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HALL OF THE KING II: THE INNER CHAMBERS 

Years ago a dwarven race llved ln their aountaln hoae, Flrrhert 
(pronounced FEAR-HEST>. When the mountain threatened to erupt, 
they fled leaving behind the all-powerful earthstone, the basis 
of the dwarves' legendary power. Borodin, grandson of the High­
Priest King of that era sent for you, the most prominent 
adventurer of the land. He asked you to recover the stone from 
Flrrhest. You agreed and left on the quest for the Earthstone. 

When you reached Flrrhest you discovered that this quest was not 
going to be an easy one. Searching through the upper level . you 
fonud a strange poe• and an even stranger parchment, (lf ou 
didn't, go back and play Lt again!>. You also found the first of 
three key pieces. With these In your possession, you bent the 

. bars of the gate barring your progress Into THE INNER CHAMBERS . 
This Is your second quest In the search for the limitless power 
of the Earthstone. 

LOAD~LlG 

IHPORTANTl.1 HAKE BACKUP COPIES OF BOTH DISKS AND USE THE BACKUPS. 
STORE THE ORIGINALS IN A SAFE PLACE. WRITE PROTECT DISK TWO, BUT 
NOT DISK ONE IF YOU WISH TO LOAD AND SAVE ONTO DISK ONE. 

First lnltlate a cold start <turn off the co~puter then ~n sgaln> 
and insert dlsk one in drlve zero. Type LOADH "HBOOT' ~~d ~r~· 
<ENTER>. The gaae will auto start and a tltle page wlll ap r 
on the hl;;-hi-res screen. Press the reset butt 6> i' •1at ' l t h.- "> 
I s blue and then press any key. A credit screen uill ~ppe~r h ft er 
loading. Press any key and you will be prompted for the J r "ve 
nuaber for disk nuaber two. If you have a single dlsk driv e 
~nter O. Then you will be aske~ if you wish t o re ad ~he 

.,. cackground. If y'>u do not, pre:ss "N", otherwl~e press ary key . 
After the backgroung ls read <or not), the game will lo< ~ und 
run. You will be set at the bottom of the stairs of THE INNER 
CHAMBERS, ready to begin your quest. 

GAHE INSTRUCTIONS 

AALL OF THE KING II: THE INNER CHAMBERS responds to two word 
coaaands, given at the command pro•pt. These two words mu st 
consist of a verb preceedlng a noun such as "EXAMINE STOOL". 

Only the first three letters of each word need be given, though. 
"EXAHINE STOOL" could be shortened to "EXA STO" If you wish. 
When nouns have aore than one word, Input the object as If you 
were typing the whole word such as "GET RING OF KEYS". Tha t 
would be shortened to "GET RIN", not "GET KEY". 

A sa•ple of coa•ands would Include exa•lne, Inventory, shoot, 
look, go quit, tlae, and put. There are many others, but we 
leave It to you to finish the list. 

EKAHINE: IteM6 that are not hand held can be exaMlned normally, 
put you aust be holding any lteas that can be held and examined. 
Otherwise you will get the •NOTHING SPECIAL" response . 

SAVE and LOAD: The gaae can be saved and loaded at any tl•e In 
any of the three progra•s. To save, sl•ply enter "SAVE" and It 
wlll pro•pt you to put dlsk one in drive zero <unless It Is 
already there or you are using aore than one drive>. It will save 
all lnforaatlon to disk one. You can only keep one save at a 
tlae. To load this, simply enter "LOAD". After Inserting disk 
one, It will load In the Information and transfer to the correct 
disk. 

DIRECTIONS: To travel through THE INNER CHAMBERS, type GO NORTH, 
NORTH, NOR, or just N. This can also be done the directions UP, 
DOWN, SOUTH, EAST, and WEST. When within a room, you are not 
always facing north. Hake a map when playing showing the exits to 
the particular rooa. One alght get confused relying upon the 
picture showing all e x its. 

TRANSFERING: When the prograa r~a llzes that you have gone 
thr.ough a passage that trave·ls fro• one progr·a111 to another·, it 
wlll pause for a second and then sccess the other disk <or proMpt 
for the other disk to be Inserted). It will then transfer to 
a~othcr program and play will continue as If there were no 

, n t erruptlon . 
~ 

. All u.d1e _1.tu.~ .C .>ntalns "TEXT MASTER", a program wc~1-t e11 by Steve 
(forto'l and copyrighted 1984 by Data11an International, 20 ferguson 
Aue., N. Ha~llton, Ontario, Canada, L8L 4Y9. 

THI'3 PROGRAM AND DOCUMENTATION OF HALL OF TliE KING I I: THE INNER 
';!iA!iBERS IS COPYRIGHT 1::186 BY GLEN R. DAHLGREN. ALL RIGiiTS 

.QESER './ED. 

NOTE : Each disk contains a serial identifier code which 
contains the name and address of the individual customer. 
These measures are taken to protect our software from 
unauthorized distribution. 
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__. INVENTO[(Y & TIME OPTIONS -

~ Sl/llE & LOAD ANY TIME 

.. IMMEDIATE COMMAND 
!(ESPONSE 

*************** 
WARRANTY 
This program is guaranteed to load fo·r 

as long as you own It. If It ever falls 

to load for any reason (even If your 

dog chewed It}, simply return It to us 

for a prompt, free replacement. There 

Is no t Im e 11 m It, and there Is no other 

warranty, expressed or Implied. 
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