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Valicia In Infancy

	Ages ago, at the dawn of the world, three gods were sent by Sylval to create all that would inhabit Valicia.  Vallad of the earth, Elwin of the sea and Elfos of the sky.  All three were to watch over their creation and make certain it stayed in harmony, but the twins Elfos and Elwin quickly grew bored of their creations and left Valicia in the hands of the youngest brother, Vallad.  

Vallad struggled to hold together what all three had put into place and because of the negligence of his older brothers, an irreversible mistake was brought into the world.  As Vallad tried to maintain all the creatures, his powers weakened and an evil seed was born from a flaw in his magic.  This seed germinated into a festering darkness, one that grew quietly unnoticed.  It grew in the hearts of man and beast alike, in every living plant and lingered in every shadow.  Soon the entire world was in chaos, and war was at every doorstep and doom seemed imminent.

One fateful day, as if by magic, a force of warriors appeared in the skies.  Atop golden dragons, the army of god-like warriors descended on the land, driving back the forces of evil.  Their combined power seemed as though it would be enough to turn the tide and rid the world of the evil that infested it, but alas that hope was shattered as the Dragon Warriors disappeared as mysteriously as they had arrived.

All hope was not lost.  Vallad, seeing the frailty of mankind, offered a gift of magic to them in hopes that it would protect them from any evil still left in the world.  The newfound power was at first used for good, and the civilizations of the world grew quickly and prospered.  Satisfied that the worst of the abomination had passed, Vallad separated his powers between two dragons: Seath and Guyra.  Created from parts of himself, Vallad believed his demi-god servants would be able to fulfill his will during his absence as he planned to return to Sylval to rest.  They were to govern the world in his stead…

The Dragon Wars

	Unbeknownst to Vallad, his two creations were tainted by the evil he had thought vanquished.  It did not take long for Seath and Guyra to break away from the will of Vallad and begin to plot their own rule over the world. Nearly drained of  power, Vallad was all but helpless to change that which he had created.  With the last of his remaining magic, he crafted a crystal of pure moonlight magic and laid it to rest behind the gate to Sylval on Melanat Island, awaiting the chosen one who would one day be born of the light and be able to wield its power.  With this final action, Vallad went into a slumber to await his champion.

	Meanwhile on Valicia the two dragon gods built up their armies which had begun to wage war with each other.  Each gathered a following and they were worshipped as gods and soon Vallad and his brethren were forgotten. 

Seath, the dragon of light, had deceptively lead the race of elves into believing he was the god of order and justice.  Blindly they began to worship him, creating temples in his name and crafting idols of his image.  They practiced their magical arts in temples hidden deep within the Island of Melanat.

Guyra built his army through terror and manipulation.  Finding warriors of great strength to aid him, he led a battle against the forces of Seath on Melanat where their temples stood.  For decades the war raged, involving every race on the continent.  The island became desolate as the forests were burned and the mountains leveled.  During the midst of the fighting a blue light came down from the sky and struck the island, causing an earthquake which pushed part of the island to collapse.  Within the depths of the hole, a great magical force was released, encapsulating Seath and Guyra in magic, draining them of much of their power and transporting them to a separate dimension.

With the feuding gods now dormant, the populace of Melanat scattered.  The few that stayed moved underground, deep into the core of the island near the source of the magic.  It was this great magical power that would soon attract other kingdoms to try and conquer melanat, none more so than King Harvine of the Wind and his servant, Thedeck, the Archmage of Fire.

Harvine believed that he could master all the elements of magic if he could build his castle atop the ruins of the ancient magic.  For a time he ruled over Melanat, but his abuse of the magical energy within the core of the island weakened the seal that had been placed on the dragon gods, and soon they awoke.  

With their awakening, evil creatures once again began to populate the island, their wills again combating each other.  The cycle of war would no doubt rekindle and Harvine was forced to evacuate Melanat.  The evil of the two dragons once again seethed from every corner of the continent, overtaking the forces of man yet again.  It would seem the world was doomed to repeat the fate of its demise that it had escaped so long ago.

The Champion Of Light

	When Guyra and Seath first turned on him, Vallad had used the last of his power creating the moonlight crystal that he had stored on Melanat.  With this crystal he also infused a bit of his magic into the hearts of man, so that one day a man born of light would be given to the world as the hero to slay the dragons.

	During this time of great need on Valicia, a child was born to Sword Master Houser and Zoela Forester.  With the birth of John Alfred Forester, Vallad awoke.  He watched as John grew and rejoiced that his champion had finally come.
	When John became of age, he wanted to join the army with his father, but before he was old enough, his father disappeared in the Royal Cemetery.   He wanted desperately to seek out his father and help him save those stuck in the cemetery and drive out the evil within, but the kingdom would not allow him entry.
     One night as if in a dream, John was beckoned to the Royal Cemetery by a mysterious voice.  The forest spirits themselves had called to him to put an end to the evil that grew within.  As John approached the door it opened slowly as if by magic, somehow expecting his arrival.   

	After a great battle in the depths of the catacombs, John found a sword of stone which he was instructed to bring to the Forest Dragon.  In the deepest and oldest part of the cemetery, long forgotten by men, he met the dragon and restored the power to the heroic blade.  Emerging victorious after slaying the dark wizard, he had saved the people of his kingdom and was then crowned the new king shortly after.  Everyone in the kingdom rejoiced that the evil had been driven away by their new king…all but one man.

The Balance of Light and Dark

	As with all creation, whenever one element is created, its opposite is also born into the world.  Such is the case with good and evil, light and dark.  When Vallad created the world all things were, by design, to be good.  However with his magic a taint of evil also came into the world and for every good creation, the force of evil grew as well.

	When the force of evil grew strong, Vallad attempted to balance the powers by infusing the blood of man with the magic of light, hoping that this would purify the blood line and create a champion of light to do his will.  Although this infusion would one day procure a warrior of light, it would not totally overcome the darkness that had been placed within the hearts of man ages ago, and another blood line grew away from the line of light, and grew stronger, with the power of darkness.

	Nearly ten years before the champion of light was born, another child came into the world which nearly awoke Vallad from his rest.  Named Dias, a fatherless child was born in the neighboring kingdom of Grantyki.  Outcast from their village for having a bastard, his mother raised him on the outskirts of a farming village.  There she married a farmer who adopted Dias as his own and the two had a daughter whom she named Nola.

	As Dias and Nola grew up, there farm was frequently attacked by evil creatures coming from the nearby western forest.  At a young age Dias became well versed at fighting, and taught himself how to handle many different kinds of weapons.  He became a strong fighter, and desired to prove himself better than those who forced them out of the city.

	Dias enlisted under the command of Sword Master Houser, and quickly became his most talented officer.  Dias displayed a desire for blood that concerned Houser, and he was never given the high rank that he had earned.  This made Dias very bitter against the Forester family, and especially against his son, John.

	Dias silently held his anger as he would watch Houser train his young son to use a sword.  Knowing that someday John Alfred would likely surpass his rank, he began to loathe him and his temper often resulted in him picking fights with fellow troops.  Because of this, he was stripped of his rank and became an outcast among the others.

	It was not long after that John had received the sword of light and won the favor of his kingdom.  This was the final straw, and Dias could no longer be silent.  In a rage of envy, he challenged the king to a duel, claiming that without the Moonlight Sword, he was no more than a commoner and was not fit to be king.  John Alfred accepted the challenge, and offered to duel Dias with the sword sheathed.

	They met in the royal courtyard, and the duel began early that morning.  After they battled for hours, Dias seemed to have the upper hand over the king.  As the crowd gasped in horror, Dias lowered his blade to the neck of the king, but before he could press it to his throat a blinding flash knocked Dias to the ground, the sword had awoken in its sheath and protected the king.

	When he had regained consciousness, Dias was in the royal dungeon.  Arrested for treason, he was to await his punishment rotting in the top of the highest tower of the dungeon.  Nightly he plotted his revenge, never giving up hope that he would have the chance to face John Alfred once more, on even terms.

	One night Dias awoke to a searing pain in his arms, his veins were black as midnight and he could feel a strange power awakening within him.  A deep bellowing voice called out to him, and like a ghost, he was lifted and pulled straight through the brick wall of the castles dungeon and carried down to the ground.  There he fell unconscious.

	The next morning, the words from the night before were etched in his mind.  A promise of a power great enough to best the Moonlight Sword awaited him at the heart of the Island of Melanat.  He arose from the ground and hurried home.  Enlisting the aid of his sister and closest friend Fai Fadlin, he reached a Verdite merchant ship that was setting sail that night toward the island.  They stowed away on board, carrying nothing but a few supplies and his trusty dagger.  Sailing away from the mainland, Dias unknowingly began his journey toward his dark destiny.
	
System Requirements
 
	
	Minimum Required
	Recommended

	
System OS:

Processor:

RAM:

Video:

Sound Card:

Hard Drive Space:

	
Windows 98

750Mghz Pentium III

256MB

16MB Dedicated VRAM

-

1.01GB Free
	
Windows XP or Vista

1.2Ghz Pentium 4

1GB

64MB Direct-X 9.0 compliant
Direct-X 9.0 compliant

1.01GB Free















Installation and Startup

Installing King’s Field: Dark Destiny
Insert the game disc into your CD- or DVD-ROM drive.  If you have enabled the Autorun option, the game installation will start automatically. Otherwise, double-click on the CD-ROM icon in the “My Computer” menu.  Find Autorun.exe in the list of files and folders and double-click on it to start the installation process.  Follow the on-screen dialog to complete installation.

Game Startup
Once the game is installed, there should be a King’s Field icon on your desktop.  Double click to launch the game and it will take you to the opening screen.  There are two options on the opening screen:  “NEW GAME” and “CONTINUE”.

New Game
This option begins a brand new game of King’s Field: Dark Destiny.  You will start off in the North Village, the first area of the game.  This game will not be saved until you locate a save point in the game (see page 15) and save your data to memory.

Continue Game
Once you have successfully saved your game file you can resume your game at the last save point by selecting this option from the main menu.  It is recommended that you save and restart often if you are running this game on a computer with minimum specs.
There is a glitch in the Sword of Moonlight engine that remaps certain controls each time the setup file is run, so you may have to reconfigure your controller upon startup.
Basic Controls

Playstation style controller
[image: ]

	
1 – Directional Pad – 
	Up – Move Dias forward
	Down – Move Dias back.
	Left – Turn Dias left.
	Right – Turn Dias right.
2 – Select Button – Unused
3 – Start Button – Pause
4 – X – Interact (Hold to Run)
5 – Square – Attack/Cancel
	
6 – Triangle – Cast Magic/Confirm
7 – Circle – Open Menu
8a – L1 – Strafe Left
8b – L2 – Look Up
9a – R1 – Strafe Right
9b – R2 – Look Down
----------------------------------------------------
“9a + 9b” – Center view
“5,6” – Sword magic
                 



Keyboard controls

[image: ]

	Movement Keys:

Num 5 – Walk Forward
Num 1 – Turn Left
Num 2 – Walk Backwards
Num 3 – Turn Right
Num 5 – Walk Forward
Num 4 – Strafe Left
Num 6 – Strafe Right

Actions:

L or R Shift – Attack
L or R Crtl – Cast Magic
Spacebar – Interact(Hold to Run)
Tab – Open Menu
	Camera Controls:

Num 7 – Look Down
Num 8 – Center View
Num 9 – Look Up

Special Controls:

Alt + F4 – Exit Program
Enter – Confirm(Menu)
Shift,Ctrl – Cast Sword Magic
                     (See page 26)




Playing the game

Main Screen
[image: ]





1. Hit Point/MP Gauge – Attack/Magic Cast Gauge.
Your hit points and magic points are displayed as numbers in the upper right portion of this area.  To the left are two bars.  The Orange Bar indicates your attack strength.  A full bar allows a stronger swing.  The Greenish bar under it indicates when you can cast another spell.  Holding the run button resets both bars to 0.
2.  This is your compass.  It will indicate the direction you are facing, very useful once you have discovered one of the games maps.
3. Attack position.  When you swing your  equipped weapons it will generally come forth from the lower righthand corner of the screen.  Different weapons have different ranges of attack.
4. Enemy skeletons.  Most enemies have a site range of about 5-10 meters, but keep in mind as you sneak up on your prey, that some may be able to notice you when their back is turned.  Tread carefully.

Menus

“Use Item” – This menu allows you to select any of the usable items you have picked up throughout your journey in the game.  Some items can only be used once, others may be used many times, or only in certain areas.  Later in the game you will be able to unlock information about the items you carry from some of the helpful NPCs in the game.

“Cast Support Magic” – Later in the game you will come across certain spells that will grant you special abilities.  Some spells will heal you or cure your negative status conditions.  Others will provide helpful buffs.

“Change Equipment” – This menu option allows you to preview the items in your inventory so you can see which pieces are most suitable for the area of the game you are in.  Just because one piece of gear may provide you with great physical defense, does not mean it will always be the best choice.  Make sure to also re-equip your spells every time you restart the game as well.

“Status Details” – This screen will show you your current statistics including level, hit points, magic points and defense and attack stats.  Try different combinations of gear to see which set is most appropriate for the area of the game you are in.

“Store Items” – If your inventory is getting full of items you don’t need on a regular basis, you can put them into storage so they don’t clutter up your inventory.

System Menu

“Load Game” – This allows you to select a save state to load your previous game from.  A word of caution, this will delete any progress you have in the current game you are playing.

“Save Game” – This option is normally blocked out, there may be something that unlocks it later on….

“Options” – This screen will allow you to customize the overall look and feel of the game.  I recommend running Dark Destiny in 1024 x 768 mode with 32 bit color depth, leaving the BGM volume one level below that of the sound effects.  But adjust it to your taste.

“Configure Pad” – If you are using a game pad (which I highly recommend) this option will let you customize the controls.  Keep in mind some keys do not get saved and will need remapped every time you play.

“Leave Game” – This option exits the game without saving.
Items and equipment
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           Necron’s Blade              Knight’s Helm                     Fire Crystal


[image: ]
                 Truth Glass             Earth Herb                    Antidote

Enemies
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Mana Spider                                           Widda Soldier
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Mischievous Pixie
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             Log Stalker                                 Scorched Skeleton

[image: ]
                                      Garrison Commander Rolf

NPCs

	[image: ]
	
Name:  Tom Eversole
Location: Southern Village

  A prince to a damned kingdom, Tom is on a journey to restore the Diadem of Maunstraut, the source of his kingdom’s salvation.  A descendant of Lord Schnell, former ruler of Maunstraut, he is the only countryman blessed with the gifts of magic and must take on his quest alone.

   Stranded on Melanat, while the captain of his ship is held hostage, he will offer you great rewards for your service, as his days are numbered, the diadem he wears carries a curse...






	
Name:  Nola Bagil
Location: Northern Village

    Your half-sister, and only living relative.  Nola escaped with you to Melanat following your breakout of the Royal Verdite prison.  She offers sound advice, but is a bit pessimistic about your journey.

   The local village folk have taken a liking to her, and likely that is the only reason the Verdite garrison guard haven’t come hunting you down on Melanat.
	





	

	
Name:  Fai Fadlin
Location:  Northern Village

   You met Fai as a child, when you first went hunting in the forests outside Granatyki.  He was trapped by wild animals while drawing a map of a nearby cave.  Saving him, you locked in your unending friendship.

   Fascinated with cartography, Fai will prove most useful to you in your journey.  As he is welcome in the local towns, he will gather valuable information for you.





	
Name: Martin Ramirez
Location: Central Village

  One of the top members of the Miner’s Guild on Melanat, Martin is one of the few people in Central Village who does not have to work in the mines for a living.  One of only few human blacksmiths who can work with materials of raw magical power, he applies his trade to the ores mined from the depths of Melanat.

  Able to temper all but the most magical of weapons, he has learned to augment normal blades with magical crystals for a most potent effect…if the price is right.
	






	

	
Name: John David Osborne
Location: Central Village

   A lonely traveler, John is a collector of ancient artifacts and travels to the corners of the world to find them.  Drawn to them by a magical perception he was born with, he possesses the ability to see the history of any object he holds.

  He was drawn to Melanat by the vision of a person, rather than an object, and he wanders the island searching for that which he dreams of nightly. 






Gameplay Tips

· Save often.  I cannot stress this enough.  SOM is a great game maker but does have some bugs and issues running on many computers, so be safe and save often.
· Talk to everyone!  This means more than once.  Many NPCs you interact with will have valuable pieces of information to help you on your journey.  Sometimes they will tell you the first time you meet them, others maybe not until much later in the game.  But be sure you talk to everyone you cross.
· Practice strafing while holding either the right or left direction buttons.  Circling the enemy is one of the best ways to survive.
· King’s Field: Dark Destiny is a mostly non-linear environment, so feel free to go wherever you can reach.  However if you are having problems defeating enemies in an area you come to, you’re likely not following the logical progression of the game.  Try going back to another area that is more suitable for your level.
· Many treasures lie off the beaten path.  Be sure that cliff you’re walking on is really the edge…look down, look up, look around every corner and push against those walls.  There are secrets everywhere.
· If you come across a chest you cannot open, be sure to note where it was so you can return later with the proper key!
· If you’re totally stuck and have no idea what to do next,  visit www.swordofmoonlight.com.



Miscellaneous

Credits

	-Game Design/Story/Programmer

-Additional 3D Graphic Design


-Musical Score



-CG Design


-In Game Artwork



-Play Testers




-Original Sword of Moonlight Translation
	Todd DuFore (DMPDesign)

Martin Ramirez
John David Osborne

Tom Eversole
Savanahue Tishanti
Ryan “Destructomatic 5001”

Grant Patton


Todd DuFore
Martin Ramirez
KilroyFX

Scott DuFore
Martin Ramirez
Tom Eversole
John David Osborne

John David Osborne








Extras & Spoilers

*Warning this section will give away hints about secrets in the game.  If you want to find everything in this game without help, do not read further!*
-Each type of chest in the game has a specific key that unlocks it.  You can tell by the graphic which key will open the chest.
-Fai Fadlin carries many items for you, be sure to talk to him throughout the entire game.
-John Osborne has many rare items for sale, however, many of them can be found throughout the game.  Save your cash for the things you cannot find easily.
-Visit the Dragon Fountain as you obtain new light crystals, with each unlock you will progress the main story of the game.
-The side quests available at Central Village will uncover the full story of your destiny, and reward you with a better ending.
-The large door in North Village that you cannot open is part of the destiny side quest.  You must find information about your father and uncover the true disappearance of the Dragon Warriors to open this door.
-There are several dragon fountains scattered throughout the game, a unique item, the crystal flask, can bottle some of this water.  I hear that a soldier carried one with him when the caves of North Village were first explored.
-The Star Gate is an important item.  You will receive this from Fai part way through the game, however to use it you must also find the key.  Rumor is that someone may have this for sale in Central Village.
-Some monsters in the game drop very special items, if you find a reappearing enemy you may want to try to kill it a few times to see what may drop.
-Water hides many secrets, investigate pools of water and behind waterfalls.
-Necron’s Blade will level with your experience level.  You do not have to keep it equipped to gain power.  Near the end of the game, if you find weapon augments, they will be used to power this blade.
-A special ‘collector’s library’ area can be found in the game…though its location is a secret.

Troubleshooting

Ah the fun stuff.  Yes you very well may find issues with the game, so here are some known problems and workarounds. Email me if you find anything not covered here (tdufore@neo.rr.com).

-Memory leaks.  I have not had this problem, but I can assume on lower memory machines that prolonged sessions of play may result in Dark Destiny freezing and you losing your current progress.  Save often and restart the game completely to avoid this issue if you have a subpar machine.

-The outdoors graphics are buggy, missing or flickering.  This is likely due to the direct-x version you are running.  I recommend upgrading to 9.0c (included on this disc and available in the install directory).

-Graphics are slow and choppy.  If you are having this problem, try closing any additional programs running and try lowering your resolution via the system menu in game.  If this does not help and you really wanna play this game, visit www.swordofmoonlight.com/KFlite and download the lighter version of the game.  This comes with a draw distance decrease and lighting changes to try to help those who are running old machines.  You may have difficulty seeing some of the secret drop off points though.

-Some videos may have trouble playing if you do not have the proper codecs installed.  Be sure to install all codecs and files included with your installation pack and check the site for any updates to drivers/codecs you may need for certain systems.

-I have fallen off a cliff/building and am stuck below the map.  Unfortunately SOM did not come with a falling causing damage/death in the program so you will find many places that if you fall off it won’t kill you but you won’t restart automatically either.  Best bet is to go to the menu and load your last save game.






If you paid for this game you got scammed.  Dark Destiny is freeware and will always be so.  Full credit for the original King’s Field Games, logo etc goes to From Software and Ascii Entertainment. The tools used to create this game were licensed software from the above listed companies.

To those amazing programmers of the original series – “We will forever hold up your flame.”


Dark Destiny
2008 – DMPDesign
www.swordofmoonlight.com
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