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GRAPHICS ADVENTURE 
for the 

TRS-80 COLOR COMPUTER 

REQUIRES 32K and 1 DISK DRIVE ;. 



f:3 CEPTER URSE A 

SCEPTER OF URSEA is a one Pla4er adventure qame based in a fantas4 
world of feudal kinqs and lords. You. Nordae Arkan. live in the small. 
but peaceful kin9dom of Ursea aryd make your measly livinq as an apprentice 
to Thelamon. the royal blacksmith. The Kinq of Ursea. King Winslick. is a 
good king and has long ruled the kingdom with a firm hand and virtuous 
heart. but now he is nearing the end of his life and is fast losinq his 

death of his only brother. Kinq Winslick is th e last of the royal fa mil y 
and has therefore declared that it is time to~ a new famil4 to rule 
Ursea--time for a new ro4al bloodline to begin. Rather than hold a 
lottery or a contest to determine the next kinq. Kinq Winslick has decided 
to make the best of an otherwise tragic event that recentl4 befell the 
kingdom. 

The King's scepter. which has been handed down from king to king for 
hundreds of generations. has been stolen and no one has been able to find 
it or discover who might have taken it. So. Kinq Winslick has declared 
that whoever can find and return the ScePter of Ursea. shall become the 
new ruler and his family shall henceforth become the royal family. And so 
you begin your quest. Nordae Arkan-find the stolen Scepter and return to 
Ursea as its new found King!!! 

MAKE AND USE A BACKUP 
MASTER IN A SAFE PLACE. 

COPY WHEN PLAYING SCEPTER OF URSEA. STORE YOUR 

LOADING 

To loa.d and run SCEPTER OF URSEA , simPlw tur n on 40U~ COIT! PL1ter a n d 
di St~ dr :'. VE in that order). insert the qa'T1e diskette and enter: RUN 
uuRSEA". The qame will then automaticall4 lc·ad and run. \ Remember to 
leave the qame dis kette in your dis k dri v e. As 40U Play the qame. 
different p r oqrams and information will be loaded into the compu t e r . 

The qame is actually comprised of four Pr oorams. each one vita l to t he 
game. You wi l l begin b~ usinq " URSEA " . This Prog r am wi l l r o l l 40Ur 
character and all ow you to move about the n e i qhboring coun t rysi d e i n 
search of the s cePter. The countryside i s muc h bigqer tha n t h e screen c an 
show at once. Don 't be afraid to vent ur e furthe r south. Wh il e " URSEA" is 
entirely abov e ground and Played on a larqe scale. t he t h r ee r emai ni no 
programs are u n der ground. 

THE OUTSIDE PROGRAM 

The g ame will begin b y roll i nq UP a c harac t e r an d a sk ing ~ou if ~ou 

accept it. <Press "Y" for yes o r " N " if y ou wish to ro l l a qai n . ) T he 
first three traits of your character are your primary traits: Strenqt h . 
Dex teri ty. and Constitu t ion. The scor es will ran qe f r om 3 to 1 8 . T hese 
Pr i mary tra it s are used to determine ~our next 4 tra i ts. 

Damage Ad. iu s tment is a "bonus" fo r hav ing a superi o r strengt h 
score--this is added to the norma l dama g e done by whatev e r weapon you 
mi ght be us ing in 

Armor Cl ass. 
opponent. . This 

combat and can 
is y o ur 
inc l u d e s 

level 
both 

be as 
of 

t he 

h iqh as 7. 
Pro t e c t ion aga in s t damag e 
type o f ar mor y o u have on 

bLI an 
an d hou_1 

qui c k ly y o u c an avoi d a n opponent's attack. Sin ce you have no armor on at 
t h e beginning o f t he qame. your armor cl ass will dePend on y o ur dex terity. 

Hi t Po i nts ar e de t ermined b y y our constitu tion a n d repr e s e nt h o w muc h 
physical damage you can wi thstand. If your hit points fall bel ow one. y ou 
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will die. 
The Maximum Number of Items you can carry is determined by your 

strength and is simply how many items you are able to carry. 
Gold Pieces, of cot.1rse, will be used to buy many useful things. 

PLAYING SCEPTER OF URSEA 

After having accepted a satisfactory character, you are ready to use 
- ...-. ..L 

your quest for the scePter. The following is a 
the game options available. To inact 

list 
these 

and description of 
options press the 

corresponding letter or symbol in quotes. 
The uN", "S". "E". and "W" ke!::IS are used for directions. 
"I" = Inventory. This option gives you a list of all the 

have in your possessiori. Press any ke!::I to return to the game. 
items you 

"(space bar> =status. In addition to your initial scores. the status 
option will also include 3 other pieces of information. Your Hfatigue 
Points 0 are used to measure your level of exhaustion. If your fatigue 
points fall below 1, you will die. "Currant terrain 11 will give the type 
of terrain you are in: water. plains, forest. marsh, sand. mountain. and 
road. "weapon in hand" shows which weapon is in your hand and ready for 
combat. When you find a weapon and decide to carry it, you will be asked 
if you want it to be your "in hand" weapon. If you say "no" then the 
weapon will be Placed in your inventory. If you reply "yes" it will be 
cons i dered to be in your hand and ready for combat. You are only allowed 
to have one weapon "in hand" at one time. It will be assumed that you are 
not able to draw other weapons in time to use them and ~ou wil l be force d 
to u se whatever is in hand at the time. Pr ess any key to return to the 
qame. 

11 ::?" = rJ:;;:;_t _ p,..-~~t j nc; w iJ l i._ncr-» _ _ ·-JO-UL_ -.f...::2i.g :._e _ Points to thEJ,r 
maximum of 255. You may only use the rest option 4 times. If you have a 
horse. this option will increase your ~orse's fatigue points also. 

"B" = get in/out of boat. To travel in water or leave the water. go 
to the edge of the water and press "B 0

• 

save qame. You must have a tormated disk with the write Protect 
tab off. Follow the directions on the screen. 

" " load Previously saved ~ame. Follow the instructions on the 
screen. Be sure to re-insert the game disk before resum i ng Play. 

9 C" = change weaPon in hand. This option will move a weapon in you r 
inventory to the "inhand" Positin. If you have a weapon in your hand it 
will be placed in your inventory. 

"F" = eat food. This option will restore your fatigue Points to their 
maximum score of 255. NOTE: For a brief list of all key-options 
available. simply press the {enter> key. 

ENCOUNTERS 

It is assumed that since you are "outside" and can see the encounter 
at a considerable distance away. you have the option of being friendly. 
a tt a c k ing them. or ignoring t h em. Outside the d u n g e o n e n counters may b e 
fr i e nd ly and even helPful--unl ik e the dungeon encou n t e r s that are alway s 
out to k ill you. You may use your gold pieces to buy i n for ma t ion or goods 
fr o m fr iendly encounters . 

ENTERING A DUNGEON 

On finding a dunqeon. you will have the cho i ce 
d un qeon, <Y >es or continui ng with the outside Portion 
Wh e n you enter the dun g eon y our character will be s ave d 
oorti on of the Program wi ll be loaded • 
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of entering the 
of the game, nno. 

an d the dungeon 



, All of your character information will be passed ·to the dungeon program. 
If you have a horse or boat they will be left outside of the dungeon. 
When you leave the dungeon t h ey will be returned to y ou. 

You will be able to see only a small area of the dungeon at a time. 
Use the arrow keys to move around the dungeon. A worksheet has been 
provided to make your mapping easier. 

DOORS 
T '-1e door s in 

bl u e. and orange. \ To Pass 
the corresponding colored 
and secret doors. 

o f u~ sea are c o l o r c oded in gold. 
throug h these color coded door s . you 
key. There are also · one way doors, 

r e d. whit e. 
must h ave 

false doors 

STAI RS 
An "s• will appear when y ou are near stairs. If you wish to use the 

stai r s. simply press "Y". Pr ess "N" to continue on the same level. 

DUNGEON COMMAND WORDS 
Press the "space bar " an d y ou will be given a li st of command words. 

Use the command words wi th names of specific items you wish to manipulate. 
Words such as "in•, "under u , "with", etc., will help clarify your 
commands. <Commands may no t ex ceed 4 words.) Be sure y ou use the words 
e x actly as shown by the compu ter. The "quit• comman d will assume you no 
l on g er wish to play and wil l kil l y o u r currant c h a ract e r. "Go u is use d t o 
return to the graphics porti on of the Program . In order t o " leave " the 
dungeon you must return to you r or iginal Po i nt o f entry. Here i s wh e re 
y o u r map will come in hand~. 

C:OMBA T 
Al l ci:.mibat situa t i on s ·~.r e mo r t a l comba t--to tlv.? d e a th . Yo11 

b e gi ven an opportunity t o re tr e at fr om combat . Of cour se- y ou 
e ~ Pe ct to become King of Ursea i f you were a c oward . 

TACTICAL DISPLAY 
I f t he encounter you are engaing in comba t is a single creatur e. you 

wi ll a u t omatically begin f i g hting t h em u sing normal combat Proceedur e s . 
but i f there are two o r mor e crea tur es P r e sen t . you wi l l beg i n the c ombat 
p r ocedure using a "Tact i c al D1s P l ay" . T h is t actica l disPlay wi l l allow 
y ou t o fi g h t each encounter one a t a ti me. You r Posi t i on i s mar k e d b y an 
a s teri s k ( * ) and the encoun ters' Postions are mar k e d by l et ters . 

When th e " tactical d ispl ay• message a ppea rs P r e s s a ny k e y t o begin 
c o mb a t . When it is your t urn t o move y ou wil l use th e arrow k e y s to move 
"into" o ne of the en coun te~s. Yo u wi ll e ngage the e n count e r us i ng 
dexterit y a n d th e dexteri~y of your encounter. The encounter s ' 
statisti cal in f o rma t ion wi ll be on th e ri q ht . A number equ a l or g r e a ter 
than ~our op pon e nts armer =lass must be r o llec in order to ha ve a 
successf ul hi t. Press any key TO sto p t he ro l l . 

T he n u mber of a t t acks i s the number of attempts an attacker has to 
su c cess fu lly hi t the i r oPPonent. Your number o f ettacks is obta in e d by 
add 1 ~s you r streng t h an d de Yt e r ity scores and dividin9 bw 8. 

amount of d -:?.ma.qe score for t he e r1 CC•Ltn t e rs is 1~1e ma >: i mum 
pre-det e r mined and is a measure of their natura l offensive abi l i t i es 

ki~ d i s kn o wn to use . Your ma;.: irrium amount o f t he wea po n t h e ir Particular 
da~aoe s cor e is obtained b~ add1nq your weapon 's d amaqe to ~ our damaoe 
s~Ju stment scor e. 
'-'Ot.t t o disco v er. 

Exact l ~ 0h1ch we a pon s do t h e mos t 
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SCEPTER OF URSEA 

Explore the kingdom of Ursea in search of the elusive 
sceptor. The countryside is represented by an elabo­
rate graphics screen which harbors friend and foe 
alike. Enter the dark dungeon, where unknown dangers 
and wealth await you. Roll up your character and set 
out on a great adventure. 
SCEPI'OR OF URSEA ia a one player adventure game based 
in .a .fantasy world of feudal kings and lords. To 
become king of Ursea you must find the lost sceptor 
and return it to Ursea. The extensive documentation 
will give -you all the information you need to know to 
travel through Ur sea. It is up to you, however, to use 
this information wisely. Only the wise may become king. 
This adventure is unique in that you may travel 
through the countryside repre~ented in a graphics 
screen or enter the dungeon and travel through its 
three levels. You may leave the dungeon and return 
to the outside at any time. And, of course, you can 
save the game in progress. 

WARRANTY 

This program is guaranteed to load for one year. If 
it fails to .do so for any reason except deliberate 
damage, simply return it for repair or replacement. 
There is no other ·warranty, expressed or implied. 

PUBLISHED BY: 

PRICKLY-PEAR SOFTWARE 
2640 N·. CONESTOGA AVE 
TUCSQN, ARIZONA 85749 

THIS PROGRAM AND DOCUMENTATION ARE COPYRIGHT 1985 BY 
PRICKLY-PEAR SOFTWARE AND DAN THARP. ALL RIGHTS ARE 
RESERVED. 


