Oubliette is a very old computer game RPG (role-playing game). The word oubliette comes from the French and basically means "a dungeon without exit". The game Oubliette is a party-based "fantasy adventure" in which you descend into a dungeon with a group of adventurers to win fantastic treasures and battle fearsome monsters. Many people vaguely remember it as being a fun game. They're absolutely right. 





Unfortunately, not much is known about the game, since most people have forgotten it long ago. It appears to have originally been a UNIX game which was subsequently ported to other systems. I personally have the IBM-PC version, circa 1983, and all of the information on the game comes from that version. There was apparently a port to the Apple II and the Commodore 64 at some point. I have searched for the image of these programs to use with an emulator, but I have yet to find it. Anyone who has the programs or information about it, please email me.





So why does this matter to anyone? It matters to me because Oubliette was and still is my favorite computer RPG of all time. I didn't make it, I don't have anything to do with it aside from the fact I love it and have made this webpage for it. For others, Oubliette exists as sort of a grandfather of modern RPGs -- as far as I know, Oubliette was the first party based RPG (like Rogue was the first single player RPG). It also inspired the game Proving Grounds of the Mad Overlord, the first in the hollowed Wizardry saga. Also, a lot of people (including me) have a very nostalgic feeling about the old computer games of their youth. Other people just remember the game and are interested in finding games they used to own. A lot of people don't care at all. That's not you, is it? 





email me: alanquix@glue.umd.edu 








The game starts at the castle. You must gather your party and proceed into the dungeon. The commands are as follows: 





N	Create new characters 


T	Lets you go to the tavern and select characters to join or leave your party


S	Equip characters in the party at the store


G	Allows peasant characters to attempt entering a guild again


H	Heal characters (this is expensive)


R	Resting, which allows you to heal wounds and gain levels


D	Takes you down into the dungeon


O	Allows you to exchange characters’ positions within the party


X	Transfer gold and equipment between characters


E	Exits the game


M	(Not shown) -- Gives you detailed information about a party member





The main action takes place in the dungeon. The following commands are available during movement: 





D,W,A,X	Allow you to move through the dungeon. I usually use the arrow keys


P	Refreshes the party listing 


M	Same as (M) in Castle 


O	Same as (O) in Castle 


S	Cast a non-combat spell (actually, any spell) 


T	Allows a paladin to heal any character once after every rest 


B	Allows you to bury any dead character (note: some characters can be revived) 


U	Use a magic item 


Q	Quits the game at your present position in the dungeon. 





There are specific commands during combat: 





F	Normal attack on a monster 


D	Double blow, which should do greater damage with increased chance of missing K	Apparently identical to (F) 


E	Allows character to flee to back of the party 


S	Current character casts a spell 


C	I have no idea how dispell is supposed to work. 


P,M,U	Same as (P), (M), (U) in Dungeon commands 


Q	Female thieves can attempt to seduce their opponents








There are eight races to choose from when creating a character:





Dwarf 





Dwarves have high constitution and strength, making them good hirebrands. They have low intelligence and charisma and only fair dexterity. They tend to have fairly good wisdom scores, which makes them fair priests also.





Elf





Elves generally have the highest overall statistics of any race. They have high intelligence, dexterity and wisdom. They tend to have lower strength and constitution with average charisma, but frequently have high scores in these areas too. They are admirably suited to being mages, and are probably your best bet for getting samurais, rangers and sages.





Gnoll 





Gnolls have powerful strength, incredible constitution and good dexterity. Unfortunately, they have horrendous intelligence, wisdom and charisma. They are suited well to be hirebrands, and a gnoll with an abnormally high wisdom or dexterity can make them formidable priests or thieves respectively.





Hobbit 





Hobbits have a hearty constitution, amazing dexterity and good charisma. Their intelligence, wisdom and strength are usually rather low. They are the best thieves around and make an acceptable mage or priest if needed. 





Human 





Humans are normal in every way. They tend to have slightly lower intelligence, charisma and dexterity than elves, but higher constitution and strength with equal wisdom. This means they are well suited to just about everything, but often have trouble meeting the abilities prerequisites for tough character classes. 





Kobold 





Kobolds are a weak race, who have only average strength, constitution and dexterity and below average intelligence, wisdom and charisma. If you really want a kobold in your party, I'd suggest a thief or hirebrand, because that's about all you can get. 





Ogre 





Ogres are a lot like gnolls, but with higher strength and correspondingly lower dexterity. They make the best hirebrands if you're too cheap to furnish them with equipment because they can actually hit a couple things before they die. 





Orc 





Orcs have little going for them. They have higher strength than kobolds, which is about the only recommendation they can be given. If you're lucky, you can make a mage or thief out of them in addition to the ubiquitious hirebrand. 





------------------------------------------------------------------------





Classes 





There are 10 character classes in the game:





1. Hirebrand 





Hirebrands are the basic fighter in the game. They need high strength and constitution for good hitpoints. Almost every potential player can be a hirebrand, so they are easy to create. An ogre or gnoll is good for a dumb brute hirebrand, but a dwarf usually makes a better rounded one.





2. Mage 





Mages are masters of the magic spells. They have low strength and constitution but extremely high intelligence. Elves and humans make the best mages. 





3. Ninja 





Ninjas are rarely found and difficult to train. Usually they are elves or humans. Ninjas have a special ability to cast spells at higher levels. 





4. Paladin 





The paladin is a holy fighter. They need high fighting statistics, and also high wisdom. At higher levels they can cast cleric spells, and have the ability to touch someone in the party (healing their hitpoints completely) every time he rests. 





5. Peasant 





The peasant is not so much an actual class as a failed attempt to become anything. Either your character was too lame to have any other classes available or he/she failed to graduate from his guild. Try to enter a guild again or get a new character. 





6. Priest 





The priest is able to cast cleric spells. They have high wisdom, and many characters can be them. 





7. Ranger 





The ranger is probably the rarest class in the game. This is because of their great abilities as both fighter and magician. At higher levels, they gain both cleric and magic spells at a slower pace than the sage but with better fighting ability. 





8. Sage 





The sage is a general purpose spell caster. They have high wisdom and intelligence, so they are usually elves or humans. They can learn both cleric and magic spells but at a much slower pace than either priests or mages. 





9. Samurai 





The samurai is a uncommon fighter with one unique ability. As they progress into higher levels, they inheritently lower their AC class, up to a maximum of AC -30. This makes them very hard to hit. 





10. Thief 





The thief really has few abilities in Oubliette. They are best at disarming traps, and female thieves have the special ability to seduce some opponents. For this reason, thieves should be female, and are usually best taken from the hobbit or human class.





Spells:





All spells were learned by experimentation. Certain items cast spells which correspond to normal spell names. High level monsters also sometimes cast spells. Looking at the list, you will see that many of the spells share common prefixes and suffixes, so that sometimes new spells can be found by mixing them together. Some of the fixes seem to have more meaning than others, like [kominah] = life, healing and [alito] = death, kill. So you can create the resurrect dead spell (kominalito) by adding together life (kominah) and death (alito). Of course, if anyone has the manual, this could all be much easier! 





Not only is this list incomplete, but some spells are almost certainly wrong in some fashion. Note the spells which have no description for effect. Also some spells seem to have the exact same effect and are at the same spell level. Huh. If you have more spells or corrections, please email me. 








------------------------------------------------------------------------








Cleric SpellsLevelSpell NameSpell Effect1KonarbonaDispells undead1KominahCures light wounds on 1 party member1MinatCause light wounds on 1 group of monsters2Dumafiegor*UNKNOWN*3MinatokCause medium wounds on 1 group of monsters4KominatokCures all wounds on 1 party member4DumatokgorControls multiple groups of monsters4MinaborStrong hits 1 group of monsters5FehalitoKills monsters5EtishefKills monsters6KominalitoAttempts to raise one dead (not PERM DEAD) party member6MohiptoTeleports caster back to tavern (may cause PERM death)6SheinogetDamns monsters (may backfire)








------------------------------------------------------------------------








Magic SpellsLevelSpell NameSpell Effect1MorfiegorWeak control over 1 group of monsters 1NargorSleeps small number of monsters1GeiborHits one group of monsters1TokshefReduces caster's AC by 32GeigorConfuses small number of monsters2Narpic*Teleports monsters*3IptonarvayMakes caster invisible3IptofehReports dugeon level3PictageitFries monsters (may backfire)3FieminatFries monsters (may backfire)3MortokgorStrong control over 1 group of monsters3Fietokshef*UNKNOWN*4NarfietFreezes monsters (may backfire)4MinagorFrightens monsters5SkorpicFries monsters (may backfire)6FieminamorFries monsters6AlitoKills/damns multiple groups of monsters 6TorgafierTeleports party (may kill party if you teleport incorrectly -- I think this is the correct level/spell class)**








------------------------------------------------------------------------








Effect designations (Kill, Damn, etc..) are reported by the game. The only difference appears to be the amount of damage done, which is usually indeterminable except for general levels which I have described (light, strong, etc.) Backfiring spells cause damage to the party, usually due to the nature of the spell (i.e., a frying or freezing spell has an area effect which also hits your party). 





* Several spells have unknown or confusing effects: 





Fietokshef is toggled on in the player screen like Tokshef, but has no visible effect.





Dumafiegor seems to have no effect at all, though I once labeled it as a "controlling" spell, and I am no longer sure why.





Narpic is most confusing. Although it is a level 2 spell, it has the power to make all monsters you're fighting disappear. Perhaps it teleports them away. I assume you don't get any experience for it. This doesn't seem to work well on high level monsters. 





**Contributed by: Raymond Semeniuk -- thanks!








Hirebrands can enter a guild twice. This can improve their ability scores but there is a chance they might die, so watch out. If you only want to enter a guild once, hit return to cancel the second guild. 





Some guilds appear to be harder to graduate from than others. The best guilds raise your ability scores the most. 





Hirebrands have the most money to buy equipment with. See the next tip. 





If you have no money, make a lot of new characters. Transfer all their money to a character you want to equip then sent them off to die. Repeat. Maybe they'll advance and you can keep them. 





You can only get a few rather poor items at the store. You'll have to adventure to find more. 





In battle, you can only gain enough experience to advance 2 levels until you rest. For instance, if your character is 17th level, then they can only become (17+2) until they rest, at which point they become 19. 





You must rest to advance in levels. 





Resting makes characters to age. The poorer the lodgings, the more they age. 





Race is very important in age. Certain races have very different lifetimes from humans.





Very old characters may die of old age. This is permanent death, and they cannot be resurrected.





Don't rest up to heal your wounds unless you have no cleric spells at all. If you do have clerics, let them rest up separately and heal the rest. That way you only have to pay for them, and they are the only ones to age. 





Advancing in levels often raises certain ability scores in addition to hitpoints and spell levels. 





Equipment can only be traded to another class that can use the item. 





You can only trade gold and equipment at the Castle, so do it there before you go down into the dungeon. 





Be careful when transferring equipment or accepting an item from a treasure chest. If the character you select to receive the item already has an item in the same slot, it will be overridden with the new item. 





Maximums: 











•Levels : 99 •HPs : 999 •Attributes : 999 (?) •AC : -30 (?) •Gold : 30000 (per party member) •Spells : Unknown (After 9 spells for a specific level, an asterisk is listed) •Dungeon Level : 10 (?) 








Only six characters can be selected at a time. 





Only the front two characters can attack monsters. The rest may cast spells or use items, so make sure you order you party with the fighters in the 1st and 2nd positions. 





Giant spiders and ants can poison your party. This means they take 1 hp damage for every move they make. 





Carrion crawlers can paralyse characters in your party, leaving them helpless until combat ends. If your entire party is paralysed, combat will never end (until you all die). 





Poison can cripple your party members. Get it healed immediately. 





Most dead characters can be resurrected unless they are listed as PERM DEAD. 





Permanent death happens due to age, bad teleportation, or a poor attempt at resurrection. 





At deeper dungeon depths, monsters can cast spells just like your party does. This is bad for you. Be careful. 





The tenth level is (I believe) the last level of the dungeon. Even when cheating with the best characters I have I can't last for more than 5-10 battles because there are so many dragons and evil demons casting spells at you. There may be a level below it, but I haven't been able to survive long enough to completely map it out. 





The Oubliette has no exit. Intuitive, no?





Messing with the data files of Oubliette can create some weird anomalies. Past experimentations have caused several that I know about: 





Corruption, random changes, and deletion of data files will almost always cause the "ERROR" message and result in strange happenings, such as a tavern listing which scrolls forever and stairs which allow you to go down and then trap you in a world made completely of "up" stairs. 





Endless cloning : I have only encountered this once, but I was unable to deselect a character I had in my party at the tavern. Instead, each time I tried I actually added a clone of the character into my party, with the same name and same statistics. Killing off the clones has no apparent effect on the original character. This seems to have arisen from the fact that I once modified the current hitpoints of the character to about 513hp and her max hitpoints were 22hp. I also can't seem to force the game to save correctly by (Q)uitting anymore. 





By making random changes to the data files (back them up first!), especially oub7.dat, which controls mainly players statistics, you can get your character's statistics to deviously high levels. The same goes for hitpoints. If you do the "Rod of Kings" cheat, you can search for substrings of that in the file using a hex editor -- this will be the approximate area of the item listing and stats info.





This happened to me by chance once when I was playing, and I didn't find out what caused it for a long time. I was playing off a floppy disk, and was using the Rod of Kings (a magic item). Suddenly, I heard the drive spin up and I quickly reached over to pop the floppy out. I had learned this trick because my party would often die when faced with a strong monster, and I knew that if I pulled the floppy out it wouldn't be written to disk. Next time I could just start playing from the last saved position (it gets saved when everyone dies or you exit the game). The same thing can be accomplished with it on your hard drive by hitting control-c when you hear the beep of your last player dying. 





Well, I knew that the item had run out of charges and was going to be converted into a regular item, so I popped out the floppy for this too. Surprisingly, this didn't crash the game but instead just gave an ERROR message. This comes out of the screen as RERR or WERR and screws it up at bit. But I put back in the disk and exited the game. 





When I entered the game again, the Rod of Kings had a corrupted name in its place (something like qqqvqppqr). But my AC was now -30 (the maximum for the game)! And I hit any monster with 100% accuracy, not to mention that I could kill an entire grouping of monsters at once by using "D" for double blow. I could use it as a regular weapon by using "K" for kill. 





The item cannot be traded or gotten rid of, unless you use it again and it runs out of charges. It can be done with every charged item that resides in slot 1, such as the Staff of Mohipto. It can also be done with items in the 4th and 5th slots -- this will give you the AC-30 but not the special attack abililties. Note that although I have not noticed it, it may screw up other areas of the game to do this. Unfortunately, having this special cheat is just about the only way to survive the deeper dungeon levels, especially with such an incomplete spell list.





Oubliette will probably run on just about any PC made since 1981. Those who can't run it might want to think about upgrading. 





For those who've got money to burn, the following set up is the optimal system:





CPU : Intel 8088 





Toshiba Extra Huge® Motherboard





Steel Case





Phosphorific Green on Black Monitor





No mouse 





No hard drive





No sound





720K floppy drive





Unfortunately, this dream system is no longer manufactured and I labor under the burden of a Cyrix P133. Ah, I miss that glowing green light!





