
amall citadels, protected by strong defences (moats,
ramparta, spikes, double gates) and armed men. In
these Monaateries, communities of Sunseera are
sometimes to be found, coming to the aid of travellera
aeeking danctuary. A number omemdteried are ued
a bases for expeditiona to destroy the creatures and

Shankreaturea. Also in the Darklando are buildings
occupied by minera, in areas where the mines are too
far from their home Stallite, and prison campa where
life ia particularly difficult.

Darkness and Lig bt

on Dark Earth, life follows the rhythm of alternating
darkness and light. The inhabitants of Dark Earth
have myatical explanationa for the cycle of day and
night and other cosmic phenomena. For them, day
following night, night following day is the
materialization of the never-ending atruggle between
the Sun God and the forces of Darkness. Each m'gbt,
many people believe that dawn will never come. But
each day), the victorious aun reappears, and with it the
life-giving light.

Inhabitant of Dark Earth see aunlight as a gift from
their god. 1ts myatical character ia reinforced by the
violent winda that blow each day aa the air warma up.
The atara that can be seen at night through the holea
in the Black Shroud are the distant flashes of battle
between the Sun and Darknesa. The Moon, which is
only seen occasionally, is conaidered to be the
messenger of the Sun God and aight of it is deemed to
be a good portent for the stallite over which it
floats.When the first glimmera of light appear in the
black dome of the sky, prayers are said to thank the
Sun God for bringing light and heat back to hia




people. And aa night falls, all kneel before the symbol
of the Sun God to ask his forgiveneaa for their sing and
the return of day after night. The heat-stroke,
aunatroke and loaa of vision that beset the Wanderers
who are not used to the light of the Stallites are
interpreted as myatical signa. That ia how the Sun
God teats the Wanderers who dare to atep into his
sacred light. Those who are able to protect themaelves
from the effecta of aunlight are accepted by the
Sunaeera are then allowed to become Lightowellera.

Technical Asgiatance

1f you experience difficulties with the game, you may
need some help from ua. Aa we receive many calls
every day, we can deal with your enquiry more
efficiently if you have the following information
available:

1. The correct name of[f]e game
2. The type of computer and apecifications you are
running it on
Your Windowa, version
How much memory you have
The exact error mesaage reported (if any)
The version # of the game
The size of your Windows awap file
The name of any alternative Windows front ends
. Version of DirectX drivers
10. Total RAM inatalled in your computer

MSD Report
Occasionally, MicroProse Customer Services may
requeat an MSD report from you. MSD ia a diagnoatic

program that can help establish the canse of moat
compatibility problema on your PC while attempting
to run our gamea. This program is supplied with all
versions of DOS and Windows®, however Windows®
95 users will first need to copy the program from the
Windows® CD to the hard drive with the following
command:

copy d:\other\mad\mad.exe c:\windows\command




To generate your MSD report, firat exit Windows 3.x
or‘9s and place a apare formatted floppy diok in drive
A: and type:

mad /f a:report.txt

You can then print thia report or aend the disc to
MicroProge (should this be required).

Contacting Uy

Ring us on 01454 893900, Monday to Friday
between 09.00 and 17.30 hours. Have a pen and
paper handy when you call.

Faxud on 01454 894296

Alternately, you can write to Customer Services at
the addreas shown in this document.

Please Note:

1. Due to the many different hardware/software
configurations available for modern PCa, you
may otill have to talk to your computer dealer, or
hardware aupplier, in order to get our game to run
with their product.
1n the unlikely event of a software fault please
return the complete package, with your receipt, to
the place of purchase.

Should you be misging, or believe to be misving,
any part of this package, please contact the place
of purchase for the missing component.

MicroProse Cuatomer Services

United Kingdom

MicroProse, The Ridge, Chipping Sodbury,

South Glos BS17 6GBN

Telephone: +44 (0) 1454 893900
(0goo-1730 GMT/BST)

FAX: +44(0) 1454 894296

Germany
MicroProse Software Diatribution GmbH
Marktatrasse 1, 33602 Bielefeld, Germany
Telephone: +49 (o) 1805 252565

(Monday & Wednesday 1400-1700)
FAX: +49 (o) 1805 252564
France
Electronic Arts, Centre 3’ Affaires Télébase, 3 rue
Claude Chappe, 69771 St. Didier au Mont 3'Or
Cedex, Lyons

Telephone: +33 (04) 72 53 25 00
USA

MicroProse, 2490 Mariner Square Loop, Alameda,
California, 94501
Tefepbone: +1(0) 5105221164

(0900-1700 Pacific Time)

FAX: +1(0)5105220357

On-line Services

Bulletin Boards
U.K. +44 (0)1454 327083 (14,400 baud)




" Our VVWW pagea contain information on a large
~ yumber of current and upcoming MicroProae

iy

- products. Use your Web Browaer software to point to:

+44(0)1454 327084 (14,400 baup)
Germany +49 (0)5241 946484 (28,800 baud)
USA +1I (0)5105 228909 (14,400 baud)

CompuServe bttp://www.microprose.com

MicroProse-Europe  71333,314 . MicroProge Ltd.
MicroProse-Germany 74777,3326 The Ridge,

MicroProse-USA 76004,2144 '. Chipping Sodbury,
. " sk ‘ ~ south Glos
MicroProse Forum and Li rary) areas cam alyo be . BS176BN

found at Game Publishers Forum B' (GO
GAMBPUB)

Internet
E-Mail

Meagaged can be sent to the following addresa for
Jupport, questions and queries:

microprose_europe@compuserve.com (U.K.)
aupport@microproase.com (UsA)
service@microprose.de (Germany)

FTP

The MicroProse FTP site features a complete library
of the lateat updates, demos and product information.
The address is:

ftp.microprose.com

World-wide-web
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