


Starting Up

1. Set up your Genesis System as described in its
instruction manual. Plug in Control Pad 1. (Shining in
the Darkness is for one player only.)

2. Make sure the power switch is OFF. Then insert the
Shining in the Darkness cartridge into the console and
press it down firmly.

3. Turn the power switch ON. In a few moments, the
Sega screen appears.

4. If the Sega screen doesn't appear, turn the power
switch OFF. Make sure your system is set up correctly
and the cartridge is properly inserted, with its label
facing toward you. Then turn the power switch ON
again.

Important: Always make sure the power switch is
turned OFF before inserting or removing the cartridge.
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The Kingdom of Thornwood

“Please, Father, don’t deny me. It's
been one year to the day since I last
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e '} visited the Shrine. I wish to meditate
- iki %’ﬁ i
~77/.4 ) tohonor the soul of my mother. You
Nh ‘L must let me go! I beg you!”

King Drake found it difficult to deny his lovely daughter
anything. “Very well- but you will not go alone!”

The King summoned Mortred, his
bravest and most loyal knight, to
the Throne Room. “Mortred, I'd
be grateful if you'd agree to escort
Princess Jessa. She wishes to go to

the Shrine in the village. I oy 5 m
anticipate no danger, but [ must q

be cautious. Will you do me this \=d

favor, my most trusted servant?” Al

“I'll guard the Princess with my life. Fear not, my liege.
She is safe in my company.”

They walked to the Shrine, and
Y Mortred waited outside while
A Jessa meditated. She stepped out
ey 1 into the warm light of the
) afternoon, looked around and
said “Mortred, it's such a lovely
day. Why don’t we take a walk? I
don’t want to spend a day as
pleasant as this cooped up in that
dreary old castle. Please?”

Against his better judgment, Mortred agreed. They
headed away from the village, into the wild country
beyond.

“For some reason, Father has never told me about this
area. I've always longed to know its history. Would you
tell me, Mortred?”

“Many legends are told about this wilderness. For as
long as anyone can remember, it has served as a
training ground for knights. Any knight who passes the
many grueling tests here becomes a Shining Knight.”

The Princess was delighted. “Tell me more...”

Now, over 24 hours have passed, without a sign of
Mortred and Princess Jessa. The King is beside himself
with worry. You, as Mortred’s son (and a fine knight in
your own right) volunteer to find your father and the
Princess. King Drake and his aides are at the castle,
awaiting your arrival...

Take Control!
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Enter: Use this command when
you want to enter a building in
the village, or leave the village

through the Exit gate. Press the D-Button left or right,
and make sure that the name of the building you want to
enter appears. Then press Button A or C to bring up the
Command boxes, highlight "Enter," and press Button A
or C again.

Status: Highlight the Status
box using the D-Button and
press Button A or C. At the
bottom of the next screen,
“Whose Status?” appears. —
Press the D-Button up or down to highlight one of the
three boxes and press Button A or C. (When you first
start the game, you can only check your own status.)

1) Your character begins
with a certain number of
points in each of five
categories. As you move
through the game and
your level increases, you
gain points in each
category. Your ]
companions will also gain the ability to perform various
new Magic Spells. Press Button A or C.

T 2) This screen shows the items
-t j% that you currently have. Each
‘l""ﬁ-ﬂ"‘?’m character can carry as many as
eight items. Weapons, Armor,
Shields and Helms that are

“Equipped” are indicated. Press Button A or C.

3) After you pick up your companions, this screen will
become very important. It shows the Maglc Spells that
each companion can HER:
perform. The spells are
broken into four groups:
Attack, Secondary,
Healing, and Auxiliary.
Press Button A or C to close the Status boxes. Pres';mg
Button B at any time lets you review the previous box.

Item: Highlight this box using
the D-Button and press Button
A or C. Four new Command
boxes appear. Select one of these boxes, and press Button
A or C again.

Use: This lets you use one of the
Items you're carrying. First,
select the character who wants
to use an item by highlighting his/her Status
window. Then press Button A or C. Next,
highlight one of the items that character has.
The name of the item appears at the bottom
right. Press Button A or C to use it.

Equip: After purchasing or

| finding a new Weapon, suit of
Armor, Shield, or Helm, you
must equip it or it won’t help you at all. Highlight the
Equip box and press Button A or C. (To begin the game,
you are given a Bronze Knife and a Woven Robe, and
they are both equipped.) Highlight the box on the left for
the character who wants to equip something. Press
Button A or C.










Note: Before performing a depoisoning or revival on
any member of your group, the Priest will ask for a
nominal contribution. You can refuse, but early in the
game there’s no other way to be brought back to life!

The Tavern

o You'll find an assortment of
X{ characters here, some of whom
8 have information that may help
you and your companions. To talk
to someone, press the D-Button

: left or right until that character’s
name appears, then press Button A or C. To get a room
for the night, ring the bell on the counter. It'll cost you 10
gold pieces per person to get a good night’s sleep, while
restoring your Hit Points and Magic Points to their
maximum levels. Make sure you talk to everyone, and
scan the entire room to see who's there. Different
characters pop in and out. Don’t go to your room before
you talk to them, though, because they won’t be there
the next morning. Press Button B to leave the Tavern.
Note: After leaving the Tavern in the morning, you can
return to look for anyone you missed the night before.

The Shops

When you enter a shop, the clerk greets you and four
Command boxes appear at the bottom of the screen. Use
the D-Button to highlight your choice and press Button
A or C to continue.

Buy: Pressing Button A or C
lets you see the items available —
for purchase. The name of each

item will appear beneath its icon as you press the D-
Button left or right. Once you've found what you want,
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press Button A or C. The clerk announces the price of the
item and you have one more chance to get out of it. To
purchase the item, make sure the Yes

: pel box at the top of the screen is
hlghllghted and press Button A or C. To back out, either
highlight the No box and press Button A or C, or press
Button B. Press Button A or C to continue.

Sell: When you want to get
some extra gold pieces for an
item you currently own,
hlghllght this box and press Button A or C. Check the
Status windows at the top of the main screen. Press the
D-Button until the window for the character with goods
to sell is flashing, then press A or C. Use the D-Button to
highlight the item for sale and press A or C again. The
clerk tells you what the item is worth. If the offer seems
fair, select the Yes box and press A or C. Select the No
box and press A or C, or just press Button B, if you think
the shopkeeper’s taking you for a fool.

Deals: The shopkeepers will
_ often have specials that they
want to tell you about. Choose

the Deals box and press Button A or C to see what's
available.

Exit: If nothing you see interests
n you, select this icon, press
Button A or C and bid the clerk

a good day. (You can also leave a shop by pressing
Button B.)
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Weapons

Here is a list of the Weapons
available at the Weapons shop

from the beginning of the game.

Each character is restricted
regarding the Weapons he/she
can use.

Weapon Price

Bronze Knife 100

Wooden Club 120

Short Sword 200

Bronze Saber 300

5 EL D 2

]
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u Short Axe 330

\_,5_ Sword 750
. Woodstaff 760
6

You

YES

YES

YES

YES

NO

YES

NO

Milo

YES

YES

YES

NO

YES

YES

YES

g
=

YES

NO

YES

YES

NO

NO

YES

Armorer

Here you can buy a suit of Armor,

a Shield, a Helm or even a

Weapon.

Type of Armor Price
E Cotton Robe 80
. Woven Robe 200
Straw Robe 250
. Fur Robe 450
E Hemp Robe 700
ﬁ Leather Armor 700
0 1200

H Chainmail

YES

NO

YES

NO

YES

YES

YES

YES

YES

YES

YES

YES

NO

YES

NO

YES

NO

NO
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Type of Shield

Gauntlet

Leather Shield

=1

Bronze Shield

|

Type of Helm

Cloth Hood

Leather Helm

Iron Helm

3
i Bronze Helm

oo

Price

120

300

700

120

300

450

1030

1200

3400

YES

YES

YES

NO

NO

YES

YES

YES

YES

NO

YES

YES

NO

NO

Pyra

NO

NO

NO

YES

NO

YES

YES

NO

NO

3
=
E

Weapon Price

! Main Gauche 900 YES YES NO

Madu 2500  YES YES NO

Alkemist

Any member of your party can
use any of these items. They are
all very useful in helping you
continue your quest.

Herb: Restores a limited amount of lost Hit
Points. (12 gold pieces)

Depoison: Cures any member of your party from
the effects of poison. (15 gold pieces)

|

Angel Feather: Use this to return to the village if
W vou lose your way. (24 gold pieces)

Wisdom Seed: Shows you a map of all the paths
in your current location that you've already
traveled. (8 gold pieces)
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Healer Fruit: Restores a large number of lost Hit
Points. (100 gold pieces)

&4

1
|

Smelling Salts: Negates the effects of paralysis.
(30 gold pieces)
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Conflict!

Throughout your quest, you'll encounter monsters, evil
wizards and oozy creatures. They appear with no
warning, so be ready for them. If they launch a surprise
attack, you'll take a few blows before you can retaliate.
Invest in a good Shield, a hefty suit of Armor and a
Helm to reduce the number of Hit Points you may lose.

When it's you're turn to attack, four Command boxes
appear at the bottom of the screen. In a battle, every
member of the party must decide whether to attack, cast
a spell, use an item, or run for safety. When all decisions
have been made, the members act one at a time. The
order of movement is random, and is determined by the
speed of each character.

Attack: Highlight the Attack
box and press Button A or C.
B Now you must decide which

monster (or group of monsters) you want to hit. An
arrow and the name of the particular type of monster
appear. Press the D-Button (if there's more than one
monster/group) to select your target and press Button A
or C to attack.

y [tem: Highlight the Item box

| and press Button A or C. That
character's item list appears on
the right side of the screen. Use the D-Button to
highlight the item you want to use and press Button A
or C once more. The results appear in the message
window.

Spell: Use the same procedures
— for selecting and casting a spell
as explained earlier.
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Run: You will probably find

| yourself decidedly
outnumbered, or low on energy
and supplies, at some point in the game. To turn tail and
flee from attacking monsters, highlight the Run box and
press Button A or C. You won't escape every time...

Search: At times, you'll come
_ across chests that contain
various items such as Weapons,

gold pieces and occasionally, a surprise! Move directly
in front of the chest, highlight the Search box and press
Button A or C. The results of your check appear in the
message window.

Magic

Milo Brax and Pyra Myst are both very capable users of
magic, and learn many new spells as the game
progresses. They can only use the Magic that they

acquire through experience. They cannot give or trade
spells.

Attack Spells

Blaze: Fire Magic burns enemies to a crisp!
Freeze: A vicious blast of frosty air!

Bolt: Controls one of nature’s most powerful forces—
lightning!

Blast: Creates a deadly vacuum!

Burst: Fiery explosions are sure to inflict major damage!
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Secondary Spells

Quick: Increases Speed and Defense Factors of
members of your party.

Slow: Reduces Speed and Defense Factors of enemies.

Muddle: Leaves enemies in a daze!

Boost: Increases attack power of members of your party.

Sleep: A lethal lullaby that turns enemies into sitting
ducks!

Dispel: Blocks enemies’ ability to use magic.
Desoul: Drains the very life out of enemies!
Healing Spells

Heal: Recovers lost Hit Points for selected member of
your party.

Revive: Brings a deceased member of your party back
to life.

Detox: Negates the effects of poison. As the magic
user’s power increases, it can also ward off the effects of
a paralysis.

Auxiliary Spells

View: Shows you a map of all the paths in your current
location that you've already traveled.
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Peace: Gives you a brief respite, as weaker enemies
won't appear for a short time.

Egress: Jets your party out of any location where you
might feel trapped.

Vision: Gives you information regarding the Items
you're carrying.

The Quest

The son of Mortred may not leave the castle until given
permission by King Drake. To continue your search for
your father Mortred and Princess Jessa, you must first
pass the Trials of the Ancients. Strength, Courage,
Wisdom and Truth- these make you a worthy knight.

You must find a special item and take it to the king
before your friends can join you. The fates of Princess
Jessa, your father, and possibly the entire Kingdom of
Thornwood rest on your shoulders. Go forth, son of
Mortred. Conquer the Darkness and return as a Shining
Knight. May the Strength and Courage of the Ancients
be with you!
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Handling Your Cartridge

* The Sega Genesis Cartridge is intended exclusively for
the Sega Genesis System™.

¢ Do not bend it, crush it or submerge it in liquids.

* Do not leave it in direct sunlight or near a radiator or
other source of heat.

* Be sure to take an occasional recess during extended
play to rest yourself and the Sega Cartridge.

Warning to owners of projection televisions: Still
pictures or images may cause permanent picture tube
damage or mark the phosphor of the CRT. Avoid
repeated or extended use of video games on large screen
projection televisions.
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