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Note: You must have a hard drive and a Microsoft®compatible
mouse to play Hong Kong Mahjong Pro!

Experienced computer users: To install the game to your hard drive,
simply run the Install program in the Mahjong directory of the CD-ROM.
Follow the screen prompts, and then skip down to the Main Menu section

on page 4.

Less experienced users: Read the instructions in the next three sections for
a step-by-step guide through the installation process.

Installing Hong Kong Mahjong Pro

1. Boot your computer with MS-DOS (Version 3.0 or higher).

Place the CD with Hong Kong Mahjong Pro in your CD-ROM drive.
At the DOS prompt, type the drive letter (example: d:) and press
ENTER.

Type cd\mahjong and press ENTER.

Type install, followed by the drive letter of your CD-ROM drive, then
the drive letter of the hard drive you wish to install the game fo.

The game is installed into a subdirectory called HKMJ.

You are shown the selections you just made. If they are correct, press
any key fo continue. If you want fo make changes before you begin
the install process, press Ctrl-C to terminate, confirm your choice by
pressing Y, and then go back to Step 4.

After installation, select Run HKCONFIG.
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Configuring Hong Kong Mahjong Pro
After you install Hong Kong Mahjong Pro, you are automatically taken to
the Configuration program. To configure your game to your system,
follow these instructions:

Graphics

‘Note: If, after following the instructions below, your sound card
or graphics mode don't function properly, see Problems with the
Game, page 32.

A message appears felling you the graphics mode Hong Kong Mahjong
Pro will display. If your computer does not have what is required to run in
SVGA modes, what you need is printed in red. Press any key to go to the
sound and music configuration screen.

Sound and Music Cards
1. To hear digitized voices, you need to have one of the sound cards
~listed on the left side of the screen. Press the letter of the sound card
~ you want to use for voices. ;
2. To hear music, you need fo have one of the sound cards listed on the '
right side of the screen. Press the number of the sound card want to
use for music.
3. If you want to save your changes, press X. If you want to quit without
making any changes, press Q.
You can later return to this configuration program to change your
selections. First type cd\hkmj and press ENTER, and then type
hkconfig and press ENTER. Then begin again above at Step 1.

-~

Note: In addition to sounds from your sound card, some sound
effects may be emitted from your PC speaker.
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rting Hong Kong Mahjong Pro

Note: You must have your mouse driver installed to play Hong

Kong Mahjong Pro!
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tart playing Hong Kong Mahjong Pro, follow these instructions:

At the DOS prompt, type the name of the hard drive you installed the
game onto (example: c:), and press ENTER.

Type ed\hkmj and press ENTER.

Type hkmj and press ENTER.

Two rows of tiles appear. Read the message to see which page of
this user’s guide to turn to, and look at the file by the page number.
Click the left mouse button on that tile on the screen.

The title screen appears and the credits begin. Click the left mouse
button to see the Main Menu and begin to play.

Note: To run the tutorial instead, type hkmijtutr and press
ENTER. For a description of using the Tutorial, see Using the

Tutorial, page 18.
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: MAIN MENU
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g the mouse, click the LEFT button to select one of the following

options:
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a. Choose Opponents: View and select your opponents. If you don't
choose opponents before playing, they’ll be chosen for you (see
Choosing Your Opponents, page 5).

b. Scoring History: View the current winnings and losses for all
players and opponents (keeps a running total for all the opponents
you've played against).

¢. Play Mahjong: Begin the game.

d. Exit to DOS: Quit the game.

CHOOSING YOUR OPPONENTS

Hong Kong Mahjong Pro allows you to choose from twelve opponents
whose skill levels range from below average to expert. Before you begin
a game, you can view each of the twelve and find out about their skill
levels and playing styles, then choose the three you'd like to play with.
Inexperienced players should choose Christopher, Wing Yin, and Miko;
these opponents make the best combination for beginners.

View Your Opponents
Here you can learn about each of your opponents:

Jonathan is pretty much an average guy and average player.
If everyone agrees, he's willing to play for chicken hands.
Sometimes he gets a lucky hand.

eft button to view each opponent

Click on opponents’ names to see them, and learn about their back-
grounds, skill levels, and a little about their playing styles. When you are
ready to choose your three opponents, click on DONE.

HONG KONG MAHJONG PRO 5
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Choose Three Opponents
Select three opponents by clicking on their names.

Note: Three opponents are already selected by the program;
click on the highlighted names to de-select them before choosing
new opponents!

|__Wing Vvin_ Wl Dennis Yung
Kathleen

\ AT
[_Leslie 8

. A highlighted box appears around the names you have chosen. If you
change your mind, simply click on the name again to remove the

/' highlight, and choose another opponent. When you have chosen three
opponents, click on EXIT.

- BEGINNING TO PLAY

Note: Before playing, we recommend that you view the tutorial
program. For instructions, see Using the Tutorial, page 18.

The Object of the Game
The game of Mahjong has many subtle complexities, but on the surface
it's really no more complicated than the popular card game, Gin Rummy.
Four players sit at a table and stack the 144 tiles into a square Wall. 13
tiles are dealt to each player, then they take turns picking up a tile from
the wall and throwing one into the middle of the table.

6 HONG KONG MAHJONG PRO
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Occasionally one player will take the opportunity to claim another’s
discard. After a few minutes, one of the players will be the first to have
assembled a hand of tiles that is defined as “complete” (containing four
Sets, and one pair). This person wins, and the other players must pay him.
The tiles are shuffled, the Wall is rebuilt, and another hand begins.

A game consists of four Rounds, which correspond to the Winds: East,
South, West, and North. Within a Round, the Seat rotates from player to
player, also according to the Winds: East, South, West and North.

Note: The order of the Winds is East, South, West, and North.

The player in the East seat rolls the dice at the beginning of each hand to
defermine which section of the Wall tiles will be dealt from. He retains his
seat through winning hands and Dead Hands (see Dead Hands, page
14). When someone else wins, the Seats rotate counter-clockwise (i.e.
player who was East becomes North, efc.). A complete game lasts a
minimum of sixteen hands, and often many more.

Name Please...

When you select PLAY MAHJONG from the Main Menu, the Name
screen appears. Click the LEFT mouse button on the appropriate letters to
spell your name.

'A[B|C|D|E|F|G[H[1[J|K|LM -4
IN[O[PIQ[RIS[T[UVIWX]Y[Z]]

Click on
the blank
tile to
leave a
space.

Click on
the arrow
to back
upa
space.
Click on
OKAY to
play.

RIAINIDIY] [ ]|
T “=3 Clgar

Click on
CLEAR to
erase and

start over. R

Click on these buttons to ud]u.!)t the chip value (value of the coins you
play for) between fen cents, one dollar, and ten dollars.
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Wind Your Hand:

Choose Your ,

After you've entered your name, a screen appears asking you to choose Thirteen tiles are dealt and sorted automatically into groups of Charac- W (

your Wind from four face-down ftiles. Click on one of the tiles; the game ters, Sticks, Balls, Winds and Dragons. Your opponents cannot see your s
 tells you which Wind you've selected. hand. ‘ =

Next, the Options Menu appears, allowing you to make adjustments to Self-Picked Tile: ‘

the game (see The Options Menu, page 15). Click on CONTINUE to The tile which the computer draws for you from the Wall at the beginning

play. of your turn.

THE GAME SCREEN Your Playing Area:

Now the game screen appears and files are dealt, then play is paused '[bis is \h{here the computer places Sets you play from discarded or self-

for a moment while you and your opponents review your hands. Click picked files (see Sefs, poge 25).

either mouse button to begin the game. .

g S Menu Button:
This is the Mahjong table. Appears only during your turn, allowing you to quit, Kong a tile, or Win
the hand (see When it's Your Turn, page 12).
Far Opponent’s | Active Tile !
carded Tiles:

Playing Area (red base) Wall

May be claimed while they are active.

Discarded
Tiles

all: 52
At the beginning of each game, all the files are stacked around the Game “ ‘
Board, creating a green Wall of tiles. Each player’s hand is dealt from \ 4

Right
Left OFg)ponent’s the Wall, and files are picked from the Wall throughout the game. Y 4
Opponenf’s — . Playing "’
\Ploylng Area ﬁ ‘ =g ﬂ;_g Area Dice: [ A )\
Triangle ~ 8 Ui o510l | 2] k] %) Gl As each hand begins, the dice are rolled to decide which section of the |
Your BTty > . Waill tiles will be dealt from. This practice was developed to avoid the ' | i
Playing SH ower Tiles possibility of players cheating by “planting rice” or stacking the tiles in o A
Area DT RIS e = ‘such a way as to deal themselves a better hand. . [
| 1 -
Menu §e|f— Your Hand  Dice Round Seat Sparrow Active Tile:
Button  Picked Your Chips (Help) A tile just discarded has a red base for a short time (determined by the
Tile Playing Speed option on the Options Menu), after which it is out of play | ‘
for the rest of the hand. Click the LEFT mouse button to claim an active S —
tile, then select an option from the Claim Menu. 0:\7
®

8 HONG KONG MAHJONG PRO H HONG KONG MAHJONG PRO 9
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Note: You may not claim a tile which you have discarded.

Flower Tiles:

' When dealt or self-picked, these tiles are set aside and replaced in your
hand by additional tiles from the wall. If you win the hand, they may be
worth extra points (see Scoring); this will be indicated by a highlight.

Triangle:

The triangle indicates where each new Round begins by pointing to the
East player. It stays with the opening player as a reminder of where the
round began.

CLAIMING (PLAYING) TILES

At any time during the hand, as other players discard tiles, you may claim
them as Chow, Pong, Kong, or to Win — but only while the file is active.
A discarded tile is active while its base is red, and it remains active for
only a short time. When a tile becomes inactive, its base turns green.

~

AR N

Note: To bypass the active inferval for discarded files you are
not claiming, click the RIGHT mouse button.

Active Tile (red base)

Chow Pong Kong Win
10 HONG KONG MAHJONG PRO

Minimum Hand (Currently
“Chicken” - O Points)
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lay an active tile:
Click the LEFT mouse button while the tile is active (red). The Claim

Menu appears.
Click the LEFT mouse button to highlight one of the following options:

-

2

d

Chow: Three tiles in numerical order (123, 234, efc.). You may
only Chow from the discard of the player on your left.

7

Note: Chow is a low-priority claim; another player needing the
same tile for a Pong, Kong, or Win can take a tile you are
attempting to Chow.

Pong: Three identical tiles (111, ® ® o efc.). You may Pong from
any player’s discarded file.

X,

[ L

Note: Pong takes priorgy over Chow; a player attempting to
Chow a tile must surrender it to a player wishing to Pong it.

Kong: Four identical files. Kong is worth no more points than Pong;
it simply allows you to remove the fourth tile in a set from play. An
additional tile is dealt from the wall to maintain a 13 tile hand.

N

Note: Like Pong, Kong takes priority over Chow (see above). J

- i

Win: The object of the game is to create four sets and one
pair, for a total of fourteen files. Choose WIN when the active
discarded tile will make your hand complete.

s

-

g

Note: Win takes priority over all other claims; players wishing
to Pong, Kong, or Chow a tile must surrender it to a player who
needs it to Win. If more than one player claims the tile to win,
the player nearest the thrower (counter-clockwise) wins the tile,
and the hand.

.

3.

()

Click the LEFT button again to select the option. To CANCEL the
choice, click the RIGHT mouse button, then use the LEFT button to
select a new option, or click RIGHT again to remove the Claim Menu

and continue the hand.
%
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T TR AR
WHEN IT'S YOUR TURN...

Play goes counter-clockwise around the table unless someone claims a file
as a Pong or Kong, in which case the turn jumps to their position. When

. it's your turn, a file is drawn from the Wall, and you must choose a tile to
| discard.

To discard:
1. Click the LEFT mouse button on the tile you want to throw; the tile
is placed on the game board and the hand proceeds.

Note: Chows, Pongs, and Kongs are laid out for all players to
see, but tiles picked up during your regular turn are kept hidden.

Playing a Self-Picked Tile:

A self-picked tile is one that the computer draws from the Wall at the
beginning of your turn. It appears just o the left of your hand and may
either be played or discarded as you choose.

To play a self-picked file, click on the Menu button in the lower left corner

. of your screen (appears only during your turn).

L

1. Click the LEFT mouse button to highlight one of the tollowing opfions:

Stop playing and return to the Main Menu.

Play a self-picked file or a tile you are holding with
three identical tiles in your hand for a set of four
identical files (5555, ® ® ® ® , etc.).

If the file you've picked makes your hand complete,
and your hand contains the minimum number of points
allowed, click here to win the hand.

HONG KONG MAHJONG PRO

4+ Kong:

Win:

2
o
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9. Click the LEFT button again to select the option. To CANCEL the
choice, click the RIGHT mouse button, then use the LEFT button to
select a new option, or click RIGHT again to remove the menu.

WINNING \

You're almost ready to win when you have a waiting hand — this means
your hand is complete except for one tile. The hand below is a waiting
hand because it requires only the 3 or & of Sticks to make it complete.

\

Waiting to Chow 3 or 6 of Sticks

EERITEU =

0/
If your winning file is thrown:

1. Click the LEFT mouse button while the tile is active (red base). The
~ Claim Menu appears.
2. Click the LEFT mouse button to highlight WIN.
3. Click the LEFT button again fo select WIN. A message appears,
telling you how many points your hand is worth and asking if you'd
~like to “Declare now?".
W Click the LEFT mouse button for YES, or the RIGHT one for NO.

¢
i

@

IV 1
- Chow

L]
Chow Pair

| Note: If more than one player claims the tile to win, the player
nearest the thrower (counterclockwise) wins the tile, and the

hand.

If you pick your winning tile at the beginning of your turn, (OR if you

claim a discarded file for a Pong, Kong, or Chow, then realize your hand
*ﬁémplete:) 1
I. Click the LEFT mouse button on the MENU button in the lower left %

-

. \ ;\.\
I =
| HONG KONG MAHJONG PRO 13 g kw
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2. Click the LEFT mouse button to highlight WIN. A message appears,
telling you how many points your hand is worth, and asking if you'd
like to “Declare now?”.

3. Click the LEFT mouse button for YES, or the RIGHT one for NO.

DEAD HANDS

A Dead Hand occurs when all the tiles have been dealt, but no player is
able to win. In the case of a Dead Hand, the round and seat do not
advance, and no chips are paid.

AFTER THE HAND

At the end of each hand your winning and/or losing opponents appear
to celebrate victory or lament defeat, to the accompaniment of their very
own theme song. Now the Winner's Screen appears.

The Winner’s Screen tells you who has won the hand, how it was scored,
and informs you of each player’s winnings and losses.

Winner's Points

Winning Tile

Winner's
Hand

Current
Score
Button**
You Pay
This
Amount

Options (go to Options Menu) Continue (Resume Game)

14 HONG KONG MAHJONG PRO
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When you have finished viewing this screen, click on OPTIONS fo see

the Options Menu, or on CONTINUE to play the next hand. .

+  Click on these buttons to learn more about the winner’s score. Click
again fo remove information windows.

«* The current holdings (chips) of all players. Click on this button to
learn the number of chips each player paid or won at the end of the
round. Click again fo remove the information window.

THE OPTIONS MENU

~.

SANS _ tAEN”.d

a.Voice Board

b. Music Board

' c. PC Sounds

dilflay, 41 ' ,
f. Scoring

e ' ']‘* Review ‘
e. Extra )
Markings

Exit to Resume

DOS Game

This is the Options Menu. Click the LEFT mouse button to select and adjust
the following options:

Q. Select fo turn on/off voices if you have properly configured Sound

Blaster, Sound Blaster Pro, ThunderBoard or Pro AudioSpectrum

boards.

HONG KONG MAHJONG PRO 15



Select to turn on/off music if you have properly configured
ThunderBoard, Pro AudioSpectrum, Sound Blaster, Sound Blaster
Pro, AdLIB, Roland MT-32, LAPC-1 boards, or PC speaker music.
Select to turn on/off PC speaker sound effects.

Click on FASTER or SLOWER to adjust playing speed (determines the
interval during which discarded files remain active). The current
playing speed is displayed in the center.

Include Arabic numerals and English markings on tiles ([example:
1,2,3,4, East, North, West, South).

Information on how hands are scored, and on Special Hands.

SELECTING NEW OPPONENTS

During the game you may decide that your current opponents are too
difficult, or not challenging enough. To select a new set of opponents,
quit the game and return to the Main Menu, then select CHOOSE
OPPONENTS. For more information, see Choosing Your Opponents,
page 5.

| PAUSING THE GAME

' The game is paused during your turn until you discard a tile and allow
the round to continue. To pause the game during the hand:
il Clngk the LEFT mouse button while a discarded file is acfive. The
} Claim Menu appears, and the game is paused.
2. To resume the hand, click the RIGHT mouse button.

“ QUITTING THE GAME

z:!f/e;ss\‘/;/shgreyou qsitl!-long Kong Mahjong Pro, your winnings
saved, but restarting a game alway:
completely new game. e o

To quit playing and return immediately to DOS - ing y
P A B y to . press [AlX] during your

16 HONG KONG MAHJONG PRO

ng the Hand
?_mingit for your turn, and click on the MENU button in the lower left

corner of your screen.
Click the LEFT mouse button to highlight QUIT. Click again to select.
The Main Menu appears.

3. Click on EXIT TO DOS. The ending screen appears; the sparrow and
your opponents bid you good-bye. Click on EXIT TO DOS again to
quit, or click on GO BACK TO MENU fo return to the Main Menu.

After the Hand
1. Wait for the hand to end, and click on the OPTIONS button (next to

CONTINUE, in the lower half of your screen). The Options Menu
appears.

2. Click the LEFT mouse button to highlight QUIT. Click again to select.
The Main Menu appears.

3. Click on EXIT TO DOS. The ending screen appears; the sparrow and
your opponents bid you good-bye. Click on EXIT TO DOS again to
quit, or click on GO BACK TO MENU to return to the Main Menu.

&

HELP - THE MAHJONG SPARROW

This is the Mahjong Sparrow. Because the word Mahjong is Chinese for
“sparrow”, the sparrow is traditionally known as the Spirit of Mahjong.
The Mahjong Sparrow appears at the beginning of your turn; in Novice
mode (see Using the Tutorial, page 18), he'll
give you frequent hints and messages to help
you learn and play the game. During normal
play, click on the Sparrow for advice on which
tiles to throw away; he'll fly to the tile he
wants you to discard and hover there for a
moment, then return to his perch.

¢
\
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Note: There are many different ways to complete your hand.
The Sparrow’s advice is designed fo help complete your hand
as quickly as possible; he won't necessarily help you to create a

high-paying hand.

USING THE TUTORIAL

In order to help you learn to play Hong Kong Mahjong Pro, we have
included a tutorial program on your game disk. This tutorial includes a
quick lesson on the rules and scoring, a demonstration of the game, and
the option of playing the game in Novice Mode with lots of help from the
Mahjong Sparrow.

To use the tutorial:
1. From the HKMI directory, type hkmitutr and press ENTER.
2. A menu appears. Click on TUTORIAL.
3. The Name screen appears. Click the LEFT mouse button on the
appropriate letters to spell your name. Click on OKAY to continue.
4. View each page, then click on one of the buttons at the bottom of the
screen:
Go To Demo - Exit the Basics and play a Demo or Novice game
Previous - Go back to the previous page
Next Page -  Continue with the tutorial

‘\ POP QUIZZES

Now and then the Sparrow gives you a pop quiz to help you learn the

game. When a pop quiz occurs, read the question and click on the
(. appropriate answer.

»

7
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VWO GAME

ng; to remove messages, click either mouse button.

it the demo, click the RIGHT mouse button after any player discards. '

ly set to DEMO; if you want to watch a demo of the game,
n PLAY. To play in Novice Mode, click the Gameplay button
ake it read NOVICE, then click on PLAY.
Back to Basics:
through the lesson again.

" A \-i\\

Mode the Mahjong Sparrow plays a game while you watch. As |/ ‘ )
he displays messages o tell you what he and the other players \ £33
- y f

[x .\
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NOVICE GAME b lmocsss s of i v ol s g e
- In Novice Mode you play a real game with lots of extra help and hints most common lverrselo: toaﬁozflzzt;l;e“);e as the Star Ferz and won ton
from the Mahjong Sparrow. Click on his picture in the lower right corner where it '\5/57 2 h?:vge trie% therefore, to fashion this game in the Hong Kong
of your.screenfor heipWilh GiSSIEIESRENERS e 118 e wanis you-to nozdt:e; us?ng tile imag'es copied' from the plastic sets one would find in \
| throw away and hover there for a moment before returning to his perch. :::tly:ic’(:l Kowloon household, and adhering to locally accepted rules.

He fells you when there is an opportunity to Chow, Pong or Kong a
discarded file, and fells you what the other players are doing as well.

S EY

To quit the game, click on the Menu button (appears in the lower left
corner during your turn), and select QUIT. You can also wait until the
hand ends and select QUIT from the Options Menu.

Lx

SE€T L |

THE HISTORY OF MAHJONG

o ®
A

According fo some experts, Mahjong was introduced in both'the Uni!ed [ 4
States and Japan in the 1920s. The game was very populgr in America \ :
until sometime in the 1930s. Unfortunately, the “Americanized” Mahjong o) A5, /
bore liftle resemblance fo its Chinese predecessor; many of the original |« |

features of the game had been eliminated, and dozens of newrulesand ' |
variations had been established, causing much confusion among

j o authorities as to just what the “official” rules were. Eventually everyone
/" Mahijong is played around the world with variations in play and scoring agreed on a standard set of Mahjong rules and terms, but the c?nfusmn
which may differ from house to house. Though the precise history of the had already become too much for many players, and the game's

¥ I i game is incomplete, it is clear that the game originated in China. popularity suffered a fremendous decline. | N\

20 HONG KONG MAHJONG PRO HONG KONG MAHJONG PRO 21
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4 Toda){ Mahijong is played very seriously in Japan. There the rules briefly
’ Expenenced controversy similar to that of American Mahijong, before
. being rescued by a group of experts calling themselves the Japan

Mahijong Association. The JMA is dedicated to the preservation of this

\ form of Mahjong: T N
\,‘ b ahjong; the standard rules and variations in Japan are set by

THE MAHJONG TILES

The following section describes the files used to play Mahjong. Be sure to

read the sections titled Sefs (page 25) and Scoring (page 26) for more
information.

THE CHARACTERS

EEEEEEEE

I;Eng[iah, this suit is referred to as the Characters. The symbol in red
signifies ten thousand, implying prosperity. The symbols in blue are the
numbers one through nine. There are four of each. Using the Extra
Markings option on the Options Menu, the Character tiles can be marked
wﬁiﬂ!_‘._érobic numbers so you don’t have to recognize the Chinese

rs.

THE STICKS

(LE (s L (o i i

E:gond numerical suit is the bamboo Sticks. There are four of each,
umbering one through nine (the sparrow is on the number one Stick).
D?_ﬂmine their values by counting the twigs on each file.

THE BALLS

T!\e third and last numerical suit is the Balls, which can also be called
rcles or Dots. There are four of each, numbering one through nine.
rmine their values by counting the spots on each tile.

HONG KONG MAHJONG PRO 23
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§ 2 These are the Dragons: White, Green, and Red.
% There are four of each, and a Pong or Kong of
A a Dragon is worth 1 point.
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THE WINDS SETS

&a ; : i
SHTH g WE HOETH - obiect of the game is to collect sefs of tiles. Each p|qyer starts of_f wit
= ?Jt' These are the four Winds: East, South, Ihi:’mptﬁtes The first player to collect four sets of three tiles and a single
3 ' - West, and North. There are four of pdit‘@f tiles wins the hand.

each, and a Pong or Kong of a Wind ii *

worth extra points IF it corresponds to the current Round or your current
Seat . The characters for the Round and Seat are displayed in the lower
right corner of your screen.

One type of set you can put fogether is called
@ a Chow. This means a group of tiles in
numerical order like the 3-4-5 of Sticks or 6-7-8
of Balls. Shown here is a Chow of the 1-2-3 of
S -4 Balls. You can make a C:\o:;v fron:iﬂéegres}t\ .?
les you'll be picking up with each turn or from a file discarded by the )
3 youF: Ioﬂﬂ: y%u are already holding two of the three files you

When the Round and Seat are the same (this happens four times within P!W on
each game), a Pong or Kong of the correct Wind is worth 2 points. need.
i
5

Nofe: The order of the Winds is: East, South, West, North. ]
THE DRAGONS

means a group of three identical files of any
i suit. Shown here is a Pong made up of the 2 of
Sticks. You can make a Pong from the fresh

THE FLOWERS tiles you pick up, or from a tile discarded by

. i
%" § ﬁ % @ (1 3 (2 3§ (4 ‘::;g‘&her player IF you are already holding two of the three needed ‘ ’\' : \
, | i ‘% } -& L — - . Ff) g

\ 3

A second type of set is called a Pong. This \ &

e
-

These are the Red and Blue numbered Flowers. There is one of each, yd |
numbering one through four. When you pick one up, it is automatically se!

aside and replaced by a regular tile. When the hand is complete, the ‘
winner gets one point for NO flowers, or one point for any flower whose N
value matches his seat (for example, the South player hopes to get the #2 —
flowers). All four flowers of a color is worth an additional point. |§¥§
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il The last type of set is called a Kong. This mean;
AR a group of all four identical files of any suit.
) ) Shown here is a Kong made up of the 5 of
<R : Characters. You may Kong a discarded or self.
7/ picked tile when you have three identical tiles
in your hand. You may also Kong a self-picked file if you have Ponged
the other three files.

Whenever you Kong a tile (discarded or self-picked), an extra file is dealt
to even out your hand. If this tile causes you to win, your hand is worth 2
extra points.

. IFyou are holding four identical tiles in your hand, you may either Kong,

. or use them as two pairs for a high paying hand (see Special Hands,
i ' page 28).

1

Note: Kong still counts as three tiles (like Pong); it's purpose is
to make use of a fourth matching tile rather than discarding it
and making it available to the other players. An additional tile
will be dealt from the Wall to maintain a 13 tile hand.

- SCORING

A -~ b—\ The following section describes how hands are scored. After each hand

\

gy ‘\ \
).

)~ you can get a quick review by selecting SCORING REVIEW from the
1 Options Menu. You can also find out how the winning hand scored by
- clicking on the Score Buttons (see After the Hand, page 14).

>

',,/‘
|
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A complete hand with no “exiras” is scored at O exira points. Extras are
listed below:

& Pure* = 6 points

& SemiPure*= 3 points

& All Chow = 1 point

All Pong/Kong = 3 points '

Ninning tile “Self-Picked” (not a discard) = 1 point

1 or 2 Dragon Pongs/Kongs = 1 point each '
g Dragon Pongs/Kongs and a Pair of the third Dragons = 4 points
n Pongs = 6 points

: Pog;%engs gf Winds matching the Round or Seat = 1 point
~(indicated by a highlight).

owers = 1 point

wers matching Seat value = 1 point each

All four Red Flowers or Blue Flowers = 1 point

Kong + Self-Pick** = 2 points

Winds & Dragons (only) = 7 points

e: 4, 5, or 6 points is called a FULL HOUSE. 7, 8, or 9 points
led DOUBLE FULL HOUSE. 10 points or more is called TRIPLE
L HOUSE. For more information, see Payoffs, page 29.

—

: }ﬁnd which has sets from only one of the regular suits (Characters,
Sticks, or Balls) and sets of Winds and/or Dragons is Semi-Pure, and /

is worth 3 extra points. A hand which only_has sets from one suit is

Pure, and is worth 6 extra points.

** Whenever you make a Kong, you always pick up a fresh file to \

ntain a 13 file hand. If that file causes you to win, you will get T )

géfnf for Self-Pick plus a 1 point bonus. ({ C\-/
o 3
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SPEC DS d according to the following table
acc
The following winning hands are very difficult to achieve, but are worth yiae , >
extra points to the lucky player who does: by Discard | by Self-Pick
| SEVEN PARS 4 6
EEEE GG s [ L 8 y
® Joe
2 — e 16 24
Seven Pairs of any tile - 4 points.
¢ 32 48
x . ONES AND NINES (Thirteen Unique Wonders) 64 96
o EEMeER DS E DR AT
Ones and nines of each sit plus each Wind and Dragon, for a fotal of 256 384

thirteen files; pair any file for a complete, winning hand. This is a

MAXIMUM HAND, worth at least 10 points. 4, 5, or 6 points is called a FULL HOUSE. 7, 8, or 9

s is called DOUBLE FULL HOUSE. 10 points or more is

GATES OF HEAVEN

@& I! I! @ |2 |5 [o0 = (32 52 (38 =8 [ese (= ING EXAMPLES |
This exact h!;u!;y!:(h!:mk" be Io<|n:nl;>:r!ma_ndl; L | & B b E I_ u gL l: m L Ii m \ {/

. played in Sets). Nine possible combinations. This is a MAXIMUM HAND,
-\ worth at least 10 points. Not all ,A
Not all Pong; not all Chow; Semi-Pure; Dragon Pong — if by discard ond \ '

(J / \‘ JADE DRAGON
= BEBUGELLUGEREE o

Pongs of any STICKS and Pong of GREEN DRAGON. This is a MAXI-
|Il I.
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' | When you choose your opponents, the

If any of the other players has three sets of one suit showing, a warning

: ~ will appear to remind you of the following rules:

% If you throw a tile of the same suit, and it causes them to win, and

their hand is Pure, you must pay for everyone. This will amount to
64, 128 or 256 chips!

% If you discard a tile that causes a player to have twelve pieces of the
same suit revealed, and that player then picks up the winning ile,
and their hand is Pure, you must pay for everyone. This will amount
to 192 or 384 chips!

MINIMUM HAND
There are certfain rules that you and your oppo-
nents decide on at the beginning of each session. (A%
Minimum Hand is one of these. A Mahjong hand  “veyg
can be complete but not worth any extra points (0§
points). This is known as a “chicken hand”. d
During the game, click the left mouse button
. as if to claim a tile; the minimum hand is
¢ displayed on the right side of the Claim
Menu; if chicken hands are allowed, the
' chicken appears above an “OK”.
Otherwise, the chicken is crossed out,
and the minimum number of points
allowed appears in a box.

minimum number of points they'll play for is
> displayed on-screen; you must play for the
, highest (0, 1 or 2) number of points they
request. If they want @ minimum 1 or 2

- point game, you'll need 1 or more Flower

" points, Dragon Pongs or Kongs, or
something else of value to win (see
Scoring, page 26).
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RE E g ER: When playing with Uncle Chen, if you declare in error you'll
pay the ultimate penalty (128 chips to each) — be sure to count your
points before you declare!

.« nenalty occurs when there are fewer than five tiles left in the wall, '\
i e e o . ')

player throws a tile not yet seen _, which another player claims fo
_In this instance, the offending player pays for everyone at the table.

s rule is decided at the beginning of a game; some opponents, such as

le Chen, insist on it.

ners concentrate on making a complete hand so that they can win
ething. EXPERTS KNOW THAT IT’S IMPORTANT TO PREVENT

{ERS FROM WINNING. This often requires destroying your hand by
throwing the least risky tile, especially _late in the hand. When there are

only a few files in the wall, avoid throwing tiles that are the same suit as
an opponent's revealed files, and tiles which have not previously been

o 1
i

.;,j_‘ I

In G

gh the element of luck is great, the long-term winnings go to the |/
er who pays attention and makes good, intelligent decisions. Try | J
lance your desire to build a high-paying hand with the need to \ ‘
‘'go out” (win) before the other players.
There are only four of each tile. Be sure you aren’t waiting to win /
f

\

\

hand on a “dead” tile.
Gut cards” are the middle cards that your opponent may use to
’L‘ ow (2,3,4,5,6,7 and 8 of any suit]. If you are going for a big
- hand, throw the gut cards early, before your opponent has time to ¢
collect more cards to Chow them. If you are going for a Chicken
land, keep these cards, because the chances that you will get
another consecutive numbered card is high. Throw an “end card”
instead (a 1 or 9). Generally, throwing an end card is always safer
e throwing a gut card. ‘
Avoid going for an all Pong hand unless you have at least three
Pairs in your hand to start with.

i
-
N

® /
o®
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Chicken Hands (O points)

% Think carefully about going for Pure, Semi-pure, 3
Y

) “

or Special hands when playing chicken hands
(O points); your opponents are likely to try to
win quickly with combinations of Chows and
Pongs. Your best odds are to go for the simplest
hand.

% Always check the Round and Seat Winds, and
play your Winds carefully; Winds that are not worth any points to
you, ARE worth at least a point to one of your opponents. Throw
these Winds out early, before your opponents have time to pair up
their paying Winds. Pongs of winds that do not match the round or
your seat are of no extra value in a simple hand, but you should
keep non-paying Winds if you are going for a Pure or Semi-pure
hand. And cerfainly keep winds that are worth a point fo you!

1 Point (or Better) Hands
% Pay attention to the Flower Tiles; if you have no flowers, you have
one point, and a combination of Chows and Pongs will allow you to
, win. However, if you pick up a flower that does not match your Seai
-4 you lose the Flower bonus, and if you have already Ponged and
Chowed sets of tiles, you may find that you cannot reach the
minimum hand. The safest thing to do is go for all Chow, or wait
until you have at least one of your own flowers before Ponging.

\ PROBLEMS WITH THE GAME?

A \

\ If you are having a problem installing or playing the game, we want to

'~ help. First, please make sure you have read the Installing Hong Kong
... - Mahjong Pro section of this user's guide thoroughly, and make sure you
S, . have at least 4.8 Meg free on your hard drive. If you have followed the
' 1 ' directions in the documentation, and are sfill having trouble installing or

operating the software, here are some hints that might help solve the

- problem. Before attempting any of the following suggestions, please

/ make sure you are familiar with the MS-DOS commands being used, o

" _mam~ consult your MS-DOS manual for more information.

{ ()/ !
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system requirements:
 or 100% compatible 286, 386SX, 386 or 486 PC system

RAM
S-DOS 3.0 or higher
drive with aﬂeast 4.8MB free space o
graphics card and VGA color monitor \
osoft-compatible mouse

system (in addition to minimum requirements):

Hz or faster 80386 100% compatible system

d MT-32 or LAPC-1, Thunderboard or Pro AudioSpectrum,
d Blaster or Sound Blaster Pro or AdLib® sound card
per-VGA graphics adapter with Tseng Labs, ATl Technologies Inc.,
dise™ or Video Seven chipsets.

RAM with at least 160K configured as EMS.

ded memory (EMS) manager such as EMM386, QEMM or
AX. This will allow Super-VGA users 640 x 480 lines of
on and 256 colors.

ching software such as PC-Kwik or Smartdrive.

on Graphics cards g
ng Kong Mahjong Pro has finished installing, the configuration )
m (HKCONFIG.EXE) is loaded, and begins examining your 14
; configuration program checks for 160,000 bytes (160K) of 0
d memory (EMS) and for a Super-VGA graphic adapter with ‘
manufactured by Tseng Labs, ATl Technologies Inc., Paradise™,
o Seven. If both EMS and a compatible Super-VGA graphics /
\|

/

\

)
11' |

are found, a confirmation screen appears.

onditions are not met, the configuration program reports what it

d. If it detects EMS only, a green text message reports the \

A,
‘l.,
\> .]
\./)
?
. | . \\ 3

=g
|28
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- found. If no EMS is found, a red text message appears. To find
out more about EMS see the Conventional, Extended and Expanded

ry section below.
by K
ol
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If none of the Super-VGA chipsets are found, a text message appears. If
you have a graphics adapter with the correct chipset, the configuration

‘. program should detect it. If the program is unable to identify your card,
- and you are positive that your card contains one of these chipsets (either

- 4 through physical inspection or through the documentation), you can

\

,A‘

/‘. }\\
LWL

) / )

attempt to force the game to recognize your card using a command line
option.

To use a command line option, type one of the following options after the
program name when loading the game:

= Tseng Labs
ATI = ATl Technologies Inc.
PAR = Paradise™
V7 = Video Seven

Example: to force the Tseng Labs video mode, type
hkmj ts and press ENTER.

If the monitor fails to display the program correctly, then your adapter
does not follow the standard setup by the respective chipset
manufacturers.

) Notes on Sound Cards

In the configuration program, if you select SoundBlaster, Thunderboard,
or compatibles for your Voice Board, but find that the game doesn’t use
your card, you might have different addressing. You must specify the
correct IRQ and 1/O address for the card. The defaults are IRQ 7, and
I/O address 220h, which are the standard defaults for most voice
boards. If you have different settings on your board, change it in the
configuration program. To do so, press S, type the correct values for your
card, and then press X to save the change. You can also press Q to quit
without changing.

- * In the configuration program, if you select Roland for your Music Board,

but find that the game doesn’t use your card, you might have different
addressing. You must specify the correct address for the card. The default
is 330h, which is the primary default address for Roland. If you have

34 HONG KONG MAHJONG PRO
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seftings on your board, change it in the configuration program.
press R, type the correct values for your card, and then press X

change. You can also press Q to quit without changing.
 your sound card manual for more information.

' requirements

high resolution graphics of Hong Kong Mahjong Pro, we

OK RAM minimum installed on your computer. You also need
af least 562K free RAM (571,000 bytes) to run Hong Kong

ng Pro.

Display Mode | Free Memory Required
color with EMS 571,000 bytes free
6 color with EMS 557,000 bytes free
‘color without EMS 567,000 bytes free

type chkdsk then press ENTER, and a message ’
. states: “568,000 bytes free”, you will only be able to 2
run the program in 16 color mode. To get 256 colors, 4
you would need to free up an additional 3000 bytes of S
— N
D

Example: If you have enough EMS available, and you %

memory. To find out more about freeing memory, see
Finding Free Memory , page 36.

o find it:
>u have MS-DOS 5.0: _ type mem /c and press ENTER. Look for { (
e line, “Largest executable program size”. \\
you don’t have MS-DOS 5.0, type chkdsk then press ENTER. Look )
the line, “bytes free”. This number must be equal or greater than (\
e amounts shown below fo run in that many colors. b -

id out more about EMS see the Conventional, Extended and

\
nded Memory section below.

=/
|
2
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Conventional, Extended and Expanded Memory
Most IBM and 100% compatible computers come with at least 640K
RAM. This first 640K RAM area is referred to as Conventional Memory.

' RAM memory starting at 1MB is known as Extended memory. For
. example, if you have a system with 2MB RAM, you have 640K of

Conventional memory, and 1MB of Extended memory available to your
applications. Hong Kong Mahjong Pro utilizes Expanded Memory (EMS)
in order to provide you with 256 colors with your Super-VGA card.

Note: The area of memory between 640 and 1024 is referred
to as Upper Memory Block or UMB. If you are using MS-DOS
5.0 or a memory manager such as QEMM or 386MAX, it will
take advantage of this area of memory. For more information,
consult the manual of your memory manager.

Extended memory can be converted to Expanded memory by using an
expanded memory manager (software) that complies with the LIM 4.0
standard. EMM386.EXE from MS-DOS 5.0, QEMM.SYS from Quarter-
deck, and 386MAX from Qualitas are some examples of expanded
memory manager (EMM) software. In order to take advantage of your

. memory manager, you need to install it in your system by adding a line
- to your CONFIG.SYS file. For example, if you are using MS-DOS 5.0 or

Windows, you should include the following lines to your CONFIG.SYS in
this order:

DEVICE=<PATH>\HIMEM.SYS
DEVICE=<PATH>\EMM386.EXE

An example of <PATH> might be C:\DOS

' Most memory managers have a routine that helps you through the

installation. Consult the manual that came with your EMM software for
more information.

36 HONG KONG MAHJONG PRO
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‘ree Memory
nning out of memory, the following suggestions may help you
r memory enough to allow you to run Hong Kong Mahjong
uld try these techniques only if you feel comfortable editing
IG.SYS and AUTOEXEC.BAT files. ; -
wvice Drivers, and DOS shells

for Terminate Stay Resident. A TSR is a program (such as
| that automatically executes itself when you start up your
from a hard drive. TSRs are generally installed in your
BAT file. Device Drivers and DOS shells are also loaded
and are usually installed in your CONFIG.SYS file.

or Device Drivers sometimes interfere with games, or take up
mory the game may need, and it is generally recommended
n any such programs, Device Drivers, or shells when
install or play a game.

ot disk

having trouble installing, experiencing unusual lockups, or
blems, we suggest you try starting up your system with a DOS
Below are the steps for creating a DOS boot disk. Please have
sk of the appropriate size for your A: drive, and follow these

and press ENTER.

format a:/s and press ENTER.

n the computer prompts you, insert a blank disk into drive A,

N press ENTER.

the disk is finished formatting you will be asked whether you
Wish to format another. Answer N and press ENTER.

2

| .

|‘1}?*
HONG KONG MAHJONG PRO 37 l S




e

HL

You now have a DOS boot dlsk. You can start your computer from this
disk by inserting it into the A: drive and restarting your machine. Your
. computer will boot up to the A: prompt. This boot disk bypasses the

- AUTOEXEC.BAT and CONFIG.SYS on your hard drive and starts up yoy,
" computer in as clean a DOS environment as possible. Try re-installing the
/ software if you were having trouble doing so, or try starting the software
from the drive and directory you installed to. If the software you are
trying fo run requires a sound driver or mouse driver, don’t forget to load
those before starting your game.

Disk caching and software

Hong Kong Mahjong Pro is compatible with disk caching, such as
SMARTDRV.SYS or PCKWIK.SYS. The game will automatically take
advantage of it, providing you with faster smoother play.

Note: For general information on optimizing your system,
consult your MS-DOS manual. IMPORTANT: Be sure fo create
backups of your CONFIG.SYS and AUTOEXEC.BAT files before
you start editing them. Some editors automatically do this for
you; check the manual of your editor for more information.

/ TECHNICAL SUPPORT

If you have questions about the program, our Technical Support Depart-
ment can help. If your question isn’t urgent, please write fo us at:

. Electronic Arts Technical Support

| P.O. Box 7578

San Mateo, CA 94403-7578

) . Please be sure to include the following information in your letter:

e  Product name

*  Type of computer you own

© *  Any additional system information (like type and make of monitor,
video card, printer, modem efc.)

Type of operating system or MS-DOS version number

Description of the problem you're having
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sed to talk to someone |mmed|ately, call us at (4] 5) 572- ARTS
ﬂ;ough Friday between 8:30 am and 4:30 pm, Pacific Time.
the above information ready when you call. This will help us
question in the shortest possible time.

RRANTY W 3
1bs, Inc. (“Creative Labs”) warrants to the original purchaser of '\

er software product, for a period of sixty (60) days from the
? 'ngj purchase (the “Warranty Period”), that under normal use,
- media and the user documentation are free from defects in N\
d workmanship.

/ CLAIMS
 warranty claim under this limited warranty, please return the
 the point of purchase, accompanied by proof of purchase,
ur return address, and a statement of the defect. OR send
s at the above address within 60 days of purchase. Include
dated purchase receipt, your name, your return address,
flement of the defect. Creative Labs or our authorized dealer
r option, repair or replace the product and return it to you
paid) or issue you with a credit equal to the purchase price.

g states the purchaser’s sole and exclusive remedy for any
warranty with respect to the software product.

NS

RRANTY IS IN LIEU OF ALL OTHER WARRANTIES AND NO
ZPRESENTATIONS OR CLAIMS OF ANY NATURE SHALL BE

(G ON OR OBLIGATE CREATIVE LABS. ANY IMPLIED WARRAN-
;&lCABI.E TO THIS SOFTWARE PRODUCT, INCLUDING WAR-

o A
o/
=S OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR C\ \

, ARE LIMITED TO THE SIXTY (60) DAY PERIOD DESCRIBED C

lN NO EVENT WILL ELECTRONIC ARTS BE LIABLE FOR ANY

L, INCIDENTAL, OR CONSEQUENTIAL DAMAGES RESULTING

SSESSION, USE, OR MALFUNCTION OF THIS ELECTRONIC
OFTWARE PRODUCT.

k‘

...\{
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Some states do not allow limitations as to how long an implied warranty
lasts and/or exclusions or limitations of incidental or consequential

. damages so the above limitations and/or exclusions of liability may not
* apply to you. This warranty gives you specific rights, and you may also
have other rights which vary from state to state.

 himself has been alive approximately 43 years, during which time his
nents have included attending (and dropping out of) the College of
Mary in Williamsburg, VA., and holding various occupations

of goldsmith, tour guide, truck driver, telephone lineman, technician,
Ar. Fitch declined comment on his apparent preference for activities
the letter “T”, and points out that his hobbies (mahjong, billiards,
and computer graphics) do not support such a theory. Fitch was
remark that travel (in Asia) was also among his favorite activities ...

NOTICE

ELECTRONIC ARTS RESERVES THE RIGHT TO MAKE IMPROVEMENTS |N
THE PRODUCT DESCRIBED IN THIS MANUAL AT ANY TIME AND
WITHOUT NOTICE.

THIS MANUAL, AND THE SOFTWARE DESCRIBED IN THIS MANUAL, IS
COPYRIGHTED. ALL RIGHTS ARE RESERVED. NO PART OF THIS
MANUAL OR THE DESCRIBED SOFTWARE MAY BE COPIED, REPRO-
DUCED, TRANSLATED, OR REDUCED TO ANY ELECTRONIC MEDIUM
OR MACHINE-READABLE FORM WITHOUT THE PRIOR WRITTEN
CONSENT OF ELECTRONIC ARTS, P. O. BOX 7578, SAN MATEO,
CALIFORNIA 94403-7578, ATTN: CUSTOMER SUPPORT.

Jments

vishes to thank the following people, without whom this product would
it is: George Sanger and David Govett, for their creativity and

ohn Miles, for his patience and knowledge of all things technical;
his dedication, his attention to detail, and his friendship; Joe

. SOFTWARE © 1992 NINE DRAGONS SOFTWARE
"?}' 3\' ALL RIGHTS RESERVED.

\ Vedia / MANUAL BY MARTI McKENNA

- | © 1992 ELECTRONIC ARTS. ALL RIGHTS RESERVED.
/ - A Portions © Genus Microprogramming Inc. 1988-1991.
o v | Allimages © 1992 Nine Dragons Software, except Oriental Garden Photo ©
,’ 1991 Event Horizons.
(., Harc version 1.13c © Haruyasu Yoshizaki, 1988-89.
"\ Unless indicated otherwise, all software and documentation is © 1992 Electronic

/ 1 "V Arts. All Rights Reserved.
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GETTING STARTED

SYSTEM REQUIREMENTS

To play Populous II, you need an IBM PC or compatible computer with ,
hard drive and a mouse. You must have a minimum 11 MB of free space
on your hard disk, and your system must be running MSDOS 3.3 or
greater, Expanded Memory (EMS) is required. The minimum amount of
base memory and EMS you need dependes on the kind of display you
select and the sound source you have.:

Lo-Res 320x200 256 colors with: Base EMS
No Sound 485,376 bytes 272K
Internal Speaker 539,649 bytes 272K
Sound Blaster 543,744 bytes 272K
Hi-Res 640x480 16 colors with: Base EMS
No Sound 558,480 bytes 1040K
Internal Speaker 613,600 bytes 1040K
Sound Blaster 617,760 bytes 1040K

Populous IT requires Expanded Memory. If you do not have memory
manager software on your system you will not be able to use EMS. In
high resolution mode you need 1040K of EMS and in low resolution
mode you need 272K of EMS. consult your memory manager documen-
tation if you are not sure how much EMS you have available.

INSTALLING POPULOUS I
ON YOUR HARD DRIVE

The install program included on your game CD-ROM does three things:

POPULOUS II

s a directory on your hard disk for the game.
os the necessary game files into the directory.

. tes a batch file containing the graphic and sound configuration for
r computer.

0 install Populous II:
nsert CD-ROM into the appropriate CD-ROM drive.

itch to the drive you inserted the disk in. For example, if you
ed the disk in drive D, type D: and press Enter.

You must switch to the CD-ROM drive before you execute the
LL command — you can’f simply type D: INSTALL.

"D\ POP2 and press Enter.

INSTALL D: C: (substitute the correct drive letters for your
and hard drives) and press Enter. Populous II is installed to
P2 subdirectory of your hard drive.

DING POPULOUS I
| Populous II:

your computer as you normally would.
sure that your mouse driver is loaded.

to the drive you installed the game on. For example, if you
ed the game on the C drive, type C: and press Enter.

D\ POP2. Press Enter.

ype GO and press Enter. An animimated intro plays. Watch the
Lro, or press any key to go to the Game Menu.

‘u must use the GO.BAT command to start Populous II. If you
to start the game you will not hear any sounds.

POPULOUS II



SPECIAL PARAMETERS

When you start Populous I, the program automatically uses the configur.
ation you specified when you installed the game. However, you can start
the game in high resolution graphics or with a different sound mode by
adding a few extra characters (called arguments) to the GO start commang

Example: Let’s say you wanted to start the game in high resolution
graphics mode. You'd type GO /H as your start command.

The order of the extra arguments doesn’t matter as long as there’s a space
between each argument. Here are the arguments you can use:

/H High resolution graphics mode. You must have a VGA
graphics cart to run the game in high resolution
graphics mode.

/SI Internal speaker sound effects.

/SS Sound Blaster sound effects. You must have a Sound
Blaster sound card.

/SN No sound effects.

/L MCGA graphics mode.

POPULOUS 'IT

eENOUGH DISK SPACE?

talled the game, you may find that you need space on

e for other things. You can free up the animated intro to

is has no effect on gameplay, though you'll no longer be
'phé animated intro.

a moment that the game is located on the C drive, the two
‘delete are:

O\INTRO.EXE
2\DATA\INTRO.DAT

eted the files, you can start the game as usual with the

d. You'll notice a “Bad Command” error message when

command — pay no attention to it, the game will load and
nu will appear shortly.
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WELCOME TO POPULOUS I
OVERVIEW

As one of the many sons of Zeus the All-Father, you demand your rightfy
place among the gods on Mount Olympus. But Zeus isn’t about to give
you your inheritance just for the asking. You must prove your worthineg
by defeating the 32 divine opponents who rule the 1000 worlds of
Populous II.

CREATE YOUR DEITY

Your first task is to create the kind of deity that you want to be. You
choose the eyes, mouth and headpiece that indicate whether you're
benevolent and wise, fierce and war-like, brutish and cruel, or some
bizarre combination of these characteristics.

Your god’s personality affects how opponents react to you. For example, i
your deity looks aggressive, your opponent wages war harder. If your
deity looks like a scholar, the combat is more subtle and clever.

CONQUEST GAMES ARE PART OF A SERIES

There are two ways to play Populous II: Conquest Games and Custom
Games. In Conquest mode, you must conquer a series of worlds. Each
world gets progressively harder as you face tougher terrains, stronger

gods, and more potent divine powers (known as Divine Intervention
Effects).

EACH CONQUEST EARNS YOU EXPERIENCE

If you played a Conquest Game well, you're awarded experience. After
each conquest, you can exchange your experience for greater power in
the six forces of nature. You can decide to concentrate on a particular
element — becoming, say, a fire god — or you can spread your
experience over all the forces.

POPULOUS II

IATE GOAL — DEFEAT ZEUS
pattle in the Conquest series is against your father and supreme
us. Defeat Zeus and you can take your seat among the gods.

M GAMES LET YOU CALL THE SHOTS

mode, play a random land with all the effects you have earned
quest games. For example, if you have played three Conquest
seen a variety of different effects, in Custom mode you'll be

a game with all those effects combined.

EST PROGRESS AFFECTS CUSTOM GAMES
- Game, the Divine Intervention Effects you can do are
ur progress in the Conquest series — you can’t do effects
ready used in a Conquest Game. This is the only limitation
Custom Game you can make.

?PEGINNING...

CONQUEST GAME
Congquest Game at the game menu. The Next Conquest

quest screen shows you which Divine Intervention Effects
rules apply to the world you're about to conquer. In this first
can only do five Effects: Raise And Lower Land, Place Papal
Ordain Perseus, Armageddon, and Column Of Fire. A tick (v)

that a special rule applies to you in this world — for example,
to “Water Is Fatal” indicates that people always drown if
‘Wwater.

1000 worlds in the Conquest series. Each world has a number
me. The number for the first world in the series is 0; its name is
Each time you conquer a world, Zeus will give you the name

xt world he wants you to do battle on. Always write down the
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name of any world Zeus gives you. If you quit Populous II, you'll need
this name to continue the Conquest series where you left off.

Click proceed to begin the game.

PAUSING THE GAME

Once the battle starts, you'll want to pause the game from time to time
so you can follow the tutorial. To pause the game, press the F10 key. Ty
resume the game, press F10 again.

THE BATTLE BEGINS
Wher: the game begins, you're looking down at your worshippers.

The World Map is a view of the entire world you're currently on. Good ang
Bad populations inhabit the world usually on opposite sides of the map.

The Close-Up Map is a magnified view of a point on the World Map. All
divine activities are carried out here.

Walkers represent a number of people wandering the land as a tribe
seeking to establish well-populated settlements. Walkers need shelter
against the climate and they’ll settle on any piece of flat land that can
support them. When they settle, they create dwellings.

Divine Intervention Effects are an arsenal of awesome powers and
potent disasters. There are six categories or elements, each with five
individual Effects, with the exception of Fire, which has four effects.
The Effects you can do depend on the world you're fighting on.

The Mana Gauge measures your Mana. Mana is a reservoir of power you
can use to do Effects. Mana comes from the pious worship of your
followers — the more worshippers you have, the greater your Mana. The
red line at the base of the Mana Gauge indicates your total Mana. The
pointer indicates which Effects you can currently do.

Right now you only have enough Mana to raise and lower land.
{ Occasionally you'll use up your Mana and won't be able to raise or lower

POPULOUS I1I

don't worry. As you help your people multiply, your Mana will

Commands let you influence the general behaviour of your
ot information on populations and settlements, and bring up

Requester.

eum is a population indicator for both Good and Bad

5. As populations change, the Colosseum fills and empties to
fluctuating numbers of dwellers. Good populations appear in
'populations appear in red. The Colosseum can also be used
cers and settlements and get information on their strength

jons.

ING YOUR VIEW

ur view is fundamental to playing Populous IL. There are

s to change your view. The easiest is to scroll with the cursor
numeric keypad.

p can also be used to change your view. The area you're
ewing is marked with a black diamond:

World Map and click a mouse button. A right-click ju_mps
the spot you're pointing to. A left-click moves your view one
that direction.

0 scroll your view by clicking on the directional arrows
the World Map. The longer you hold down the mouse button, the
ne map scrolls.

N LAND
rs need flat lands to farm and settle on, so the first thing you
is flatten the landscape around their settlements. The lay of
is on a grid of squares, so you'll raise and lower land square by
Note: on some worlds you won't be able to raise and/or lower on
your land or your enemy’s land.

Lower
Land
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Raise
Land

Sprog Demo

To raise a square of land, move the diamond cursor to the centre of the
square and left-click.

To lower a square of land, move the diamond cursor to the centre of the
square and right-click.

CREATE LARGE SETTLEMENTS

Creating new settlements is fundamental to winning a world.
Settlements grow according to the amount of farmland around them —
the more farmland, the bigger the settlement.

The biggest settlements are castles. Castles increase your population the
fastest, so initially they’re the most valuable. Castles are also the most
technologically advanced, and better weapons means your people will be
more effective fighters. To create a castle, flatten the land widely around
any dwelling.

SETTLEMENTS AND SPROGGING

As a settlement fills with people, its flag rises. When its flag reaches the
top, the settlement is full. At this point, a walker will automatically leave
and go in search of a new place to settle.

In the early parts of a battle, you don’t want to wait for your settlements
to fill up before releasing walkers. The more large settlements you have,
the faster your population will rise. This is where the technique of
sprogging comes in. Sprogging is the most important means of
spreading your population. When you sprog, you're commanding a
settlement to send a portion of its population out into the world in
search of a new home.

To sprog a walker from a dwelling, point to the centre of a dwelling and
click the right mouse button. The diamond cursor must be on the exact
centre of the dwelling:

POPULOUS II

ANE INTERVENTION EFFECTS

increased your Mana, you can use some of the five Effects

Hie on DOEGAC. To switch between People Effects and Fire Effects, .

k Intervention
Example

ire Effect available on DOEGAC is Fire Column, which starts a
umn of fire that moves across the land. To do a Fire Column,
n the Fire Column icon.

cursor up the Close-Up Map and left-click to set the column
will appear in a somewhat random location. As dwellings

y worshippers perish. Any land that the column moves across

range, indicating that it's scorched and ruined. The enemy

 to raise or lower the ruined land in order to make it arable

Fire
Icon

four People Effects available on DOEGAC.

d Lower Land: You know this one already. This lets you

n landscape into farmland by raising and lowering land.

apal Magnet: This lets you place your papal magnet anywhere

| the Close-Up Map. Left-click on this button, and then move your
sor to the Close-Up Map and left-click again. You cannot place

, who marches through your opponent’s land and destroys
Yy settlements or people he encounters. Simply left-click on this
n to call the hero.

eddon: This forces Good and Bad to fight until only one
ation survives. Only use this Effect when your population is
Bnificantly greater than the enemy’s.
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Behaviour
Commands

PAPAL MAGNETS

The papal magnets are icons of worship for Good and Bad. You can mqy,
your magnet to Bad territory, then influence your worshippers to go to
and invade Bad settlements. The first of your walkers to encounter yoy,
magnet becomes your leader. Convert strong leaders into special wallkey,
called Heroes with your papal magnet. You cannot place your papal
magnet unless you have a leader.

USE INFLUENCE BEHAVIOUR COMMANDS TO MOVE PEOPLE
Use the Influence Behaviour Commands to influence the behaviour of
your followers. The Influence Behaviour commands are available on
every world and can be used without cost to Mana.

* (o to Papal Magnet: Influence your people to find their ordained
leader and follow him to the Papal Magnet. You can always find the
leader by right-clicking on this option. Use this option to draw your
leader and worshippers together, then turn your leader into a hero. If
you like.

e Settle: Influence your walkers to build new dwellings and your people
to reproduce. To encourage faster settling, sprog worshippers from
their dwellings by right-clicking on any house.

® [Fight: Encourage your walkers to attack Bad settlements and
worshippers. Fight also encourages your people to settle and produce
more walkers for battle.

o Gather Together: Encourage your walkers to walk toward each other
and combine into one stronger walker. Note that each walker
represents a group of people, so when your walkers are gathering
together, tribes are actually combining to make a larger troop. Use
this behaviour when you want to build and strengthen walkers. This
option also influences your people to settle as they come together.

POPULOUS I1I

GAME MENU

YOUR DEITY
IEST GAME

1 GAME
1L GAME
QUILT TO

LoOsS

Left-click an option in the Game Menu

CREATE YOUR DEITY

Lets you create and name your deity and assign any experience you've
earned to one of the six elements.

AMONGST THE GODS YOU WILL BE KNOWHN

AsS

EXPERIENCE 7 ¥

FASSWORD IS

FROCEED

Left-click on Proceed to return to the Game Menu
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NAMING YOUR DEITY

To name your deity:
1. Left-click on the name bar. A flashing dot appears.
2. Type the name of your deity and press Return.

SAVING YOUR DIETY’S NAME

You can save the name of your diety to your hard drive. The name can
up to 14 characters long. The file that's created under your diety’s name
contains your progress in the Conquest series, the password for your ne
world, your diety’s experience, and your last game speed setting.

Only one diety can be saved at a time. If you select Save, then Populous)
will write over any previously saved diety.

CREATING YOUR DEITY

Create your deity’s looks carefully because they’ll effect the way your
opponent god battles you. Choose a scholar’s hat and wise eyes for cleve:
combat, or a warriors helmet and angry eyes for a ruthless battle
experience.

To create your deity:

1. Left-click on a selection arrow next to the feature you want to chang
Keep clicking to cycle through the various features.

2. If you need to back up, click the selection arrow opposite the one
you're using.

Choose your eyes, headpiece, and face carefully — your appearance

actually affects your opponent’s reactions.

ASSIGNING EXPERIENCE

To assign any experience you've earned:

1. Point to one of the six elements and left-click once for each lightniné
bolt you want to assign.

POPULOUS II

t half of the element icon turns gold one increment for each
:shning bolt you assign. When the right half is full, the left half
W gold one increment and the right half goes dark again.
Write down your password. You can re-enter this password in the
gmslot next time you want to restart this game.

C QUEST GAME

Choose Conquest Game to play all the worlds in progression of difficulty.
\ Erogress and gain experience, opponents get stronger and more
ndscapes get more harsh, options are restricted, and available

Em change.

e 1000 worlds in Populous II, but you don’t have to complete
| , e in order to face Zeus in the final combat. If you demonstrate
sum@nt skill, you can skip worlds — for example, you could go from
world 0 to world 18, and from there go to world 26, and so on.

2

NUMBER 1

: {E T FEFTILE
L CTS5: CCLICK FOR HELP 3
',ﬁ'uv.
= > / L V = bl U MAF

. RALS o i ANYUHERE AT SEA LEVEL

.J‘ ® . - 0L % aFP L g aAND
. IGHT M 2 nrrnu

15 B T =H0 Y
T ¥ SHOW OFFONENT DEILTY:ERIMETHELS
L PROCEED CANCEL

ug?ONQUEST SCREEN
0you choose Conquest Game, the Next Conquest screen appears:

mﬁt Congquest screen shows you which Divine Intervention Effects
2cial parameters apply to the world you're about to conquer. A tick
(ﬂﬁldlcates that a special rule applies to both you and your opponent in
I’ﬂorld — for example, the tick next to “Water Is Fatal” indicates
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that people will always drown if they fall in water. An X indicates that ,
rule does not apply.

NAMES
Each time you start a world, you receive the name of the next world yoy

are to conquer. Always write down this name. If you quit Populous II, th;

is the only way you can resume the Conquest series where you left off.

To resume the Conquest series where you left off:

1. Select Conquest Game from the Game Menu. The Next Conquest
game appears.

2. Click on the Battle At bar. A flashing dot appears.

3. Type the name of next world for you to conquer and press Return.

CUSTOM GAME

Through playing a few conquest games, you experience different
combinations of Divine Intervention Effects and earn new ones. Choose
Custom Game to play a random landscape using all the Effects you've
earned so far in your Conquest games. CUSTOM GAMES WON'T
ADVANCE YOU TOWARD FINAL VICTORY AGAINST ZEUS.

CONQUEST TO CUSTOM GAME KEY
Press Alt-C to change a Conquest game to a Custom game. Once you've

changed it, you can’t change it back to a Conquest game. Note that your

success or failure in the Custom game has no effect on your progress in
the Conquest series.

ADJUSTING GAMEPLAY
Custom Games start out very hard, so to adjust it to your level:
1. Left-click on the Game Requester icon to bring up the Game
Requester.

2. Left-click on Game Options to bring up the Game Options
Requester.

POPULOUS I1I

R

8 Left—cllck on any of the options to change any of the special
ameters for Good (you).

47 l,eft-chck on the green button next to For Good to change it to
For Bad. Now left-click on any of the options to change any of the

; speCla] parameters for your opponent. Initially your opponent can

‘ create and destroy land very fast, so you may want to alter Bad’s
abilities to raise and lower land and slow your opponent down
with the COMPUTER SPEED bar.

5“ Left-click on OK to return to the game.

GAME OFPTIONS
FOR GOOD

»capable of for example, say you started a Custom Game and at
t you decided that the opposing diety shouldn’t have Fire
1n his arsenal of Effects. You could “turn off” the Fire Burst effect

ln.]E:senal
u can'’t turn on Effects which were not available when you first
sm@ the Custom Game.

h‘:‘.

3
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PAINT MAP MODE

The Paint Map mode lets you customise games further by letting you:
e (Change maps and landscapes

e Adjust Mana levels for both sides

o Set down walkers, trees, and rocks on the map

For details on the different Paint Map options, see Game Requester
under Basic Commands.

SAVING GAMES
You can save any game while it's in progress.
To save a game in progress:
1. Left-click on the Game Requester icon.
2. When the Game Requester appears, left-click on the Save Game
button. The Save Game Requester appears.
3. Left-click on the File bar. Type a name for your saved world, and
then press Enter.
4. Left-click on Save.

LOADING SAVED GAMES

You can load a saved game from the Game Menu or from the Game
Requester.

To load a saved game:

1. Ifyou're currently in a game, left-click on the Game Requester
icon. When the Game Requester appears, left-click on the Load
Game button.

If you're not in a game, you must find your way to the Game
Menu. Once you're there, left-click on Load Game.
2. Left-click on the up-down arrows to scroll through the saved

game files. When you see the name of the game you want to load.

left-click to bring the name up in the file bar, and then left-click
on Load. (Alternately, you can simply double-click on the file
name to select it.)
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QU" KEY

yJaying a game, you can quit by pressing Shift-Esc, or by selecting
‘Map option from the Game Requester. when the Game Menu is
pressing Shift-Esc quits the game altogether and takes you to

- CONQUERING WORLDS
COLOSSEUM

e Millions
E LR Ten Millions

Hundred

Tens of
Thousands

Thousands

Thousands

llp  Hundred Millions Hundreds

[
Level of Tens
P Technology
& .!P
45
N « Good Bad—

.colosseum reflects population and level of technology of the world, a
. Lgent, or a walker.
r-

K. POPULATION

o j:he colosseum to check up on the world’s population from time
to Ime. As the Good (blue) and Bad (red) populations grow,
Trepresentatives of both sides enter the colosseum. Good worshippers
dressed in blue sit on the left, Bad worshippers dressed in red sit on

- the right. The blue and red representatives of the general population
- Mever leave. They are always showing and always represent only the

fotal population of the world.
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SETTLEMENT POPULATION
You can check on the population of a settlement at any time. Query
any settlement and you'll see the level of technology from a fist (Very
primitive) to a sword (very advanced), and a population count in th,
form of eight flags moving up and down flagpoles around the back
the colosseum. It appears in decimal order:

To check the population of a settlement:

1. Left-click on the Query icon

2. Move your cursor to a settlement on the close-up map

3. Left-click on the dwelling to attach the query icon to it. The settle-
ment appears in the centre of the colosseum and a question mark
appears on top of the dwelling.

In the middle of the colosseum, you'll see a picture of the settlement.

The flags on the colosseum flagpoles reflect the amount of the

population.

If you sprog a walker from a queried settlement, the first walker out of
the settlement takes the query mark with them. X

WALKER POPULATION

Walkers represent a certain number of people in a tribe. When you quern
a walker, he or she appears in motion in the middle of the colosseum.
Their tribe’s total population is displayed on the eight flagpoles behind
the Colosseum (see Settlement Population above for how to read the
flagpoles). When a queried walker settles, joins another walker, or
another household the query is transferred to the new walker or
dwelling.

The Level of Technology of a walker appears in the form of weapons in
the lower left corner of the colosseum. A fist indicates the lowest form of
technology, a sword the highest.

POPULOUS II

walkers population:
‘on the Query icon
r cursor to the person or settlement you want to query

 again

mark appears on top of a queried walker

JP MAP

map is where you carry out all divine commands and
settlements, watch battles, lay waste to enemy land, build

ip map reflects the section of land that is covered by the black
orld map.

the
e around the Close-Up Map several ways.

r keys or the number pad:

use the brown directional arrows around the edge of the

‘cursor to a directional arrow
to move one increment in that direction

REEN/NORMAL SCREEN
s F7 to go to Full Screen View.

'View lets you see more of the Close-Up Map at one time. You
same effects and commands available to you in Normal View.

n View, each available Divine Intervention Effect is indicated
mana line under the icon for each Effect’s category. For
under the People Effect’s icon the mana line to the left
S that you have enough Mana to raise and lower land.
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If you select an Effect and then spend so much mana that the Effect is ng

longer available, the mana line will disappear — however, the Effect
indicator will still be visible on your cursor.

You don’t have a Colosseum in Full Screen View, so there’s no way for
you to guess the population of the world or the technology level of
queried walkers or settlements. You can only do this in Normal View.

To return to Normal View, press F7 again.

WORLD MAP

The world map shows the landscape of the world you're currently on.
¢ Blinking white dots are Good settlements

¢ Blinking yellow dots are Bad settlements

¢ Blue dots are Good walkers (your followers)

* Red dots are Bad walkers (followers of the Bad god)

e The small black diamond is the section of the world that is currently
on the Close-Up Map

e Grey dots are plauged houses

POPULOUS II

e around the World Map:

' rsor on the place you'd like to go, then:

ick to jump directly to that point

lick to move towards that point one section. Keep clicking to
further

oll around the World map, hold down the right mouse button
| move the mouse any direction on the map.

substance from which you draw power. You earn Mana from
tions divine offerings, so increase your population as quickly
can by sprogging dwellings to create new worshippers and
gs. In order to use higher-level Divine Intervention Effects, you
e enough Mana, but keep in mind that when you perform an

| use Mana up. Different effects cost different amounts, so use
gauge to budget your power.

UENCING BEHAVIOUR

your way to victory by influencing your population’s

With the Influence Behaviour Commands. These commands
ys available whether you're strong or weak. For information

0 use these commands, see Influencing Behaviour

under COMMANDS.
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WORSHIPPERS AND WALKERS

Worshippers is a term for your entire population. Walkers are the
members of your population walking across the land. All worshippers
have a level of intelligence according to the level of technology of the
dwelling they emerge from.

SPECIAL WALKERS
Some walkers have special attributes.

LEADERS
Both Good and Bad populations can have a leader of people, recogniz-
able by the miniature papal magnets above their heads. When you seleg
the Go To Papal Magnet icon, your people will first go to their leader,
then follow them to the papal magnet. Leaders are the only members of
your population you can transform into Heroes, and when you do, you]|
need to create a new one by selecting Go To Papal Magnet.

HEROES i
There are six heroes, one from each category of effects. When you have
enough Mana, turn your leader into a hero for greater destruction.
Heroes tend to be immune to the effects of powers from within their
own category.

SOUNDS

Sounds are an important part of Populous II. If you hear the sound of
fire burning, an earthquake, or other disaster, check your territory —
somewhere your opponent has just done some creative landscaping to
your settlements.

HEARTBEAT

Throughout the game, you'll hear a steady heartbeat — your heartbeat.
The slower it pounds the more healthy you are.

POPULOUS I1

2 few metallic dings during play of Populous II which mean
rent things: possibly a hero has been created or a papal

een moved. Pay attention to events and sounds to be able to
ich sound means what.

e sounds of many different Divine Intervention effects. The
e are only audible when they are showing on the close-up map,

1d:
on the Game Requester icon

VE GAME to save the game, or QUIT MAP to quit the world.
nore information about saving a game see Saving Games.

mmands let you influence the general behaviour of your
information on populations and settlements, and bring up

Command
Bar

you don't have a leader, use this command to get a walker
(he’ll turn into your leader as soon as he touches the magnet).
, you can’t place your papal magnet if you don’t have a leader.

ICe your people to build and settle on the land you flatten for

POPULOUS II



GATHER TOGETHER

When two walkers randomly run into each other, they become one
stronger walker, but influence your walkers to come together into feyy,
stronger walkers with this Gather Together command. Your walkers ten;i
to settle during this behaviour, so you'll be building strong settlements .
well as people.

FIGHT
Influence your walkers to walk toward Bad settlements and fight for your
cause. Your walkers also settle and produce fighters while influenced to figy

QUERY COMMAND

Left-click on the query command for information about various people
and settlements.

To get information:

1. Left-click on the Query icon

2. Move your cursor to a target dwelling or walker on the close-up map
3. Left-click again to attach the query mark to them

Any dwelling or walker with the query mark on them appears in the
centre of the colosseum. Only one dwelling or walker can be queried
at a time. The colosseum reflects the population and technological
intelligence of the walker or dwelling. For more information, see Tht
Colosseum under CONQUERING WORLDS.

GAME REQUESTER COMMAND
Left-click on the world icon to bring up the Game Requester:

POPULOUS II

e Requester lets you save and load games, quit or restart the
and set various game options.

5 two kinds of buttons: green and gold. The green buttons let you
en two different things or bring up a different requester. The
s let you turn an option on or off. When the gold button is

the option is on; when the button is out, the option is off.

also ticks (v') and X’s next to some options. A tick means the
ctive, the X means it's inactive.

BAD
od god by default. In Custom Games, however, you have the
g Bad god. Left-click on this option to change your
om Good to Bad or vice versa.
@
'R ASSIST ON/OFF
option is Off, you have to raise and lower land and sprog
ourself. When On, the computer takes over some of these
you can concentrate on destroying the enemy.

'ER V HUMAN/COMPUTER
puter V Human mode, you play against the computer. In
V Computer mode, you can watch the computer play both
1en join in when you like.

74/!
‘_ d Game option lets you load previously saved games. For detailed
nstructions, see Loading Saved Games.

e Game option lets you save games to disk. For precise saving
ions, see Saving Games in Game Menu section.
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RESTART MAP PAINT MAP OPTIONS

The Restart Map option lets you restart your conquest of the current jue Man — To add Good walkers to the Iandscap_e, left-click on the
‘Blue Man button, move the mouse to map, and click the left mouse

world.
itton for each walker you want to put down.
QUIT MAP ped Man — To add Bad walkers to the landscape, left-click on the
The Quit Map option lets you quit the current world and return to the ‘Red Man button, move the mouse to map, and click the left mouse
Game Menu. utton for each walker you want to put down.
‘Tree — To add trees to the landscape, left-click on the Tree button,
CO_N QUEST GAME qmove the mouse to map, and click the left mouse button for each
A tick (v) mearzs that you're currently playing a Conquest Game — an x w you want to put down.
meaps thatyotdre not, i — To add rocks to the landscape, left-click on the Rock button,
CUSTOM GAME ‘move the mouse to map, and click the left mouse button for each
m
i Y want to put down.
A tick (v/) means that you're currently playing a Custom Game — an X A“ﬁc g you v

fy Mana — To raise your Mana, left-click on the Up Arrow (T). To

means that you're not. A
" lower your Mana, left-click on the Down Arrow ().

SERIAL GAME ~ His Mana — To raise your opponent’s Mana, left-click on the Up
The Serial Game option lets you establish a data link between computers ~ Arrow (T). To lower his Mana, left-click on the Down Arrow (1).
connected via modem or serial cable. For more details, see “Two Player ‘Landscape — Left-click on the Up Arrow (T) to scroll through the
Games.” different landscapes: Fertile, Snow, Desert and Sludge.

‘New Map — Left-click on the New Map button to select a different
PAINT MAP map to conquer.

The Paint Map option lets you change the features on a Custom Game

map. This option can only be selected for Custom Games. Left-click on @@‘DPTIONS
the gold button to activate the Paint Map feature, and then click OK. Left-click on the Game Options button to bring up the Game Options
When you return to the map, the Paint Map options appear in the upper requsster«

right corner: i -4

(¥

oy
ey
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The Game Options let you determine how certain features on the
landscape work. You can only adjust these options for a Custom Game,
Any changes you make to the settings affect only the side currently
displayed (For Good or For Bad).

Left-click on the green button to choose whether you're setting the
game options for Good or for Bad, and then left-click on the ticks (v/)
and X’s to turn the option on or off.

GAME OPTIONS

FOR GOOD/BAD

Lets you choose which side (Good or Bad) you're currently setting
options for.

RAISE/LOWER ANYWHERE ON MAP

v You can raise and lower land regardless of whether a settlement is
in view on the Close-Up Map.

X You can only raise and lower land when a settlement is in view on
the Close-Up Map.

RAISE/LOWER ANYWHERE AT SEA LEVEL

v You can only raise and lower land at sea level.

X You cannot raise and lower land at sea level.

CAN’T RAISE/LOWER OPPONENT’S LAND
v You cannot raise or lower his opponent’s land.
X You can raise and lower his opponent’s land. ,

CAN’T RAISE LAND
v You cannot raise land.
X You can raise land.

CAN’T LOWER LAND
v/ You cannot lower land.
X You can lower land.

POPULOUS II

R IS FATAL
ur people automatically drown in water.
ur people can be saved if they're dropped in water.

7°S DOTS NOT SHOWN ON MAP
ot see opponents on the World Map.
see opponents on the World Map.

sht- licking on the centre of a dwelling sprogs a walker.

R DOTS NOT SHOWN ON MAP
u cannot see disaster effects on the World Map.
ou can see disaster effects on the World Map.

' ARE SHALLOW
person falls in a swamp, the swamp is “filled” and

‘matter how many people fall in a swamp, it will never be filled.
UTER SPEED

qcomputer has a fast processor, the game may seem to play
You can adjust game speed to suit your hardware. Press

on the keyboard to increase the rate at which the computer
the game; press minus (-) on the keyboard to decrease.
tely, you can go to the Game Options screen and left-click

he slow or fast ends of the speed meter.)

gr ed, created, conceived and programmed Populous II? That’s
10se sexy guys at Bullfrog Productions, Ltd. Left-click on this
Or more information.
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DIVINE INTERVENTION COMMANDS PAPAL MAGNET
30 Divine Intervention Effects are your weapons against your opponent ; AVE A LEADER BEFORE YOU CAN PLACE THE PAPAL

and your only means for helping your population. Effects use up your . Clicking on this icondets.y;)]u place );;)ur papatl rrtlagtne&:
Mana; great effects like tidal waves and earthquakes are expensive. A t in the xjight placg at t. e r(lig t tlr]ne 0 lf"s g;ga ﬂs oy St
lesser effect like lowering and raising land costs little. You can strengthe Place it protectively inside castle walls and influence you ——

3 : : - ini . Place it deep in the Magnet
effect by applying earned experience points to its category at th er there, combining for strength. P . , =
?)rgi’ty Creatiyonpscieeﬁ ) g g 3 territory and influence your walkers to walk to it; they'll

t comes in their path of their holy pilgrimage.

HELP OPTION

If you have questions about any Effects icon, hold down the H key on
your keyboard and left-click on the icon. A description of the icon’s
function appears.

- PEOPLE EFFECTS
These commands allow you to effect your population.

People
Effects  RAISE/LOWER LAND
Flattening out farm land is vital for your population to spread out and grow,
- Raise land from the ocean’s waters to extend peninsulas or flatten
ol mountains into rich soiled acreage. To raise land out of the water, just mow
Lower Land  yOUY cursor out into the body of water and left-click.

| er to arrive at the papal magnet is your leader. When your
¢ magnet, he is surrounded by a blue flame of holy fire and

2 papal magnet:

ck on the Place Papal Magnet icon

ur cursor to the point on the close-up map you'd like to place
et

on the Place Papal Magnet icon to jump directly to the
apal magnet location on the close-up map.

To lower land:

1. Choose the Raise/Lower icon from the Basic commands bar

2. Move the main point (the black diamond) of your cursor to the tip of¢
pyramid of land on the close up map

3. Right-click to lower it

soldier driven to destroy Bad settlements. Turn as many
ou want into Perseus, but remember that each time you turn

To raise land:

1. Choose the Raise/Lower icon from the Basic commands bar

2. Move the main point of the cursor to the low point you'd like to raise
on the close up map

3. Left-click to raise it

POPULOUS I1I POPULOUS II



Lay Plague

Plague ID

Declare
Armageddon

Vegetation

» LAY PLAGUE
¢ Lay plague on an enemy walker or settlement. When a walker has the

plague, they’ll spread the illness to all dwellings and people they touch,
Plagues can only be stopped by destroying the infected dwellings and
people. Plague victims don’t give you any Mana, and if Armageddon is
declared, they instantly disintegrate leaving only your healthy populatig,
to fight for your cause.

Identify a plagued person or house by the vulture circling in the air
above the infected person or dwelling. If you hear the tell-tale “caw-cay’
of the plague vulture and you don’t see one onscreen, check your
settlements. Your enemy has infected your population.

To lay plague:

1. Left-click on the plague icon

2. Move your cursor to the dwelling or person you want to infect
3. Left-click

Repeat all steps for each new dwelling or worshipper you want to
plague (be careful though, plague spreads fast!)

DECLARE ARMAGEDDON

When you have enough Mana and your population is larger and stronger
than your opponent’s, declare Armageddon to get the forces of Good and
Bad to march to the centre of the world and fight to the death.

To declare Armageddon, left-click on the Armageddon icon.

VEGETATION
Control the vegetation of the world with the Vegetation effects.

GROW FOREST
Earn popularity points by planting trees around your settlements.

POPULOUS II

k on this icon ¢
4r cursor to an area on the close-up map Grow Forest
k again to plant the trees

ed land with greenery and flowers. After a volcano, planting ’
he only way to make the land livable again for your people. ~ Renew Land
appy on a beautiful landscape, so increase your popularity

ing this greenery around your settlements. This greenery

iplanted in the right patterns, so cluster plantings together and

1 plenty of room to spread.

k on the Greenery icon

ur cursor to an area on the close-up map
again to plant

] ' on enemy land to swallow Bad walkers.
- Swamp

emy land:

on the Swamp icon

cursor to an area on the close-up map

k again to lay the swamp.

vigger swamp, repeat all steps a few times in one area

Plant Fungus

‘!fungus around enemy settlements and watch it spread to
rritory. For the most damaging spread and growth pattern,
in straight rows of three or five, but be careful with it. If it
o your territory, it could finish off your settlements as well.

POPULOUS II



To plant fungus:

1. Left-click on the Fungus icon

2. Move your cursor to an area on the close-up map

3. Left-click on the pieces of land where you want it planted

ADONIS

Turn your leader into Adonis, the hero of vegetation recognisable by hjs
head of leaves. He divides after combat, multiplying your number of
hero's roaming the world for your cause. Turn as many leaders as youy
want into Adonis, but remember that each time you turn your leader
into a hero, you'll need to establish a new leader by selecting the Go Tg
Papal Magnet command.

Adonis

To turn your leader into Adonis, left-click on the Adonis icon.

EARTH
Earth effects give you control of earthly disasters and benefits.

Earth Icon

Rl 10ADS

Roads

Build roads on flat ground and low slopes for your people to walk on and
make their travel faster, or use them to block the spread of fungus. Roads
are laid down one square at a time.

To build a road:
1. Left-click on the Roads icon

2. Move your cursor to the area you want to begin building on the close
up map

3. Left-click and move the mouse in a row to lay down the squares of a
road, right-click to remove a square.

CITY WALLS

Build city walls on flat land around your settlements to protect your
worshippers. Neither you or your opponent can alter the land a city wall
is built on. You can’t build on enemy land.

POPULOUS I1I

Id your first city wall, all other city walls must be connected
nple, if you build a city wall around one settlement, the
wall you lay down must stem from the original wall and

) the next settlement you want to surround. The only way to
ate walled settlements is if your opponent somehow

e connector wall between the two.

Build Wall

s are kept out by city walls, but strong enemies can climb
strong enemy walker encounters a wall, they could break
don’t leave walled settlements unwatched.

ty wall:

on the City Walls icon

cursor next to the settlement you want to surround on the
map

lick in a circle around the settlement to lay the wall

Earthquake

umbling earthquake to split enemy territory wide open and

ind a rift that swallows your opponent’s population.

are special in that you can aim them in a general direction
iter that orbits your cursor.

an earthquake:
on the earthquake icon. A pointer slowly orbits your cursor
our cursor to the close-up map next to where you want to start

the pointer is aiming the right direction, left-click again

is an underground movement of rock which causes the land
‘5}" forces numerous boulders through the surface. Create a
h on enemy territory to destroy their farmland.
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To lay a batholith:
1. Left-click on the Batholith icon
2. Move your cursor to an area on the close-up map

3. Left-click and hold to cause the batholith. Hold down the mouse
button for larger batholiths

HERACLES

Turn your leader in to the hero Heracles to double his strength and seng
him crusading into enemy territory. Turn as many leaders as you want
into Heracles, but remember that each time you turn your leader into 3
hero, you'll need to establish a new leader by selecting the Go To Papal
Magnet command.

Batholith

Heracles

To turn your leader into Heracles, left-click on the Heracles icon.

AIR
- Weapons such as rain, lightning, and gale force winds are at your

Airfeon  command when you select elements from the Air category.

] ; LIGHTNING

e - Electrocute enemy walkers and destroy enemy settlements and farmland
Lightning by striking with lightning bolts. You won’t be able to aim the lightning

Icon

bolts exactly, so just strike on or near the target area.

To strike with lightning:

1. Left-click on the lightning icon

2. Move your cursor to an area on the close-up map. Notice the storm
cloud following your cursor — it’s waiting for your command to
strike

3. Left-click and hold to strike. The longer you hold down the mouse
button, the more damage done

POPULOUS II

rlwind spinning through enemy settlements for maximum ﬂ
n. When a whirlwind goes off land, it creates a land-eating Whirlwind
:the water. If an armed worshipper gets sucked up by a
| his weapons are flung out of his hands, and he is reduced
ligence. Anyone sucked into a whirlwind gets flung to the
the wind stops.

on the Whirlwind icon

r cursor to a target on the close-up map
again to start the whirlwind.

ch new whirlwind, repeat all steps

L
rainstorm over enemy territory and destroy your opponent’s E

Storm Icon

ick on the Storm icon
our cursor to an area on the close-up map
lick again to start a storm

WIND
force wind to sweep the landscape and devastate enemy

icane:
lick on the Hurricane Wind icon. A pointer orbits your cursor.
cursor to an area on the close-up map
L the orbiting pointer is facing the direction you want the gale to
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@ ODYSSEUS ]
Change your leader into Odysseus, fastest of the heroes, and send hin,
crusading into enemy territory. Turn as many leaders as you want int, -
Odysseus, but remember that each time you turn your leader into a hg,
you'll need to establish a new leader by selecting the Go To Papal Magnet
command.

To turn your leader into Odysseus, left-click on the Odysseus icon.

FIRE
The fire elements are doubly potent because they burn up enemy sett]e.
ments and worshippers, and ruin all farmland they come in contact wity

Fire Icon

Fire Column

FIRE COLUMN

Start a towering column of flame randomly burning across an area with
this effect. Fire columns tend to move uphill and hover around the top,g
they damage more land when lit on flat ground.

To light a column of fire:
1. Left-click on the Column of Fire icon
2. Move your cursor to an area on the close-up map
3. Left-click again.
Repeat all steps for each new column

| RAIN OF FIRE
Start a devastating rain of fire over enemy territory.

Rain of Fire p
To start a rain of fire:

1. Left-click on the Fire Rain icon
2. Move your cursor to an area on the close-up map
3. Left-click again

POPULOUS I1

nds streams of divine fire out from your Leader. These
in a wide radius and kill any human populations they hit,
oes. The fire will burn both friends and foes alike, so make
der is nowhere near your own people when using this

: éb{nmand, you must already have made a Leader using the
pal Magnet command.

ano on enemy land and send lava flowing out to the sea to

Volcano

t peninsula in the water. Land beneath the volcano is
anently destroyed. The size of the volcano you cause
jour experience points invested in Earth effects at the Deity

olcano:
- on the volcano icon

thing in his path. Turn as many leaders as you want into
‘remember that each time you turn your leader into a hero,
0 establish a new leader by selecting the Go To Papal Magnet

Achilles

Yyour leader into Achilles, left-click on the Achilles icon.
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Create tidal waves, whirlpools and baptismal fonts with the effects in thig '

Water  category. |
PP BASALT

Create bridges of basalt across water by causing minor volcanic activity
with this effect. Arrest enemy land expansion by laying basalt in the Water
around enemy coastline.

Basalt

To create a bridge of basalt:

1. Left-click on the Basalt icon. An orbiting pointer rotates around your
cursor

2. Move your cursor to where you want the starting point of the basalt
bridge

3. When the orbiting pointer points the direction you'd like the bridge tg
lay, left click again

WHIRLPOOL

Lay land-eating whirlpools in the water off the coast of enemy territory.
Whirlpools multiply quickly and there’s no way to stop them, so plant
them far away from your land.

Whirlpool

To cause a whirlpool:

1. Left-click on this icon

2. Move to the target on the close-up map
3. Left-click again to start the whirlpool

BAPTISMAL FONTS

Baptismal fonts create pools of holy water in the ground. When a walker
falls into one, he or she changes to the opposite faith (Good walkers turn
Bad and Bad walkers turn Good). Create fonts on enemy territory to
create walkers faithful to your cause in the heart of your opponent’s
settlements.

Baptismal
Font

POPULOUS II

ct is tricky because occasionally two fonts appear next to each
when a walker falls in and changes, he’ll immediately fall into
font and return to his original loyalties.

aptismal Fonts:
k on the Baptismal Fonts icon

ur cursor to an area on the close-up map
click again to create the fonts

Tidal Wave

Waves far out in the oceans off your enemy’s coastline to wreak
levastation to his territory. A Tidal Wave effects the entire world, so
people on high land before you start one. If your enemy lays a

ve, rise a high wall of land around your coastline to keep water out.

Tidal Wave:
°k on the Tidal Wave icon

‘.ﬂ',» map. The further out you begin the tidal wave, the more
entum it can build up on its way inland

Helen of Troy

eader into Helen of Troy, a woman of legendary beauty and

 has lead many a men to their doom. She marches into enemy

rand leads your opponent’s worshippers around until they die of

e or until you destroy them using a Divine Intervention Effect.
many leaders as you want into Helen of Troy, but remember that

1e you transform a leader, you'll need to establish a new one by

8 the Go To Papal Magnet command.

nemy creates Helen, try destroying her with fire or lightning.

ry wise and can sense when you're targeting her, so she’ll attempt
e your gaze by switching directions often, so be prepared to act

2N you see her on the close-up map.

R your leader into Helen of Troy, left-click on the Helen of Troy
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WINNING

There are several different ways to win Populous II. You can win worlds
win experience points (even if you lose a world), or you can reach the
ultimate goal, defeating Zeus.

EARNING EXPERIENCE POI

HE

NTS

WILL BE

As you earn experience points, apply them to one of the six categories of
effects at the Deity Creation screen. As you invest experience points ina
category (population, fire, water, etc.) the power of any effect you use
from that category increases. For example, say you earn five lightning
bolts of experience after a battle and apply them all to the fire category.
The next time you use any effect from the fire category, it’s stronger. Fire
columns last longer as do Rains of fire, Achilles is stronger and faster, anf
your Volcanoes are much more damaging and permanent.

To apply a lightning bolt of experience to a category, left-click once ona
category icon.

POPULOUS I1I

AME SUMMARY SCREEN

1/ 1‘ "'.__‘
k]

g
(L. ot

&5 Ul

T

M&d of every world, you'll be seated across the table from your
onent god and given lightning bolts of experience for your battle. On

ﬁw@h-between the two of you, watch a replay of the battle. Your
onent deity gives you lightning bolts as a reward for your strategy

Games in Game Menu section for more information.

TEGIES AND TECHNIQUES

R POPULATION
on the very centre of a dwelling to get walkers to leave and
is the most effective way for you to increase your mana

SINK ROCKS
m land around any rock to the water and the rock sinks forever.
1w, healthy farmland over the area where the rock once was.
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REPAIR DAMAGED LAND
To repair fire or quake-damaged land, lower or raise it, then flatten j;
again. The land instantly becomes farmland once again.

LAY FONTS AROUND ENEMY PAPAL MAGNET

When your enemy’s worshippers are walking to their papal magnet, |,
baptismal fonts around it. The ensuing fight is a vision to behold.

LEAD YOUR ENEMIES INTO A SWAMP

Create roads across enemy territory. Bad worshippers will tend to walk
the roads, so create a swamp at the end of one. Watch bad worshippers
drown in the mud.

LAY WHIRLPOOLS IN ENEMY TERRITORY

Lower land into the water until you create a lake in the middle of enemy
territory, then plant whirlpools in the lake. The whirlpools are
indestructible and eat away at the enemy’s land.

CREATE HILLS AGAINST TIDAL WAVES

Build populations on high land or build a wall of land around your
coastline before you cause a tidal wave. If you don’t, you're likely to wip
out a large chunk of your population.

CREATE HILLS AGAINST LAVA
Lava always flows in a straight line, so if some is heading toward your
settlements, raise a section of land in front of the flow to stop it.

POPULOUS II

test game to custom game

(EYBOARD EQUIVALENTS

F10

Shift-Esc

(when Game Menu is showing, this acts as a
“Quit to DOS" command)

F7 key

cursor up, down, left right or keypad
F1 key

F2 key

F3 key

F4 key

F5 key

F6 key

1-5 (keyboard not keypad)

Hold down Tab and left-click on icon
Hold down H and left-click icon

F

G

J

S

lor?

R

plus (+) (keyboard not keypad)
minus (-) (keyboard not keypad)
Alt-C
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TWO PLAYER GAMES

There are ways to connect two computers for a human vs. human gamg
of Populous II: with a null modem cable (datalink), via a network, or Vig

modem. To play a two player game, both players need original copies (f
Populous II.

Note: Two player mode may not work on computers that run at differem ‘
speeds. If one of the systems you are using is faster than the other, yq ;
may be able to make them run at the same speed by turning off the Ty

button on the faster system.
FIRST THING
Talk to the other player:
Decide who will play as the Good god, and who plays Bad.

Who will send and who will receive (remember, the one who sends is

paying the phone bill)
Times for game pauses. When one player pauses, the other is
automatically paused.

CONNECTING SERIAL PORTS WITH A NULL MODEM CABLE

In null modem games, the Game Requester icon is not an option.
Attempting to select the Game Requester icon while two systems are
linked via null modem cable may cause communication difficulty
between the computers.

1. Make sure your computer is OFF,

Connect the cable to a comm port on your computer (1 or 2), and
make sure the other player has connected the other end to his
computer. Populous II only supports comm ports 1 and 2 for null
modem oplay. Note the number of the comm port (1 or2) connected
to the null modem cable.

Make sure your mouse is NOT installed on comm port 2 — your

mouse must be installed on another comm port for modem play t0
work properly.

POPULOUS II

ur computer ON.
yus II. When the Game Menu appears, left-click on Two

k Requester appears.

k on the Good/Bad button to choose whether you're the good
fiety. Remember: One computer must be set on Good and

ust be set on Bad.

Connect. The Serial Link Requester appears.7.
ck on the Set Baud Rate button to set the baud rate to its
setting (“38400”). Both computers must be set on the same

ck .pyn the Comm Port button (1 or 2) that specifies which

t the null modem cable is plugged into.

on Connect. A message gox appears, informing you that the
5 are trying to communicate.

problem making your computers communicate,

¢ that their baud rate settings are the same and that
the correct comm port for each computer, and that
ctually a null modem cable.

COMPUTERS USING A NETWORK

ctory is located on the network server. It has nothing to
ectories in which Populous II is installed on each system.
the game may be installed in any directory you wish.
lous II. When the Game Menu appears, left-click on Two
me.

nk Requester appears.

on the Good/Bad button to choose whether you're the good

. Remember: One computer must be set on Good and the
be set on Bad.

the Link Type button until “Connect Network” appears.
K on Connect. The Network Link Requester appears.

POPULOUS I1I




Left-click on the “Directory” line. A dot appears, indicating that y, voy
can enter the shared directory you'll be using for Populous II. TYDe

the directory path, and then press Enter.

Left-click on Connect. The sender now loads the selected world apg

play begins.

Note: If you have difficulty connecting over a network, check to
sure that you've both designated the correct shared directory.
Populous IT was successfully tested on a 3Com and a Novell net,

Compatibility with all networks is not guaranteed.

CONNECTING MODEMS

il
2.

3.

e

Ensure both the computer and the modem are turned off.

Connect the modem’s serial cable to the computer, then connect the

modem to the phone line.
Turn on the modem and your computer.
Boot Populous IT on both computers.

Both players must choose the same world: either choose Custom
mode with the beginning five effects available, or choose Conquest
mode and both type in the name of the world with the effects you
want, and go back to Custom mode with those effects. Alternatively,

you both could use an identical saved game.

Left-click on the Game Requester screen, then left-click good god or

bad god, whichever you've agreed to with your opponent.
Left-click on the Serial Game option, then left-click on OK.

When the Link Requester screen appears, adjust your baud rate by
left-clicking on the arrows on either side of the BAUD RATE numbef:

Both players must have and select the same baud rate.

The Modem Message line on your Link Requester screen is where Yo
can type commands to your modem. See your modem’s manual for
the exact commands your modem can receive. To send a command
left-click in the Modem Message line, type your command, then pre¥
RETURN. Your command appears on the line beneath. If you type?

second command, you need to delete the old message first.

POPULOUS II

guide to connecting, do the following:

player should type ATD and the receivers phone number
the press RETURN.

jing player, once he has heard his modem answer, should
followed by RETURN.

uccessfully established a connection, both players should
g of question marks (?7??) appear in the box below the
essage line. Both players should now left-click on
machines will load the selected world and play can

many reasons why you may have difficulty in connecting
. If you are experiencing difficulty, try connecting to your
with a modem terminal package, or something similar
Populous I1. Consult your modem manual for any

may need to know to configure your modem correctly.

|G THE GAME

' ‘game with F10 or by bringing up the Game Requester,
gets paused too, so schedule pauses before you link up.

Productions, Ltd. All rights reserved.
Electronic Arts. All rights reserved.
trademark of Electronic Arts.
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Seven Cities of Golo

e z, e install program loads, the installation screen will appear.

re " ¢ a number of options listed at the bottom of the installafion screen that are
i

ble prior fo installation. Press the appropriate FUNCTION key to use an option:
Help: This gives you EA's customer support phone number .

0S: Go fo a DOS shell. Type EXIT to return to the install program.

System Summary: This will give you a hardware summary of your computer.

‘ .?" : Quit the installation program and return to DOS.

u do not want to use any of the FUNCTION key options, you can begin to install

DG onto your hard drive. The installation menu lists these three opions:

all Seven Cities of Gold — Commemorative Edition
gure Sound

leave the installation program and return fo the DOS screen, highlight “Exit” and
s Enter. To begin installation, highlight “Install Seven Cities of Gold —
mmemorative Edifion” and press Enter. You'll then be asked what subdirectory

Seven Cities of Gold



you'd like o install the game to, and you'll see a st of available hard drive
partitions. Highlight the drive you want and press Enter.

4. Next, enter o name for the 7C0G subdirectory. The defoult name is 7CITIES. If you
accept this nome, press Enter to begin installing the game. If you want to rename the
subdirectory, press backspace over the defoult name and type in a name of your
choice. Remember fo use o valid B-dwotter DOS name for the subdirectory.

5. Once the installation is tomplale, you can sef up the Qnme fo run pmparly with your
sound board.

Highlight CONFIGURE SOUND and press Enter. If you have the SET BLASTER variable
in your AUTOEXEC.BAT file, the installation will detect this and prompt you that it hos
been found. You can then run a test to verify that the game will run properlywnh the
current sound settings. If you hear the digitized sound effect when you run the test
then everything will be fme when you play Seven (nles

If the SET BLASTER variable isn't set in your AUTOEXEC.BAT file, you wﬁ have to
manually select and configure the game for your sound card, using the following
steps:

* Highlight the sound board installed in your compufer and press Enter.

© Enter the Digital Audio Port that your sound card is set fo and press Enter. In most
cases, this will be 220, the default setting. If you have changed this setting, please
hlghllghi and select the correct port address and press Enter.

* Enter the IRQ number that your sound card is set to and press Enter. Please
highlight and select IRQ 5 for Sound Blaster and press Enter.

 Finally, you can test the settings you have selected. Press Y to execute the sound
test. If you hear o digitized sound effect, then everything is set up correctly and the
game will run properly with your sound card. If there is a problem, a message will be
displayed. You should then re-enter the port and IRQ settings and run the fest again.
Refer to the manual that came with your sound card for assistance.

Seven Cities of Gold

ou have completed installation and sound configuration, the program will
n the main menu. You can now quit the installation and start a game. See the
g A Game section of this manual (immediately following) for information.

ting A Game
game:

: + and press Enter. (This assumes that your hard drive Iemr is C. Ifit isn't, type
jppropriate letfer and press Enter.)

- 7‘ CITIES and press Enter. If you gave the subdirectory a name other than
TIES, type the directory name after CD\ and press Enter.

7 press Enter to start playing Seven Cities of Gold.

- Options
select Options o described below. Any exceptions to this are noted.
mouse support in Seven Cities of Gold.)

¢ INC bOA"b
 the main action key in the game.

‘ arrow keys, or 8 and 2 keys on the numeric key pad to highlight
Al ‘*ﬁ a highlighted option, press Ctrl.

ute the last Exploration option you selected. For instance, if you recently
octed SeeMap, press Alt to See Map again.

¢ '»]oqsﬂck
p/down to highlight the Options. To select a highlighted Option, press

10 ik on 2 fo execute the last Exploration opfion you selected. For instance, if
# ly highlighted and selected See Map, press joystick button 2 o See Map again.
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Getting Started: The Main Menu
There are five options from which to choose at the beginning of the game.

Start New Historical Game
Begins the historical Seven Cities scenario. This scenario takes place in North & South
America.

Start New Random World Game
Sets up and begins a random game. Your computer will generate land masses, populate
them with Natives, and stock them with Resources.

Restore Saved Game
Restarts a previously saved game. This option appears only if you have a saved game.

Vse Joystick
Switch from keyboard controls to joystick controls. After you select this option, press
button 1 on your joystick fo activate it, or press Esc to cancel the opfion.

VUse Keyboard

Toggle keyboard controls on/off. This selection will appear only if you select Use
Joystick.

Quit to DOS
Return to the DOS screen and quit playing Seven Cities of Gold.

Object of the Game

The object of Seven Cities of Gold is to explore a New World, find and gather resources,
trade with Native peoples, and establish Missions, Forts, and Settlements fo spread the
rule of the King & Queen you serve.

Seven Cities of Gold

me Levels

, are 3 difficulty levels in Seven Cities of Gold: Novice, Journeyman, and Expert. The
Selection requester will appear immediately after you select the kind of game you
torical or Random. Select the Game Level you want at this fime.

el determines the amount of gold you have at the beginning of the game:

2500 gold
2000 gold
1500 gold

- ignld to buy and equip your ships at the beginning. The less gold you begin
the more challenging it is to successfully begin the game. See the Harbor Master
is manual for more information.

finning The Game
even Cities of Gold, you must establish the following Settlements in the New

e 10 voyages to establish these settlements. On your return visits to the Royal
will be granted promotions based on your progress. If you establish the

ed settlements within the allotted fime, you will be appointed Viceroy of the New

id and are free to confinue your explorations. If you do not meet the victory

tions within 10 voyages, you can continue to explore the New World for as long as
but without royal patronage. You will no longer be granted audiences with the
& Queen and no longer be awarded promofions.
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You can continue fo explore the New World even after ’you‘»ye won — there is likely fo be
a lot of ferritory left to explore after you've made 10 voyages and established the

required settlements. ,

The Game Options Menu
Press Esc fo call up the Game Options Menu. You can use this menu while in Spain, ot
sea, or exploring the New World.

VUse Joystick
Toggle joystick controls on/off.

Vse Keyboard .
Toggle keyboard controls on/off. This selection will appear only if you select Use
Joystick. i ‘

Save Game i i
Save the current game. See the Saved Games section of this manual for more
information.

Main Menu & die

Go to the Main Menu. A requester box offering the aptions Cancel or Main Menu will
appear. Select cancel to leave the Game Options Menu, or select Main Menu if you are
sure you want fo go fo the Main Menu. Note: Going fo the Main Menu during gameplay
will quit the current game without saving. Consider whether you want fo Save your
crrent game before going o the Main Menu.

Cancel

Leave the Game Options Menu and continue playing.

Seven Cities of Golo

ved Games
save up fo five games in Seven ities of Gold

ring A Game
ss Esc fo call up the Game Options Menu. Highlight and select Save Game.

ighlight & select the slot in which you want to save the game. (Remember, there are
Saved Game slots.)

- name requester box appears, type in a name for the game you are saving.
es for saved games are Game 1 through Game 5. If you are satisfied with

s, press Enter to save the game and return fo gameplay. If you want to

aved game something else, press Back Space until you have erased the
enter the name you want, and press Enter.

Saved Game
a Saved Game immediately affer Seven Cities of Gold starts,
¢ Saved Game from the Main Menu. Then highlight and

46 other game is in progress, press Esc fo call

Highlight ct Main Menu, and when the requester
‘and select Main Menu again. (Note: If you do not save a game
g fo the Main Menu, that game will be lost.) Select Restore

you have onlyom?Smd Game, irj\ﬁiil uutqmnﬁcully load if you select
e Saved Game. ,
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In Spain

Movement

Walking

Keyboard

When you're using the Keyboard, the Arrow Keys control where you walk. To walk faster
press the Arrow Keys and Alt at the same time.

Joystick
Push the joystick in the direction you want to go. Press joystick button 2 at the same fime
to walk faster.

Opening Doors
To open a door, walk info it.

The King & Queen

THE KING AND QUEEN

Your voyage of discovery begins at the Spanish court. First, see the King & Queen. They
vill give you your general orders and ask your name. Press Ctrl fo scroll through the
King's message. When the name requester box appears, type in your name or the name
of your adventurous sea captain, and then press Enter.

After you select a name, you will leave the royal presence and begin provisioning your
expedition. (Note that you will not be granted another royal audience unfil you've made
a voyage to the New World.)

Seven Cities of Golo

King & Queen are kept informed on the course of your expedition in the New World.
i progress has been especially great, they will bestow promotions upon you during
These promotions are honorary titles, adding to your prestige but not to your

e Commiissioner

4 qo see the Commissioner. He is the record keeper of your expedition. There are
eral options fo choose from in his office :

turn to Harbor: Leave the Commissioner's office.

2w New World: Look at the map of your discoveries in the New World. Before your
voyage, the map will be blank. Press Cirl to leave this map.

CAPTAIN’S MAP
g Book: Look at a written record of your voyages, called the Captain’s Log.

LOG BOOK

Seven Cities of Gold
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Thj fl;rst page of the Cnpioin s Log contains an wmﬂ;md of m pumeys that
includes:

Title: Your current rank and name, such as Cuptain Smilh

New World Discovered: The amount of the land masgquh Nu World you've
discovered plus the ocean surface you've explored, given as a percentage.

Gold Mines Discovered: The number of gold mines yw ve dmvmd in the New
World, given as a percentage.

(olonies: The number of Colonies you've established. ‘

Missions: The number of Missions you've fdun d ed. £

Forts: The number of Forts Yo vﬂlm‘h

Profit To Date: The tofal pmﬂls eumod by dyour (pedit
you haven't earned more gold ﬂmyﬁ’ﬁ spe@

number.

Profit Last Voyage: The total profits enmodgm
plecebs If you didn’t earn more gold tha&jw sﬂo 1h
number.

Each subsequent page in the Captain’s log glves mformunon about a speuﬁt voyage.
This information includes:

New World Discovered.: The total land mass of the New World discovered during a
voyage, given as a percenfage.

Voyage Profit: The profit turned by a voyage, given in gold pieces.
Ships Sunk: The number of ships lost on your last voyage.

Seven Cities of Golo

» Lost: The number of Men lost on your last voyage from Native attacks,
on, Ships lost, efc.

orts, Colonies, Missions Established : The number of each of these you've established
the New World.

¢ Harbor Master

arbor Master is the man to see for Ships, Men, and Eqmpmenﬂlle first of three
jon menus will automatically appear when you walk up to the Master himself. The
1t of gold you'll have o spend depends on the Game Level you chose.

ree Provision Menus: Ships, Men, and Equipment. To page through them,
ategory at the top of the screen and press the Left or Right Arrow Key or
Ioﬂ/nght to move or browse through them.

hlight it and then press the left arrow key, or press the joystick left.
ind, use the Right Arrow key or move the joystick right to fake it
antory. When buying, stock up on Food (or you'll starve) and Equipment
nothing fo trade with the Native Chiefs).

eye on the Ship Record in the upper left of the screen. This will tell you how full
ips are, how chh gold you have left, and how many days of food you have.

 man @hlps as you think you'll need for your Expedition. The more ships you
more Men & Equipment you be able o fransport fo the New World, and the
u'll be able fo bring back to Europe.

Seven Cities of Gold
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MEN

You need Men both o explore the New World and establish the settlements required to
win the game. There are three fypes of Men available at the Harbor Master's: Explorers,
Soldiers, and Clergy. Each type has their own purpose in the New World.

* Explorers
You can't explore effectively without Explorers. You can’t map what you explore, nor
can you even set sail for the New World, without at least one Explorer among your
men.

* Soldiers
To build Forts, or bigger settlements, in the New World, you have o station Soldiers in
the settlements you establish. They also give an edge in combat.

e (lergy

You need fo put Clergy in New World settlements in order for the settlements fo
become Missions.

* Horses
Horses are not Men, of course, but they are almost s important, and you buy them
at the same time you sign on Explorers, Soldiers, and Clergy. Horses can carry a great
deal more equipment than Men can. And Men riding Horses consume food at a slower
rate than Men on foot do.

Seven Cities of Gold

In Harbor
Master’s

EQUIPMENT

e  necessary item is Food. Without Food, your men will starve and your

on will fail. And you not only need to buy enough food to supply your Men
sea, you must also adequately provision any settlements you establish.

that explore the lands of the New World can often find local Food during
afions, but you should make sure they have enough food from your ship’s

World Plants
World Plants are used to frade with Natives in the New World. It does not fake the
Food. If your Men have no Food but are well stocked with New World Plants,

@ 0 orld Plants, Animals are also used to trade with New World Natives and
ot be used as Food.

0u are attacked by Nafives, you'll need Arms to profect yourself. Arms can also be
ded with Natives.

Seven Cities of Gold
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Shove Off

Once you're stocked up, go fo your ship (walk left and you can't miss if), move toward
the ladder, and you will embark and head out fo sea.
Unbder Sail *

Movement
Use the Arrow Keys or Joysick to control the movement of your ship. Lok out for
Storms and Reefs os both will severely damage even the stoutest ship. Storms can occur
anywhere, but Reefs are always near the shore, '

The Overhead View
Season Landscape/Seascay

Date

T

Weapons

Foid SEAMAP" 7y
The Overhead View will always be on screen unless you call up the Sea Exploration
Options Screen (see below). No matter how many ships you have, only one ship will

appear on the Overhead Map. The Overhead View provides a great deal of vifal
information:

Season: The current season appears in a box in the upper left of the screen. The box
changes os the seasons do: Snowflakes indicate winter, falling leaves indicate autumn, o
field of flowers means spring, and a sunny pasture means summer.

Seven Cities of Gold

ez The type of ferrain you're in appears in a box at the top center of the
le you are at sea, this box will display only water, of course. But it will change

T he current date appears in the upper right of the screen.
w of Food appears in the lower left of the screen.

 The number of Men in your expedition is in tl'l&_lqmriﬁght of the screen.
rgy, and Soldiers are combined in the upper number in this box; the
afives appears as the lower number. '

# -

- SEA EXPLORATION OPTIONS SCREEN

e several opfions available while sailing. Press Ctrl to call up the Sailing Options
o use an Option, highlight it and press Ctel or joystick button 1. To recall the last
press Alf or joystick button 2. To leave an option, press Ctrl or joystick

the map of your explorations. This is a map of nearby areas, not an
World map.

ry: Look at your current supply levels and number of Men.

Seven Cities of Gold
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Inspect Ship: Check the integrity of your ship’s hull. Integrity is measured by a line of
“ticks"~ 50 ticks indicates a perfect hull. As a ship’s hull is damaged by storms and ree;
it integrity and its number of ticks decreases. When all a ship's ticks are gone, the ship '
will sink. You have 1 line of ticks for every ship in your fleet.

HULL INTEGRITY SCREEN

Drop Off Men/Equipment: Drop off some of yoﬁr Men & Equipment when you reach
land to explore the area. You cannot drop off Men or Equipment while at sea.

Change Weapon Stance: Toggle between weapons equipped and weapons
unequipped. You don't need fo use this option while at sea.

Change Movement Mode: Change from Walking to Riding Horseback. There must be
at least one Horse for every Man in the expedition. Usable only on land.

Resume Movement: Leave the Options Screen and begin exploring again.

The New World

Land Exploration
Landfall

To begin fo explore the New World, you need to make landfall. When you land you want
to explore, sail right up to it and press Ctrl o call up the Options Screen.

Seven Cities of Gold

Jhead View
orhead View in the New World is identical fo the Overhead View at sea. You see
e surroundings of your Expedition in the middle of the screen; the Season,
e, and Date at the top of the screen; and your Days of food and Manpower at
om of the screen.

rland Speed

you are ashore, your movement rate will be affected by the local terrain. You'll
quickest over open plains, desert of beach; less quickly through forests/jungles; and
slowly when you're crossing mountains.

Mer /Equipment: Leave Men and Equipment o start a settlement, or leave
ent only in a Cache. See the Settlements and Caches sections of this manual for
ormation.

'eapon Stance: Take out swords, or put them away. The Weapon Stance
or is on lower left side of the screen. When the indicator shows a sword, the
on has its weapons at the ready; when the indicator shows a sheathed sword,

s are put away.

je Movement Mode: Change back and forth from travel on foot o travel on
k. The Movement Mode Indicator is on the lower right side of the screen. When
icator shows a rider on horseback, the Expedifion is riding; when it shows a

j man, the Expedition is on foot.

Seven Cities of Gold
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Resume Movement: Leave the Land Exploration Menu.

When you reach land in the New World, press Ctrl to call up the Exploration Menu. Then
highlight and select Drop Off Men/Equipment fo call up the Expedition Menus. Now you
can begin fo set up an Expedition. (To leave the Exploration Menus at any fime, press
Ctrl again.)

1. The Men Menu will appear first. Highlight the type of Men you want in your
Expedition. Men aboard ship appear on the right side of the Menu, and Men in your
Expedition appear on the left side.

Use the left/right arrow keys to transfer Men back and forth if you're using keyboard
controls; if you're using a joystick, press the joystick left/right to transfer men. You
also transfer Horses from this Menu, the same way you 'ransfer men.

Highlight Men and press the right arrow key, or press the iofstick right, fo go fo the
Equipment Menu.

2. From the Equipment Menu, transfer Food, Old World Plants, Animals, and Arms from
aboard ship to your Expedifion the same way you transferred men. Make sure you
take plenty of Food, especially if you plan to establish any settlements.

Keep an eye on “% Full” indicator in the upper left side of the screen. This shows how
full your expedition is. An expedition is completely full and can carry nothing more
when % Full reaches 100.

3. There is also a New World Items Menu among the Expedition Menus. You will not
need o use the New World Items Menu o set up an Expedition.

If you plan to start a settlement, be sure to keep on an eye on the Ship Record in the
upper right and Party Record in the pper left fo make sure everyone has enough Food.
And remember, induding Horses in your expedifion can increase ifs carry capacity and
overland speed.

Seven Cities of Golo

u/ve set out on land, keep an eye on your Days’ supply of Food by the Food icon
“ower left hand side of the screen. If you run out of Food, your Men will
fiately begin to starve.

Expedition

Explorer's
Map

DETAIL MAP

sdifion will map the area they explore if there is at least one Explorer along.
ap will show all the different type of terrain and bodies of water you encounter, as
r current latitude and longitude. It will also show Settlements, Native Villages,
mportant locations. Each type of location will be marked by a specific icon:

lips o Red and Gold flag with anchor
ments & Caches  Red and Gold flag
tive Villages Red dot
ld Mines Red X
n will appear on the map s a flashing blue dot in a square white border.

some reason, all the Explorers in an expedition die, not only will you not be
' map more territory, you will not able fo see the ferritory previously mapped.

Seven Cities of Gold
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Settlements

There are several different kinds of settlement. The nature of a Settlement is determineg
by how many and what kind of Men you put there. Soldiers build Forts and Clergy founq
Missions; large numbers of any kind of Men turn a Fort or Mission into a Colony. You
usually need some Explorers to round out most settlements.

There are six classifications of settlement:

Camp

Garrison (only if Soldiers are present)
Station

Fort (only if Soldiers are present)
Mission (only if Clergy are present)
Colony

To create a Settlement:
1. First create an Expedition (see previous secfion).

2. Include the sort of Men you want in the Expedifion (depending on the sort of
Settlement you want fo start) and take a long a lot of Food.

3. Find a likely spot for the Settlement. The location of the Setflement is up to you.

Things you might consider when selecting a Settlement site are proximity o the coost
or the nearness of Gold Mines.

4. Press Ctrl to call up the Land Exploration Menu. Select Drop Off Men/Equipment.

5. When the Men and Equipment Menus appear, you can begin to transfer them to the
Settlement you have created. Transfer Men & Equipment to the Settlement the same
way you fransfer them to and from Ships.

Seven Cities of Golo

ypper right-hand side of the screen will show you the type of Setilement you've
d and the Days of Food you've given t. Again, make sure you leave plenty of
setflers won't go out to forage the way Expeditions do.

portantly, make a careful note of the latitude and longitude of every
ment you create. It makes them much easier to find on return voyages.

\ , g A Settlement
esupply a Settlement with Food the same way you supply it when you first
y fransferring Food from an Expedition to the Settlement.

ipment Caches

leave Equipment behind in a Cache during your explorations on land and it will
en you return. There are several possible reasons for leaving a Cache,
y behind less valuable items to pick up more valuable items, to establish

l :' o II up the Exploration Menu, highlight Drop Off Men/Equipment, and
Ctrl again. The Men and Equipment Menus will appear.

ems from the Expedifion to the cache in the usual way. If you are leaving

p an eye on your Expedifion’s food indicator to make sure you don't leave

Caches don't have a maximum capacity, so you can leave as much in a
you want to. (Nofe: If you leave Men, you will create a Settlement and not a

irieve items from a Cache, walk or ride up fo it. When the Men and Equipment
s appear, fransfer the items from the Cache back to your Expedition in the usual

he Overhead View, Caches appear as rounded mounds of earth. On the map, they
pear as flag Icons. When a Cache has been emptied, it will no longer appear on the
rhead View or Map.

Seven Cities of Gold
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Exploration & Trading

Native Villages

There are several different kinds of Native villages: Hunting, Farming, Warrior,
Advanced, and Cultured. Each type of village has a distinct appearance on the map.

B8 (hiof

Explorer

NATIVE VILLAGE

Walk into a village to make contact with its inhabitants. As soon as possible, find the
village Chief (he hos a spear and stands near the center of the settlement) and try fo
avoid bumping into anyone else since this somefimes makes them hostile.

Some settlements react in a hostile manner from the moment you enter: The inhabitants
will attack you on sight. The flash of clashing weapons will tell you combat has begun.
Other natives are curious and will gather around you o gawk. And some are actually
friendly. But even friendly Natives don't like it if you bump into them repeatedly; it can
even make them hostile. If you bump into them with your weapons drawn, they will
become hostile even more quickly.

Native Encounter Menu

When you are in a Native Villge, press Ctrl or joystick button 1 to call up the Native
Encounter Menu. To select an option on this menu, use the up/down Arrow Keys or
Joystick to highlight it, and press Ctrl or joystick button 1 to select it.

Change Weapon Stance: Toggle between weapons equipped and weapons
unequipped. Equip your weapons if you're going fo fight. Drawing your weapons after
you've entered a Native Village can somefimes antagonize the inhabitants.

Seven Cities of Gold

Gift: Drop some equipment to distract or placate the hostiles. You can drop 1 of
sipment type you're carrying (1 Animal, 1 Arm, efc.) each time you use this
n. S0 if you had 30 Animals and highlighted Animals when you chose Drop Gift,
dhave 29 left afterwards. An inventory list will appear when you select this option;
he up/down Arrow Keys or Joystick to highlight the type if equipment you wanf to
.and then press Ctrl or the Joystick button 1 ic drop it.
¥
se the Natives: Use a scientific trick fo amaze the Natives. This will make them

(usually).

TALKING TO A CHIEF
ffeels like talking, you'll have several options:

rade: Open Hand lcon. Offer fo frade with the Chief. You will typically need to
 gifts before you can Trade with him.

n: Hand With Sword lcon. Try to infimidate the Chief. His reaction can be
ctable: He may give in, he may threaten you in return, or he may angrily throw

Seven Cities of Gold
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you out of the village. (If a Chief decides to expel you, there is nothing you can do 1o
stop it; you'll find yourself outside his village almost immediately.) If your Threat is
successful, you can trade with the Chief.

Give Gift: Hand Holding Objects. Try to get on the Chief's good side by offering him
gifts. Then choose what to give him by highlighting an item with the cursor keys or
joystick, and press Ctrl or the joystick button 1. The goal is fo make him agreeable to
Trading. Different Chiefs want different things; something one Chief likes might disgust
another. The type of village a Chief controls might give you a hint what to offer him.
Experiment fo find out what they want. Keep in mind that a Chief might not want to
Trade with you no matter what you give him.

Amaze Chief: Hands Holding Fire. Astound, impress, and possibly intimidate the Chief
with the wonders of 15th Century science. But keep in mind that some Chiefs are more
sophisticated than others and may react angrily if they see through your trickery, or you
might just bore them.

Beg: Closped Hands. Beg the Chief for help; he may feel sorry for you and offer you
Food. Or he may not.

Leaving: Waving Hand. Leave encounter with Chief.

Trading With A Chief

Trading with a Chief is similar fo acquiring goods from a Harbor Master. Different Chiefs
have different trade goods available, depending on the type of village they control and
their villages' relative wealth.

Once a Chief responds positively to  Want Trade command, press Ctrl or the Joystick
button 1 to go to the Trading menu.

To move between the 3 categories — Men (Natives), Food, and New World Items — in the

Chief's inventory, highlight the category and press the left/right Arrow Key or push the
Joystick left/right.
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something, use the Up/Down Arrow Keys or Joystick to highlight it; then Use the
ow key or push the Joystick left to indicate the amount or number of that item
it fo acquire. If you change your mind, use the Right Arrow key or move the

1o take it out of your inventory. Note that New World Items — New World
Spice, Artifacts, and Gold — can be very valuable (especially the Gold). Take as
it as you can carry without stinting on food.

Type of
Village

. NEW WORLD ITEMS
e through trading, press Ctrl or the Joystick button 2 to leave the trading

ve Guides

get information from the Natives you have added to your party through

ey can give you important information about local points of interest, such as
here are food sources, mines, bison, etc. To get information from a Guide, call up
ion option screen by pressing Ctrl or the Joysfick button 1 and select Talk to
. He will either say “1 see nothing” if there's nothing around, or lef you
you're near or very near something. They can also warn you about places where

houldn't go.

_li:f /& Notive Guides in your party, they will automatically help you forage for
This will decrease your food consumption.

N you return to Europe with Natives, they will leave your party as soon s you land.

Seven Cities of Gold
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Ambushes

Sometimes you'll run into hostile natives away fmm senlemnts who wﬂl ry to Ambush
you. Again, flashing weapons will let you know you're in a fight. You can try to run in
these situations, but that is not always possible. If you can’t esmye press Ctrl or the
Joystick button 1 to call up the Native Encounter Menu. ;

Golb

Mines. e
Sometimes Native Guides wil tell you nhout neurby gold mines, and somefimes you'l
have to stumble upon gold mines on your own. They are always associated with

mountain ranges. There will usually be some gold in a mine when you find it, and you

can set up a mining operation fo get more. (However any mine will eventually run out
of gold.)

When you find a mine, the Equipment Requester will come up. To pick up the gold in o
mine, highlight Gold on the right side of the screen and transfer it fo the Expedifion with
the left arrow key or by pressing your joystick left.

To work a mine, you must leave Men (Expiorers. Soldiers, Clergy, or Native) there. Make
sure you leave them plenty of food, too. To transfer Men ic a mine, highlight them with
the up/down arrow keys or joystick, and transfer them o the mine using the right arrow
key or by pressing your joystick right. Mines don't have a maximum capacity for Men or
Equipment so you can leave as many there as you want.

Rivers
You can also find gold in rivers. If your Native Guides tell you about ”yal|ow rocks”
nearby, they mean gold. When the Gold requester box appears on screen, eureka,

you've struck it rich. To pick up this Gold, press the left Arrow key or push the Joystick
left.

When you find gold in a certain spot in a river, that's it. You shouldn’t post Men to
“mine" for more, because they won't find any.
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Grounds

¢ scattered throughout the New World. Native Guides will always give

ngs fo stay away from these “Sacred Grounds”. And local Natives will

you disturb nearby Burial Grounds and will thereafter usually attack
However, the Artifacts that Burial Mounds contain are quite valuable.

d a Burial Mound, you'll be asked if you want to examine if, Y/N? Select Y
to examine if, or select N if you want fo leave it alone. If you select N,
leave the Burial Mound screen.

ai ransfer Artifacts from the Burial Mound to your Expedition. Press
, or press the joystick left, fo pick up Burial Mound Artifacts.

ing to the Ship
kyour party directly up to your Ship. The Men & Equipment Menus will

a‘ijmem back on board ship the same way you took them off:

what you want fo go back on ship and use the right arrow keys or press
ransfer them from the Expedition fo the Ship. You can transfer all

int back onboard ship and return fo seq, or you can transfer frade
vired from the Natives from the Expedition

tind l hat Horses carry Equipment and Men. You'll need to transfer Equipment
' * lg,md change your Men's movement mode from horseback to walking,
e Horses can go back on your ships.

vnll remain on shore fo supervise loading all Equipment and other
TANT that you don’t forget to put him on board, too, after everything

out Food Consumption
varies. It is slower when you are on board ship than when you are
verland. Terrain and weather can also make it slower or faster.

Seven Cities of Gold
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Back To The Ol> World

When you return to Spain (sail East and you'll find it almost without trying), you musi
see the King & Queen first. They will assess your progress, decide if you deserve to be
promoted fo a higher rank, and give you suggestions about what you should do next.

Your goods are automatically cashed in when you return to Spain, so go see the Harbor
Master to buy more stuff for your next voyage.

Problems With The Game

To free up addifional memory refer to the Problems with the Game section at the end of
this manual for information on creating a DOS boot disk. DOS 6.0 users can alternately
set up a multi-boot configuration. Refer to your DOS manual for information.

When creating a DOS boot disk or a multi-boot setup, make sure the following lines
appear in your CONFIG.SYS file:

DEVICE=C:\DOS\HIMEM.SYS

DEVICE=C:\DOS\EMM386.EXE NOEMS

DOS=HIGH,UMB

DOS 6.0 Doublespace users should also have the first two lines above, plus:
DOS=UMB

DEVICEHIGH=C\DOS\DBLSPACE.SYS/MOVE

DOS=HIGH

Don't forget to include the SET SOUND= and SET BLASTER= lines in your AUTOEXEC.BAT
file so you will hear sound while playing Seven Cities of Gold.

Seven Cifies of Gold is o trodemark of Electronic Arts. Software © 1993 Ozark Softscape and Electronic Arts. All Rights Reserved
© 1993 Electronic Arts. All Rights Reserved.

Seven Cities of Gold
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INSTALLATION

If you are running a disk cache such as Smartdrive, you will need to disth‘
it prior to installing Shadowcaster to insure a clean installation. This only

affects the installation, Smartdrive will work normally during gameplay

1. Insert CD-ROM into CD-ROM drive.

2. Type the letter of your CD-ROM, a colon, then press (Enter].
3. Type CD\SHADOW then type INSTALL (Enter).

4. The Main Menu appears:

INSTALL SHADOWCASTER
CONFIGURE SOUND
EXIT

To select a menu item, use (1) and (3] to highlight the option you
want. Select Install Shadowcaster.

The highlighted option appears as blue text in a gray box.
Press to select a highlighted option.
Other options on the screen:

HELP

VISIT DOS (for small tasks)

SYSTEM SUMMARY

TO QUIT

You must install Shadowcaster on a hard drive. The installation program

detects which drives have enough free space and lists them,. Use (4] and BL

type the letter of the drive on which you want to install Shadowcaster.

Note: DoubleSpace drives will prompt a warning message. Select (Y) and contini
Shadowcaster has been fully tested with the DoubleSpace disk compression utility

that shipped with MS-DOS version 6.0. We cannot guarantee the compatibiliry of 0

games with other disk compression utilities.

the directory name and pressing (Enter). The default directory will P¢
SHADOW, unless there is already a SHADOW directory on your chose?
hard drive. In that case, the default will be CASTER.

SHADOWCASTER

Press to select the default directory, or choose another by tyPif

e program begins installing files on your hard disk, you may
scallation by pressing any key.

su return to the Main Menu after installation, the CONFIGURE
peion is highlighted. Press to configure sound. Your

ER PLUS GENERAL MIDI DEVICE (Sound Blaster plays your
s and General MIDI plays the music.)

\STER ONLY (Sound Blaster plays both your sound effects and
1

DI DEVICE ONLY (General MIDI plays music, and you will
sound effects.)

will have neither sound effects nor music.)

igitized sound configuration information is available, this

1 appears.

PERFORM A SOUND EFFECTS TEST USING PORT XXX

X, AND DMA CHANNEL X?

ear the sound effects test, press (N] to skip it, or press

it the installation program. If you press (Y], you will hear a
sound effect.

either option involving General MIDI, you will be pre-
h screens asking you for the correct port and IRQ for your
MIDI device. Then the following box appears.

u PERFORM A MUSIC TEST USING PORT XXX AND IRQX?

hear the music test, press (N] to return to the Main Menu,
to exit the installation program. If you press (Y], you
ra brief fanfare. You are then returned to the Main Screen.

) not hear either the music or sound effect, consult Troubleshooting
eral MIDI.

nstallation is complete, select EXIT to return to DOS. You will
: directory in which you installed the game. To play, type

SHADOWCASTER 3



ow screen appears, determine which memory management sys-

10. If you have never played Shadowcaster before, consult the TUTOR; -
sing (if any) from those listed below, and type the appropriate

WALKTHROUGH that explains everything you need to know ¢,
started. If you encounter any difficulties, consult the TtoubleshoOti:
section. If problems persist, call ORIGIN Product Support.

CHANGING YOUR CONFIGURATION C:\QEMM\QEMM 386.5YS RAM

If you ever add a sound card (or change from one sound card to anothey), H
will need to reconfigure your sound system. C:\DOS\COMMAND.COM C:\DOS\ /P

Simply return to the drive and directory where you installed the game g using DOS 5’s EMM386.EXE

type INSTALL. This allows you to change the selections you made when y;,
originally installed Shadowcaster. Select CONFIGURE SOUND from the mep,
and follow Step 8 from Installation.

15

C:\DO_S\HIMEM.SYS RAM

—C:\DOS\EMM386.EXE 3072 RAM
GH,UMB

L=C:\DOS\COMMAND.COM C:\DOS\ /P

§ using DOS 6’s EMM386.EXE

15

OPTIMIZING YOUR SYSTEM

If you are experiencing problems running Shadowcaster or do not have the
appropriate amount of memory, it might help to create a separate boot dig
or decrease the number of memory-resident programs (TSRs) you have
loaded.

Do not delete your AUTOEXEC.BAT or CONFIG.SYS files 7
completely—without them, your computer will not function. HIGH
=C:\DOS\COMMAND.COM C:\DOS\ /P

S using DOS 6’s EMM386.EXE and DOUBLESPACE
]

§5=15
=C:\DOS\HIMEM.SYS

15
‘dC:\DOS\HlMEM.SYS
CE=C:\DOS\EMM386.EXE 3072 RAM

CREATING A BooTt DIsSK

To create a separate boot disk, insert a blank high density disk in your A:
drive. From the DOS prompt, type:

FORMAT A:/§ C:\DOS\EMM386.EXE 3072 /1=B0O00-B7FF RAM
Once you have completed the instructions below (in this section) and ar¢
ready to use your new boot disk, turn your computer off, insert your ne¥ GH

GH=C:\DOS\DBLSPACE.SYS/MOVE
C:\DOS\COMMAND.COM C:\DOS\ /P

’S using XMS

boot disk in your A: drive and turn your computer back on. The boot disk
should run and automatically take you into Shadowcaster.

Modifying CONFIG.SYS
To modify the CONFIG.SYS on your boot disk, when the format is O™
plete and the DOS prompt returns, type: CE=C:\DOS\HIMEM.SYS

EDIT A:\CONFIG.SYS

[ELL = C:\DOS\COMMAND.COM C:\DOS\ /P

4 SHADOWCASTER SHADOWCASTER



Exiting CONFIG.SYS and Modifying AUTOEXEC.BAT

After typing these lines, you should exit and save your file:
(At JF]

Next you need an AUTOEXEC.BAT file on your boot disk:
EDIT A:\AUTOEXEC.BAT

Type at the new screen:
PATH=C:\DOS
PROMPT $P$G
(Shadowcaster drive):
CD \(Shadowcaster directory)
SHADOW

(The AUTOEXEC.BAT file does not vary with different memory drivers,)

“Shadowcaster drive” and “Shadowcaster directory” should be the drive and
directory in which you installed Shadowcaster—if you installed the game in

the default directory we suggested, the fourth line you typed would read:
CD \SHADOW

To exit and save this file:

Disk Cache Set-Up

Before installing Shadowcaster, temporarily disable your disk cache. This i
easily done by typing REM before the CADOS\SMARTDRY 1024 lif€
in your AUTOEXEC.BAT file. This will cause the computer to skip that

line when it reads the AUTOEXEC.BAT. To enable your disk cache aftef
installation, delete the addition.

6 SHADOWCASTER

RV.EXE (a disk caching program). We recommend you
RTDRV versions from Windows 3.1 or DOS 6.0. If you

| SMARTDRYV, you need to add the following line to the
r AUTOEXEC.BAT file:

RTDRV.EXE 1024

are using a 100% Microsoft-compatible mouse driver—a

.0 or higher mouse driver is perferable. If you are using
Iriver must be loaded within your boot disk configuration.
nd line may differ from mouse to mouse, consult your hard
(EC.BAT or your mouse user’s guide.

your specific mouse driver line in the AUTOEXEC.BAT
disk. When you want to play Shadowcaster, insert this
drive and start or restart your computer.

I

is not crucial to play Shadowcaster—once running there is
stween base RAM, EMS and XMS. But an upper memory

s Quarterdeck’s QEMM386.SYS and Microsoft’s

required. These memory managers are installed by adding

e to the CONFIG.SYS file on your computer.

EMS or XMS configuration once you've started play-
er. There is a possibility that mid-game reconfigu-
prevent you from continuing the game.

SHADOWCASTER ¥



E SCREEN

REFERENCE SHEET

WALKING, RUNNING, SWIMMING. Press and hold lef;
mouse button while cursor is in View Window. The farther frop,
the center of the window your cursor is, the faster you move. The

shape of the arrow determines direction. b =

View Window Portrait Panel Score Bar

Size Gems
(Changes View Window size)

Life Bar

Compass

JUMPING. Press the right mouse button while jump icon is
selected and the cursor is in the View Window. Your speed deter-
mines how far you jump.

COMBAT. Left-click on a hand, foot or other attack icon to activag
it, then right-click on your target.

PICKING UP AND DROPPING OBJECTS. Right-click on
object to pick it up. Right-click near bottom of View Window to
drop object.

USING THINGS. Activate icon or hand-with-object by left-click
ing, then right-click cursor over target.

OPENING AND CLOSING. Right-click on object.

CURSORS. White Arvow inside View Window. ion is current i .
o indow. No option is ¢ Automap|| Hand/ Ability Icons Ability Icons
y selected. . Appendage
’ Gem (Holds weapons, Inventory Boxes
® Black and Red Crosses. Hand/appendage is selected. R acton i
Selection Bar Inventory Overview Button Jj

® Orange and Black Circles. Ability is selected.

(Displays items all forms are carrying)
Text Bar

® Glowing Blue Cross. Ability is selected.

. credtt
©Copyright 1993, ORIGIN Systems, Inc. Shadowcaster is a trademark of ORIGIN Systems, Inc. Origin and We ’\:(

worlds are registered trademarks of ORIGIN Systems, Inc. Electronic Arts is a registered trademark of Electroni©’

8 SHADOWCASTER SHADOWCASTER 9



vYyBOARD CONTROLS

of the mouse may be supplemented by the following
keyboard commands

KIRT AND HIS METAFORMjg

Abilities in bold face type do not use Power.

KIRT

J Selection
X 2 Up E
| : Left
MAORIN Faster, can stand more punishment and can deal out much more .
damage than a Jump Sggﬁl nght @
human. Drowns 4 Down
quickly. een Normal mode Open/Close ©)
d ' Tab Pick Up/Put Down ©)
e Automap
imately 10 times Left “Hand”
as quickly as a v Right “Hand”
human. v D’Gs,?g' é"; R First Ability
OPSIS Ineffective fighter Supe Ar“" by Second Ablllty

A gold
Fireballs Blast
powerful ‘ T

spellcaster.

KAHPA Surprisingly touch, can breate underwater. Good in hand-to-flipper

onic
- combat. Shock Ak

SSAIR Can both rake and inflict enormous damage. Has a powerful tail actack

ail
Attack Fire

GROST  Can punch through some stone walls. Almost impervious to ph,\'*'f“l

- actacks. Can 5:;:2,; Paralysis
survive extremely [l e o1 [ - : =1
hot environments i A s

10 SHADOWCASTER

R
3
FEEEEEEEBEHRB0

SHADOWCASTER 11



:

E—_\H HISTORY

- of Malkor would capture animals, People, and the fantastic
e ; : Ly them in borrific, painful rites. Through these rites, th
Kirt is a .den‘endent of @ magical race which calls itself The People. Ty, B, 10 change in{; E b[e’ H b:pe of thase they gdartroy at 4
People enjoyed a special relationship with both the gods and the dwelley, the

other planes; they were permitted to take the shapes of these distant [aei,,gI ‘

3 iy new powers, the most powerful of Malkor’s minions were
Jor short durations, as they permitted the others to take on human fory, 17 flouderfi ot

s of power over The People. The manner of the gods’ choosing
een a private affair — the fact someone had been deemed
idenced by the shapes they received and not any divine

As the Evil One’s followers grew in number and power,
ple came under the control of their least worthy and most

This exchange worked for the benefit of both The People and the fantagti;
creatures from the other planes. The People used it to accomplish tasks thy

were otherwise beyond their powers, while the fantastic creatures used itQ :
do things only the buman form permitted and to use one shape’s strengty |
10 compensate for another’s weaknesses. \

The gods gave the gift of morphing to the most worthy of The People. w:; ZZW:-/? Zijidj n;f;ildfl;etf:mohgeym”fz:;?mz;mkd s
Enjoying as they did the gods' favor and the special powers this entailed, ;h; feast, Veste, leader of the evil People killed Riodng and
The People built a magnificent civilization and enjoyed a great and peace- . s be, ,an ’ , :

[ul time under their rulers. Trusting the wisdom of the gods to select the . i
most worthy individuals, those who had the greatest movphing abilities -

were chosen to lead 'The People.

the civil wars that followed, the morphing powers were
The People, their city and the civilization they had created.
attle, the followers of Good drove Veste and bis servants into

, distance from the city. There Veste mocked them and vowed
ring final doom to The People. He then closed the temple doors
ne could enter.

Not all of The People appreciated this arrangement. Most notable anong
these were those to whom the gods had declined to give the gift of morphing

in any form. These formed a subcaste and were generally regarded (and
treated) as less than People.

55 of Good had won, but at what cost? The People were virtually

d their great city turned into a haunted ruin. The gods,

)y the slaughter; turned their backs on The People. The gift of

1g was intended 1o be used for the benefit of all, but The People had
used it 1o establish a class of rulers and servants. In this, they had
Rainst the will of the gods.

To these, Malkor; the outcast god, appeared and promised power and riché
if they would worship him and follow bis ways. Members of the subcast
eagerly followed Malkor, who provided a different and evil variation 0"
the gift of morphing.

—

12
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One god, ‘Tovason, did not entively abandon The People. If they kep; U

) Jittle knowledge of this new world, acquires the power to

by touching an obelisk that puts him in contact with the
his way through the ruined, cursed city of The People to
great evil, and discovers a way to the temple at the center of

s village.

against evil, he promised, they would eventually return to their fory,,
greatness. The People built a village around the temple and kept guapy
against Veste's veturn. Through the years they mingled with other tyij
and the gift of movphing slowly faded away. Eventually, only two of Ty,
People carried this gift. They were wed and bore a child they named Ky, |

e be gets there, Veste, warned of Kirt's escape from the world
ok again. He has carried off the last remaining People,

a trail to follow through a series of dangerous worlds
ures wait to destroy him.

At his birth, the old gods gathered. Malkor had been growing in powe,
and down every path the gods could see lay their ruin and destruction
Malkor triumphant and all the lands enslaved. But, down the path Kipy
would travel, the gods could see nothing. It was as if be cast a shadow oy
the future of the worlds. but can Kirt defeat the successively move powerful ser-
and defeat Veste in a showdown of Virtue versus
Kirt was given the name Shadowcaster. In him resided the hope of The ve The People to the favor of the gods?
People and the ancient gods. But Malkor and his followers learned of this
hope. One moonless night the doors of the temple flew open and Veste, some-
how alive centuries after he had fled, raided the village. He attacked the

house wheve Kirt lay sleeping and slew bis mother and father.

But Tovason had been watching the child. Just before Veste and his beasts
entered the child’s room, Kirt, under the care of the last Holy One, was
sent to a far-away land where magic was little known and less respected.

There Kirt grew into maturity under the guidance of a man he called
Grandfather.

Grandfather kept close watch over Kirt, for be knew the Evil Ones wert
searching everywhere for him. One night a storm arose in which
Grandfather recognized the power of Malkor: On that night, G randfath
told Kirt of his heritage and sent him back to The People, just ahead of
the rending claws of Malkor’s slaves.

—

=
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eurns you to a previously saved game:

STARTING THE GAME

First, install Shadowcaster on your hard disk ved game by clicking on its Saved Game View WinGow! This
; adowca :

larger version of this View Window to appear in the top right of
len and the additional information you entered about the game rto
b the Text Box at the bottom right. Once you have selected the
pu want to load, click on LOAD.

Nl ol ",

2. Select the drive on which the game is installed. (For example, if you
installed the game on your C drive, type c: (Enter).)
3. Select your Shadowcaster directory. (If you used our default dir(‘ctm—y

type CD\sHADOW (Enter).)
4. Starc the game (by typing SHADOW (Enter)).

es the current game. Select SAVE, choose a Saved Game View

i‘:,, clicking on it, and enter up to eight lines of text (Save Info
ut the game being saved. When you have finished entering this
on, press (Esc) to complete the save. The Save Info Text helps

An introductory sequence begins with ORIGIN PRESENTS — RAVEN SOFTWAp saved game. You may then click on RETURN to continue.

GAME. If you haven’t played the game before (or have never “saved” yoyr
previous adventures), the game proceeds to the Introduction. This providg
background information you need to complete your adventure. If you hay
not already saved a game, immediately following the Introduction you

HELI

begin a new game. (If you have already seen the Introduction, you can preg

(Spacebar) or (Esc) to bring on the following screen.) T
OPTION SCREEN \BETIIEN
The left side of the screen holds up to four small Saved Game View : = ‘
Windows for saved games. The middle of the screen holds the options. The [ IRR

upper right of the screen holds a larger View Window for the current gamé =
or the currently selected saved game. Below this is a Score Bar that contais SHUE
your total current score, and below the Score Bar is the Text Box. The Text
Box holds text showing either the first line for each saved game (when no dl A o
saved game has been selected), or the text you entered for the currently i
selected saved game when you saved it. The lower right of the screen conta® R
the Text Bar. When you select OPTIONS, prompts may appear here to tell % "

#: &

what to do next. -~ -

NEW. Starts over at the beginning of a game. el L | |

QUIT. Returns you to DOS without saving your current game.

RETURN. Sends you back to the game you were playing when you chose Sound Music Score Bar  Text Bar

enter the Option Screen. (This option is grayed out and cannot be select

when you do not enter the Option Screen from a game in progress.) Difficulty Text Box
16 SHADOWCASTER SHADOWCASTER 17



After saving a game, one of the four boxes on the left of the screep, dis
plays a small View Window for that game, and the first line of each, Sav
Info Text is shown in the Text Box. (The save option is grayed out and ¢
not be selected when you do not enter the Option Screen from a gam ; i
progress.)

SOUND. (Speakers Icon) Toggles sound effects off and on. When sounq it
on, the icon has a red border.

MUSsIC. (Musical Notes Icon) Toggles music off and on. When music g on,
the icon has a red border.

DIFFICULTY. (Weight Lifter Icon) Adjusts the difficulty of the game. They
are five different difficulty levels; the game is preset to the third level,

When you select this option, a screen appears that allows you to set the g

ficulty level from wimp (easiest) to hero (hardest). The amount of points
you are awarded is tied to the difficulty level. The game is much easier tg

get through at the wimp level than at the hero level, but if you can makej

through the game at hero, your score is much higher.

You select an option by moving the cursor over it and left-clicking.

TUTORIAL WALKTHROUGH

NOTE: If you would like to use keyboard commands to supplement the mouse com-
mands we give here, see the Reference Sheet. The first time you play the game yi
ave placed in the situation described below (after the Introduction).

Since the game starts with you being attacked by a slobbering beast, you
may want to read the Main Game Screen, Movement and Combat sec-
tions of this tutorial before you actually begin play.

MAIN GAME SCREEN

The game begins in Normal Mode — the screen you see most of the tim®
In the upper left is the View Window — the world as you see it. Look
below the View Window to see the six icons of the Selection Bar. To ¢

t
right of the View Window you find the Portrait Panel. Your Portrait is®

the top of this panel, and to either side of it are purple Size Gems t0 ¢©

trol the size of the View Window. (We’ll discuss Size Gems later)

18 SHADOWCASTER

View Window Portrait Panel Score Bar

Size Gems

Compass Life Bar

e Ability Icons Ability Icons

A htomup Text Bar

.a‘, Selection Bar Inventory Boxes

Inventory Overview Button -

the Portrait — the horizontal gray bar is the Score Bar. Eight

Boxes are just below the Score Bar. The ninth, gold-outlined

¢ Inventory Overview Button. Finally, at the very bottom of the

e more Ability Icons. Depending on your current shape, there
1x of these.

above the View Window. There is a blue bar on the left, a small
€ center showing the letter E, and a red bar on the right. The blue

19
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speed at which you move depends on how far your cursor is
cer of the View Window. When the cursor is centered, you
at all. As you move the cursor closer to any edge of the View

u move more rapidly.

bar is the Power Bar, which shows your current power reserves. The g
box is your Compass, and it now shows that the direction you’re facings l
east. The red bar is the Life Bar, and it shows the life energy of yoy, Cu:

rent shape. To either side of the View Window are borders with smy)) Pl;

ple Altitude Gems in them. These gems show your altitude — ap impo:‘
tant feature when you are swimming or flying. Beneath the Selection Baxj
a blank area that displays text throughout the game — the Text Bar. S

he course of the game, you gain the Click to Surface
rph into the forms of other races. (when swimming)
r abilities and their weaknesses, as
method of movement. Some of your
can fly, others can swim. To change
e flying, floating or swimming,

or of the Altitude Bars — the two

o either side .of the-View Window AltiivdeGen
e gems. To dive, click at the very

an Altitude Bar; to surface, click at Click to go
0 go higher, click above one of lower
ms. To go lower, click below one.

MOVEMENT

Try moving your mouse around the screen — but don’t press any buttopg
yet. As you move the mouse in the View Window, the mouse cursor

Click to go
Higher

assumes arrow shapes corresponding to its position in the window. Whey
you move the cursor outside the View Window, it becomes gray cross-
hairs.

Two rules govern movement:

Forward

Click to Dive
(when swimming)

Ahead Left Ahead Right
Torn Laf Turn Right the game in human form, locked in an outdoor “room.” Before
Side Step Side Step
Left Right

Backward

Rule 1. While your cursor is inside the View Window, its position det¢”
mines the direction in which you move if you left-click-and-hold the
mouse button. When the cursor is an arrow, its shape indicates directiof

HAND icons. This is now outlined in white to show that it is
Ove the cursor back into the View Window until it is over the

low right-click. Note that the cursor changed to a red cross
Selected the hand. This red cross appears whenever a hand (or
s appendage) is selected, except when an object is cursor-grabbed.

When it points right, you travel to the right; when it points upward~ you
travel forward, and so forth.
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maximum Life of 200) has a current Life of 50 — Life is

When you hit the monster, a small star appears where you hit the Creag
num in both instances.

and you hear the sound of an impact. When a monster hits you, yq, g
pushed back (unless you are against a wall), you make a grunting soung i
your Life Bar decreases. : much about losing Life, though. There are three ways for
Given time, in human form, you slowly heal on your
aform that you acquire later in the game — the Caun —
The Caun also have an Ability to turn Power into Life. A

gain Life is to drink a healing potion.

If you are unable to hit the monster, you are probably too far from i Plage
the cursor at the top of the screen above the monster and hold down ¢, .
mouse button while attacking. This keeps moving you toward the Monste,
and helps to offset changes in distance caused by you and the monster p
ing each other back. If you have difficulty holding down the left mouyse
button while clicking the right mouse button, try holding down the |ef

mouse button while pressing (Spacebar] to attack (instead of right-clickjpg

To use the kick attack, click on the FOOT icon. The HAND icon loses its white
border and the FOOT icon gets a white border. (Note that the cursor has

changed to an orange circle. This cursor appears whenever one of the first
two Abilities are chosen.) Attack the same way you did for the hand — plag

the cursor on or above the monster, and right-click or press (Spacebar).

ross metaforms as a single number. If one form has a cur-
and a maximum Power of 50, then all forms have a current
a maximum Power of 50. Only as a human can you natural-
wer. If a metaform runs out of Power you will morph back to
where you are or what you are doing. The maximum amount of
can generate depends on your score. In addition to the score
as a human, your human form gets a percentage of the scores

When you defeat the monster, it collapses into a small shape on the floor.
Look at your Score Bar — you see that it is no longer 0. Winning a comba
increases your score.

LIFE BAR

HINGS Up

troll around the courtyard, explore a little, and notice the

e ground. One of these is a vial containing a red-colored lig-
K up the vial, approach until you are close to the vial (the vial is
e bottom of the screen).

Being hit by a monster decreases your Life Bar. Click on the Life Bar t©
find out exactly how much life energy you have left. A message in the T&
Bar appears, giving both your current Life and potential maximum Life.

Later in the game, when you acquire additional metaforms, norice that
while the amount of current and maximum Life varies from one metafor®
to another, the percentage of current Life remains constant. For examplé:”
the Caun (with a maximum possible Life of 20) has a current Life of -

20 SHADOWCASTER

Cursor over the red vial and right-click (or press ).
se enough to the vial, you can pick it up. See how the cursor
€ vial. If this does not pick up the vial, you are too far away.
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Move closer to the vial until right-clicking picks it up. Note that you don}
have to hold the mouse button down to move the vial. You can also “grab® :
items that are in a hand or inventory box by moving the cursor over them
and right-clicking.

PUTTING THINGS DOWN

Go ahead and right-click again to put the vial down. If you still havea
hand or a foot selected, you might make an atrack-like movement. In thit
case, left-click on the selected icon (the one with the white border) to des¢
lect it. If your cursor is near the ground (at the bottom of the View
Window), right-clicking drops the vial. You could also drop the vial into#
hand or an inventory box by moving it over the hand or inventory box and
right-clicking. If the hand or inventory box already contains an item, yo
“cursor-grab” that item when you “cursor-drop” the item you are currentl
holding

a simultaneous exchange.

You can only put things down by right-clicking if no other option is selectd
(no icon is bordered in white).

3 2 A : ; ] 301 0¥
Now is a good time to practice. Right-click on the vial to pick it up- M

3 . . X 3 o . bo*-
it over an empty inventory box and right-click again to put it in the b

24 SHADOWCASTER

To use most things,
you need to be
actively holding
them. In other
words, a “cursor-
grab” is not enough
— they must be in a
hand (or appropriate
appendage) and that
hand (or appendage)
must be selected.
................ Now pick up the
wand from the inven-

s

id move it over a hand. Right-click to put it in the hand, and

t by left-clicking on that hand. (A quicker method is to left-
ject in your inventory — it appears, selected, in the right
ove the cursor to a far wall and right-click. You see a blazing
out of the wand and hit the wall. Don’t do this too often —
ited number of fireballs.

g objects is an important skill to master. Try right-clicking on
ntory box. The wand appears in that box. The hand which

nd is now empty, but it is still active (has a white border). Left-
he hand to deselect it (white border goes away). Now left-click on
€ wand appears in the right hand and the hand is selected.
lick on the red vial. The red vial appears in the hand which

€d. The wand is now in the inventory box which had held the
~click on an empty inventory box, and the vial appears in that
d is again empty, but remains selected. Deselect it (left-click).
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Look at your Power Bar, and
notice that it has decreased

There are a number of different items in the game. Things such 4 arm
provide benefits to your metaforms as soon as they are placed in your ,’:'
tory. Some items can only be used by particular forms. To use a w
put it in a selected hand/appendage, then click on what you want

in the View Window.

o somewhat. This is because it
‘lp()n'

to arl costs Power to morph into a
tag}
J

non-human form —as well as to
) maintain that form once you
EATING AND DRINKING T have assumed it. If you run out
Right-clicking with an item on your Portrait is how you consume things 1-‘ of Power while a non-human,

| rically morph back to human. If you happen to be at the bottom
ing over quicksand at the time, this spells certain death. So
ith your Power — when you need it, you don’t want to be run-

The only reason for you to eat or drink is to heal or get special powers. Yoy
don't get hungry or thirsty during this game.

One more thing. Pick up the red vial, move it over your Portrait and right &
click. If you were hit in combat, some or all of your missing Life is -
restored. he Life and Power Bars and watch the Text Bar. Now click on the
|in the lower right of the screen. You see the animation morph
en you click on the Life and Power Bars, you should notice

er remains unchanged, but the Life is different between human

MORPHING

In the center of the
room is a green obelisk
with a red tip — you

lick on the MAORIN icon.

can’t have missed it. In
the course of the game,
when you find an
obelisk like this one and
right-click on it, you are
granted a new metaform
as the obelisk disap-
pears. Click on it now.

0ok at the Selection Bar, notice that some of the icons have
e HAND icons are now PAW icons. (If you select one of these and
in the View Window, you see the Maorin’s double-pawed claw

The metaform you have just been granted is for the Maorin — a six-legé!‘d { . :
0, the FOOT icon has been replaced with an EYE icon.

cat. You can now see the icon for the Maorin shape in the Ability icon arts
in the lower right of the screen. Select this icon. The Portrait Panel 15
briefly taken over by an animated sequence showing the transformatio?
from human to Maorin. When the transformation is complete, the side

Horm has at least two abilities (the rightmost icons of the

Bar). For the Maorin these abilities are Jump and Cat Sight.

icon turns its border white. Select the CAT SIGHT icon. Right-
View Window; a number of things happen. The border for the

S red — celling you that an Effect has begun. The red border
SHADOWCASTER 27

panel goes back to its original state, with the new Maorin portrait.
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remains around the icon until the effect goes away. You now have Cal

Sight; Maorin can sometimes see infra-red. When you use Cat Sight, the ' HELI
View Window takes on a reddish cast and sometimes items which Were =
hidden can be seen — Cat Sight can be used to find hidden symbg| g T
traps. It works for a limited amount of time, and then your sight etuppg

normal. If you were watching the Power Bar when you right-clickeq, oy ' RETILIRH |
saw it decrease. This is because Cat Sight costs Power. .

Other metaforms in the game give you other Abilities, either in the
Selection Bar or under the Inventory Area. Use them the same as yoy did
Cat Sight — select them and then apply them by right-clicking in the
View Window. Some of these abilities cost you Power and some do nor, |f
the Ability is an attack, you must right-click over the target for that
attack, the same as you would if you were using any other weapon.

Select the JuMP icon and right-click in the View Window. The screen imag
dips as you jump up and forward. Now try moving ahead and simultaneous
ly right-clicking in the View Window to leap farther.

screen when you started the game. This is where you:
me,

urrent game,

0 an existing game,

ved game,

D off or on,

C off or on, and

IFFICULTY level.

Because you are in a confined place, it is difficult to use the Jump Ability
now. Later in the game, however, jumping over or on top of things may be
important.

ting the Game for more information on how these work.
RN option to continue your game.

OPTION SCREEN

The leftmost icon on the Selection Bar is for the Option Screen. Selec
icon (left-click on it) to bring up the Option Screen.

Going into the Option Screen pauses the game.

RY OVERVIEW

S€€ all your available forms and what they have in their inventory
€tc.) by clicking on the gold-outlined Inventory Overview

he bottom right of the inventory boxes). This causes the
‘Overview Screen to appear. The red line under the Maorin’s icon
“Sf€en shows that he is the currently active form.

t [hiS

Qi

anyy
YWhere to resume the game.

28 SHADOWCASTER SHADOWCASTER 29




che automap only shows where you have actually been and not necessarily
sve only seen. At this point, that’s not much. You can get an idea
ive position in the larger area by looking at the map in the

vhe. The blinking red dot shows where you are located.

AUTOMAP SCREEN e smaller map is the Return Bar. Below this is a small View
Between the OPTION SCREEN icon and the LEFT PAW icon there is a buttgy
that looks like a piece of parchment — the AUTOMAP icon. When this js

selected, the Automap Screen appears. Left-click on this icon.

‘what you saw when you entered the map. Still lower is a
shows the direction you were facing when you selected the
it is more precise than the Location Arrow. Once you've
tiple levels, clicking the Level Indicator arrows will change

Location Arrow Detailed Map Overview Map Return gy ct the Return Bar to return to your game.

Size Gems

w Window. Try clicking
Gem to the left of the

e size of the View

inks. Click on this gem
es until the View

reaches its minimum size.

RETLE]

€ size of the View Window speeds up the frame rate in the
g things move more smoothly. This option is recommended
ho have 386 systems.

Kon the Size Gem to the right of the Portrait. As you might have
causes the View Window to get bigger. When the View
reached its apparent maximum size, click one more time. This
e into Mega Mode. Mega Mode slows the frame rate and is

I

Level Indicator View Window Compass YMmended for people using 486 (or faster) systems.

hat M. ;
wi ‘Mode, the left side of the screen from top to bottom becomes the

The Location Arrow in the Detailed Map shows where you are and
general direction you are facing. The upper right of the map shows a0 .
Overview Map that represents a larger, less detailed area. By lefe-clickif®

ap B
different areas on the Overview Map, you change what the Derailed Map

SHdow and takes up approximately 80 percent of the screen. The
only appears when there is a text

i
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Obviously, in Mega Mode there is not room for all icons, etc. to be on g G To PLAY
screen at once, so there are two side panels. To toggle between the two g y b
panels, left-click on the Portrait. In Mega Mode, the Life and Powe, Bar l
appear to either side of the Portrait. When you morph, the change i shoa
in the Portrait window only.

gh should have provided enough information to get you
point you should read the rest of this document, which
ation about the metaforms you eventually acquire and other

There is only one View Window
border in Mega Mode — between
the View Window and the side
panel. At the top of the border is a
small gem. Click on this gem now
to return the game to Normal
mode.

p in mind:
lack sparkling floor, step on it to teleport.

Size Gem enough to take out almost any individual evil creature

r encounter (unless you have been damaged already).

like to attack in groups. Very evil creatures like to attack
e other evil group.

Power.
OPENING AND CLOSING

When you clicked on the obelisk, you unlocked the door on the east wall,
Save the game and then open the door (right-click on it) and embark on
your adventure. Right-clicking opens and closes doors and other barriers (if
they aren’t locked).

ymetimes the Life Bar decreases to zero. When your Life is
nd the Option Screen appears. At this point you can load a
tart a new game. You cannot return to the game you were
e that game ended with your death. It is a good idea to
ou have acquired something valuable or accomplished
reant (four save game slots are provided for this purpose).
risk losing all you've achieved in an untimely, unexpected

CURSORS

There are four different types of cursor in the game to help you remember

what is currently selected:

* White Arrow inside View Window. No icon is currently selected and you
can pick up/put down items or open/close things by right-clicking.

® Black and Red Crosses. A hand appendage is selected.

is either in human form or one of six non-human forms.

m has different abilities. In some metaforms, you can select

 Abilities from the icons under the inventory area. When an

as the Caun’s Light is selected, the blue cross cursor appears.

® Orange and Black Circles. One of your two Abilities from the Selection B”'
is selected. !

* Glowing Blue Cross. One of your Abilities from under the inventory boX®
is selected.

different amounts of Life depending on what type of crea-
and how high their score is. Score is tracked separately for
: f this, it is possible to concentrate on a metaform and make

onately powerful.
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DIFFERENT FORMS

—

KIRT E MAORIN

The Maorin are a six-foot tall, six-
limbed cat race. In his Maorin
form, Kirt weighs 400 pounds,
runs faster, can stand more pun-

Kirt is a seemingly normal h“man
who was raised in a large, modery

American city. In reality, th(’ugh
he is one of the few survivors Ofa'

race of shape morphers. Kirt has ishment and can deal out much

studied the martial arts and hg
recently been sent back to his
native world to save his people,

more damage than a human can.

Maorin have the Ability to see
things normally hidden to human
sight. They also have the Ability
to jump.

Kirt has the ability to morph his
shape. He gains the power to

assume more metaforms as he pro-
gresses through the game.
Morphing costs Power, and so
does maintaining a metaform.
Also, using most of the

Maorin dislike water and drown
quickly.
Abilities of different metaforms
depletes your Power. When he
runs out of Power, Kirt reverts
back to human form. Only in his
human shape can he regain Power.

Kirt has the Ability to jump, as
well as a superior Kick Ability.
Selecting any metaform's icon

morphs him to that form.
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CAUN

Caun are a two-foot tall, » APProyj.
mately 40-pound humanoid rye,
with pointed ears. As fighters they
are fairly ineffective, but Cayy
heal much more quickly thap ,
human.

OPSIS

Opsis are large, floating orbs with
tentacles. They are not built for
physical combat, but have a num-
ber of other abilities.

Opsis can throw cold blasts, cause

their enemies to flee in fear or
Caun have the Ability to jump,

They also have a Heal Ability, by,
this costs Power. Caun can create
light, create a special shield which
makes it difficult for enemies to
harm them, and can make it diffi-
cult for enemies to locate them.
Caun have the Ability to reach out
and grab things that are some dis-
tance away. This includes grab-
bing things that are on the other
side of bars.

make them move in slow motion,
plus create missiles and fire them
at enemies. They can also kill foes
outright. Moreover, Opsis can

increase the range of the automap.

Normally you can only map where
you actually have been, but when

a Opsis is using his automap
power, things that were not actu-
ally seen in the View Window are
mapped. As you might guess, this
often provides very useful informa-
tion.

Lastly, Caun can cause a number
of small creatures to swarm over
their enemies in a stinging cloud:
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KAHPA

Kahpa look like large, green frog.
people. They are surprisingly
tough, can breathe underwate, ang
are good in hand-to-flipper cop,.
bat.

SSAIR

Ssair have no legs and a pointed
tail. They can both take and inflict
enormous damage, and look like
flying red dragons.

Their tail attack is very powerful.
They can also breathe fire, at the

Kahpa can create an electrical
shock (extra damaging when uged SRRy
in water) and a sonic atrack (also

extra damaging in water).
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UBLESHOOTING
se is not working with Shadowcaster. My mouse works with
) other software applications; why not with Shadowcaster?

GROST

Grost look like stone giants. The
can punch through some stope

7
'ause is not working with Shadowcaster, you should make sure
1se has been loaded in DOS (in your AUTOEXEC.BAT file) or
walls, are almost impervious ¢, bOQt dislf you are using to play the game. W/ir?dmfur and many
physical attacks and can suryiye ; “mu ti-tasking environments load their own bullt-lp mouse
extre RN G i s in These mouse drivers w.nll not operate outsndg of their shell envi-

: sent. Loading a mouse driver into the DOS environment can be as
as typing MOUSE at the command prompts. For example:

MOUSE

ymmand can differ from mouse driver software to mouse driver
. Please consult your mouse user’s guide and Mouse Set-Up
cher details.

Grost can stamp their feet to cayg,
earthquakes, and can paralyze with
a touch.

2 runs slowly and occasionally locks up.

ay be loading other software that is not compatible with

ter. First, try running your game from a system boot disk.
Optimizing Your System to create a boot disk. Shadowcaster
ompatible with Microsoft DOS 5.0 or higher. Also, it is not
le with 286 PCs. You must use a 386-33, 486 or faster PC.

my game crash when I try to play Shadowcaster while
d into our LAN (local area network)?

itware often tries to take over the same system resources that
weaster uses. Often the two can coexist, but occasionally they can’t
have scrange problems with Shadowcaster while your LAN drivers
d, try booting from a clean boot disk that does not load your
vers. Please refer to Optimizing Your System.

s the game crash when I try to play Shadowcaster through
Windows (Windows NT, IBM OS/2, Desqview, etc.)?

aking environments”—Windows, Desquiew, IBM 0S/2, and so
—often conflict in their use of memory and other system resources
Shadowcaster. We do not recommend playing Shadowcaster under
Circumstance. Even if you do run the game under a multi-tasker,
ap to another application while playing. In general, we rec-
nd that you exit Windows (or similar applications) and play from
S promprt.
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Q: During installation, an error message reported that I have 4 “Dg
Error—CRC Data Error reading drive x:” §
A: This error message indicates that you have a bad or corrupted Cpy
Review the warranty information listed in the back of the manygy) ang

call Creative Labs Customer Service.

Q: I have a 100% compatible sound card, but I'm not getting any sheecl
or sound. Why not?

A: Your sound card may have to be put into “SB” (Sound Blaster) emulg
tion through its software or a switch setting on the card. Consul¢ your
sound card manual or its manufacturer.

A: It’s also possible that you specified incorrect values during sound cop.
figuration. Please recheck your sound card documentation for the Propes
values and try reconfiguring sound.

A: Your General MIDI soundcard may not support the MPU-401 instrye.
tion set. See General MIDI below.

Q: Shadowecaster still doesn’t work after I made a boot disk and|or
modified my CONFIG.SYS and AUTOEXEC.BAT files.

A: Copy down the error code and information the computer displayed
when it exited to DOS. Then see ORIGIN Product Support in the back
of this manual.

GENERAL MIDI

Shadowcaster has joined the next generation of sound quality with its support
of the General MIDI standard as defined by the MPU-401 instruction set. At
the time of publishing, only a few cards support MPU-401. These cards
include the Roland SCC-1, Roland RAP-10, and the Creative Labs Sound
Blaster 16 with the attached Wave Blaster daughterboard. Other manufac-
turers have already or are planning to release sound cards that utilize the
MPU-401 instruction set. However, sound cards that use a mcm()ry—rcsideﬂf
program (TSR) to emulate MPU-401 may not work with this software.

Note: some General MIDI sound cards offer digitized speech or sound effect
capabilities. However, in the case of sound cards like the Roland RAP-10s
customers will need to use a second sound card such as a Sound Blaster,
Sound Blaster Pro or 100% compatible sound card for digitized speech a7
effects. Review your sound card documentation or contact the manufacturet
you have any questions. ! Joim THE DEADLY BATTLE BETWEEN
SPACE MARINE" AND GENESTEALER’
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Space Hulk™
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0 Space Hulk

" Loading Instructions

laying Space Hulk"you need to install the program on your
er's hard drive. The hard drive must have 8.5 Megabytes of

he computer with DOS (any version above 3.3).
-.:}f ROM info your CD-ROM drive.

’ appropriate drive letter and press <ENTER>.
ulk and press <ENTER>.

nstall d: c: and press <ENTER>. Substitute the appropriate
for your CD-ROM and hard drive.

S manual.

2 and press <ENTER>. (If Space Hulk was not installed on the
e, enter the correct letter,)

ulk and press <ENTER>.
and press <ENTER>.

oduction sequence begins. To skip the intro press the left
se button.

ni
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Overview

For millennia the Terminator squads of the Imperium have patrolled
Imperial space, seeking out invading alien lifeforms and eradicating
them before they gain a stronghold. In recent years the Terminators
have been battling a menace which, if left alone, would surely destroy
human existence.

The Genestealers"“came in drifing Hulks of derelict space craft. The
remnants of these once proud ships served as the batfleground on
which the monstrous Genestealers would stalk the humans sent to exter.
minate them. Deafening clangs from the Terminator suits hitting steel
flooring, offset by the screech of chitindike claws on bulkheads, filled
the dark, cavernous Hulks. And in the center of the fire and fury stood
the armor clad men prepared to send the Evil to their doom.

Time after ime Terminator squads enter Hulks only to find themselves
surrounded and outnumbered. But they survive. The mystique of these
men who don suits of armor and go forth into battle has gone some
way fo earning the squads their elite status. This status is not based
purely on fighting prowess. Although an exemplary fighting force the
Terminators also remain frue fo the values of their brotherhood. The
honor of battle is one thing~the honor of defending the lives of their fek
low Terminators is another.

While playing Space Hulk; remember that the Terminators you control
are proud individuals. Imagine their souls are joined together as one
fighting spirit. They are not simply men with weapons. Behind the bat
tered armor is a Space Marine™ who wants two things—the destruction
of evil and the deliverance of this fellow brothers from the menace thof
haunts them.

0 Space Hulk

issential Information

wuter adaptafion of Space Hulk contains a number of very
satures which you have not seen in other games. The follow-
n details everything you need to know about the characters
ol and the processes that act upon them.

Pdoy are the space craft of yesterday. Scarred by the
sbris of deep space they resemble giant monoliths of

rock and ice, blended together by an eternity of warp
drifting relics which aid the Genestealers in their striving for

: 1119 Space Hulks hold colonies of Genestealers, waiting
' of a nearby planet draws the craft in. The discovery of
ulk signifies the beginning of the destruction of any rival life

information, see the Mission Descriptions section.

e the Space Marines. Superbly powerful, bioengineered
ose vigilance defended the Imperium from any menace
isrupt the peace. When the Genestealers were first
Space Marines met their match and many a squad were
and destroyed as they searched through the cavernous

nators were called upon fo purge the foe from the face
derium. Their immense armored suits gave them defense

e claws and teeth of the Genestealers. The Storm Bolters™at
robbed the enemy of life and their Lightning Claws™were a

Space Hulk
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Imotch for the close combat effectiveness of the Genestealers failing
imbs.

For a detailed description of the Terminators, see the Mission Descy;
tions section. ¢

Genestealers

The Genestealers. Even the thought of them invoked a fear of the yp.
known, a fear of the process which had earned them the name.
Their claws could rip through steel with ease, and their tough hides
were capable of deflecting the hardest projectiles. It seems they were
controlled by some hideous higher power, coordinating their attacks
through some psychic link to strike again and again at the weakest
points in any attacker’s defenses. In combat they were
unbeatable—until now.

For a detailed description of the Genestealers, see the Mission
Descriptions section.

Your Role in the Game

In this computer adaptation of Space Hulk, you assume the role of an
Imperial Captain of the Dark Angel Chapter of Space Marines. From
the circling Space Marine warship, you view and confrol the move-
ments of the Terminator squad. Cocooned in the control room you view
the action through cameras mounted on the armor of each

Terminator. Watch the View Screens as your men face threats in Redl
Time. Evaluate the situation and use the Planning Screen and the
Freeze Time option to plan and transmit the orders fo your squad. f
any of the Terminators come under pressure you are able to give them
direct instructions in Real Time. This enables you to, in effect, take com™
trol and manipulate his moving and shooting actions as if you were e
Terminator.

Space Hulk

Jetails, see the Planning Screen, Terminator View Screens &

n elite squad of five battle-hardened Terminators would be
der if it wasn't for the Overwatch mode.
1ch translates as “being aware of the surroundings.”
Terminator moving through a corridor while in Overwaich.
of anything in his path. If the Terminator senses that a
by he stops, waits for the menace fo show itself and fires
sstealer has been destroyed, then continues to his destina-
the same Terminator moving without Overwatch. A Gen-
ss itself for an instant but possibly due to the poor light
dissolve info the shadows. The Terminator does not react,
his route and stands a greater chance of being killed.
is the default mode for moving. This means that every order
ruct is in Overwatch unless you choose otherwise. Terminators
atch mode only react to threat within their line of sight.

 Hulk you can move between Real Time and Freeze Time with
of a bution. Freeze Time gives you the chance to pull every-

er and take a breath. Switch to Freeze Time and then go to

ning screen to take a look around the map, identify potential

n areas and respond by giving orders. Freeze Time is nota

At the start of every mission you are given a limited amount. As

s Freeze Time is acfivated the amount begins to decrease.

you switch back to Real time your Freeze Time amount increases.

P
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The amount you have is displayed on the Freeze Time Allocation ba ons he is carrying. The Terminator in this mission carries a

' - Bolter (SB) and a Power Glove™(PG).

st of the abbreviations see Weapon Descriptions

elick on the Freeze Time On/Off button to bring the game out
eze Time and into Real Time. When the game is in Real time

ng happens at its normal speed.

aple: A Genestealer that becomes “frozen” by the use of
Time can start to thunder down the corridor towards you

| Time.

For more information, see Giving Orders, Planning Screen & Te""""%r
View Screen.

Quick Start

The Quick Start guides you through the first basic tutorial. It enables you
fo gain a basic understanding of how to make a Terminator move ang
fire. To gain a further understanding of the game you need to read
Giving Orders and Game Tactics. ol the Terminator by using the mouse or cursor keys. As you
ouse pointer to the edges of the View Screen it changes
ional arrow indicating the possible command-to move
direction left-click. Using the mouse control, move the Termina-
vn the corridor to the door. As you move watch the Scanner.
een blip is the Primary Terminator. As you move, the Scanner

s your progress through the Hulk.

1. Load Space Hulk by following the instructions at the beginning of
this manual. When the Mission Selection screen appears, left-click
on Mission Training.

Note: At any time during the mission selection and preparation
process a previous screen can be accessed by right-clicking.

\UP cursor once to open the door. Practice furns and walk-
ards to get the feel of the controls. Notice the scanner in
t of the screen moves as you do.

2. Now left-click on Start Basic Tutorial. This takes you info the brief-
ing phase.

3. The Imperial Commander welcomes you and explains the basic
mission plan. Left-click affer every sentence and then move to the
detailed mission briefing. Using the map of the Hulk that appears on
the left of the screen, the Commander goes through the initial poinfs
of deployment, objectives and pick-up areas for the victorious
squad. Left-click fo end the briefing. You are now transported fo
the Space Hulk.

mouse pointer info the center of the View Screen. The
nanges fo a cross-hair. Left-click and watch a bolt from

orm Bolter shoot off down the corridor and explode against
Il. Move your Terminator back to the original starting position.

)

click the Freeze Time button.

on the scanner to go to the Planning Screen.

lick on the Move icon and left-click again at the end of the
dor you're in. The program decides the quickest route, red
show the movement you have constructed.

4. Only one of the View Screens is active. The display gives you a
view from Terminator number 1 (note the number in the top left of

the displar). The letters next to the Terminator number tell you what
Space Hulk Space Hulk



Left-click at the end of the corridor near the two doors. The piq,
ning Screen should now show a route from the starting point down
to the furthest door.

Finally left-click in the grey square at the bottom right of the map,
This is the pick-up square that the Imperial Commander menfioneq i
the detailed briefing.

9 Right-click on the Overhead Map to return to the Viewer Screen.
Left-click the Freeze Time button to exit info Real Time play, and
watch the Terminator follow the route you have set out.

10. When he enters the rescue square the tutorial ends and you re-
ceive the Mission Debriefing.

Here endeth the lesson.

Mission Briefin

At the beginning of every mission you receive the basic scenario from
the Imperial Commander

Left-click to go to the next line of information. Right-click to bypass
the whole section and go fo the detailed mission briefing. In the
detailed mission briefing you are given starting points, entry areas for
Genestealers, and any target areas.

Left-click to go to the next line, right-click to bypass the whole secfion

Choosing a Squad

If you choose to play one of the tutorials or Space Hulk missions, then
your squad is automatically equipped and ready fo roll. If you selected
the Deathwing™ campaign the honor of choosing your squad and
weapons may fall to you.

Space Hulk

inator sergeants have squads capable of different missions.
you can choose a squad and equip them in such a way as to
heir capabilities. Once you have used a sergeant and his

Ley become more experienced, increasing their shooting and

bat capabilities. The experience is portrayed by feathers under-
|l-the more feathers, the more experience.

eant-If your squad is killed during a mission the

ot selectable for the remainder of the campaign.

any sergeant fo have his squad information displayed. The
yppears contains the Sergeants name, the squads experience
ind of mission that the squad are best suited to. Left-click on

Descriptions section for more information on the avail

quad
that are suited to the mission. If you have a Hulk that is
fight, twisting passages, Lighining Claws are more effective
Cannons.” Conversely if you have a large Hulk with free-
ridors, a squad equipped with Assault Cannons gets further
sad with thunder Hammers and Storm Shields
) the rear wall of the armory hide Tech Priests. Each Priest
a Terminator a different weapons.
the archway to reveal the Tech Priest. The available
splayed.

the Terminator you want fo give the weapon to. If you do
weapon simply lefi-click on another archway. In a two
lission moving the mouse arrow over the left wall brings up a
Squad’ panel—at this point left-clicking switches your view to
nd squad.

Space Hulk



To exit the armory and begin the mission: Move the mouse cursor
the right wall to bring up an ‘Exit’ panel-left-click to finish the Weapoy
selection and begin the mission.

ead maps and the Terminator roster at the Planning Screen.
|etters (eg. SB,PG) on the right of the Terminator number are
ons of the weapons that the Terminator is carrying.
s abbreviations see Weapon Descriptions.

rying a weapon that uses limited ammunition (such a a
he remaining ammo and any reloads are indicated by two
next o the weapon type. If a Terminator is carrying a full
ith no reloads the numbers on the screen would be 6 and 0.
 on any of these screens fires the Terminator’s
only in a straight line at waist level. If you want your aim
ccurate then use the Primary Terminator Monitor. Right-
he Scanner gives you the Planning screen.

For information on the available weapons see Weapon Descriptions,

Moving between screens
On any of the pregame screens: lefi-click to advance fo the next

screen, right-click fo move back fo the previous screen.

Abandoning a mission

To quit from a mission, press T. Quitting from a Deathwing mission
results in the Sergeant being killed—any accrued experience is lost.
Reset or continue a Deathwing campaign by left-clicking on either
RESET CAMPAIGN or CONTINUE CAMPAIGN. After confirming the
choice to reset the campaign, left-click on CONTINUE CAMPAIGN
to begin the first Deathwing mission.

ve boxes below every view monitor. If you have used the
en fo construct a movement, the relevant command icons
e five boxes. This system becomes useful when using the

Pausing the game minator. At a glance you know what the other guys are

When playing a mission press P fo pause the action—the pause screen
appears. To return fo the game press any key on the keyboard.

Terminator View Screen

This screen allows you to see at first hand where you've sent your
Terminators. You can fire at Genestealers, move your squad of Termin®
tors around and see all the gore. It's a far cry from the tranquil seffing
of the Planning Screen.

issions you have a time limit. An hourglass appears below
y Terminator’s Monitor.

minator Monitor

y Terminator is the one under your direct control—you can
oot and pick up items using the Terminator. To select another
erminator right-click on any of the small View Monitors, or
corresponding Function Key (eg. for Terminator 3 press F3).

Space Hulk @

View Monitors
Gives you a “Terminatorseye” view of the action. Each Terminator in the
squad is marked with a number that corresponds to the numbers of

Space Hulk



Moving and firing with the Primary Terminator
To move the Primary Terminator use the cursor keys or lefi-click o

the UP DOWN, LEFT and RIGHT arrows on the right side of the Scregn,
Alternatively you can move the mouse fo the outer edges of the Primary
terminator monitor—the cursor changes to a directional arrow-ang
left-click fo move in that direction.

To fire the Terminator’s weapon move the cursor info the Primary Term
nator Monitor (the cursor changes into a crosshair) and left-click oy,
the area or target you want to fire at. Alternatively you can left-click
on the button in the center of the directional arrows. Pressing both the
left and right mouse buttons simultaneously, or in some cases pressing
and holding the left bution, acfivates a weapon’s special effect.

the FREEZE button fo switch the game between Real Time
e Time.

ime Allocatio

e Time Allocation bar shows you how much of this precious
fime you have remaining. If you use it all up you are thrown
Hime before you can shout “aaaargh”! When you are in
r Freeze Time Allocation starts to increase, so when you
 the Planning Screen you should have enough Freeze Time fo
er round of orders.

For details of weapon effects see Weapon Descriptions.
uad button ( ! )to switch between the squads. This button

Opening and Closing Doors the squad not currently displayed is experiencing some
To open or close a door right-click on either side of the door frame or
press UP when you are in front of the door. Some doors are locked or
jammed and need to be blasted open with a suitable weapon

Note: A Terminator moving in Overwatch sees a closed door as a

threat. He stops and shoots until the door is blasted open.

Picking up Objects

Terminators equipped with Power Gloves are the only members of @
squad who can pick objects up. To pick up an item or a weapon relodd
move info the adjacent square. Face the object and right-click. The
item is displayed in the large box below the Primary Terminator Screen-
Conversely, to drop an item that is being carried, right-click.

Note: Objects are often dropped in the heat of close combat.

Q Space Hulk

o see a small area around the Primary Teminator. The current
depicted as a green blip, Genestealers as red blips. The
minators in your squad show up as their respective numbers
umber in the view monitor).
King on a Terminator’s number makes him the Primary Terminator
ting on the Scanner fires the Primary Terminator’s weapon to that
is particularly useful when firing Flamers at long range targets.

Space Hulk °



ist is useful when giving orders. Select a Terminator by left-
 on his number in the list, or pressing the appropriate Function
example: Terminator 3 would be chosen by pressing F3).

Command Icons

The command icons allow you to construct a series of movements f,
any of your Terminators. For details on giving orders and moving seg
Giving Orders.

icking on the squad list selects the Terminator without moving
ing Map to his location.

es—5 Phases. The boxes show an icon for every com-

Move-the default mode of movement is with Overwatch. As part of 4 asked the selected Terminator to perform.

an order, left-click on this fo choose movement without Overwatch,

Right-click on this icon to reselect Overwatch. f Fire—There are times when you need to know the fire

Turn-As part of an order, left-click on the left turn arrow to turn 90
degrees left. Right-click on the right turn arrow to turn 90 degrees fo
the right.

hading covers every square you can shoot.

dquads—When playing a scenario with two squads of Termi-
ficlick on the switch squads button ( !) to switch between the

Fire Weapon-As part of an order, left-click on the weapon icon he button flashes when the other squad is in danger.

to select weapon 1. Right-click on the weapon2 icon to select J
weapon 2. revious Command-Left-click to delete your last

Open/Close Door-As part of an order, left-click on the
open/close icon to open a specified door. Right-click on this icon fo

mand - Afer consfructing a movement in Real Time left-
close a specified door.

2 GO icon fo get the Terminator moving. When playing in

o g - o |l me, clicking on this icon concludes a movement plan.
um hots— in conjunction with the Fire

mand. After selecting a weapon choose how many shots you want fo

me/Real Time-Left-click on the FREEZE icon to switch
subject an area to.

reeze Time and Real Time.

Squad List-The numbers on this list correspond to the Terminators in me Allocation—The Freeze Time Allocation bar shows

our squad. The letters next to each number inform you of the weapo™ ‘much of this precious planning time you have remaining.
your sq Y p planning fime y g
carried by the Terminator.

For abbreviations and details of these weapons see Weapon Descriptio®

@ Space Hulk

ation see Freeze Time in the Essential Information section.
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Strategic Map
This is the only map that shows the Hulk in its entirety. The map is Usefy

when planning ahead because it gives the whole picture.
Terminators show up as grey and Genestealers as red. In some migs;
the Hulk may not have been scanned correctly. A full layout of the Hy,
is not displayed on the Strategic or Planning Map. As the Terminaforg
explore the corridors more of the Hulk becomes visible on the maps,
Right-click on the map to go to the View Screens.

Planning Map

This is where you construct and plan all your commands. Because the
map gives you the ability to see what's around corners it is a ool yoy
should often use.

Your Terminators are represented by their images and a number on a
plan view of the Hulk. All the Hulk’s features are represented. Doors,
teleport squares, target areas for flaming and Genestealers—or blips.
To scroll around the map left-click on the borders around the map or
use the cursor keys. Alternatively if you want to see a specific area
left-click the area on the Strategic Map.

Right-click on the map to go to the View Screens. You may also view
a specific area within the Hulk by holding down the left mouse bution
and dragging the purple box.

Blips

The Detail Map is really a scan of the Hulk. Because the scan is being
performed from outside the hull of the ship it is inaccurate and is only
able to display a blip where a Genestealer has been defected. A blip
is the radar image of a detected lifeform.

A single blip can hide 1 fo 6 Genestealers. They should be c:l;:JPFO"d“Bd
with caution. Only when you are close does the blip reveal what i¢ o
been hiding.

Space Hulk

Giving Orders

play Space Hulk you need to give orders at the Planning
Because of the speed of the game it is near impossible fo con-
squad of Terminators, in real time, using the View Monitors.
ing Screen gives you the ability to assign movement orders to

ally follows this process:
Terminator-Choose Command-Choose Destination

a Terminator
p or line in the Squad Roster. Alternatively you can press
nding function key on the keyboard. For instance, Ter-
3 would be chosen by pressing F3. The Terminator’s symbol

k movement type is with Overwatch. If you want fo select
ent without Overwaitch then left-click on the Move icon.
rfant fo note that a Terminator who has not been moved, de-
Overwatch. Also, a Terminator who is in Overwatch and
vall, turns to face an open space.
k on the square you want the Terminator fo move to.
ed arrows appears marking out the shortest route from the

1en selecting a destination there may be a Terminator in the
ou wish to choose. If you find that clicking with the mouse
L fhe Terminator being selected, use the TAB key.

vel you can mark out a desired route by left-clicking along
You want the Terminator to follow. If you do this it is best to

Space Hulk
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left-click at the end of every corridor section you want to go doy,

Note: Be careful when using this method as every click of the moygq
uses up one of the five order phases.

After planning a move you can finish the process by left-clicking
the ‘Go’ Command icon, selecting another Terminator or switching 1,
Real Time.

Duplicating an Order
There are time when you want more than one Terminator to carry oy

the same order. Select a Terminator. Be sure he is at the front of the
group you want to move.

Hold down the Shift key and click on the other Terminator’s number in
the squad Roster or press F1 to F10 on the keyboard (if he is Termina-
tor 3 you would press F3).

In the squad roster an arrow appears next tot he Terminators you have
selected. Use the Command Icons fo plan an order. The selected Termi-
nators all follow the route. You can order all the Terminators in one
squad fo follow the same movement.

Turning

Because the program automatically adds a turn when you select a
route that includes a corner it is not always necessary fo add them to
the command.

The Turn command is used in situations when you need to face a Gen-
estealer or can’t handle turning the Terminator yourself in the View
Screen.

Depending on the direction you want to turn, left-click or righf’di‘k
on the Turn icon. The command is then added to the Order Phases.

@ Space Hulk

inators usually carry two weapons. A longrange weapon such
Bolter; and a Close Range weapon such as a Power Glove.
weapons are used against Genestealers when they are
ce with the Terminator. You have no control over their use. If a
at situation arises the program defermines whether or not to
se Range weapon.
g Screen lets you fire weapons at a specific square. To find
squares you can target use the Range of Fire icon at the
n.
1, left-click on the Fire Weapon icon. Left-click the
anning Map that you want fo use the weapon on (you
e line of sight to that area). A cross-hair symbol appears on
id the Fire Weapon icon appears in the Order Phases.
sapons have special effects which are classed as weapon 2.
al feature just right-click on the Fire Weapon icon.

nformation on weapon special effects, see Weapon'

ick on the Open/Close icon and then left-click on a
lick on the Open/Close icon and then left-click on

Ber that Terminators moving in Overwatch see closed doors as
hey stop moving and shoot the door until it is destroyed.

Space Hulk o



Note: Sometimes your point of departure is a teleport square. T
activate the teleport device the door must be closed. Right-click o,
the door frame to close the door:

For a list of controls that can be entered using the Keyboard, see
Keyboard Commands.

Game Tactics

Lesson number 1- Genestealers move faster than Terminators,
Stay hidden until you're sure you can destroy your target. Before com-
mitting your squad to an order look at the distances involved. If there are
blips near the point of destination or in an adjoining room, the chances
are a Genestealer is upon you before you know what's happening.

Lesson number 2- Genestealers aren't stupid.

Genestealers have the habit of finding the lone Terminator you've sent
off to find something. It's always a good move to have all Genestealer
entrances covered before going ahead with the mission. This prevents
single Genestealers going off in search of prey.

Lesson number 3- Don't hang around.

Staying in one place for foo long gets you info frouble. The Genestealers
start to arrive in large numbers and very soon you are overrun. Con-
cenfrate on your mission objectives and get the job done.

Lesson number 4- Do not rely on Overwatch.

Having all of your Terminators standing in Overwatch waiting for the
next Genestealer to arrive does not guarantee you success. Terminator®
often find their shells ricochet off the hard Genestealer's skin—there i
no substitute for you taking control of one (as the Primary Terminator]
and firing the shots yourself.

Space Hulk

number 5 - Stay close.

, the Genestealers usually outnumber your squad it is best to
group. Provide cover to any movements of your squad.

rs are intelligent enough to hide behind corners if a stream of
ls are shooting down the corridor—use this fo your advantage.

» number 6- Protect your assets.
ber of the mission objectives rely on you having a specific

1 fo finish the job with. In missions like this it is vital that you
.}'T‘erminators that carry important weapons or items.

ber 7- Inspiration grows from the barrel of a gun.

snder Hammer™
Shield™

Power Sword™
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Close Combat Weapons

Lightning Claws

Lightning Claws are bladed gloves which have been designed Purely
with destruction in mind. Bristling with power from an onboard genergyy,
they can make short work of even the toughest Genestealers. As the
Claw’s mechanism covers much of both arms, Terminators carrying
Lightning Claws have no secondary weapon.

Power Glove

The outer shielding of the Power Glove hides a complex hydraulic
power unit which enables the glove to break through the toughest
door-or Genestealer skull.

Chain Fist

Used to rip doors and bulkheads apart the Chain Fist can also be used
fo good effect on Genestealers—reducing them to a bloody pulp in a
short fime. The arm attachment is basically a Power Glove with a built
in heavy chainsword. The energy that drives the chain comes from a
power field within the glove and is so great that the chain can be used
to rip through bulk heads.

Although heavy and unwieldy the Chain Fist can be used in such a
way that it becomes a force to be reckoned with in close combat.

Thunder Hammer & Storm Shield
This is @ huge warhammer with the ability to create a surge of energY
so great it could cause solid objects to explode.

Constructed around a power generator, the Thunder Hammer can.0|5°'
at the Terminators command, selfdestruct. The generator surges W!
energy and explodes, causing everything in the adjacent area fo

@ Space Hulk

,—including the Terminator. A Terminator who is equipped with
Hammer always has Storm Shield as weapon two.

eously clicking the left and right mouse buttons results in the
mer’s generator exploding, causing vast damage to the
ng area. Using this effect kills the Terminator equipped with
on and any others in range.

, Shield rests on the left arm and draws its defensive energy

rators within the Terminator suit. Shaped like a cross, it

s the power sheaths the metal surface. Although the Shield has
ve capabilities a Terminator equipped with such a device

ar better chance of surviving a Genestealer hand attack.

ords are extremely effective close combat weapons. the en-
which covers the blade allows the sword to cut through most
s sword is particularly adept at slicing through the chitinous

armament of the Terminator is the Storm Bolter. The bolter

the weapon are large rocket propelled shells that
entering the farget. The Storm Bolter has unlimited ammu-
Owever, in heated engagements it has a tendency to jam.

Cannon

ult Cannon is a multibarreled gun which fires explosive
nmunition in 50 round bursts. Because of its awesome fire

n invaluable weapon when fending off ravening Genestealer
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attacks. The Cannon'’s ability to rarely miss is best used when exploi
long corridors, providing cover and valuable “Genestealer free”
to the movements of your squad.

Ammunition is the only limifing factor—you are only given enough fo,
fen bursts. In some missions ammunition reloads can be found. If you
come across some lost ammunition move info the adjacent square gng
right-click to pick it up.

Pressing and holding the left mouse button results in the Assault Cqp.
non discharging all its ammunition in one destructive burst.

time

Heavy Flamer

A large proportion of the Space Hulks you encounter are infested with
the Genestealer brood. The fiery inferno caused by a Heavy Flamer is
one of the best methods of eliminating their foul kind.

Used as an offensive weapon, the Flamer can be very effective af pro-
viding cover. This is due fo its long range and the area of destruction
which can be achieved if targeted correctly. The area of effect is based
on the size of the room. The Flamer is capable of covering a 3 by 3
square area, but this area may be reduced if the flame is dropped in a
narrow corridor.

The Flamer has enough fuel for six shots. Simultaneously clicking the
left and right mouse butfons results in the Flamer exploding and burn-
ing a large area. Using this effect kills the Terminator equipped with the
weapon and any others in range.

@ Space Hulk

'j(eybourd Commands

Select Terminator

Switch between Freeze Time & Real time
Scroll view or control Primary Terminator
Pause

Link/Duplicates orders. Select Terminators
while holding SHIFT key

Quit Mission

Quit to DOS
Swap squads (two squad mission only)

oblems With The Game?

yhaving a problem installing or playing the game, we want to
lease make sure you have read the installation and startup
manual thoroughly, and make sure you have at least 8.5
ee on your hard drive. If you have followed the directions
sumentation, and are still having trouble installing or operat-
are, refer to the Problems With The Game section at
Fthis manual. Before attempting any of the suggestions,

ake sure you are familiar with the DOS commands being
ansult your DOS manual for more information.
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Mission Descriptions:
The Imperium

The Imperium of man has existed for 10,000 years, but its foundoﬁo,\
can be attributed fo a single invention: the warp drive.

A phenomenal breakthrough, the warp drive allowed spacecraft to
travel astronomical distances in short periods of time. The importance
of this invention in human imperialism cannot be exaggerated.
Whereas it once took centuries for human spacecraft o travel to Sol's
closest neighboring star, the same distance could suddenly be covered
in just few hours.

The ability to cover enormous distances in negligible amounts of fime
led directly to a massive program of exploration that came fo be
known as the great expansion. Free from the limitations of time in infer-
stellar travel, humanity began to explore the vast universe with great
determination. It wasn't long before humans found rich new
worlds—worlds suitable for human habitation.

Large-scale colonization of planets was just one of the predictable re-
sults of man's drive fowards the stars. The other was war. As quickly as
humans discovered habitable planets, they also encountered aliens-
many of whom had imperialistic designs of their own. With grim in-
evitability, the first of many Alien Wars flared up between human and
nonhuman empires. The pattern for galactic strife was set.

The Dark Age of Technology

The Great Expansion brought new wealth, new ideas and new arro-
gance. The machines of travel and conquest achieved incredible levels
of sophistication and were, to the masses of people who benefited

@ Space Hulk

n, nothing short of awe inspiring. Science, gravely misunder-
the ignorant, came to be revered as God.

of this Age of Technology was heralded by the sudden ap-

e of psykers—humans with psionic powers such as telekinesis.
od certain individuals to suddenly develop psionic powers
sen precisely defermined, but within a few centuries

ere recorded on almost every planet populated by man. At
ic reaction to the psyker phenomenon was mixed. On many
psykers were persecuted as abominations or freaks of nature—

e civilized planets, psykers were protected. Some governments
d to nurture the understanding and development of

rs. In a series of bold attempts to harness the powers of
sykers on openly tolerant worlds were allowed to explore
eriment with their new found skills.

folly. Ignorant of the forces with which they meddled, novice
ed the galaxy to invasion by extradimensional creatures.
rough the unprotected minds of the psykers. Soon monsters of
}'; iption were walking the surface of thousands of worlds,

ly destroying cities and civilization. Hostile alien empires took
je of man's crises and attacked savagely, attempting fo regain
and resources. The Age of Strife was born.

ge of Strife & The Rebirth of Man

than 5,000 years, humanity was wracked with war as
fled nation and planet fought planet. Men fought bitterly with

Space Hulk
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Daemons, aliens, and with each other. Only the worlds where Psykers
were rigorously suppressed survived intact.

Fortunately, great heroes often arise in the moments of greatest peri|
The Age of Strife brought forth one such man—the man who woyld
eventually become Emperor of Human Space. A shrewd diplomat, he
gathered the loose fragments of humanity into a single empire. He cqp
quered those who would not join forces with him and reclaimed whole
worlds lost to aliens. He's also the strongest psyker that galaxy has eyer
seen —it was the Emperor himself that finally drove the Daemons back
into the warp.

The Emperor

The Emperor still reigns after 10,000 years. As an immortal, he has
ruled millennia, ordering the lives of men, protecting humanity from the
great threats of the universe, and sacrificing himself for the future of the
race. Only the Emperor’s strength, will, and intelligence have held the
Imperium intact and allowed it to flourish through the centuries of strife
and discord-it is to the Emperor that humanity owes its existence.

Space Hulks

The largest and most advanced human civilization ever, the Imperium
encompasses millions of stars and planets. Each human colony in this
vast galactic realm is an island in a sea of emptiness, separated from
its neighbors by thousands of lightyears of space and connected fo the
Imperium only by fleets of spacecraft.

The vessels that form the infrastructure of the Imperium use warp spacé
a separate and complete universe that exists alongside our own 'r eal

@ Space Hulk

he fwo universes—real space and warp space—are intimately
od. For every point in our space, there’s a corresponding loca-
space. Warp space, however, is not an exact duplicate of
. Two points that, in our reality, are tens of thousands of

; apart might be separated by a few miles in warp space.
ible for a suitably equipped ship to enter warp space

, rp gate, travel for a few hours, and reemerge in our
nillions of miles from the ship’s departure point.

allows a spacecraft to travel hundred of thousands of light
nly a few hours. The Imperium would not exist without this

ve universe—protecting and administering such a colossal em-
uld be impossible if ships could only travel through real space
speed. But warp fravel is not without its dangers. Warp

lled with crosscurrents, eddies and whirlpools of power.
disappear without a frace, only to emerge centuries later
ns of miles from their infended destination.

ssels become locked in sirange currents of the warp, emerging
from time fo time, only fo be helplessly sucked back into
have no control over their destination and may travel in

p for centuries. Often these ships are still manned with living

st beings, prisoners of the void. Often these beings will scav-
wrecks of other spacecraft, joining the remains fo their own
order fo increase living space or fashion an escape vessel. These
nglomerations of space junk can became, after centuries of
n, monstrosities—several miles long as well as wide.

all these lumbering ships space Hulks and regard them with
rved suspicion. For a space Hulk can be a derelict ship with
s freasures from the past—or it can be a harbinger of evil, the
freacherous alien beings.
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The Genestealers™

Savage eyes burning in the dark. Four armdike appendages to grasp
and tear. A horror of teeth and claws. The Genestedler is a biologje|
perfection—an intelligent, ruthless killing machine that knows neither jh
tingle of fear nor the pain of remorse.

Like all living organisms, the Genestealers have simple goals—to syr.
vive and multiply—but the means by which they further their race s fo.
tally unique among known lifeforms. What sets these horrific creatyres
apart from other highly evolved organisms?

The most conspicuous characteristic of Genestealers is their means of
reproduction. Genestealers don't mate—there are no males or females
among their numbers. Instead, Genestealers reproduce by infecting
other races with their genefic material.

Using a powerful hypnotic gaze, a Genestealer paralyses its victim in
much the same way that a snake ferrifies its prey info immobility. Once
the victim is psychologically dominated, the Genestealer deposits an
egg in the victim via a long, supple tongue lined with oviposters, or
egg-layers. The Genestealer inserts its tongue into the victim’s oral cav-
ity in a hideous parody of a kiss, piercing the victim’s fissue and de-
positing an egg. After the victim is infected, he or she is released.

Whether as a result of the Genestealer’s hypnotic gaze or as a by-
product of the egg’s hormonal secretion, the victim has no memory of
the implantation—the entire episode is remembered only as a night
mare of fear and burning eyes. A subtle psychic link is established
between the Genestealer and the victim. The Genesfealer can influ-
ence the victim’s thoughts and actions without the victim’s knowledge:

Space Hulk

aler uses this power fo give its victim one overwhelming
e mate and have children.

y powerful subconscious urges, the victim proceeds to repro-
th his or her own kind. Because of the damage to the victim’s
rial, the children will by hybrids: part victim race, part
Until the fourth generation, the hybrids are sterile, procre-
y by the Genestealer method.

generation hybrid closely resembles a purestrain Genestealer.
h—if not before—it has the Genestealer’s strong psychic ability.
ring’s psychological influence, together with the parents innate
naternal instincts, blinds the parents to the child’s true mon-
hey nurture and cherish the young hybrid, and will go to great
o protect it from harm.

e first generation hybrid matures, it seeks to infect others, who
roduce second generation hybrids. With each passing genera-
rids look more and more like their parent race, and less
ke Genestealers. By about the fourth generation, they are all
nguishable from purestrain members of the victim race, to the
it they are able to mate in the same fashion as uninfected mem-
eir species. Some of their children will be hybrids, some pure-
mbers of the victim race, and other purestrain Genestealers.
descendants of a purestrain Genestealers tend to naturally
ether info an extended ‘family, usually under the control of the
Genestealer itself.

lers & Technology

being equipped with hands, purestrain Genestealers are not
s—they build nothing for themselves. Their sophisticated and
fains, which allow them to infilirate and psychically dominate
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other species, are quite incapable of understanding the complexitieg o
the lever or wheel —or the spear or gun, for that matter. When they
fight, they fight as animals, using their bare teeth and claws fo teq,
their opponents to bits.

The hybrid generations are different. While first generation Gene.
stealers are almost as limited fechnologically as their forebears, [ater
generations are capable of understanding and using technology, A
third or fourth generation of Genestealer can build and operate sophs.
ficated equipment, and it can wield weapons. But even the later hybrigs
are not technological innovators—they are limited by the capabilities of
the host parents. If their parents lack sophisticated manipulatory digits,
so will the hybrids; if the victim race never achieved spaceflight, the
hybrids are unlikely to do so.

The Conquest of Planets

lllequipped to build and operate their own spacecraft, the Genestedlers
fravel aimlessly in massive space Hulks, waiting to be ‘discovered" by
humans or aliens. Genestealers are incredibly hardy and extraordinar-
ily longived ~they can endure centuries of isolation in warp space, po-
tiently waifing for a single encounter with an unwary victim species.
Once an individual Genestealer infects a victim, they establish a coven
on the host’s home world. There they increase their numbsers, taking
great pains to avoid detection. After fourth generation hybrids have
matured, they leave the planet as merchants, diplomats, traders and

even soldiers in the Imperium. Thus they spread their covens to new
planets.

@ Space Hulk

he Legiones Astartes

rs after the Age of Strife the forces of Earth had carved out an
ot stretched almost half way across the galaxy: This vast
f the Imperium was known as The First Crusade.

startes (Space Marines) are afiributed with being largely
r the victorious wars that put the Imperium on the Galac-
yring the time of The First Crusade.

m directly prior to the beginning of the Crusade saw a
arch and development project start. During the volatile warp
ad plagued Earth in the Age of Strife, superbly equipped
ries were consfructed under the surface of the planet. These
once finished, were turned over to the Adeptus Mechani-
id orders from the Emperor o bioengineer a fighting force
nothing could be its equal—an elite group of soldiers
ngth and loyalty were unflinching. These new warriors were
d info their own units, known as Chapters.

ing, the recruits were implanted with nineteen cultured or-
organs allowed the Space Marines to perform acts an or-

2 seven implant is an organ known as the Preomnor. Having

i through the rib cage the preomnor is placed in the chest cav-
fed to the Marine's diefary fracts. Once in place the

$ as an advanced pre-digestive stomach, annulling any poi-
oxins that the Marine eats. The result being that a Space

 body can gain susfenance from almost any material without

g harmful substances in to the blood.
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The Chapters continue through the collection of a product known on
as gene seed. Without gene seed a Chapter has no future. The y
progenoid gland (phase 18 implant) exists solely for this purpose. Aflr
implantation the organ absorbs hormonal stimuli and genetic Materig,
from the other implants. When mature, each gland contains q single s
gene seed for each organ that has been added to recipient Marine
The glands can be removed any fime fter maturity. The progenoid .
must then be carefully prepared and the gene seeds stored. When the
need arises the gene seeds are cultured and form a new, specialized
implant. And so the cycle continues.

The whole ethos that surrounds the Space Marines stem from the Chap
fers in which they are organized. Distinctive names, armor and in-
signia abound, fellow Space Marines are known as Brothers and
loyalty to the honor of the Chapter is of the utmost importance. The
whole unit operates with a kind of religious zeal. Chaplains instruct
Marines in the way of the Chapter, ceremonies and rituals are o regu-
lar occurrence, the idea being that the Space Marines must immerse
themselves in the ancient teachings of the Chapter.

This loyalty is displayed in combat, where the one million warriors of
the Legion Astartes (regardless of Chapter) fight for and on behalf of the
Emperor. In many battles since their founding the Space Marines hove
saved the Imperium from certain defeat. In the far reaches of the Imper-
ium companies of Space Marines hold back the forces of chaos from
humanity—their courage and strength upholding the peace of civilization.

The Terminators

In the years following the introduction of Space Marines into acfive
duty a number of scenarios appeared where the Imperial forces were
defeated. When the performance of the Marines was questioned @
study indicated that the environments in which the battle took place

Space Hulk

me problems fo the armor worn by the Space Marines, re-
loss of movement or even death.

otus Mechanicus were commissioned by the Emperor fo re-
develop a new breed of body protection fo be used in lethal

such as the interior casings of plasma reactor shields or the
sive, vacuum filled corridors of Space Hulks. Also known
readnought Armor, Terminator exoarmor is a development
d environment suits used by spaceship crews. When suit-
anced by the Adeptus Mechanicus, Terminator armor can
irtually unscathed after a direct hit by most weapons.

| Space Marine Chapters have Terminator suits. They are usu-
vaving been passed down through the ages, and are covered
nd insignia depicting past battles. The suits are treated with

ect given to ancient relics and although their outward
ay be one of mistreatment, they are kept in perfect
ifion —the Marines who wear them are of the thinking
san the outer layer of the armor would be to wipe away the
of the victorious battles they were part of.

<t apter’s best Marines are bestowed the honor of using
or armor. Along with the honor comes added training, for the
or suits are a technology that must be used correctly to be

contain their own independent power supply and enclosed life-
r systems. The inner casing of the armor holds teleport homers,
ners, energy scanners, auto-senses, suspensors, targeters and
ication devices. The communicators carried in the suits are

y designed fo carry visual as well as auditory signals. This

Inat any member of a Terminator squad can see the view from
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any of his fellow Terminator suits. This technology can also be adgq

so the signal can be broadcast away from the squad to a COmean:
not in the field of battle.

The Terminators greatest menace, has come in the form of the Gepe.
stealers. Among the peoples of the Imperium the Terminators are beg
remembered for their acts of heroism on vast Space Hulks hurtling fo.
wards tranquil worlds.

They are, to many, the vanquishers of Evil-the embodiment of all thqt
is just true.

bial you must locate the arfifact and then return to the safe
Somefimes the items can be in the most wellguarded cor-

provides you with your first alien contact. Guide the Termina-
h the Space Hulk to the teleporter. The Genesfealers are out
s0u, so use the Planning Screen to identify potential threats
dinate a strategy. If you are confident that your controlling of
sfor is good, then try playing the whole mission from the

The Basic¢ Tutorials

The five basic tutorials have been designed as a series that will teach
you all the basics of operating in a Space Hulk. Each one demands, a
different task from you, the Space Marine Captain, in the troop ship
circling the Space Hulk.

Tutorial 1

The first tutorial is covered in the Quickstart section of the Game
Manual. It covers basic movement, giving orders and firing.

ected by the Emperor: 1 Terminator with Power Glove &

orial you control two Terminators. The Space Hulk is quite fight
>od many passages of Genestealers to get down. Attempt to
lerminators info an area where they cover each others
 missions where the objective is to kill a certain number of the
lers, the most effective strategy is sitting fight in a secure area
fing for the enemy to come at you.

Squad selected by the Emperor: 1 Terminator with Power Glove™ &
Storm Bolter™

Tutorial 2

This tutorial gives you the opportunity to use a Heavy Flamer™ Try using
the Planning Screen to give all the movement orders and then the findl
fire order to flame the red target area.

lected by the Emperor: 2 Terminators with Power Gloves &

Space Hulk @

Squad selected by the Emperor: 1 Terminator with Power Glove &
Heavy Flamer.
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The Advanced Tutorials

The Advanced tutorials are a large step from the five basic mission,
included in the Basic tutorials. Al of them involve a minimum of one
squad of Terminators. You will have to plan and give orders more
often—there will also be times when taking control of a Terminator |
be the only way out of a heated engagement with the Genestealers,

Think out every command you commit your Terminators to.

Tutorial 1

This is the first instance of the scanners failing to give an accurate dis.
play of the Space Hulk. The Planning Map will display any corridors in
the vicinity of your squad. As you move around the Hulk more areas
will be displayed. You have to find an artifact, whilst remaining alert o
any signs of Genestealers. Use the Planning Screen to move the Termi-
nators short distances—moving long distances in Hulks where the scan
has been incomplete is very dangerous.

Squad selected by the Emperor: 3 Terminators with Power Gloves &
Storm Bolters. 2 Terminators with Power Gloves & Heavy Flamers.

Tutorial 2

Your squad is rapped. The marauding Genestealers sense your posi
fion. This is an all out fight. To be sure of reaching the rescue area you
must give accurate commands and constantly monitor the views of

each Terminator. Move as offen as possible—do not get cornered info
one area.

Squad selected by the Emperor: 5 Terminators with Power Gloves &
Storm Bolters.

@ Space Hulk

d's Heavy Flamers to destroy a genebank on the Hulk’s
je. This Space Hulk is heavily infested by Genestealers. Their
fs are restricted by strong doors that only Terminators can
Use the doors to your advantage or you may fail.

ed by the Emperor: 2 Terminators with Power Gloves &

. 2 Terminators with Power Gloves & Heavy Flamers. 1

or with Assault Cannon™ & Power Glove.

ad holds a defensive position. If the Genestealers breach

vinto the rest of the Hulk you will be held responsible for the in-
age. Your squad must hold their position and kill thirty
Stay alert and monitor the views from your Terminator’s

lected by the Emperor: 4 Terminators with Power Gloves &
lters. 1 Terminator with Power Gloves & Heavy Flamer.

will give you control of two squads. One of them should
r for the other as they make their way o the central com-
The Hulk’s interior is made up of narrow, twisting pas-
with caution, having spaces in-between squad members
flant, as it gives a necessary reaction fime.

lected by the Emperor: 4 Terminators with Power Gloves &
. 2 Terminators with Power Gloves & Heavy Flamers. 2
with Lightning Claws.™
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Tutorial 6
Your squad is trapped in the depths of a hostile Hulk. The thick shiglg.

ing on the hull is preventing your distress signals from being heqrq Di

with honor, kill @ minimum of 30 Genestealers. Move to secure areqs
and wait for the foul spawn to come fo you.

Squad selected by the Emperor: 5 Terminators with Power Gloves g
Storm Bolters.

Tutorial 7

You will need to build a strategy for this mission. Your squad must
flame a room in the upper area of the Hulk. Providing cover with
Heavy Flamers is very hard, due to their lack of ammunition and quick
burn fime. Use the Planning Map to assess the chosen route. Heavy
Flamers have a tendency to pin a squad down, so use them as early
as possible by targeting threats on the Planning Map.

Squad selected by the Emperor: 5 Terminators with Power Gloves &
Heavy Flamers.

Tutorial 8

Flame the two infested areas using the frapped squad’s weapons.
Getting fo the squad is easy, but once both squads are together the
Genestealers will be alerted to your presence and will stop at nothing:
Protect the Terminators equipped with Heavy Flamers. Do not fake
risks, there is too much at stake.

Squads selected by the Emperor:

Squad One: 5 Terminator with Power Glove & Storm Bolter
Squad Two: 2 Terminators with Power Gloves & Assault Cannons.
1 Terminator with Power Glove & Heavy Flamer. 1 Terminator with
Thunder Hammer & Storm Shield. 1 Terminator with Chain Fist” &
Storm Bolter.

Space Hulk

Terminator squad is in action deeper in the Hulk. They are re-
vour squad to keep the Genestealers from pouring into the
st prevent no more than ten Genestealers entering the

ser for themselves and are able to view every passage. Moni-
iew Screens for signs of activity and intervene if necessary.
minimum of 60 Genestealers.

lected by the Emperor: 5 Terminators with Power Gloves &

Hulk Original Missions

: showed up momentarily against the blackness of deep space.
mand to fire the boarding forpedoes was echoed through the

from a hundred jettison explosions, momentarily escaped
darkness. As the torpedoes sped towards the driffing mass of
xck and ice the Terminators within them prayed for their

g of metal on metal signified contact with the alien craft-
fmoment the Terminators of the Imperium were out of the trans-
1 capsules and in the Hulk.

ous scan of the Hulk showed large numbers of hibernating
alers. The only hope lay in that fact that the majority of the

ces would take some fime to awaken.

cided to launch a first wave to disable the Cryogenics or in-
lethal toxins into the lower reaches of the Hulk.

Space Hulk @



Suicide Mission

As the first wave of Terminators roam through the dark passages of
the Hulk, the Genestealers attempt o leave the ship in escape pods
By flaming the Launch Control Room your squad will alleviate any .
threat of the Genestealers escaping and contain them—ready for
destruction.

The Genestedlers will begin fo awaken as soon as you set foot in the
Hulk. Your squad only has one Heavy Flamer, guard it well for without
it your mission will fail. Move swiftly and cover entry areas.

Squad selected by the Emperor: 4 Terminators with Power Gloves &
Storm Bolters. 1 Terminator with Power Glove & Heavy Flamer.

Exterminate

Following the success of the first mission it was decided to establish o
beachhead at a junction in the Hulk. The squad moved to the area and
started a sweep of the nearby rooms, it was finished with seconds fo
spare. By the time the Terminators reported the area secure, several
hundred Genestealers were converging on their position.

You must establish a force that covers all entry areas leading into your
position. Move fo positions of utmost defensive capability and destroy
thirty Genestealers. Be sure fo give every Terminator a clear line of
sight for firing.

Squad selected by the Emperor: 4 Terminators with Power Gloves &
Storm Bolters. 1 Terminator with Power Glove & Heavy Flamer.

The Cyber Altered Task (CAT) unit which entered the Hulk to perform
detailed scans of the command systems has completed it's refrieval
is now attempting to reach the exit. the CAT has invaluable informatio”
stored in its memory banks. Two Terminator squads were sent in fo €

Space Hulk

‘-CAT. On reaching the device a large concentration of Gene-
began advancing towards the area.

cond squad to create a diversion and prevent more enemy

e area where the CAT rescue squad are retreating from. If

r carrying the CAT is killed, another member of one of the
\will have fo pick it up and continue to the rescue site.

ed by the Emperor: 8 Terminators with Power Gloves &
. 2 Terminators with Power Gloves & Heavy Flamers.

Genestealers launched the attack on the Terminator’s de-

er; all hell broke loose. The battle was bloody and violent,

les taking heavy casualties. Due to ammunition shortages

pon lock-ups the Imperial forces took 50% casualties. As the

led it was noticed that a group of Techmarines with mini-

ns were moving away from the perimeter. Rather than allow

gene seed to fall into alien hands it was decided to

 the Techmarines.

s must make their way through the Hulk, to the rooms where

marines are being held. One Heavy Flamer shot will put the

out of the inevitable misery they will face at the mercy of the
ers.

‘[iwo squad missions, you have enough Terminators fo give

‘;. make the journey to the target. Proceed with caution, pro-

he Heavy Flamers from enemy attacks.

ected by the Emperor: 8 Terminators with Power Gloves &
olfers. 2 Terminators with Power Gloves & Heavy Flamers.
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Decoy

The data collected from the CAT showed the commanders that the o
minator offensive had only destroyed a fifth of the fotal Genesteqler j
population aboard the Hulk. With the Terminator’s resources strefcheg
to bare minimum and scanners showing that another wave of the Evil
were awakening from their slumber, it was decided to hit directly atq
nearby cryogenics cluster. This action will also draw the enemy qy,
from a mission that is faking place in another region of the Hulk.
Protect the Heavy Flamers. Use the two squads to punch through the
Genestealers defenses. Moving fast with no hesitation, locate the clys.
ters, flame the rooms and fight your way to the rescue site in the lower
reaches of this area.

|
One S issi
one Yqua ISSIONS

as a severe viral infection in one of it’s lower sectors. The

3 of contamination must be flamed. The arrival of your squad
Ik alerted the Genestealers hibernating on the other levels
now pouring into the very region you must get fo.

Storm Bolter Terminators to make their way to each target
viding cover for the Heavy Flamers. The passages around the
sted rooms allow Genestealers to ambush from behind, be
attempting this.

ted by the Emperor: 3 Terminators with Power Gloves &
Squads selected by the Emperor: 8 Terminators with Power Gloves & fers. 2 Terminators with Power Gloves & Heavy Flamers.

Storm Bolters. 2 Terminators with Power Gloves & Heavy Flamers.

Defend

The previous mission had drawn the Genestealers away from an im-
portant area of the Hulk where the ducting could be used. The decision
to pump lethal toxins through the ducting info the cryogenic clusters
was taken. If this was effective the remaining Genestealers would be
wiped out, leaving the Hulk free of infestation.

Use the squads to defend the ducting from attack. Position the Termine:
fors in key positions where they can cover the passageways approact
ing the area. When the Terminators become established at their
defensive positions the Genestealers will find it very hard fo break
through. Victory will be ours.

ed Task (CAT) unit has completed a scan of the com-

. A member of your squad has retrieved the CAT and

el to the teleportation zone, where the CAT can be frans-
the Imperial Tech Priests. The remaining Terminators
any Genestealers reached the lower corridor. If one does
ough your defenses it could endanger another mission in the

s of the Hulk.

the Terminators to provide cover and protect the back of the
vember carrying the CAT. Using the remaining Terminators, set
1sive positions in the large room, covering all three entrance

Squads selected by the Emperor: 8 Terminators with Power Gloves &
Storm Bolters. 2 Terminators with Power Gloves & Heavy Flamers.

@ Space Hulk

lected by the Emperor: 4 Terminators with Power Gloves &
_}'1. s. 1 Terminator with Power Glove & Heavy Flamer.
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Stranded

Your squad has been split by a previous Genestealer attack. By re.
grouping your can coordinate an attack on the infested target qreq in
the bottom of the Hulk. Position the Terminators at strategic poings
where they can cover any entry area. If you move the squad quickly
and effectively the Heavy Flamer should be able to reach the targg site
with minimal resistance from the Genestealers.

Squad selected by the Emperor: 4 Terminators with Power Gloves &
Storm Bolters. 1 Terminator with Power Glove & Heavy Flamer.

Lost Scrolls

Ancient prelmperial artifacts are often discovered on drifting Space
Hulks. A CAT scan of the interior has shown what appears fo be the
scrolls of the prophet Venoxin, lying in one of the further regions of
the Hulk. These scrolls will be an invaluable asset to the Imperium. Re-
cover these items and you will have served the Emperor well.
Moving gradually, destroying any Genestealers you come across,
make your way around the Hulk, searching every room. Enemy resis
tance will be considerable, so be on your guard. Do not give orders fo
move long distances without adequate cover, the Genestealers may
have set ambushes.

Squad selected by Emperor: 5 Terminators with Power Gloves & Storm
Bolters.

Advance

A long-range scan of this Hulk failed to give us an accurate display of
the interior, this is due to the extremely thick hull-the result of eons
spent in warp space.

As the Space Marine assault ship neared the stricken wreck a furfher
scan detected Gene Banks on one of the Hulk's sublevels.

Space Hulk

d must enter the Hulk and make its way to the Gene Banks
stice of the flames must be used. Destroy any resistance
for the mission to end you must kill ten of the foe. The Gene-
ave prepared ambushes so be cautious when commanding
fors. Look fo the Emperor for guidance and victory shall be

lected by the Emperor: 4 Terminators with Power Gloves &
ffers. 1 Terminator with Power Glove & Heavy Flamer.

fered the Hulk to provide cover for another mission, your

ow faced with large numbers of Genestealers pouring info
efween you and the teleportation room.

study the entry areas of the entry areas of the Evil that are

5n you and then respond by giving precise movement orders.
lers are executed precisely the mission outcome will be fa-
your orders are foo long or lack forethought then the squad
perish at the mercy of the Genestealers.

ectec by the Emperor: 5 Terminators with Power Gloves &

Vith two squads under your command, you must provide

he Terminators with Heavy Flamers. The Hulk is cavernous,
idors stretching into infinity along both sides of this level. The
“from the opposite end of the ship, and could wreak havoc on

Space Hulk
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your mission if left to build up a sizable force.

The Genestealers are able to travel fast, so when assigning orders
not overlook that they could be upon the squads in an instant. f
time the foe break through your defenses, you must be ready 1o fe, d
off their attack further up the corridor—be careless and you shql| Perigh,

Squads selected by the Emperor: 8 Terminators with Power Gloves g
Storm Bolters. 2 Terminators with Power Gloves & Heavy Flamers,

Having entered this vast Hulk on a CAT recovery mission your two
squads have fallen foul of the Genestealer’s menace. The Evil have
broken through into the exterior passages and dislodged the recovery
capsule from the hull of the Hulk. You are trapped, with no way off this
infested monolith.

The two squads are positioned in the center of this sublevel. They are
doomed, for even now the Genestealers have detected their presence
and are converging on the area of the Hulk where your squads are
trapped.

Using the central location of the squads to your advantage, move the
Terminators info positions where each can watch over a corridor. If you
move quickly and without hesitation then the Emperor’s Will shall pre
vail and you may stand a chance of destroying ninety Genestealers.

Squads selected by the Emperor: 10 Terminators with Power Glove &
Storm Bolter.

Covering Fire

A CAT scan of the Hulk has been complefed. In order for an offensive
to take place the data must be retrieved. One of your two squads s
possession of the CAT. To successfully fravel the length of the Hulk Yo
need fo use every Terminator effectively.

Space Hulk

st stages of the mission the Genestealers come from ahead of
s the squads progress through the ship so the menace begins
e from both sides. Be especially vigilant, for without the CAT
may be unable to purge this Hulk in the future.

selected by the Emperor: 1 Terminator with Power Glove &
lter. 4 Terminators with Chain Fist & Heavy Flamer. 3 Termina-
Chain Fist & Storm Bolter. 2 Terminators with Power Sword™ &

‘ n the far reaching energy of the Genestealer’s Hivemind
ed our sensors. Proceed with caution for your goal rests far
julk and to become surrounded by the menace would mean

Magus has been destroyed move quickly to the teleporter.
lers detect their terrible loss and evil drives them to acts of
jeance. Provide adequate cover for the escaping

ives you the chance to choose the squads and the arma-
ed. Due to the un-mapped nature of the Hulk you are un-
ine what weapons should be selected. Choose an array
ombat weapons and Storm Bolters. Do not overlook the fact

eathwing Campaign

's words hung in the air. Imperial Commander Lucerne
gave what could have been construed as a frown and slowly
is head. A broken distress call from a fellow Dark Angel

Space Hulk 6



Space Marine had been detected—emanating from the planet py'.
Caellias in the Tolevi system. Every soul in the room knew of Mq'c
lias strong connections with the Chapters’ history—and that the Death
Wing had not flown in that zone for centuries.

Dark Angel Terminators last visited Ma'Caellia when a drifting Space
Hulk carrying Genestealers threatened the peace of the region. The
codex which records the Chapters history tells of a Captain
Lithonius—a hero amongst his Terminator squads and a leader revereq
by the Chapter. Lithonius led a bitter attack against the hordes, first on
the planet surface and then in the Sin of Damnation-the Hulk which
had delivered the Evil fo the area.

After a series of hard fought battles in the depths of the ship the giant
monolith drifed back into the warp. The foe had been vanquished-
along with the victors. All frace of Captain Lithonius and his Dark
Angel Terminators disappeared with the Hulk.

Yet now, after many centuries had passed, a call was being made from
the very location Lithonius had departed from. Could the Hulk have
traveled through warp space and arrived back at its point of depar-
ture? The matter of the Hulk was irrelevant. The lives and souls of
brother Space Marines hung in the balance. A force must be dis-
patched to discover the frue source of the signal—once again the
Death Wing would fly in the Tolevi system.

Having landed on Ma'Caellia, a preliminary scan has detected what
looks like a network of underground passages and caverns. Sensors

have also detected some form of alien presence. The Death Wing Te*
minators must enter this complex and search for any signs of their lost

. As the spearhead of this campaign your actions may dictate
e course of events. Be on your guard.

lected by the Emperor: 5 Terminators with Power Glove &

d squad has returned-victorious. However, their spirits
rnished by the force of enemy Psykers operating from

re within the complex. Rather than risk further damage to our
thers we are sending Inquisitor Sabathius to investigate the
Sabathius's own psychic defenses will protect him from any
 powers thrown at him—as his Captain you must alert him to
by Evil. Guide the Inquisitor through the complex to the tele-

. His mind will search areas not seen by the eyes. Await his

lected by the Emperor: 1 Terminator with Power Glove &

Icon of the Foe

bathius has defected a concentration of Evil somewhere

of the complex. The icon is imbued with the very essence
emind, emanating palpable waves of psychic evil throughout
The power is sfill too great for Terminators to enter. Command
bathius in the purging of the statue. The Genestealers will
ng to desfroy the solitary Terminator invading their sanctu-
the target has been destroyed Sabathius must be guided out
possible fime.

lected by the Emperor: 1 Terminator with Power Glove &
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Deliverance

Having purged the complex of the Psykic menace, Inquisitor Sabah,
found the retaliating Genestealer force too overwhelming. After e i,:
tense fight the Inquisitor found himself in a room towards the top, of thig
level. On examination of his armor he discovered serious damage had
been inflicted by the Foe. His life support system is in danger—fime i
running out. By closing the doors of Genestealer entry, you will alloy,
the Inquisitors safe passage from the area to a point of rescue.
Sabathius is the fifth member of your squad and can be used in an of
fensive capability. The Genestealer presence remains high. In the name
of the Emperor-be vigilant.

Squad selected by the Emperor: 5 Terminators with Power Glove &
Storm Bolter.

The previous mission did not stem the onslaught of the Evil. The sur-
vivors of the Deliverance mission are secure but need to reach the
haven of the rescue area. Clear the level so that a rescue can take
place. One squad must provide cover against the Genestealer attacks,
allowing the other squad of Terminators to make their way through the
Hulk. Proceed with caution. Do not underestimate the evil of the foe
sent to test us.

Squad selected by the Emperor: 5 Terminators with Power Glove &
Storm Bolter + the survivors of Deliverance.

Purge
All hope has been lost. With the tide of Evil that flows against us We
can offer only one form of resistance. A squad must enter the compleX

and flame the sublevel control room. With the systems damaged ol
levels below this will become shut off from the world—banishing the

Space Hulk

ealer for eternity. Guard the Heavy Flamers well for the foe will
the malice in your movements.

elected by the Emperor: 2 Terminators with Power Glove &
olter. 3 Terminators with Power Glove & Heavy Flamers.

aming the control room, all Imperial units on Ma’Caellia were
wn to the orbifing Space Marine froop ship. On the command
peror, Exterminatus was performed on the planet. The largest
ation of hits was on the complex where the search for Captain
began. In a five minute period, twenty virus bombs fell on the
icing the area and a large sub-area to ash. Never again
evil of the Genestealers foul Ma'Caellia.
w, the explosions on the planet cast brief orange circles into
sphere. Imperial Commander Xavius stood on the bridge of
ichiva looking out on the maelstrom being caused beneath
oil of battle had taken its toll on his remaining squads. Even
Tech Priests were working to preserve the Chapter’s gene seed.

senestealers had re-entered the zone. But how? There was no

| Space Hulk or the elusive distress call that had brought the
Ving fo the Tolevi system. However, the sheer number of Gen-

s on Ma'Caellia disproved any theories of a freak colony or set-
the Evil was brought o the system—but on what?

instant a Hulk flashed out of warp space info the shadow of
llia’s dark side. Moments later Imperial Commander Xavius Il

‘order to board the Hulk known only as the Sin of

our command, the first squad in this accursed Hulk must establish
ihead. Fight your way to the control room. Flaming the correct

Space Hulk



area will shut off any mechanisms controlling access points to oy,

els. This is a vital mission, the fate of the campaign and Captain Lithon
is in your hands. Qur sensors have detected flammable materig| the
corridor approaching the farget. Do not use the Heavy Flamer unil j, the
confrol room—to do otherwise will risk the lives of your squad Memberg

Squad selected by the Emperor: 4 Terminators with Power Glove &
Storm Bolter. 1 Terminator with Power Glove & Heavy Flamer.

Perimeter

The previous mission served as a reminder that the Genestealers are
more than just @ menace—they are a worthy opponent. The sheer nym.
ber of the Evil that were encountered have led us to abandon that areq
as an entry point. The Hulk has been scanned and another possible
area found. Secure strategic points and establish an assault perimeter
for your fellow brothers to enter by. Be on your guard, for the Genesteak
ers know of our presence. Go forth and let your weapons preach ferror

to the Hell’s foe.

Squad selected by the Emperor: 5 Terminators with Power Glove &
Storm Bolter:

Funeral Pyre

This sublevel of the Hulk is being used fo house the Genestedlers brood
Four specific targets have been identified. Unfortunately the walls of tis
level are emitting some flammable gas into the passages—any Heavy
Flamer hit will continue to burn. If used correctly this phenomenon coV
aid you in the mission—if a Heavy Flamer shot it used without thought
your whole squad may become trapped. Exercise caution at all fimes:
Only through your commands can the squad succeed—plan carefully:
May the might of the Emperor go with you.

Space Hulk

l;,‘ this sector destroying any Genestealer that crosses the
ur weapons. We are currently delving into the very core of
Damnation. This is a most important time. If the Evil ones are

s have detected large objects of mefallic composition. These
ast doors. If the information is correct then an Assault Cannon
2ded fo gain entry.

Tl

lected by the Emperor: 2 Terminators with Power Glove &
ter. 2 Terminators with Lightning Claws. 1 Terminator with
/e & Assault Cannon.

ames

e Terminator squads participating in the destruction of the sub-
e discovered an area being used for gene bank storage. Take
d of two squads—the layout of this level is such that careful,

use of every Terminator is a necessity. Using the cleansing force
eavy Flamers, purge the Evil from its bed of spawning. Exit the

i completing the objectives.

elected by you.

Space Hulk 6



To the Emperor

We are nearing the inner sanctum of the Evil's domain. Our scanners
dicate a Brood Brother resides within the confines of this sector. Hg cqln-
be found flaming one of the lower chambers. Seek and destroy thjs ¢
fiend. Until this point our campaign has been fruitless—even now the
Emperor debates the idea of retreating. If your squads can elimingfe the
lieutenant of the Patriarch many words of glory shall be written in the
Chapter’s codex. If you fail the Emperor shall surely abandon the seqrgh
for Captain Lithonius—and the Death Wing may taste the bitterness of
defeat. This level is riddled with Evil. Careful strategy shall get you

through—rash decisions will bring death.

Squad selected by the Emperor: 8 Terminators with Power Glove &
Storm Bolter. 2 Terminators with Power Glove & Heavy Flamer.

Search for Evil

The Emperor has granted the Death Wing one final attempt at gaining
a foothold. One squad has been deployed below the level of the Brood
Brother; in the hope of finding some direction. The Imperial Comman-
ders know that before Captain Lithonius boarded the Sin of Damnation,
a CAT device was sent in to map the Hulk. If these blueprints can be
found the campaign will benefit from the data. Squads entering the
Hulk should study the area before embarking—leaving the Terminators
free to get on with batfling the menace of the Genestealers. As we near
the area of the Hulk where the Patriarch resides, so the Evil's presence
will be stronger and more desperate.

Squad selected by you.

Seed of the Enemy

The source of the Brood has been discovered! A vast complex of gené
banks is being controlled from two rooms in the center of this sublevel

Space Hulk

we could stop the flow of Evil spawning from this

"Iness. Only under your concise commands shall the squads
Using Storm Bolters as cover, maneuver a Heavy Flamer into the
separating the target rooms—a sfrike to the very heart of

sous cleansing of our flames was not enough. The Evil lives on.
erial Commanders have instructed Tech Marines to aid us in the
the Genestealers. A squad of Tech Marines has assessed
as—their conclusion was that mines of desfruction must be
ortunately their armor does not allow them passage through
"Under your command a squad of Terminators must once

er the level and place an explosive charge in each gene

fith the destruction of this area we will seal the Genestealers’

to the Emperor for inspiration.

elected by you.

Fseize the victory that is now in reach! Having left the smolder-
ins of the Genestealers’ legacy behind use, we now go in

f the source of the evil burning in the minds of the minions that

us. Using the Assault Cannons as justice, your squad must seek

sign of the foe and eliminate them from this level that once

o the sound of Captain Lithonius’ squad. A battle was once

lere. Cases of ammunition lie scattered on the floor, their dull
fection scratched by the rampaging Genestealers that once pre-

Space Hulk
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vailed on this level—use the ammunition well. The end is near br°ﬂ‘ersl nfre
. in our grasp—do not allow it to slip through your hands. The
nust be destroyed. Summon all your Terminators—let the Gen-
the might of the Imperium. Within this maze of corridors
ot of evil. The Death Wing shall know no finer moment than
Into the core of this Hulk you must travel. The Evil knows no bounds i sing of the Sin of Damnation. Go now-and let your Storm
these caverns of doom, only the just and true shall survive. We belieye "lhe gaping wound that is Evil.
the insignia and crude fashionings on the walls are indicating the ep.
trance to the realm of the Patriarch. Use the Heavy Flame to purge the
corridor leading to the top of this level—there must be none of the foes
behind us when we plunge into the center of the evil that awaits us, The
cavern immediately after the entrance area contains heat vents from the
reactor deep in the aft of the original vessel. Centuries ago the heat
would have been in vapor form, now only flames spew forth from the
nozzles, proceed with caution. Scanners indicate icons of demonic
value to the Genestealers are situated within this level —destroy them.

Squad selected by the Emperor: 8 Terminators with Power Glove g
Assault Cannon. 2 Terminators with Power Glove & Storm Bolter

The Echelon of Foul Spawn

 Patriarch destroyed only remnants of the Genestealer force re-
Jistress signal is stronger. At last our scanners can be taken

s of the Hulk and the source of the signal located. After a

e sensors indicate a cavernous area further below—a faint
their to be a lifeform within the catacombs of the cavern.

R v S 8ss calls that brought the Death Wing to the Tivoli system.

Honor on Trial cted by the Emperor: 1 Terminator with Power Glove &

A scan from outside the Hulk indicates the Patriarchs presence is close.
The Genestealer force has taken one final stand against the might of the
Imperium. They can sense their own defeat. At the perimeter of the inner
sanctum we must face them —crush the Evil now and Lithonius’ honor
may be saved, his signals are strong now. Command your squad well,
storm through this level using all available force. A teleporter awaits o1
the far side of this area, move at least one Terminator to this area and
our battle shall confinue.

lick Wilson, Electronic Arts and Games Workshop Ltd. ALL RIGHTS RESERVED. Freeze

demark of Electronic Arts.Storm Bolter, Assault Cannon, Heavy Flamer, Lightning Claws,

3ve, Chain Fist, Thunder Hammer & Storm Shield, Power Sword, Psyker, Games Work-
Squad selected by you.

@ Space Hulk

Angels, Deathwing, Space Hulk, Space Marine and Genestealer are trademarks of

op lid.
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The Savage Empire

Savage Empire® Reference

INSTALLING THE GAME

1. Insert the (D-ROM into the CD-ROM drive.

2. Type the drive letter followed by a colon (Example D:), then <ENTER>.
3. Change directory to Suvnmpe CD\SAVAGE <ENTER>. ]
4. Type INSTALL D: C: (substitute the correct letters for your (D-ROM & hard drive) <ENTERy,

ory, you must use an expanded memory manager program. Two of the most

SYS (which comes with Quarterdeck’s Desqview) and EMM386.5YS (which comes

), but there are others. These memory managers are installed by adding a line to the
r computer. Consult your expanded memory manager’s documentation for

lling expanded memory and defermining how much expanded memory is available

R pt (Ex. (), type the following command: CD \<path>, where <path> is the
used during installation. If you selected the default choice, you would type
electing the game subdirectory or disk drive, type SAVAGE <Enter> fo begin.

7 Empire, you must be able to correctly answer questions the Shaman asks you. If you
will be returned to the DOS prompt. Due to unavoidable circumstances, the pagina-
manual had to change, therefore, the page numbers referenced on the screen are

NOTE: You MUST use expanded memo;y in order to hear the Savage Emlrire musical soundirack. Sogpg
effects will play with or without expanded memory installed. See Expanded Memory below. '

CHANGING YOUR CONFIGURATION

If you ever upgrade to a different graphics modes, add RAM memory, or add a sound board, follow fhe
diEe'?“iom above and re-installed Savage Empire by typing INSTALL in the \SAVAGE directory. Press
<ENTER>.

Saving Additional Games

The Savage [m(;'ra remembers one saved game af a fime. If you wish to keep other saved games, copy fy
contents of the \SAVEGAME subdirectory to another subdirectory or to a floppy disk. To restore that game
[ater, to,;yl those files back to the \SAVEGAME subdirectory. See your DOS manual for further information g
copying files.

Restarting with Another Character

If you wish to start your quest again from the beginning IY e INSTALL in the \SAVAGE directory. Press
<ENTER>. One of the menus in the INSTALL program a I’:)ws you to choose between Create New Charackr
and Keep Existing Character. Select Create New Character.

Memory Usc:ge

Regardless of the amount of RAM memory in your machine, you must have 558,000 bytes free o run
Savage Empire. Run the DOS program, CHKDSK, and look af the last line of the information presented. T
tells you how much RAM memory s free. For example, CHKDSK might fell you that your 640K system s
575,239 bytes free. If you have less than 558,000 bytes free, you do not zuve enough free RAM and
game will not run. -

3 I

 the questions and their correct answers.

 expedition hos returned?

1t kine offcovar does Jimmy's notebook have?
‘v:'" 00
0 ', hown on the cover of Ultimate Adventures magazine?

' dreams, what was it you lacked?

ur dreams you saw birds. What sort of eyes did they have?

g

ur dreams, what did you think of as an old and trusted friend?

Professor Rafkin think the valley is akin to?
le

f does Rafkin say happens frequently between tribes?

To make more RAM available for your system, you may want to remove from your AUTOEXEC.BAT and
CONFIG.SYS startup files any memory-resident programs that are unnecessary for system usage. Ifyou
not want fo raconﬁgiure your system, we suggest making a bootable DOS system floppy disk to start your
computer prior to play. Refer to your DOS manual for the procedure to create a startup diskefe.

Expanded Memory 3
Memory beyond 640K can be allocated as “expanded memory” which the game uses to play the musi o
soundtrack. (Remember, you also need a sound card installed for the musical soundtrack.) During !
process and when loading the game, you will be told if expanded memory was detected. Expan

is not the same as “extended memory.”

0t is the first tribe Rafkin discusses in his notes?
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THE MAIN MENU

After loading, an introductory sequence will begin. Press <Escape> if you wish fo bypass i 3

altogether. Next, the Main Menu will appear, lsting three opfions: The Store o Far, y(ph;,sw!;:rs:ﬂu‘!u <

%dbouli ?a Sav?g': Empire. After ymlj1 have cre':ned a charnder,k a fou;th option, Journey Onard yi . ¢
o select one of these options, use the arrow keys or numeric keypad fo highlight the onfion v,

then press <Enter>. 4 yp PR S Cion you ant gng -

The Story So Far tells how you arrived in The Savage Empire. The information in this se

quest. oences vielt Your

(Character (reation must be selected the first time you play. Here, you can type in your character

Go on fo the next portion of the character creation systema{y pressing <Enter>. You will :ﬁ;ﬂ‘fe'jsk,,
series of questions. Answer by selecting the A o B response o each question. The answers yoy provide
determine the atfributes of the character you play.

About the Savage Empire lsts the many people who worked hard to bring you this game.

Journey Onward takes you directly into The Savage Empire game. Select his option when you're ready o

play. This option only appears fter you have created a character. In future sessions, you can use this
selection fo refurn to a saved game.

USING THE INTERFACE

The Savage Empire allows for the use of o mouse and/or keyboard during play. All movement and icon
selections can be handled using either of these devices. In general, the Ieg mouse bution is the select or “do-
it" button. The right mouse button can be used to select a “shortcut” command, allowing a commonly used
command to be activated whenever the right button is dlicked. On the keyboard, the <Enter> key is uedfo

mﬁrm selections. For the exact uses of each device during game play, refer fo the approprie section
ow.

SCREEN LAYOUT

The game screen is divided into four regions — the Map, the Status Display, the Message Display and the
Command lcons.

THE MAP

The largest region, on the upper left side, s the Map. This shows the world you are moving through, it e
view centered on z'our (or another member of your party if they are in Solo mode). Above the Map, the
current position of Eodon’s sun or moon is shown, along with the face of the Fabozz.

With a mouse, move your characters around by positioning the pointer over the Map until it becomes o1
arrow pointing in the direction you wish fo move. Then, dlick the left button. You may press and ho e
button to move confinuously, controlling your direction by steering the pointer. Some actions ask you o
select a point on the Map where to porf?mn an action. (You may have fo say where you want o drop o"
item, for example). To select a location, click on it with the left mouse button. If you are using the keYb:‘d't
move by pressing an arrow key, or one of the eight keys around the “5” on the numeric keypad. If ask
select a point on the Map to perform an action, use these keys fo move a set of crosshairs on the screen
the desired location and press <Enter> to initiate the action.

n The Savage Empire

wur furn and do nothing by positioning the mouse pointer over your character and dicking the
on, or by pressing the spacebar.

: DISPLAY

of the screen is the Message Display. All text describing things you see and hear, as well as
dions, is shown here. men a message is oo long fo fit on the scroll, a flashing,

appears at the bottom of the Display. Press the spacebar o click in the Message

 rest of the message.

Y

corner of the screen is the Status Display. This normally displays a roster of all the
along with each character's figure and current health points. A character whose

ed in red is hurt badly; one wﬂose health points are green is poisoned.

ick on a character's name (or press a function key which corresponds to a character’s

in the party [F1-F71) you will be shown their Inventory.

e using the keyboard, the first time you ?ress <Tab> the cursor shows on the Map.

the <Tab> key again moves the cursor form the map o the Status Display, you can then
any item or bution using the arrow keys or numeric keypad, and press <Enter> to select

(+) and Minus(-) keys display the next and previous characters respectively.
1F10 or / returns to the main Party Display.
isk(*) key will toggle between a character’s Portrait and his Inventory Display.

determines how much a character can carry, and how effectively they can strike with
pons. It also affects your Health Maximum (HM).

) — determines how fast they are (faster characters get to move and/or attack more often),
they are with non-bludgeoning weapons such as bows and swords.

) — determines the character's effectiveness in casting spells, and in using certain objects.

~ indicates how healthy you currently are, and how much damage you have taken in
acter's HP reaches 0, he mlrupses unconscious.

Ximum) — indicates the maximum amount of health points your character can have. If your
your HM, you are perfecily healthy.

ses s you gain experience points. Each fime your Level goes up, you increase one of
DEX, INT), and usually increase your maximum health. You must rest (see REST below)

ince Points) — increases as you accomplish things in the game. You gain Experience Points for
atures in combat and complefing quests. You lose Experience Points when you are
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INVENTORY DISPLAY

To view a character's Inventory, select one of the figures to the left of the roster by dlicking the -
.

pressing F1-F7.

On the left side of the Inventory Display is a figure showing all equipment that is readied for ;

— either held in the character’s hands, or being worn. If you are holdi thi o MMediy
you will not be allowed to put anything in the gther hnn!. e bt of e e bl
other items carried by by the character. To ready or unready an item, just dick on it with the |efy
button. To look inside a container in your inventory, such as a bag, just dlick on it. Click on it aqqi
to the main Inventory Display. "

Belog the hfigur; are twohv;;ighis, measured in stones:
s shows how much the items you currently have Equipped weight, compared fo 1 i
I th:u conhhuve fquipped. Ry g Fe MAximum weghy
:  shows the total weight of your entire Inventory compared fo the maxi i i
o ry comp maximum weight you can possbly

At the lower left of the Status Display are five buttons. From the left to right, their funciions are: Shoy
previous character, Return to Party Display, Switch between Portrait and Inventory Displays, Show Next
Character, and Change Combat Mode. You can change a character’s combat mode af any fime, even in e
middle of a battle. At the lower right, the character's current combat mode is displayed. To change modes,
click the Change button, or if using the keyboard, press <Tab> and then press ~.

The four combat modes are:
(lose — Charge and attack nearest enemy.
Retreat — Avoid combat.
Range — Stay at a safe distance and attack with ranged weapons.
Command - Lets you control that character’s actions each furn, just as you do for your own charader.

THE COMMAND ICONS

Undernegth the Map are nine Command lcons. To use a command from the keyboard, simply press the fist
letter of its name. With the mouse, move the pointer fo the Command lcon you want to use and dick the
mouse button. Then select the obiect or person you want to use the command on. For frequently used
cqmmund_s, such as Get, Look, Atfack or Use, you can set a command as the “shortcut” command for use
with the right mouse button. Click with the right button on a Command con, and a box will appeor or
From then on, clicking the right button on any shape on the Map or in your Inventory Display will exece
that (ommupd on that object. You can change the shortcut command at any fime. For all rundions other
than executing the shortcut command, the left mouse button should be used.

The nine main commands are:

MOVE (M) is used fo push an item or to transfer it between characters in the party. If you selec! o7 em o
the Map, you can sometimes push itto a position adjacent to where it is. I it is som;ling alve, hough
may not let you! This command can also be used to move things in and out of containers or from oné
character fo another. For exuttle, if you wish to give something in your inventory to somebody €%
select “Move,” then select the object you want to give, then select the character you want 1o give it

GET (G) lets you pick up an object on the Map. You must be standing next to it. If it isn't fo0 heavy 10
carry, and you have room for it, it will be put into your inventory.

Mousg
n!ow

n The Savage Empire

On the right side of the Inventory Disl""y'?nﬁ'

used 1o liﬁ:mm your load by getting rid of items you no longer want to carry. First, select
, then choose a spot on the Map to place it.

. any object that has some function. Among other things, it will let you open and dose
with 0 magic fotem, mount riding creatures, light o extinguish fires, eat or drink food and
yly cloth bandages o wounded characters.

onverse with the people you encounter in the game. You can also speak with the other
Darty. After selecting TALK, you then select the character on the Map you wish fo srauk
it will appear in the Status Display while they are speaking, and the Map window will
 the conversation. You talk by Irping single words on the keyboard and pressing <Enter>.
‘he abbreviated to the first four letters (e.g., “dinosaur” may be abbreviated to “dino”).
espond 1o the words “name;” “job,” “tribe,” “bye." (The “bye” command ends a
accomplish the same thing by pressing <Enter> without typing anything.) Some
ond to the words “join” and “leave," allowing you to add members fo your party or
om you party.
e of conversation, people can give you an idea of what they're interested in falking about.
the Help function (which defaults as ON when you start the game) and the subjects they
Il appear in a different color on the screen; if help is off, you'll have to figure out the
arsations. You can turn the Help function on or off by pressing control-H. Be aware
also respond to other subjects not highlighted by Help mode.

ou to identify anyone or anything at the location you select, on the Map or in your

use the LOOK command on an object you are adjacent fo, you wil also search it. This
of packs, bags, etc.

1o fight monsters, animals, or people, or fo attempt fo destroy objects. After choosing
choose a farget on the Map that s in range of the weapon you have readied.

iy set up a camp, recover health, and gain experience levels. To make camp, you

latively large, clear area. You can rest until sunrise or sunset, o specify a number of hours (1

fer will not regain health if they do not have food.

{ OFF COMBAT (B) switches back and forth between party mode and combat mode. In

 members of your party automatically follow you around. In combat, each character will

ng fo the combat mode you have selected for them on their Inventory Displu!. When you
combat, the image of Fabozz at the fop of the view screen changes to indicate whether

y (calm face) or combat (angry face) mode.
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USING SHAMANISTIC MAGIC

Only trained shamans such as Triolo may invoke the spirits. To cast a spell, “Use” the desired 1ot

the shaman'’s inventory. You will then be asked which offering to use. Select the offering fr ™ (sl
e : - - Selettho offeing from thy 8
;Ifn?er(t:ger s inventory. The fable below lists the combinations of totems and offerings unﬂ their '“:gkd
TOTEM OFFERING .
CHOCOLATL PINDLE YoPp
HELUZZ (Human Skull) Light Foglefye | Detect Hogip—
APHAZZ (Gorilla Skull) Charm Enemies Heal  Profediop
MOTAZZ (Jaguar Skull) Summon Animal Curse Enemy W
KEYBOARD COMMANDS

e (TRL-S Save Game.

e (TRL-R Restore Saved Game.

o (IRL-Q Quit to DOS (Note: The game is NOT saved when you select this option).

o CIRL-H Togfle Helr Mode ON/OFF.

(Help highlights key words in conversations.)

e (IRL-Z Toggle Music & Sound ON/OFF.

e 1through7  Adivates Solo mode for corresponding party member. In Solo mode, one party
pxem_ber can move around and perform actions while the rest of the party wails
inactively. You cannot falk to people or enter caverns while in Solo mode.

e 0 (zero) Returns to Party Mode.

* Escape Aborts most game functions.

e F1 through F7 Activates Inventory Display for corresponding party member.

. Toggle between Portrait and Inventory screens in Status Display.

e /orF10 Display Party Roster.

L Change Combat Mode.

° 4 Move to next character's Status Display.

® -

n The Savage Empire

Move to previous character’s Status Display.

HOOTING

cavage Empire fails to load or run properly:
v not have sufficient free RAM memory. Run CHKDSK to check your computer's available
re this fo the amount of free RAM required for your computer/sound board system.

 RAM if needed.

yay have a memory-resident TSR program that conflicts with the game. Boot the computer

3 D0S system floppy or remove memory resident programs hefore running the game.

ay have chosen an invalid configuration during the install process. Check your configuration

Tnece ? reinstall Savage Empire.

ay have lled allfree space on the active disk drive. Use the DOS
space.

ay have incorrectly answered a copy profection quesfion. This returns you to DOS and you

egin again.

he mouse pointer doesn’t respond properly:

ax?vons the Microsoft Mouse and Microsoft Mouse driver, version 7.0. Other mouse

s and drivers may not be compatible.

gme runs slowly:

had too little free space on rour hard drive to unpack the game files. Free up 5
of hard disk space and re-install

sound effects slow play. Select “No Sound” when instullil}?‘.

er may not be fast enough fo run the game efficiently. The preferred minimal

is 0 10 megahertz 286-based [BM PC/100% compatible machine. Some older and/or
ines may not be powerful enough to provide the full experience.

“DIR" command fo check
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Valley of the Lizards

Chapter One: Strange Departures
by “The Avatar”

The roar—a shrill bellow like metal dying in the
grip of crushing machinery—broke the stillness of the
forest, startling birds into flight, waking me from sleep.

But the forest was strange. Huge, thick trees like
twisted palms blotted out the sunlight; giant ferns hun-
grily devoured what little light made it to the forest
floor. The fleeing birds were misshapen, with short,
stubby wings, long-lumed tails, beaks filled with teeth,
and cold, reptilian eyes.

And I didn't know why I was here. I had no memory
of coming to this place, of ever having seen it before.

Quickly, I rose and took stock of the situation, of
myself.

I was dressed for the occasion: I wore durable rid-
ing pants, a rugged safari-style shirt, and high boots
which could withstand a lot of abuse in the field. On
my belt was a sheathed Bowie knife, an old and trusted
friend. And I was—I was—

That brought me up short. I didn’t know who I was.
My name and my reason for being here were utterly
gone. There was a hard pocket of vacuum where my
memory should be.

That distant scream sounded again, startling me out
of my reverie. I began moving in that direction. Per-
haps, where things were happening. I'd find some key
to the memories which were locked away from me.

Was this a dream? I pinched myself, and wished I
hadn't; it smarted. I concentrated on my surroundings,
and the level of detail I perceived didn't suggest a
dream. I saw hundreds of light-slivers penetrating the
green canopy above, I felt the oppressive, humid weight
of the air, I smelled the myriad odors of a living jungle.
If this was a dream, it was dangerously real.

Ahead, the jungle opened into a clearing. Branches
and fronds above lengthened to block out the sun, ex-
cept for one dazzling shaft of golden sunlight which
struck down at the center of the glade. I moved for-
ward, taking advantage of available cover, trying to spot

m The Savage Empire

trying to slow my breathing
at had just jolted through me.
d me: I whipped around, hand

whatever thing had made that terrib]e oyl
held no menace for me.

As I reached the edge of the glade, [ g
ment: A silhouette, a lithe form MOVing praq
through the clearing, carrying a spear at fho .
figure brushed past the shaft of light and g 3

It was a young woman. g

She was part of this place, no outsider ikl
Her abbreviated garments were cut from Jegng '
ted furs. The head on her spear was stope, Theods of him began to surface in
tone of her skin suggested the aboriginal tribeg o struggled to speak, but no
Americas. And her features— o y

She didn’t have the pouty, perfect features prafe
by modelling agencies, but oh, she was beautiful, j
brown eyes were alert, and there was intelligence sy
concentration in them. Her lips, slightly parted, curi
no expression, but looked as though they were mae; om. My name and memories
curl into a heart-rending, happy smile. Her dark hairs i
a wild, tumbling mass—a look natural and effortless s ok
her, and which a thousand hair stylists could never e sam. But as my memories came
licate. She had the balanced and confident step ofan th: For the last several nights.,

into middle age. His
ly trimmed, his eyes intelli-
on his head was a golden

il

ut it is the least of their dangers”

ed moonstones, my friend.
you there ...but you must

eyes opened. I sat up in

athlete. She was a jungle cat reincarnated as a woma ing in no detail ...except
I' must have made some noise, for the woman ! had appeared in the

turned, on guard, the shaft of light spilling across hee "

She turned her face in my direction. It was unlikelys¥ 0 had spoken to me at

could see me, but her eyes seems to fix on me. L i

arrested by the gaze of a panther, I froze. | little room here to talk about
Then that metallic scream sounded again~from aman of wisdom and

the other side of the glade. The woman whipped ¢ a powerful brand of mysti-

to face it, and both she and I saw the source of the ¥ land which few modern
It lumbered out of the gloom, a silhouette astall ‘ ugh to see. From time to

as a two-story house: giant reptile moving 0 wo r 0. I have never failed him.
sive legs. It was all in darkness, except for it teetll lis command was clear: “Find
double row of serrated fangs picked out by &S nstones.” I had a moonstone,
of light. ie place Lord British ruled:; it

It charged the woman, moving like hqury— 2 | stone, much like a piece
press train. Not thinking, I did the same, hoPIE= g ble properties. But it was in

To catch her up and outrun that eating ma:‘]l:i:y B krow,

To drag the reptile down and butcher it wi 've made some knowledgeable

knife? I didn't know. I didn't think. I moved: My thoughts immediately went to
But in an instant, the light faded. except W e '

stood. Gone were the noise and humidity-- an of too many skills and inter-

as though someone killed the lights and st ¥ spent his years learning as

o

i

J

much as he could about all manner of sciences and stud-
ies. If he couldn’t tell me what I needed to know, he
could tell me who would.

1 dressed quickly. With conscious irony, I chose the
same clothes I'd been wearing in the dream, and slid my
faithful Bowie knife into a booth-sheath. It was time to
track down the source of my dreams; I might as well be
as I appeared in my dreams.

* & *

When I first met Professor Rafkin, he was a teacher.
He is now the curator of the local Museum of Natural
History. And though he’s eminently qualified for that
job, he wasn't actually hired for his depth of scientific
knowledge.

Rafkin had a talent with people. His enthusiasm for
science is so infectious that it drags others in its wake.
He can speak with an entrepreneur for half an hour, on
topics which could not interest the person less—ship-
wrecks off the coast of Turkey, recurrences of legends
between Greeks and Aztecs, spectroscopic analyses of
moonrocks—and walk away with a generous check, an
endowment to his museum. This isn’t manipulation: He
never intends to come away with money. But he does,
again and again.

The museum has set him up with his own labora-
tory toward the back of the building. Rafkin's assistants
handle the cataloguing of artifacts and arrangement of
displays. The museum directors trot him out to meet im-
portant people, to attend luncheons, to lecture at univer-
sities; but the rest of the time, Rafkin does what he
wants, and can usually be found puttering around his
lab.

At the museum, | avoided the main entrance and
walked to the unmarked side door which serves as
Rafkin's private entrance. I pressed the signal button be-
side the door; when the answering buzz indicated the
door was unlocked, I entered.

Now, you must understand: Any busy city street,
with its crowds and traffic, is orderly compared to
Rafkin's lab. In this room, on its tables, there’s no telling
what you'll find. I'm used to walking in and seeing scale
models of long-buried cities, scientific equipment still in
crates, stacks of books and dissertations, sparking ma-
chinery whose purpose I couldn’t possibly figure out.
and jars of preserved organs (it’s unsettling to have the
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contents of mason jars staring at you wl?ile you're visit-
ing an old friend). Today was no exoepuon.' "

But Rafkin wasn't here. Instead, sitting in the room’s
one padded chair, was an angular youngman Dressed
in a two-piece suit, its waist a little too high, its lapels a
little too broad, he looked as though he sprang from a
1930s nostalgia show.

He jumped up, too full of energy, as I_emered. ]
“Hi?" he said, stuck out his hand; I shook it. “T'm J.mgny
Malone. I image you're here to see Professor Rafkin!

*¥es, T-" .

“He’ll be back in just a second. Gone totalk‘lo his
mummy. Ha, ha. Don’t knock yourself out laughing.
Who're you?"

“m-

He gave me a sudden, intense look. “/ know who
you are. Oh, what a file we have on you. Every so often,
you disappear for days on end. Usually come back re-
ally tanned. Your neighbors are curious about all thnt..
you know? Care to comment?" He fumbled around his
jacket pocket and drew out a battered notebook.

1 closed my eyes for a moment, sighed. “Great.

A reporter. I come to visit my friend and get a reporter
instead””

He grinned. “Rafkin occasionally throws me some
interesting story ideas on slow news days. Like today.
But, hey, let me give you the whole effect.” From a
nearby table, he scooped a hat. From inside it, he pulled
a small card, tucked it in the hatband, then put he hat on.
Inevitably, the card read “Press.”

“Isn't that a little old-fashioned?”

His grin just got broader. “Some people have no re-
spect for tradition.” ‘

Another voice, dry, sardonic, intruded: “Jimmy, you'll
find that my friend has respect for things traditional ...
but lacks your affection for obnoxious stereotypes.”

I turned; emerging from the doorway leading into
the museum was Professor Rafkin. I had to grin at his
statement. With his wire-framed glasses and mutton
chop sideburns, he looked like another stereotype: The
irrepressible Victorian-era scientist fabled in books and
film. Fortunately, unlike Malone, he did prefer contem-

dress.
poraryRaka’n turned to me: “As for you, what brings you
here?”
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e show you.” He handed me back

1 gave him an enigmatic smile 5 of the many shelves in
ant to one

reptilian, stands about twenty feet ta])
jungle, and devours young women?"

riddl
Walkg g

“Joke, or serious proposition?” cardboard box. ’l'he box was
“Serious”’ ) per; the printing appeared
He thought about it for a momeng, 9y, junged his hand into the box
build, or sleek for its size?” ] his was sent to me,” he continued,
“Massive!’ f mine. He worked until just re-
He frowned. “Nothing, outside of H 20logist named Spector.” :
is, matches your description. Remove the g d a black stone and handed it

your equation, and you're probably speaking gy
Tyrannosaurus Rex, a Cretaceous-era came,
tain pitiable movies, of course, you can fipg g
running amok, gobbling up cavemen, inclugip,
women. In reality, they did miss cach other by
million years!” He gave me an admonishing ju
well you know.”
“I need to speak to you...privately.”
Rafkin glanced at Malone, who rolled his sy
toward heaven. “My boy.” Rafkin said, “I do e
moment alone with my old friend. If you'd jus
look at our mummy collection for a few minu)
tell you about how certain viruses can survive
thousands of years, remaining dormant inan
bandages, becoming active when the tomb isg
and contributing to all sorts of legends about 4%
‘Mummy’s Curse.”” !
Malone shot me a dirty look. “If I must
“You must.’ Rafkin answered, sweetly.
When Malone had gone, I gave Rafkin ¥
story: The dreams, the woman, the dmosauf »
British, the moonstone. I didn't tell him all them®
about Lord British—certainly, I withhelcvl the et
nary means by which I travel to BritifhS "
But I reported everything else in detail. At
story, I showed him my moonstone. :
Rafkin listened attentively through the 4
expression contemplative. Then he lookr‘{:c‘ :
from my hand, examined its lustrous st
in his hand. il
Finally, he said, “You know, I was WO™ o
you'd recently taken an especially 4haﬂ{e o
head. But there’s an unlikely coinciden©

d my moonstone. It was the
it was significantly different.
mooth a.ndeIlSlEd.hlS was
as though it had resem-

he past, but then had been
my stone was like pol-
arred obsidian: Lustrous in
but elsewhere jagged. If felt
nstone in unpolished form; it
d been somehow altered.

My ex-student says that Spector
1a dig in Central America. Spec-
stones with his other assistant one
ly student reported for

them gone, the room stripped
‘amystery. My student had one
he hopes I could shed some
1aven't made the time to do so

ppreciate it. I get the distinct im-
having this dream until some-

Ireams pointed me at the moon-

e has pointed me toward you.’

L can justify your faith. Let me

yourself at home.”

‘Make yourself at home”

re you for a few hours while I

ed my own moonstone, settled

mfortable chair and relaxed ...

les, Then, Jimmy Malone re-

Lthose disappearances of yours.
A? Helping US-backed rebels

“Tell you what, Jimmy. You write whatever you like,
putitin print. and I'll see you in court. That way you
and my lawyers get to do all the work. and I can sleep”

He grinned like a shark invited to a feeding frenzy.
“Oh, this is going to be fun. You've got all my journalis-
tic instincts jumping. What saw we—"

He was cut off by Rafkin: “What the devil..."

I'stood to look, and Malone, doubtless feeling the
sting of his ‘journalistic instincts, hastily plucked a
pocket camera from his jacket and checked to make
sure it was loaded.

Rafkin was backing away from the table where the
cracked moonstone lay, wires and leads attached to
it....the whole mess surrounded by a bright, translucent
glow of energy.

“What did you do?" I demanded.

Rafkin shook his head, baffled, his gaze fixed on the
table. “I was checking the material's heat and electrical
energy into that stone, and more comes out—or so my
gauge said. Then that glow sprang up...”

As he spoke, the glow around the stone swelled out
like a bright balloon of energy across the equipment on
the table.

Before I could intervene, Rafkin tentatively
stretched out his hand to touch the field. There was a
sound—a crack and sizzle, like the worlds largest
droplet of water skidding around on the world’s largest
frying pan—and Rafkin was thrown back, landing hard a
dozen feet away.

I'was at his side in a second, positioning myself
between him and the still-swelling field. His eyes were
closed, his breathing shallow. “Professor?” I gave him a
quick shake, glanced back over my should to check the
position of the glow it was still ten feet back, but grow-
ing steadily.

Abruptly, the lights in the room went out, and the
glowing balloon disappeared. As my eyes adjusted to
the darkness, | saw Malone standing by a metal box on
the wall—the circuit breaker. He'd thrown the master
breaker. My opinion of the man, which had been hover-
ing close to zero, climbed a couple of notches. I could
hear querulous complaints from the museun’s patrons
through the door leading into the museum.

“Good job, Malone" I snapped. “Quick, get me his
first-aid kit. Its on one of his bookcases.” I gripped
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Rafkin's wrist, seeking the pulse, trying to gauge how se-
riously hurt the man might be.

Malone ran to the bookcases, began digging
through them with a rough disregard of their contents,
which would be sure to infuriate Rafkin. As a matter of
fact, Rafkin’s eyes snapped open at the sound of some-
one mistreating his possessions.

“Get your hands OFF! That’s delicate equipment!”
I'd never heard Rafkin so loud, and didn’t expect him to
be so vigorous after the tremendous jolt he'd taken, but
the aging scientist sat up, pushed me aside, and stood up
to harangue the newsman. “Your interest in my work
does not give you license to manhandle my diagnostic
tools. You-"

1 broke in, “I told him to find your first aid kit.
You've had a shock. Malone pulled the plug on your
experiment—"

Rafkin’s expression turned to one of puzzlement.
“Oh? Then why is it still glowing?”

I turned to look, and he was right: The glow had
reappeared around the stone. Now dim, it was gaining in
brightness.

Malone stepped away from the bookcase. “Thats
impossible. I killed the power.”

“Malone, Professor.” I said, “get out of here. I have
a seriously bad feeling about this—"

Malone, no fool, was moving before I finished. But
he was still steps from the door when the floor shook., a
rippling shock that threw him and Rafkin to the floor; I
barely kept my feet.

The brightness on the table increased to blinding in-
tensity. but didn’t grow in size ...not this time. Instead,
something else appeared —something familiar to me,
and yet strangely alien.

It appeared in the air above the center of the room:
An eerie rectangle of blackness, half again the size of an
ordinary door. hanging unsupported in midair. Rafkin’s
eyes opened wide, seemingly to the size of dinner
plates; Malone, from his vantage point on the floor, was
again shooting photographs.

“What on earth ...” Rafkin breathed.

“A moongate.” | answered, incredulous. “They're ...
holes, holes in space and time. I told you about Lord
British—that’s how I travel to where he is. But I've never
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iis is the place of your dreams?”

seen one that looked like this. Ips w
like it. The trees and

an inviting blue .. PPosed e
I"d never seen one which be|

Instead of waiting where it appchavedalﬁ:: ’ pictures by reflex. Hi§ expres-

this thing abruptly swelled in size, gy l" vy Rafkin, had been hit by an

rections, bloating out at all of us hefom 4 worked, but nothing resem-
Rafkin turned to run; the black Surfage o

Malone got his hand on the door; the black

crawled across him. I turned and Made g giye

terior door; the blackness enveloped me jy pies.
* % %

tely feeling his way along:
about this. Delusion it may
hough it were entirely real.
OSSESSes many of the same
it might...possess others”’
sed by his analysis.

um, something like the

ell, I am in possession of a
s item, really; the mu-
day, and we were having
perhaps we should dig it

f the bookcases, changed
he other. “Not that it would

T'was hit with a nauseating falling sengie
though I were tumbling out of a plane with a b
on instead of a parachute. T writhed, stryck o
rections: My hands touched nothing. For Jo A
was caught in the silent darkness of this mutante ect
gate....and then I hit ground.

I landed shoulder first on the lab fioor, the pa
my mistimed impact causing my sight to grey 7 ,
second. I could hear Rafkin gasping for breath,
Malone’s exclamation: “Mother MacRag, v
gotten into now?”

Then I could hear other things: Distant bird-
breeze stirring the trees. Insect chirpings. A fam
wolf-like howl... .

My vision cleared, and 1 knew where Twas

1 lay on the laboratory floor, just where I'de
to fall. But, while I should have landed mere feet
the exterior wall, the lab floor now gave way 0
jungle floor. The wall was gone, vanished as ifit8
never existed. .

I looked around, and the same was true Il &8

istant scream. It wasn't a

er. Nor was it the scream of a
and more piercing than

t was much like the hunting-

'f‘ ound to stare in the direc-
e bemused Malone looked.

Also high-pitched, also short

the cry of a human. A

that cry.

lized it, running toward

tions. The walls and ceiling were all gone. fe¢ oring Rafkin's admonition:
jungle vista. Above was a green canopy ofb : h, the devil with it." I heard
Humid air quickly rolled in to replace the i€ n heard Jimmy Malone

tioned coolness of Rafkin's lab. J

The lab was otherwise intact: Allits v
cases, stools and cots were still in plac"e‘. .
moonstone was still wired up to Rafkins €5y
equipment....but it was now quict and dark-
moongate there was no sign.

and thick undergrowth, I

l-out through this alien

The animal shrill, the human
of battle, of enemies in

Rafkin looked around wondering!y and 55 out of the oppressive jun-
me. “Um?”” . Momentarily blinded, I
“Yes?” ..and then beheld the

This was a broad clearing in the jungle, a stony shelf
where the trees could not get a foothold. And over the
center of it hovered...a thing, something I dimly re-
membered as belonging to the era of dinosaurs. It was
like schoolbook illustrations of the pterodactyl, the fly-
ing reptile with the bone-crested, beaked head, the broad
gliding wings ...but this thing was huge.

I could barely estimate its wingspan: It was flapping
so fast, trying to however, that a precise measurement
was impossible. It must have been over a hundred feet
from wingtip to wingtip. It was a brownish-green, the
color of some elephants, a color easy to remember as
grey if you don’t look too closely.

What was it hovering over? As I started forward
again, as I heard Rafkin and Malone skid to a stop just
where I had stood, I get a good look at the creature’s
prey.

It was a woman, and not just any woman: It was the
hide-clad beauty who had appeared in my dreams. The
woman of my dreams ...Even in this circumstance, that
turn of phrase popped up in my mind, tinging my
thoughts with a touch of irony.

The woman held her spear as though she knew how
to use it. She did, too. She uttered a scream, but it was
no cry of fear: It was a war-cry, a jungle kiai. She made a
wicked-looking two-handed thrust at the flying thing’s
underside with her spear, stabbing it, forcing it to flap up
further into the air.

Then she heard me pelting up from behind her. She
spun involuntarily, focusing on what might be a new
enemy.

I saw her face, the face of the woman who'd
haunted my dreams. She saw mine, and her expression
changed, from ferocity to confusion: I saw a flicker of
recognition in her eyes.

Then the flying thing swooped down, taking advan-
tage of her momentary distraction. It slammed her to the
ground, one talon closing upon her, sending her spear
flying away.

I'was now almost upon it, running too fast to stop. It
lunged at me, its fierce beak aimed at the center of my
chest.

By reflex—reflex which I've cultivated, reflex which
has saved my life many times—1I swept my arm in a
fencer’s circle parry and deflected the beak away from
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me. The thing’s bristly hide gashed my arm; I continued
forward and slammed into it where its neck joined its
powerful body.

| saw its vast wings rise up, ready for a powerful
downward sweep: It was about to take off, to carry away
its prey. Breathless from the impact, I locked my arms
around the thing’s neck. Perhaps my weight would keep
it from lifting off, give the woman time to recover and
slip free.

My grip was nearly broken when the thing reared its
head back and snapped at something—at Jimmy Mal-
one. The reporter, no longer dazed, stopped just outside
the thing’s reach while it struck at him, then he tried to
circle around it. It couldn’t track him: There I was, hold-
ing its neck in a death-grip, hampering its movements.
Jimmy darted in past its head and made a wild leap onto
its broad, leather back. “And it's Number 39, Malone,
with the sack!” he shouted—but it was bravado. His eyes
were wide and frightened.

“Hold on!" I shouted at him. “Maybe it can't lift!”

“Right!” came a voice, but not Jimmy’s: It was
Rafkin’s, from underneath the leathery monster. I spared
an incredulous look. There, holding the prostrate
woman, trying to pull her free of the giant talon, was the
professor, but he let her go to grab the talon—a more
precarious hold than the one I had.

The creature writhed for a second, failed to throw
any of us clear—though I was bruised, and Jimmy nearly
went airborne. Then it swept its great sail-like wings
down...and lifted clear of the earth.

It immediately dropped to ground again, and I could
hear a thud and Rafkin’s pained “oof!” even over the
beast’s shrill cry. but its next downsweep lifted it a full
eight feet into the air, and with each subsequent
wingstroke it climbed higher.

I couldn’t look around, and caught only glimpses of
thick jungle all about. We'd failed to keep the beast on
the ground, and there was no telling where it intended to
fly us. Bizarre images of bring dropped into a nest full
of hungry, man-sized chicks crossed my mind. We didn’t
want this beast taking us to its home-better to land in
terrain unfamiliar to both of us.

Though each stroke of the wings jolted me and
nearly tossed Jimmy clear, I had to get on top, had to get
one arm free. Cursing and straining, I tried once, twice,
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grip on the hilt, but after a quick heart-ggopp canopy of the jungle and
managed to get a good hold on it : branches. A second later, I

I raised the blade for a death-stroke intg g as the animal hit and
neck, but a brief attack of sanity stayed my fhyyg branch.

couldn't afford a quick kill. We had to force fheg
land, not crash. Instead, awkward, I slashed bji
backwards, hoping to hit where the wings joine
body, to damage without killing. i

T hit on my third try. As I drew my blade bak

an opening in the jungle, an-
into open air, the beast back-
slow its forward rate.
nt. I heard a cry of terror

ne, who'd managed to

bloody, the beast screamed again. I'd only thaug nally cast loose as the mon-
loud before. Gripping its neck, I was blasted by# r, he few tumbling past my
ume of its tortured scream, and the vibrations fiw y

cry rattled every bone in my body. But still it fews tearing noise as something

g I had been carving
e beast screamed one last
im not checked, it crashed

stuck again and again, slashing at its shoulders &
wings.
From moment to moment, | caught glimpses

creature’s underbody. The first few showed me o nt palm-like trees.
desperately wide-eyed Professor Rafkin hanging8 pose, straight into another
dear life and an unconscious woman in the ¢ It felt like a hundred feet,
right talon. e than ten.

Then, after a few moments, the womans &
opened. I saw her fumble about her garmeniss
come up with a crude knife-blade of stone, 8%
strike at the beast’s underbelly. ’

She almost lost her life, right then. The P28
its talon to drop its stinging prey and she SIS
But Rafkin, showing surprising speed
caught her one-handed, grabbing at her

gh. When I hit, back first,
y body. I could do no more
try to convince myself to

beast’s carcass draped

ingle floor. It still twitched a lit-

intary movement. Then.m the
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wrist®

were the Nobel Prize. 4 i ed the native woman of
I momentarily lost sight of that life- h ‘moving painfully on hands
The beast shuddered and banked sharply 2 h looked as though they'd

oth were alive. They looked at
g beast, then glanced about in
Jimmy.

losing altitude, nearly throwing me _|‘x?se- =
controlled dive....but the beast was des¢
descending injured.

She caught sight of me first, and came toward me,
as skittish as a cautious but fatally-curious cat. Rafkin,
on the other hand, saw Jimmy first-Jimmy, and what
was following him.

I was amazed that Malone could even move, but he
was running: He burst out from among the trees, limp-
ing, his clothes torn, his face cut, the flying beast’ life-
blood spattered all over him...and he was running as if
to save his life. Hard on his heels were men: Copper-
skinned men wearing garments of leopard-spotted furs,
men with the stamp of this jungle on them.

As the woman reached me, cautiously extended a
hand down to me, she glanced back and saw Jimmy.
One quick, curt syllable escaped her lips, and the native
men came to a quick halt in instant obedience of her
command. Jimmy, reaching Professor Rafkin, cast one
look back, saw he was no longer being pursued, and
drew for a moment to an exhausted halt.

My breath was coming back to me. I managed to
grasp the woman’s hand, let her aid me to my feet. . .just
in time to see one last man enter the glade from the sur-
rounding line of trees.

He was tall, caucasian, blond, young: A man of
some height, a man with a lithe, athletic build. His gar-
ments were different from those of his companions; he
wore tanned leather rather than fur, was booted rather
than barefoot.

And his face was known to me. [ had seen it count-
less times, accompanying me through the wildernesses
of Britannia, the faraway land ruled by Lord British.

With breath still failing me, I managed to croak his
name: “Shamino?”

He looked at me, startled. Recognition came to his
eyes, but only faintly. He shook his head, a denial; but
his expression was unconvinced, as if he only half-be-
lieved his denial. With his hand, he indicated himself:
“Shamuru. Shamuru.”

3 ek

The campfire blazed up bright and cheerful, stark
contrast to the nighttime darkness surrounding us.

1 sat by the fire, by Jimmy, who was festooned with
bandages torn from Rafkin’s shirt. Nearby seat Rafkin,
engaged in halting conversation with the natives named
Shamuru and Aiela: Shamuru, the man who wore the
face of my old friend Shamino, and Aiela, the woman
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for whom we'd taken that impromptu ride through the
sky. Around us were perhaps twenty male warriors, jun-
gle tribesmen who obeyed every word issued by Aiela.

I felt better after devouring a quantity of meat black-
ened on that fire, No, it wasn't meat from the reptile
we'd killed —the Super-Pteranodon, as Rafkin dubbed
it. The natives shunned that meat as inedible. They'd
caught many four-legged planteaters, creatures which,
except for being hoofless, looked like a cross between a
tiny horse and a small deer. Rafkin had taken one look
at the brace of beasts caught by the tribesmen, distract-
edly declared **Hyracotherium,” and turned back to his
discussion.

Jimmy was scribbling down an account of every-
thing that had happened since he'd reached the museum.
Fortunately for him, his battered pocket notebook held
many blank pages: I had a feeling he'd see them all
filled up before we were done here.

These natives treated us like honored guests. They
were impressed with the way we'd killed the Super-Pter-
anodon, were baffled by our clothes and language, and
were grateful that we'd saved Aiela, obviously a person
of importance to them.

Rafkin, to his delight, understood certain words they
were speaking, declaring that they spoke a variant of a
Central American dialect he knew. While darkness gath-
ered he sat with Aiela and Shamuru, and the others set
up camp and built a fire.

Rafkin eventually moved back over to us; Shamuru
and Aiela, too, drifted over. Nervously, Rafkin pulled off
his glasses and rubbed them with a slightly-less-than-
filthy shirt-tail.

“Well, I've learned a few things,” he admitted. “T’ve
puzzled out a bit more of their dialect and have a
slightly more informed idea about what is happening.”

“I, for one, am not at all curious,” Jimmy dead-
panned. “In other words: Tell me, or you'll end up flying
around on another one of those pteranothopters.”

Rafkin smiled. ** This place is some sort of isolated
valley. These natives call it Eodon. It appears to be in-
habited by a loose grouping of pre-agrarian tribes. I un-
derstand that there is one ‘village built of stone’ where
the people farm, which might indicate a more sophisti-
cated culture than that possessed by our friends here.
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these people, have you figured out: Did I assume some
sort of responsibility for Aiela, by helping to save her?”

Rafkin grinned, quickly suppressed it when I
glanced back at him. “Are you afraid of this, or hoping
for it? Don’t answer that. A rhetorical barb. No, I don’t
get the impression that obligation of that sort is one of
their customs. She has repeatedly expressed her grati-
tude to us, particularly to you. And she’s very curious
about you. I have a feeling that you'll need to take a
crash course in their language...if ever you're to speak
with her alone, which is obviously what she wants.”

I nodded. “Tell her—"

I was interrupted by a strange, chirping cry from the
forest. Two warriors stood, and one raised a hand to his
lips and issued a similar cry. Others whispered quickly
to one another; Rafkin spoke briefly with Aiela and
turned back to us.

“One of the scouts,” the professor informed us.
““He's alerting us about a beast. Something they call a
Shield-Back. I think I have to see this.”

He rose, and again Aiela spoke with him. Disap-
pointed, he said, “She says it’s a leaf-eater and that it
won't come near a fire or men.”

“Poor thing,” Jimmy intoned. “Maybe Santa will
stick a dinosaur in your Christmas stocking.”

Rafkin glared, Jimmy laughed...and a native out in
the jungle screamed.

In an instant, we were all standing, the natives catch-
ing up their spears and bows.

Out just beyond the edge of the firelight, there was a
whuff, whuff noise—like a bull breathing impossibly
loudly. Then, our phantom “bull” moved into the light.

This “Shield-Back™ was a reptile, long, broad, and
flat, with a knobby back, something like the horned
toads of the southwest..but enormous. This thing was
larger than a luxury car. It was no fake, no special effect;
it was alive, and lumbering toward us.

As it passed further into the light, we caught sight of
the things trailing from its mouth and across its back.
They were something like vines, something like ropes.
They were, in fact—

“Reins.” Rafkin breathed.

He was right. On its back was the silhouette of a
man, a huge, broad-shouldered man the size of an NFL
defensive lineman.
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Aiela shouted words of command, and I understood
one: “Darden!” Darden her thwarted suitor, Darden the
enemy chief.

Darden yelled a reply, a basso-profundo roar, and
was answered by more war-cries from the forest. There
were more men, Darden’s men, in the jungle; they moved
in quickly, forming a line in front of the lizard he rode.

Aiela’s men wavered, dread in their eyes, dread of
the kind of man who could command a giant reptile.
That kind of dread is fatal, and I knew it. Before my
common sense could catch up to my instincts, I grabbed
a spear from an inert Kurak warrior and shoved my way
through the Kurak line, shouting a wild Britannian war-
cry.

The attackers expected an easy victory; perhaps
they'd counted on the Kuraks being afraid of the reptile
and its rider. I charged up to them before they realized
they were wrong. The first warrior I faced tried a simple
thrust; I slid his point out of line and put my own into
him, a brutal thrust into the center of his chest. He hit
the ground hard.

But these jungle men recover fast. I was surrounded
by a dozen hard-eyed men with spears. I went on the de-
fensive, parried one thrust, blocked another and kicked
its wielder hard on the side of the knee. I had the satis-
faction of hearing that joint crack, seeing the warrior
collapse with a cry of pain.

Then the Kuraks woke up. A shower of arrows
rained into my enemies. Darden's warriors fell back.
Aiela’s spearmen came up on either side of me, forming
a line, while Aiela’s archers prepared another volley.

Had it been just their warriors against ours, we
could have scattered them back into the jungle. But
while I took down two warriors and was joined by
Aiela’s men, the musclebound monster named Darden
was bringing his riding-lizard up to speed. The reptile
hit its stride. Darden yanked on its reins, harshly pulling
its head toward us. The giant lizard slewed over in our
direction, came within twenty feet of us, fifteen...

There was no way Aiela’s warriors could hold the
line against four tons of charting meat and bone. I
opened my mouth to call for the line to break, to sur-
round the Sheild-Back and fall on it from the side, but I
never got the chance.
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Agricultural Revolution. To the readers of Mr. Malone's
more general-interest publication, this means that they
do not grow food; they are hunter-gatherers, living on
the meat of the beasts they hunt, and supplementing
their diets by gathering plants, nuts, and fruits which
grow wild in the wilderness. The exception to that gen-
eralization is the Nahuatla race, who are somewhat
more advanced that the other tribal groupings.

By and large, the peoples of the valley live in small
tribal groupings. Though the tribes appear to have origi-
nated in very disparate parts of the globe, they have ap-
parently assimilated to a significant degree, and now
most tribes are organized along very similar fashions.

Each tribe is led by a hereditary chieftain, who acts
as the dictator of tribal policy, adjudicator of disputes
among tribe members, war-leader in the frequent
clashes between tribes, and representative of the tribes to
all visitors and dignitaries.

Also very crucial to the tribe’s chain of command is
its shaman, or spiritual leader. The tribal shamans con-
duct important rituals which divine the wishes of certain
“nature spirits™ revered by the people of the valley...but [
will address that topic momentarily. The shaman also
acts as advisor to the chieftain, performs ceremonies of
“marriage” (i.e., ceremonies in which the nature-spirits
are invoked to recognize the validity of a nuptial bond),
and often acts as principal healer to the tribal unit.

Below the tier to which the chieftain and shaman
belong, the precise hierarchy of the tribe is somewhat
difficult for an outsider to discern. Warriors are ac-
corded a special status; so are tribesmen who develop a
bond or special affinity for the beasts of the jungle, such
as jaguars. Different tribes have different approaches to
the rights of their female members. Some are distinctly
patriarchal, with women distinctly second-class citizens;
at least one is definitely matriarchal; and many others
seem to have traditions of women in subordinate posi-
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tions while yet allowing certain capable women to attain
the skills and status of warriors.

A certain amount of assimilation has taken place
among the tribes over the years; there has been a good
deal of interbreeding between the tribal units, so that
none is precisely a pure descendant of a specific outer-
world culture. However, many of the tribes have retained
distinctive racial and cultural features over the centuries,
and it is fascinating to study them and speculate on their
origins.

Before progressing on to a look at the individual
tribes, let me say that the thing which most struck me
about these humans —the thing which I should have an-
ticipated, and yet which still gripped me when I per-
ceived it—is the manner in which they have adapted to
their wild environment. In a land replete with prehistoric
reptiles and other beasts of antiquity, the cultures,
iconography, and mythology of the peoples have
adopted to reflect these surroundings.

It is not uncommon, for example, to see a tribal
chieftain whose elaborate headdress is a hood fashioned
from the skull and beak of a large pteranodon...a
wooden tribal border marker rather like a “totem pole™
carved with the features of carnivorous dinosaurs...war-
riors carting about shields fashioned from the skin of
reptiles thought extinct for more than 65 million
years...cave-paintings showing human warriors locked
in deadly combat with the mighty triceratops or anky-
losaurus.. Scenes like these, commonplace and invisible
to the natives, are amazing and delightful to the anthro-
pologist. I hope to be able to study them for many years
to come, and that I will be joined by those even more
qualified to such study.

All humans in the valley speak a common language,
a mother tongue which appears to have been blended
from several sources, principally the nahuatl tongue of
central America. Examinations of their individual di-
alects, however, sometimes illuminate the tribes’ true
origins.

Nahuatla

There is no double in my mind that the Nahuatla
people are related to the outer-world Aztec culture. In-
deed, it is my belief that the Nahuatla and the Aztecs
both descended from a single culture, and that members
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A reverent and hard-living race, the Jukari occupy
lands in the vicinity of the valley’s active volcanoes.
Their lives seemed to be dedicated to a few simple
tasks: Finding enough to eat in the harsh, unpromising
volcanologists’ paradise they occupied; placating the
nature-spirits whom they felt cause the earth to rumble
and the mountains to “spit fire,” and coping in a war-
like fashion with the nearby tribe called the Haakur.

The Jukari are amongst the most primitive of the
valley’s tribes, and their dialect of the languages gives
me few clues as to their outer-world origin.

Kurak

The Kurak were one of the more interesting cul-
tures of the lost valley. Evidently descended from cer-
tain South American Indian tribes (or so their dialect
attests), they appear to have profited more from interac-
tion with other tribes than their fellows. Their legends
make it clear that they have frequently accepted exiles
into their ranks, particularly exiled warriors and run-
aways from other tribes. This has certainly profited
their gene pool and given them a reputation as the val-
ley's “melting pot” tribe.

A tribe of deep jungles, the Kuraks revere the
Jjaguars, and some of the tribesmen actually appear to
develop emotional bonds with the wild felines.

The Kuraks are famed in the valley as stealthy war-
riors, as very accurate spearmen and bowmen. Though
they have a history of warfare with the Yolaru, they are
much like that tribe in many ways.

Pindiro

It seems evident that the Pindiro have a distant rela-
tionship with one or more North American Indian
tribes, particularly plains-dwelling tribes. Some dialec-
tal phrases reminiscent of the Siouan language group,
and their nomadic, plains-oriented lifestyle point to this
origin.

The Pindiro appear to feel the closest kinship with
the eohippus, or “down horse,” ancestor of the modern
equines; this mammal as large as a medium-sized dog,
is very numerous on the Pindiro plains. The Pindiro
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hunt and trap the animal for its meat and fur, and keep
some as pets.

Interestingly, though the Pindiro appear to be patri-
archal in structure, their legends cite many independent
queens, and the current ruler of the tribe at the time of
this writing is a queen.

Urali

Among the most exasperating peoples of the val-
ley—exasperating in both a personal and academic
sense—are the Urali tribe. It would be difficult to find a
more suspicious, insular culture.

According to the legends of the Yolaru and the
Kurak, the Urali once lived out in a marshy region of
the central jungle area of the valley, east of the Nahu-
atla. However, over a period of centuries the marsh
gradually dried out, forcing the Urali into an ever-
smaller homeland...for the Urali do prefer swamps to
more congenial surroundings.

Eventually, again according to legend, the Urali just
vanished as a tribe, not to be heard from again for quite
a long time. (The natives say it was a thousand years,
which is unlikely, but following the approximation of
dividing by ten any such inflated number out of antiq-
uity, a century is not unlikely.) As it turns out—as mod-
ern members of the Urali will reluctantly admit—an
Urali scout of that time discovered access to another,
greater swamp region and the entire tribe migrated
there in secret. It was not until recent years that the
other tribes encountered Urali exiles and discovered
that the Urali still existed; and only in recent months
has contact with the Urali been extensive, as a recent
chieftain led the tribe in raids against the other tribes.

But the Urali remain as secretive as ever, and will
not willingly divulge the secret of the access to their
hidden swamplands. As it turns out, that access is not
too far afield of their original homeland (else the leg-
ends of other tribes might mention the Urali migrating
before disappearing altogether).

On an academic level, the Urali are exasperating
because it has been difficult—rather, impossible —to
discern their outer-world origins. Based on the prepon-
derance of rogues, outcasts, and exiles in their folklore,
the blended quality of their dialect and racial character-
istics, and other data, it is my belief that they are a tribe
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till the rest of my commentary. In doing so, I will no
more than briefly mention the more “mundane” vari-
eties of animal life to be found here—a great variety of
snakes (principally vipers; constrictors do not seem to
have survived here), a large and beautiful species of
black jaguar which has been very successful in this en-
vironment, a great variety of parrots —and will instead
concentrate on the more extraordinary forms of animal
life to be found here.

Unfortunately, I can do no more than briefly men-
tion the variety of enormous cave spider to be found
here in the Valley of Eodon. This is a web-building spi-
der, an absolutely huge species—one example I have
seen measured six feet across with legs at extension.
They occupy certain caves in the valley, but do not rely
on the bounty of their webs: They go foraging at night.
I'have not had the opportunity to study them and can-
not offer much in the way of scientific discussion of
their origins.

I mentioned “survivals” earlier, speaking specifi-
cally of species which here have survived the extinction
which befell them in the outer world.

There are many such cases of survival here, and I
will address several of them briefly. You will doubtless
scoff at this listing, dismissing it as impossible, an atti-
tude I encourage among the scientifically-minded...but
I must also insist that when qualified scientists have
come here and seen what I have seen, the scoffing will
cease.
Among the animal types to be found in the Valley
of Eodon are the following:

Allosarus. Family Allosauride. The Allosaurus
dates to the late Jurassic and early Cretaceous (centering
on about 144 million years ago). It is a carnivorous di-
nosaur which moves about on two legs; some 40 feet
long and 15 feet in height, it weighs (from casts I have
taken of its footprints and estimations therefrom of its
weight) about one and a half tons. The only ones I have
seen in the valley have been solitary hunters, but the na-
tives swear to me that they sometimes band together in
packs to hunt down larger prey. such as the apatosaurus.
I do not know whether these stories reflect the truth, or
are tales designed to terrify unwitting outsiders such as
myself. (In truth, they did manage to achieve that effect.)
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Alphadon. Order Pantotheria. This primitive mam-
mal dates to the late Cretaceous period (around 65 mil-
lion years ago). It is best thought of as a three foot-long
marsupial superficially resembling an opossum. In the
valley of Eodon, they occupy the ecological niche else-
where taken by modern rates. They are clever omni-
vores, capable (via gripping feet and prehensile tails) of
living in trees, and can be quite dangerous in packs.

Ankylosaurus. Family Ankylosauridae. This low-
slung dinosaur with the armored back dates to the late
Cretaceous period (about 65 million years ago, up to
the end of the age of dinosaurs). An herbivore, it moves
about on four legs, defending itself with a massive
macelike knot at the end of its tail. It grows to some 18
feet and weighs about three tons, making it about the
length and weight of a car. I have personally seen one
native man riding a smaller variety of ankylosaur, but
as he was in the process of trying to murder me at the
time, I failed to query him on his techniques for captur-
ing and training the beast.

Apatosaurus. Family Diplodocidae. The Ap-
atosaurus as for years known, and is still popularly
known, as the Brontosaurus. Though by no means the
largest dinosaur known in the outer world, the Ap-
atosaurus is the largest to be seen within the Valley of
Eodon, being some 80 to 120 feet long and weighing
some 30-35 tons. Though prevailing scientific theory
(and evidence within the Valley) holds that the ap-
atosaurus does not actually spend the majority of its life
in the water, the apatosaurus of the Valley does tend to
seek the swamp-waters when danger is in the air; this
terrain discourages the greater predators such as the al-
losaurus and tyrannosaurus. The native name for this
beast translates, most appropriately, as “Longneck.”

Archelon. Order Chelonia, Suborder Cryptodira,
Family Protostegidae. Modern readers would doubtless
prefer to call it a “big turtle.” Dating to the late Creta-
ceous period (i.e., somewhat over 64 million years old),
the Archelon is a sea turtle of preposterous size, grow-
ing to some 12 feet in length. The varieties I have seen
in the Valley of Eodon have been freshwater variants
who are accustomed to the presence of humans and
will often forebear attacking humans if thrown a quan-
tity of food.
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archetypal “sabre-toothed tiger.” Here, as with the
Haakur, conditions in the Valley of Eodon have made
the creature match its popular conception rather than its
outer-world reality. Though laymen regard the ‘sabre-
toothed tiger’ as a monster the size of a Kodiak bear,
actual outer-world smilodons seldom grew longer than
four feet. However, in the Valley of Eodon, I have seen
many sabre-tooths four times that size. The smilodons
of the valley are vicious, brutish animals, terrifyingly
aggressive in combat and capable of little cunning; they
have been known to mortally wound their prey and sit
back for it do die, but that is the extent of their “tac-
tics.”

Stegosaurus. Family Stegosauridae. This beast
dates to the late Jurassic era (around 144 million years
ago), was some 25 feet long, and weights around four
tons. An herbivore, it is notable for the series of spiny
plates which protrude from its spine, and for the knot of
sharp spikes at the end of its tail —its most formidable
weapon. | regret to say that I cannot settle the debate
over whether the spiny plates are actually armor or a
mere heat-dispersal mechanism; none of these plated
beasts has allowed me to get close enough to determine
this. However, the natives of the Kurak tribe say that
monsters such as the Sharptooth (Tyrannosaurus) cir-
cumspectly avoid the spines when attacking the
Stegosaurus, which is some evidence that they play a
definite defensive role.

Triceratops. Dating from the late Cretaceous (70
to 65 million years ago or so), the triceratops is the di-
nosaur famed in art and moving pictures, with the
shield-like head featuring three protruding offensive
horns; the horns over the eyes are over a meter in length
apiece. This herbivorous beast is over 30 feet long and
weighs, as far as I can tell, in the vicinity of ten tons. In
the Valley of Eodon, the Triceratops moves about in
herds through the forests and the plains, living off the
luxurious plantlife and using pack tactics to defend it-
self from predators.

Tyrannosaurus, Family Tyrannosauridae. The Ty
rannosaur dates to the late Cretaceous period (some 65
million years ago, about the end of the era of the di-
nosaur). It is another carnosaur moving on two legs,
and is almost 60 feet in length. It stands a few feet taller
than the Allosaurs (or is it merely that it appears to
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stand taller? I must do comparative measurements
sometime...when I am able to do so without being con-
sume) and weighs four times as much, massing some
eight tons.

Among the inhabitants of the valley, its native name
translates roughly as “Sharptooth.” As observed in the
Valley of Eodon, the Tyrannosaur is actually a quick-
moving and intelligent predator; the natives say that it
is in the habit of hiding itself behind stands of trees or
ridges of hills and then ambushing its prey, roaring and
racing down upon them at full speed. It is a prodigious
and terrifying beast.

The tyrannosaur skulls I have been able to observe
here suggest that the local species has developed a ge-
netic defect in its skull structure: A blow of sufficient
magnitude, assuming that one is able to hoist a boulder
high enough into the air and drop in onto the tyran-
nosaur’s head, might be enough to slay it in a single
blow, if my calculations are to be trusted.

Ursus spelaeus. Family Ursidae. The mighty “cave
bear”first appeared in the outer world some two million
years ago, in the Pleistocene era and survived well be-
yond the Ice Age. A large bear, it is still not as large as
certain modern bears. The bears observed in the Valley
of Eodon seem content to subsist on grubs and veg-
etable matter, but the natives are certain that it will kill
quite effectively if provoked.

And let me not finish this discourse without men-
tioning two of the most amazing examples of “animal
life” I have encountered in the Valley: The Sakkhra and
the Myrmidex.

The Sakkhra are a bipedal dinosaurian race. They
stand some six to seven feet in height and weigh an av-
erage of about 150 pounds. And, though this statement
will inevitably lead to consternation and mockery
among my fellows in the scientific community, they
have every appearance of being a sentient race, possess-
ing language, the knowledge and ability to flake stone
into weaponry, civilized customs, and the ability to
learn and speak some of the human language of the val-
ley. They seem to be an evolutionary offshoot of some
bipedal carnosaur; my best guest places their ancestor
in the family Dromaeosauridae. They feature cranial
crests as, it would appear, warning mechanisms and
secondary sexual characteristics, and the Domaeosauri-
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The armor and shields of the Valley likewise followed
a pecking order. Shields made from Stegosaurus plates are
the “chief” form of protection. Armor and shields made of
leather outrank those made from tree bark, but
either material offers greater protection than cloth.

With the advent of modern-day men to the Valley of
Eodon, the natives’ weaponry has been challenged by the
products of twentieth-century science. The high-powered
hunting rifle was the most powerful weapon in the entire
valley, bar none. Even the crude but serviceable muskets
and grenades I fashioned from indigenous materials were
far superior to anything the natives had to offer. The hefty
fireman's axe from my displaced laboratory proved to be
a good but not outstanding weapon; its primary forte was
in the felling of the largest and toughest trees in the val-
ley, a challenge to which no native tool could rise. Like-
wise, the Avatar’s steel Bowie knife was only slightly
superior to the natives' razor-sharp stone knives.

Totems and Offerings

The shamans of the Valley of Eodon use totem and
offerings in combination in order to effect their
“magic.”

Their totems, each representing a nature spirit, in-
clude a human skull, a gorilla skull, and a jaguar skull.
The human skull is the totem of the spirit named Hu-
luzz, the spirit of knowledge and vision. The gorilla
skull is the totem of Aphazz, the spirit of emotions and
strength. The last totem, the skull of a jaguar, represents
Motazz, whom the natives believe governs the field of
battle.

Their offerings, cast to the wind during their rituals,
include: Theobroma cacao, known to the natives as
chocolatl; Banisteriopsis caapi, used by the natives
(who call it pinde) to produce visions and gain wisdom;
and Virola calophylla, a potent snuff that the natives
call yopo.

Each totem is used with each offering, for a total
of nine possible combinations, each representing a

“magical spell.”
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The Magic of Heluzz—

Spirit of Knowledge and Vision

Human Skull with Chocolatl: This combination pro-
duces a moderate light for a period of several minutes.
The light is on par with that produced by torches, so
this spell is not especially useful. How exactly the light
is produced remains a mystery, however.

Human Skull with Pinde; The natives believe that dur-
ing this spell the shaman leaves his body and becomes
a spirit-eagle, looking down on the world from high
above. Regardless of superstition, I have personally
witnessed shamans under the influence of this spell
demonstrating impressive knowledge of their surround-
ings, knowledge that cannot be attributed solely to
memory or experience.

Human Skull with Yopo: When a shaman casts this
spell, he believes himself able to sense hostile intent in
those around him. Certainly this “sense’ is merely the
result of autohypnotically enhanced knowledge of
human psychology and the local fauna, but one cannot
argue with the results.

The Magic of Aphazz—

Spirit of Emotion and Strength

Gorilla Skull with Chocolatl: This spell actually seems
to mesmerize the caster’s enemies, temporarily lulling
them into turning on their comrades.

Gorilla Skull with Pinde: Shamans use this spell to al-
leviate the effects of wounds and illness of all his com-
rades. Whether the effects are merely psychosomatic or
the pinde has an actual effect on the healing process has
yet to be determined.

Gorilla Skull with Yopo: This is perhaps the most
doubtful spell of all. The natives claim this spell pro-
tects the shaman and all his comrades from harm. This
is clearly untrue—I have seen people under such “pro-
tection” take grievous wounds. To give the shamans the
benefit of the doubt, perhaps the spell simply does not
work to the degree that the natives seem to believe it
does.

The Magic of Motazz—

Spirit of Battle

Jaguar Skull with Chocolatl: With this offering, the
shaman invokes Motazz to summon a creature into the
battle. This spell, and indeed all those associated with
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Wild Basin
Expedition Returns

Trek Into the Wilderness

Stephen Beeman, 21, safari leader and director of
the Savage Empire movie, explains: “We'd been in the
wild for a couple of weeks, and I think the rest of the
crew was getting bored. I'd be doing some work in my
tent, and every two minutes one of them would pop in
to see what I was doing—like, ‘Party in my tent!" I got
aggravated and suggested that we go on a hike, to bleed
off some of that caffeine energy and scout out locations
for the *Making of The Savage Empire’ documentary,
which I'm also directing. So we took off. After that—
well, it’s all Aaron’s fault.”

Aaron Allston, 29, screenwriter on the Savage Em-
pire film, readily agrees with Beeman’s assessment.
“My sense of direction is 100% accurate, but only 50%
of the time,” he admits. “I was in the other 50% that
day. We were wandering around, having a good old
time, except that Keith [Berdak] kept getting snake-bit,
and we kept running into these huge scorpions the size
of, well, scorpions. But when we decided to head back
to camp, it wasn't there. I'd swear somebody moved it.

“So we started ranging all over the place looking
for it. Johann would climb up a tree and look all
around, then gnash his teeth and shout “We're going to
get back to camp on time and under budget, or I'm
going to have somebody’s head!” But we never made it
back.”

‘Johann' is Jeffrey David Johannigman, 29, the pro-
ducer of The Savage Empire and safari second-in-com-
mand. A burly, blond-haired, blue-eyed Aryan, he is
well on his way to becoming one of Hollywood’s most
agitated producers. He remembers the events of the
hike with no affection. “This hike wasn't on my sched-
ule, and I knew it wasn't going to work out. I could feel
the schedule slide with every step we took, but some-
times there’s no controlling these writers and artists. I
gave them enough rope and they hung all of us. Next
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time [ want to see people running around in the forest,
I'll put an Errol Flynn movie in the VCR.”

Meeting the Natives

Dan Bourbonnais, 36, is The Savage Empire’s chief
set-design supervisor and a storyboard artist for the
film. A skilled technician with extensive backgrounds
in both art and construction, he appointed himself pho-
tographer for the expedition...and secretly hoped that
the expedition might encounter the semi-legendary na-
tives of the Hill Country. He got more than he bar-
gained for.

“We were lost,” he explains laconically. “Wander-
ing around like idiots. Aaron kept saying, ‘Wait! That
looks familiar,” and led us off in a new wrong direction.
Johann was stomping, shouting “This is fine, fine, just
fine!” and consulting the company handbook to figure
out what to do. Steve was walking along behind Johann
and making fun of him.

“So we round a turn in this dry creekbed, and there
they are, the natives. About a dozen of them, males and
females. They had a fire going, with a crude grate on
top, and some sort of meat on that, they were charring
it black. I started taking pictures, and they looked up,
and...waved. Not hostile at all.”

‘Manda Dee, 23, is the pixie-like set designer on
The Savage Empire and Bourbonnais’ partner in set de-
sign. “We got to know the natives prétty well,” she ad-
mits. “They’re a wild bunch. They ride around in the
backs of these huge, rusty metal chariots, and whoop it
up. They drink this sort of weak fermented brew that
really gives you a headache. The first natives we came
across were having a ritual cookout.

“I got to help them with a religious ceremony,
where they built this runaway with stones on an open
plain—like the Nazca lines, you know; they wanted to
entice their Sky Gods to visit. So we laid out this 900’-
long runway in the shape of an armadillo.” She consid-
ers a minute, then admits, “Well, actually; it was my
idea, but they helped.”

Jason Templeman, 23, is a script consultant to the
film, and choreographer of the movie's extensive com-
bat scenes; for the expedition, he was also pressed into
service as team cook. “Those natives had some strange
customs,” he said. “They'd go swimming at different

The Savage Empire

the witch doctor, ‘All I
“Wait, I told it wrong...”
place.” admits Denis

ge Empire’s promotional
 of good wood available here,
rtall, cliff-like homes out of

places in the Hill Country. Once place
naked. Another place, they had to Wea'ra ) dans
clothing. I never could figure out why melllh !
different from the other, and they couldny Place
me. So I'd just stand there, and stare, ang - ¥
to figure out the difference, and thay When N

Berdak would sneak up on me and drop a
my pants.” B says Marc Schaefgen, 20,
garm s alist. “I'm ready to go
Surviving in the Wilg d went wrong, except us get-
Keith Berdak, 35, is chief casting director fy o with the Fat Man about music
Savage Empire.“Most of the faces in the oyt —but sometimes I'd cook
choices,” he admits, “except my partner Gleg gt _and then there was Steve

cast the *babes.’ Lucky stiff.” Berdak admits gy around, going ‘Sleep? Sleep
wasn't originally keen on the idea of the expeditie I’ Those parts weren't fun.
have a problem with snake venom, I don't knoy y home for the next safari.”
but my instructor in anthropology and archagoloes N
Karen E. Bell, Ph.D.—persuaded me that T oy Vay Back Home
anyway. She was a technical consultant on The a few weeks,” says Philip
Empire, too. I'm grateful to her for it. I got to see ogue consultant, “we heard
many things, especially animal species, that I'd ne was another party of explor-
be able to see in civilization.”
Suddenly, he stoops, snatches something up off
ground, and waves a wriggling snake in the face ol
startled correspondent. *Like this. Interesting snak
Looks a lot like an Australian tiger snake, whichis
ally deadly creature, but this one seems friendly
enough. Ouch! Little beggar bit me.”
Though Berdak was unable to complete his inié

Beeman's executive assistant, dis-
right. We heard from the na-
explorers the natives wanted

continues. “‘Beeman fig-
to get out—Johann's sort of
$0 Beeman takes over com-

view, camp medics report that he should recover eatens to fire everybody. The
Though the animal life may have been CATEEH ; but fortunately we don't

starvation in the wild wasn't a hazard. The Fat i an got us all lost again.”

pseudonym for The Savage Empire’s musical 0¥ Berdak’s casting co-director,

poser, a large bald man with a fuming cigat: 3 al shame, too. Id like to cast

aggressive manner, and a curiously undersized e

explains it this way: “The food was the b"'s'

expedition. Those natives, they'l! kill you with ;

Every day, cookouts, roasts, barbecues, I [oved &
He interrupts his explanation with @

and he smiles and tilts his head, savoring

company’s technical jargon,

d artist for the film and
adds: “I was busy razzing Bee-
iginally from this region, you

ther

purity of its tone. “Anyway, the foOd'_S mc ” '!‘ mitting it because then he can’t
I'd ever consider going on another of these 1Py uldn’t find his way back out. So I
and women. Only a woman could df‘V‘fY“ o ] is carefully mapping out
safari to a godforsaken place like thiS: 00 o g, checking the sun, looking at a
R Lof stuff. And 1 see that our base

my idea of exercise.” He turns bac

camp and all our movements on the safari are on the

”»

“Jeff asks me, ‘How long have you been keeping
that?’ “breaks in John Watson, who was responsible for
some of the maps and other graphics appearing in The
Savage Empire movie. “1 say, ‘Ever since we left home.
I figured we could use it to illustrate our safari when we
get home again.” Anyway, everybody comes over to
look, and there is this noise like shouting, and I guess I
black out about that time. When I wake up, I'm covered
in bruises, especially on my head, and they're carrying
me into our old base camp...and thats just where the

rescue expedition is set up.”

So the lost expedition is found, with all fifteen

members alive and (except for the poisoned Berdak)
physically well. By the time this account sees print, all
members of the Wild Basin Expedition will be safe at
home, working on their next movie...and considering

the advisability their next safari.
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ADDENDUM TO

ULTIMA VII - THE BLACK GATFE o
In Ultima VII - The Black Gate, in order to advance in gameply b t] a 1
must be able to correctly answer questions about a map and Othery’

‘ THE BLACK GATE

Due to unavoidable circumstances, the pagination of the Ultimg v
manual had to change, therefore, the page numbers referenced op the
screen are no longer applicable. The following lists the questiong and
their correct answers : 1a tion
nsert the CD-ROM into your CD-ROM drive.
the DOS prompt, type the letter of your CD-ROM drive then <Enter>.

Questions asked by Finnigan :

1. What is the latitude of the northernmost point of Spektran ? 120
2. What longitude runs through the center of the island Buccaneer’ Pt QERELTIMAY <Eatecs
& & & SRR Buccancer's IR Type INSTALL D: C: <Enter>. Substitute the correct drive letters for your
35 What longitude runs through the center of the island Terfin ? 120 ROM and hard drives
4. What latitude runs through the center of Dagger Isle ? 0 Once installation is complete, type ULTIMA7 <Enter> to play.
5. What latitude runs through the center of Skara Brae ? 30 ?
6. What Iau.tude runs through the center of the Deep Forest ? 60 4 VII uses a special memory manager called “Voodoo.” This manager,
7. What latitude runs through the center of Buccaneer’s Den ? 60 y ORIGIN, comes with your Ultima VII game. Voodoo will run on any
8.  What longitude runs through the center of Skara Brae ? 60 higher IBM PC compatible computer. It uses extended memory, so it can

bith the HIMEM.SYS driver. However, HIMEM.SYS is not necessary for
pemory to function.

I Memory (e.g., QEMM, 386MAX or EMM386).
her popular memory manager, called Expanded Memory (EMS), is not
with Voodoo. If you are using an expanded memory manager (such as
or EMM386) you must remove it to run Ultima VIL If you do not
do this (and if the following instructions don’t help you), please call
omer Service for assistance. If you are familiar with this process,
i€ EMS memory manager. The acceptable minimum configuration is an
JTOEXEC BAT and a CONFIG.SYS with the lines:
5=20

Questions asked by Batlin :

9.  According to the Book of Archaic Knowledge, how many times must ginss
be reboiled in order for it to be properly used as a magical reagent ? 4

10. On what page of the Book of Archaic Knowledge is the spell known @ An
Zu explained ? 42

1. According to the Book of Archaic Knowledge, how many places may the
Mandrake Root naturally be found ? 2

12. In the Book of Fellowship, how many bandits can be seen surrounding 1%
old man in the illusion on page three ? 6 oot

13. According to the Traveller’s Companion, how many parts of the body § - C:\MOUSE\MOUSE.SYS*

fmouse driver may be located on another path. Replace C:\MOUSE with the

Uil necessary.

MWish to retain your original CONFIG.SYS file, refer to your DOS manual

"copy it to another file name before making the changes.

one wish to protect with armour ? 6
14. According to the Book of Archaic Knowledge, fewer than how I
in 10,000 are black ? 1

15. How many runes are in the archaic script of the outdated Britanniall

s
many pef

language ? 31 Ultima VII - The Black Gate 1



HIMEM.SYS or XMM.

As mentioned above, an extended memory manager (XMM) such g
HIMEM.SYS (which is compatible with MS-DOS 3.3 or higher) is compatibje )
Voodoo, and does not require disabling. :

Disk Caches
If you have more than two megabytes of RAM, a disk cache will im

extended memory and increase the speed of the game. However, if you haye di

caching program that caches the floppy drive, we recommend that you disable lh:k 1

floppy caching before installing or running the game.

Available Memory

Your computer must have at least 640K of RAM plus one megabyte of ex.
tended memory to play ULTIMA VII The Black Gate. Regardless of the amount of
RAM your computer possesses, there must be 524,000 bytes free to run the game,
Sound and speech options can push this total to 561,144 bytes of DOS memory,

To find out how much free RAM your computer has before installation, rup the
DOS program, CHKDSK, by typing “CHKDSK? at the root directory prompt (e.g,,
C:\>CHKDSK). On some machines, CHKDSK may be located inside the \DOS
directory. When you run the program, the last line of the information presented tells
you how much free RAM there is. For example, the last line might tell you that the
system has 565,239 bytes free.

If you have less than the required amount of free RAM, you will not be able to
run the game until additional memory is freed. If you are not familiar with this pro-
cess, please call ORIGIN Customer Service.

Freeing RAM

If you are familiar with this process, you can:

* Remove any TSRs and disk caches from your configuration.

* Use the DOS=HIGH command if you use DOS 5.0 or above.

* Remove from your AUTOEXEC.BAT and CONFIG.SYS files any memory:
resident programs that are unnecessary for system usage. You can alter these
files with the text editors included with MS-DOS. Consult your DOS man
for information on how to do any of these.

* Create a floppy boot disk (see the Problems with the Game section for 10%
to do this). Be sure to include in your CONFIG.SYS file the information
page 1.

Never delete your AUTOEXEC.BAT or CONFIG.SYS files completely J%
without them, your computer will not function as you expect it to.
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Prove ypg, .

ne time you may want to reinstall the game (generally, to change or add a
or to adjust the IRQ/DMA settings). Follow these directions. (You won't
the CD-ROM the program is on.)

the letter of the hard drive where you have installed Ultima VII.
directory to where the Ultima VII files are (e.g. type

JLTIMA7 <Enter>).

INSTALL <Enter>

low the instructions for changing any of the Ultima VII settings.

are a few common problems and their solutions.

work after playing for only a short while.
have chosen an incorrect IRQ setting for your sound card. Reinstall
om your hard disk to change the IRQ.

lines of dialogue.
ve an IRQ conflict. This means that another card is operating on the
ur sound card.

s to load or run properly.

ly not have enough free RAM. Run CHKDSK to determine your
vailable RAM. Free up RAM if necessary.

y have a memory-resident TSR program that conflicts with the game.
puter from a DOS system floppy disk or remove memory-resident
running the game. See Voodoo earlier in this manual and Making a
Disk at the end of this manual.

ly need to remove your expanded memory manager.

ay have filled all free space on the active disk drive.

pointer doesn't respond properly.
A VII supports the Microsoft Mouse and Microsoft Mouse Driver, version
dther mouse brands may not be compatible.

uns too slowly.

d drive may be fragmented. Run an optimization program, such as
AG.
lay be able to use a disk caching program. If you have 4+ megabytes on
ne, a disk caching program can speed up your game.

”uggestions seem to help.
to ORIGIN Technical Support information at the end of this manual.
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Getting Started

To load Ultima VII, go to the drive that contains your game, then
directory containing your game (e.g. CD\ULTIMA7). Type ULTIMA
game.

After the game loads, an introductory sequence automatically begins, fy; :
be skipped by pressing Escape. Then the main menu appears, listing four ‘0 ol mag

VIEW INTRODUCTION Pros

START NEW GAME

JOURNEY ONWARD, and

VIEW CREDITS

To select one of these options, single-click it with the mouse or use the arry
keys and press Enter. To exit the introduction, character creation or credits pre 1
Escape. "

£0 10 the
7[05[;‘1,1111e ‘

View Introduction
The introduction reveals how and why the Avatar™ has returned to Britannig,

Information presented here is very relevant to your quest. This scene is the same ope
that you see the first time you run the game.

Start New Game

This is where character creation takes place. It must be selected the first time
you play the game. When you are asked to name your character, type the desired
name (up to 14 letters) at the flashing cursor and press Enter. Next, you determine

the gender of your character. With the mouse or space bar, select the gender of your
choice and press Enter.

Journey Onward
After you first create a character, this option takes you to the beginning of the
actual game. In future sessions, this option returns you to your last saved game.

View Credits
This option lists all of the many people who worked on Ultima VIL.

Introductory Walkthrough

This section guides you through the first few minutes of Ultima VIL. It doesn’t
reveal any deep secrets, but it does introduce you to all of the basic actions you ey
perform in the game. It assumes you are using a mouse, which is highly recom-
mended by both Iolo and Lord British.,

The scene opens as you, the Avatar, step out of a red Moongate into the
Britannian town of Trinsic. Before you stand your old friend Iolo and the stablé
master, Petre.
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sations. When Iolo addresses you, read each line of text and then click
utton (“left-click”). Continue until Iolo has finished speaking, at
automatically joins your party.

Finnigan approaches you. Again, left-click after each line of text.
u to investigate the Trinsic murder. Position your mouse cursor

y a green arrow) over the word “Yes” and left-click to answer him.
asks if you've visited the stables. Put the cursor on the word “No” and
gests that you visit the stables and you can begin moving around.

u (the Avatar) are always in the center of the screen. The stables are
yrway to your north (i.e., toward the top of the screen). Position the
points upward (northward) and right-click. You step to the north.
ing the cursor and right-clicking until you enter the building.

Things. When you (the Avatar) enter the stables the roof disap-

ou (the player) to see inside. A horrible murder has occurred! You
object in the stables by left-clicking on it. Place the cursor over the
g just west of the body) and left-click. The word “key” appears (to
couldn’t tell what it was).

he key will provide a clue. Move the cursor to the left of the key and
ouse button twice (“double-right-click™). You walk to that location.
ing around is accomplished by right-clicking, and all other actions,
xamining objects, are accomplished by left-clicking.

gs. You don’t want to be disturbed during this investigation, so
placing the cursor on it and double-left-clicking.

ngs. The key may be a clue. Place the cursor so that the tip of it
Click and hold down the left mouse button (“left-click-and-hold™).
holding, move the cursor around. If the mouse was properly posi-
attached to the cursor. Don’t let go yet!

self the key, move the cursor (and key) over your character and
utton. The key will vanish.

Yourself (and other things). Find out if you have the key by
king on your character. An image of your character appears (your
lay), with blue lines indicating the locations of equipment and cloth-
n your right hand.

or on the large red check mark and left-click-and-hold. This lets you
entory window; move it to the upper right corner of the screen by

I that direction. Release the button when you are satisfied with the new
U can remove your Inventory Display by left-clicking on the red check.
 to People. Perhaps your companion Iolo knows more about the mur-
4K with him, double-left-click on him. His portrait appears, along with
Ponses you may select appear in the center of the screen. Left-click
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“Murder” to discuss the murder with him.

When you are finished talking to Iolo, left-click on “Bye” to end the
conversation.

Further Investigations. There are other things you might try while ingpa..:
the stables. It’s a good idea to examine everything. Be sure to check out the de
gargoyle at the north of the stables, as well as the bag lying on the ground, You
see the bag's contents by double-left-clicking on the bag. Try removing items fig
the bag, such as the torch. Once the torch is on the ground, you may double-Jeft.q;
on it to light it. Double-left-click on it again to extinguish it. (Note that while the
torch is lit you cannot move it into any container.) In general, open the inventory of
everyone in your party and both single- and double-left-click on every object, You
may discover all sorts of handy things.

When you've finished here, you'll want to leave. You can walk conlinuouslyby
right-click-and-holding. You always walk in the direction the cursor points. The
farther the cursor is from the center of the screen, the faster you travel. Luck be wit
you as you journey onward!

Commands

Ultima VII is an entirely mouse-driven game. All action commands are con-
trolled by the two mouse buttons. However, for those who do not have a mouse, all
commands may also be performed from the keyboard.

Using the Mouse

The key point to using the mouse is knowing that the left button is used to
perform actions involving the hands, and the right button is used to perform actions
involving the feet. The mouse will generally appear in one of two forms: a green,
straight arrow for normal activity or a red, jagged arrow for combat.

Left Button Right Button ‘

Click Look Take One Pace |
Double-Click Use/Talk/Attack | Find a Path
Click-and-Drag Move Items Walk Continuously

Moving Your Character (Right-Clicking)

To make yourself walk, simply point the arrow in the direction you wish {0
travel and right-click-and-hold. The farther the arrow is from you, the longer it geth
and the faster you travel. To stop moving, release the right button. )

When danger is near, your speed is limited in proportion to your dexterity:

Double-right-clicking on a point on the screen makes you walk to that locatiof
providing no obstacles bar the way (e.g., a locked door).
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ing Objects (Left-Clicking)
¢t mouse button is used to look, move, use or attack.
To bring up a short description of an object, left-click on it.
y objects may be moved from one location to another. To move
t is portable, left-click-and-hold on the object. The cursor changes to a
that you are holding an object. Move the cursor over the desired
release the mouse.

the item over a character places the item inside that character’s inven-
ventory Display is open, dropping the item on a container within the
25 the item inside of that container (see Inventory Display).
er is not in anyone’s inventory, it must be open (its display visible)
into it. If an object is too heavy or too large to fit inside a container,
reach it, a message saying so appears in red above the object.
an object, double-left-click on it. Each type of item functions
sed. For example, using an unlit lamp will light it; using a lit lamp
t.
ects may be used on other objects (e.g., a bucket on a well). Double-
n such an item turns the cursor into green cross-hairs. Moving these to
and left-clicking uses the first item on the second.
-left-clicking on many usable objects brings up a display that provides
ation about that object. For example, double-left-clicking on a chest
lisplay that reveals the contents of the chest. The contents may then be
ipulated like any other object within the world. The bodies of fallen
like chests for these purposes.
the displays themselves may be moved in the same manner as
ect — left-click, drag, release. Single-clicking on the red check at the
display or pressing Escape will close that display.
a person has several meanings. Double-clicking on a person while not
ill initiate a conversation with that person. (For more information on
tions work, see Screen Display.) However, doing so while in combat
that you wish to attack that person. If you are clicking on a member
while in combat mode or while your Inventory Display is up, that
ntory Display will appear.
2" the Avatar will bring up your character’s inventory (see Inventory

> a cart, double-left-click on a chair in the cart. Once all of the characters
move the cart as if you were moving the Avatar. A boat operates under
finciple, but you must double-left-click on the sails instead of a chair. To
cart or boat, double-left-click again on the chair or the sails,
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Other character's

Attack. While in combat mode, double-left-clicking the cursor on aNothe
T conversation

person who is not in your party or on an object initiates an attack on that
object. If you are in combat mode, and in any attack mode other than My
(see Combat), you automatically attack any nearby hostile foes.

pCTS()n
Nual Modg

Using the Keyboard

Though using a mouse is highly recommended, the keyboard may be used
substitute if you have no mouse installed.

Walking. The arrow keys may be pressed to walk one step in the desireq g; E==——e |0V Ete UVE AfEd2 : :
tion. Holding the shift key down while pressing an arrow key will allow the Avatgr Al ?11 G, i si ||, Avamorps,i;:sfam
to take three steps instead of one. If Numlock is on during play, every step wij| beh sBritain: eaccaomplis
triple one.

Manipulating Objects. Press Spacebar to make the hand cursor visible, Noy
the arrow keys will move the cursor instead of the Avatar. Holding down Shift iy
increase the rate at which the cursor travels.

Treat Control as if it were the left mouse button. For example, a single “click*
identifies an object, while a “double-click™ uses it.

If you are in any attack mode, there is no red cursor to remind you, but “doubje-
clicking” still initiates an attack.

aa

Key  Function Mouse Equivalent VII, the entire screen is devoted to displaying the map. Any messages
C [ Turns combat mode on and off Left-click on the Dovg/iword icon in the information appear over the game map, at various places.
Avatar's Inventory Display. nversations, a portrait of the character you are speaking to appears in
I bOpe.ns up the '|'" entory Display of each party member, Double-left-click on each party member. corner of the screen, with all of his text appearing to the right of the
eginning with 1 ff"'ﬂ.t ‘ oo ‘other characters interject, their portraits appear in the lower left cor-
z B:&"‘Is“:’n’;'mﬂ‘m‘g? m%':?'“‘/ for each party member, }:vt'e-;lt::ryogis':'ﬁl ;‘e‘ﬂ’;(‘]‘( "p:"['tl;'"r‘n'ehl:llm- 2n with their text just to the right of their portrait. During conversa-
Left-click on the disk icon in the Avatar's portrait appears in the center of the screen, with your word options ap-
S Opens up the Save/Load Window. Inventory Display. . he right of your portrait. Selecting a word or phrase from your options
ft-dlick on hoth Sound Effects and Musicin onse from the character you're talking to.
Turns all audio effects on and off. the Save Load Window. identifies an object appears just above that object. Text that appears
v Bl?ﬂm ﬂ scroll showing the version number of your copy of | (None) . aracter icon means that that particular character has spoken.
Alt-X | Exits Ultima VIl and returns fo DOS. (None) . play
H fhunges th "hurdhedne " of the mmﬁe by Wfﬁpinﬁ'be (None) =1¥ double-lef}-click on yourself, your Inventory Display appears. This is
i;u’\‘gt‘:?ns” ‘:I :ht:n gven m&g}lﬂt:%'% lijgi]‘t:rm.moe ': ution ,’*:'“ character in your party, as long as you have first brought up your
ma ipu‘l;ﬂe ogieds. is "H" toggle affects only Ipae mouse, Display.
nof keyboard commands. _ U ming Sword. At the left of the Inventory Display is either a dove
Esc | Closes ve/lﬁad winjpw[ if it is open. If Save/Load is not Left-click on each large red check- ode) or a flaming sword (combat mode) icon. Left-click on this icon
open, closes all open displays and windows. — Tom one mode to the other. During play, the color of the cursor arrow

thether you are in non-combat mode (green) or combat mode (red).
Biners. Double-left-clicking on any container in your inventory reveals the
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contents of that container.

Disk. On the right side of the Inventory
Display is a disk icon. Left-clicking on this
brings up a window that permits you to load or
save a game, turn sound and music on and off, or
exit the game.

Heart. Below the disk is a heart. Left- Left-click
clicking on this icon reveals the Status Display.  fo close

Numbers. At the bottom of the Inventory
Display is a number next to another number
(e.g., “24/36”). The number on the left is the
weight that the character is carrying expressed as Current attack mode
stones. The number on the right is the maximum
number of stones that the character can carry. When buying items from shopkeepers,
you are told if an item is too heavy for you to carry.

In addition to weight, items also have volume. Sometimes you are told that you
cannot carry an item because your hands or your packs are full. By rearranging your
equipment (e.g.,putting a weapon in your pack or buying another backpack), you
may be able to carry the new item.

{ Display lists a character’s current
poth primary and secondary, and

t character is unconscious, poisoned,
unery, protected, cursed or paralyzed.

Left-click
to close

, Dexterity and Intelligence are the
utes, with values ranging from range
The higher an attribute is, the better.
attributes are secondary statistics.

Numbers you can carry, how much (if any)

affects such things as how fast you are and how well you pick locks.
s can move and attack more often than slower ones. Dexterity deter-
ombat skill.

ence determines several things, including your Magic skill and how well

B
Current Attack Mode and Protected se‘;zkclt:d:: R cpells
Halo are described in Combat. - ; .
Spell Book t. Your base combat skill is derived directly from your dexterity. It

likely you are to hit in combat with normal weapons.

‘our base magic skill is derived directly from your intelligence. It
maximum number of Mana points you can have.

derived directly from your strength. They are reduced by damage,

' ger. When your Hits reach 0, you are unconscious.

ds the current number of Mana points you have at that moment. The
u are, the greater the rate at which Mana points return.

dicates your overall prowess. As you gain experience (see below), your
As your level increases, you have the opportunity to raise one or
primary attributes. In addition, Hits usually increase as your level does.
nce points (Exp) are a measure of your accomplishments. Every time
uest or slay a monster, each member of your party gains experience

°I' earning the required number of points, a character’s level increases.

g points are accrued with experience points. To increase strength,
lligence, combat or magic, you must find a trainer who teaches exper-
ecific attribute. If you pay the trainer’s fee and “trade in” training
enting your study and practice with the trainer), the attribute you are
on increases.

Double-left-clicking on the spell book
in your Inventory Display brings up its Lefi-click
display. To cast a spell, double-left-click on 7, cjpse
that spell’s icon. To select a spell without
casting it, left-click on its icon in the spell
book. The buckle on the bookmark moves
to that spell.

There are six spells (Fire Blast, Paralyze, Lightning, Explosion, Death Bolt and
Sword Strike) that may be cast in combat by double-left-clicking on a target if
attacking it. If the spell book is in your hand and the book was closed while thats
was selected (the bookmark’s buckle was on that spell), using the mouse (o attack
causes you to cast that specific spell (as long as you have the spell points and re-
agents necessary). Also, if you (the Avatar) are not in Manual Mode and have yp
spell book ready (in hand), you cast spells automatically.

Sixth Circle spells
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Combat

In the lower left corner of each character's Inventory Display is an ic
senting the attack mode for that character when he is in combat. The followip
modes are available (refer to chart on opposite page). § atag

If the Avatar’s attack mode is anything but Manual Mode, he selects
his own (according to the rules of his attack mode) and fights those oppon
out any further input from the player. The player may override control at
(by double-left-clicking on a specific target to attack it, right-click-and-h
lead the Avatar in a certain direction, etc.).

When not in Manual Mode, the Avatar does not select fleeing or disabled
(sleeping, paralyzed or unconscious) targets on his own, and breaks off an attack
once any of these conditions are met. To make the Avatar pursue an enemy to the
death, double-left-click on the opponent after it has already fled or been disabled,

Flee Mode

If a party member is seriously injured, he may flee. Neither the Avatar nor party
members in Berserk Mode will ever flee. Normally, fleeing characters might drop
some of their possessions. Party members who have been set to Flee Mode will make
an orderly retreat and will not drop any of their possessions.

On repre.

targets
€NLs with.
any lime
olding o

Protected “Mode” and Protect Mode

You may designate a party member to be protected by clicking on the “halo”
Just above that character’s attack mode icon. It turns gold, indicating that this party
member is to be protected. Only one person in the party may be protected at any one
time.

Note that if you have not designated any party member to be protected (“turned
his halo on”), an injured party member may turn his own halo on and call out to
other party members for protection. Any party members that are in Protect Mode
will follow this injured character around and attempt to protect him. Effectively, any
protecting character’s main concern is for the welfare of the protected individual.
and he will fight anyone who attacks the protected character until there is no longer#
threat.
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Available to  Available to  Attack Mode Description
Avatar Other Party
Members

Yes No Manual You may direct each
combat action.

Yes Yes Attack The character will attack the

Weakest weakest opponent.
Yes Yes Attack The character will attack the
Strongest strongest opponent.

Yes Yes Defend The character will be less
effective at hitting and more
effective at dodging blows.

Yes Yes Attack The character will attack the

Nearest nearest opponent.

No Yes Berserk The character will never
flee, regardless of wounds.

No Yes Flee Thfroemchorader will retreat

an ponents in an
orderly K:mon.

No Yes Random The character will attack a
random foe.

No Yes Protect The character will attempt to
protect the party member in
Protected Mode.

No Yes Flank The character will attempt to

ank the enemy (to either

side).
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The book of

FELLOWSHIP

ad written by Batlin of Britain

.

i. Salutations to the Traveller

Good morning to thee, gentle friend and traveller!

No matter what time of day it might be when thou art reading this — no matter
what the hour of the clock — I say good morning to thee because this very moment
brings to thee the coming of the dawn. The dawn, as everyone knows, is the moment
when illumination comes. The dawn marks the end of the long dark night, and a ne¥
beginning. It is my humble hope that these words may be for thee a dawning, orat
least, a type of awakening.

I call thee “traveller” no matter if thou hast never left thy home town, no matter
if thou wilst never again leave thy room, because all of us are travellers. | call.thﬁe
traveller for truly all of us travel a spiritual or philosophical path — even if it 1S
simply by living the life that we choose to live, or by searching for a new Jife whem
our current one fails to satisfy our needs as thinking spiritual beings.

It is past time that I introduce myself to thee, gentle friend and traveller
name is Batlin, and indeed I have been following this quest all of my life. It
a long road, but the rewards have been beyond measure. If thou wouldst per!
would very much wish appreciate sharing these rewards with you.
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.My
has bee®
it me.

1e Story of Batlin — Part the First

=X ‘)\ 7 There is much that I have set out to tell
N /~\e A thee in this book. Some small part of it in-
; volves my own personal story. As that is the
least important part of this book, I shall
quickly relate my tale first, gentle friend and
traveller. In that way we shall soon have it
over with and then be free to pass on to more
important concerns!

I was born in the forests surrounding the
city of Yew and educated in the traditions of
the Druids. Having been raised in the city of
1 Justice, I was taught to always strive for
fairness in dealing with others, and these
teachings left a lasting impression upon me.
But while I found trees, birds and moons to
1, I determined to dedicate my life to the service of people. So it was
my fortune in the world.

a time when, over Lord British’s objections, unruly lords waged war
h other, so there was little else to do but become a fighter in the city of
gret killing, although much of what I did helped bring peace to our land
[ learned well how to defend myself and to find the courage one must

e in battle. I also learned respect for those of valor who earn their

bat. Eventually those little wars ended, and I found myself penniless
trade in the capital city of Britain.

a Bard simply because a Bard was needed at the Blue Boar. There
bout, and I had the loudest voice. Never had I considered myself to be
nclined, but it was a fair alternative to starvation. My voice was painful.
in strings would break rather than let me stroke them. After much heck-
ny a thrown bottle, my talents did slowly develop. As the years passed I
2l the deep compassion that bards know when singing of heroic deeds. I
that sharing a spiritual rapport with my audience was very moving. Sev-
‘ballads are still sung today (although by tradition, the player will no doubt
or composing them himself).

in Britain, I met two remarkable individuals. They were twins, Elizabeth
m. They were also well versed students of philosophy, and many were

€ spent in discussion and debate. We did raise our voices on occasion,

d and traveller, but that did not prevent us from becoming fast friends.
1-:"1 Wwould never presume to intrude upon their privacy by revealing the many
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fascinating details I learned about them and their lives, I will say that they
truly significant role in the part of this book that is my story.

A mage from Moonglow who had heard me perform came to offer e emp
ment as his assistant. Magic has always fascinated me, and so I became hjg "-‘Ppreoy‘
tice. I will always remember his teaching that if I was to successfully Commupe \:]
the invisible world without lapsing into madness, I must ever retain my hﬂnesty\-
one is to live outside the laws of reality, one must first be honest. He taught me
It was with great sadness that I ended my studies in the magical arts when my
ter, who was most elderly, passed away.

While drinking at the Blue Boar soon after his passing, Elizabeth, Abraham,
and I each decided that we needed something to which to dedicate our lives, Op 4
youthful whim, we made a pact that we would go our separate ways and spend the
next decade travelling throughout the land to find adventure, and to find ourselves g¢
well. We agreed to reunite at the Blue Boar in exactly ten years. Our departure ywag
exciting yet melancholy, as my life began a new chapter.

The Old Man and the Bandits

Play 5

well,
mas.

111.

On the road leading out of Britain, I met a man bent with age, but still pos-
sessed of keen wit. As we walked he shared with me his tale, and I in turn shall shar®
it with thee.

During a stroll through the woods one day, this man was kidnapped by 2 grovf

of vicious bandits. The poor man had just left his nephew’s family and had n0 O"Cw
else in the world. Woe to them who have been kidnapped when they have n° One]ans
pay their ransom! The bandits soon began to loathe their captive and did make P

to kill him.
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wanted to hang him, while another wanted to stab him. Still another wanted
im at the stake while yet a fourth wanted to tie rocks about his waist and

nin the river. So angry did they wax in their disagreement over what man-
slence to use, that they did break into an awful, bloody row.

it was that this old man did escape from the bandits, who were distracted
wling. Upon noticing their victim was gone, they continued to fight, this
shose fault it had been, until all of them lay dead, murdered by each oth-

.
s old man was later reunited with his nephew’s family and all were joyous of
he had learned, Unity is essential for survival, and unlike those reckless

ill wished to live for a good many years yet.

e Story of Batlin — Part the Second

My travels took me to Trinsic, and there
I encountered a group of men at arms with
whom I became most impressed. Many fight-
ers I have known were men of valorous heart
on the battlefield, but off it little more than
thugs. These men were not mere fighters, but
Paladins. They were all skilled swordsmen
and expert horsemen, as well as learned schol-
ars and perfectly mannered gentleman. Above
all, they were devoted to the preservation of
honor. It was with eager gratitude that I ac-
cepted their invitation to join them. The fol-
lowing years were filled with excitement, as
we journeyed through the land, righting

] wrongs and helping those in need!

g one of our adventures I was injured and forced to remain in Minoc while
anions rode on. A healer there told me that without the proper treatments
i he charged outrageous prices) I would most probably die! I angrily sent
. After a time I did mend. I had learned that the healing process takes place
lone's mind and have since placed no trust in healers who greedily prey

fat time, the town of Minoc was in need of a Tinker. As I healed, I sup-

yself by fixing, building and inventing things. I had never before realized
il a town is reliant upon its Tinker, nor how appreciative the local towns-

10 those who sacrifice themselves to continuously solving the problems of
elcome did they make me feel that I stayed for several years.
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Then, filled with the urge to roam and longing for the outdoors once More, |
joined a band of Rangers in Spiritwood. Rangers are a deeply spiritual people, L
ing with them reminded me very much of my druid childhood in Yew — with Oliv-
big difference. These Rangers drank the most wonderful wine I have ever "“Sled,e
The bottles came from the old winery at Skara Brae, having survived the lerrib|e'
fires which ravaged that island. Later I made a pilgrimage to the desolate ryjng of
Skara Brae and there I had a spiritual experience so profound that I have voyeq
never to relate it to anyone.

Leaving their band, I gave away all of my possessions and for months | wan.
dered aimlessly. Eventually, I arrived at New Magincia where I sought employmen
as a Shepherd. Most of the following two years was spent in perfect solitude, living
in complete humility. It was an experience that left me significantly changed. When |
noticed that ten years had almost passed, I began the journey back to Britain.

v. The Two Brothers and the Trickster

On the road back to Britain I noticed a small mine being worked by two broth-
ers. They greeted me suspiciously but eventually shared with me their tale, and I
shall share it with thee.

Their father died and left them a map to some unclaimed land that contained
valuable minerals. By law a claim can only be made in one name, and this led the
brothers into conflict. One brother was the eldest, the other was more worldly —
both wanted the claim. They became so fearful that the other would make the claim
that each spent all his time spying on the other. No work was done. :

One day, they met a stranger who said he was a mining engineer. They did not
trust him at first, but he assured them that their claim was too small to be of i"lereitl
He was on the way to stake a much larger claim. The stranger turned their heads W!
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e riches they could have, replacing their distrust with avarice.

thers asked the stranger to make their claim for them, and went back to
ir mine. They worked without stopping for months, and afterward trav-
mint to sell their ore.

= mint they learned the stranger had staked their claim in his own name

d it outright for a fortune. As the brothers had taken ore from land they
they were sent to the prison in Yew for many years.

sad fate taught them to be more trusting of each other, for a man who

his brother is always vulnerable. After hearing their tale, I went to the
as curious which of the two brothers held the claim to their new mine. I
d to guess and was quite surprised when I saw the answer. It was in the name

i overjoyed when Elizabeth and Abraham both arrived at the Blue Boar
nd. It was a splendid reunion. The tales they told me were truly astound-
friend and traveller. But as I have mentioned, I do not wish this tome to
Sion upon their privacy.

all of our memories were pleasant ones. Most of the people of Britannia, it
s Were more interested in helping themselves than in helping their fellow
S travellers — strangers wherever we went — we had become used to the
_;‘ f suspicion upon us. Everywhere there were people who expected some-
9fnothing, as if owed a debt by the world. Most of all, each of us had met
€0ple who were fundamentally unhappy. Everywhere there were people who
#lat they needed something in their lives, gentle friend and traveller, but that
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time there were several workmen with me to carry the chests of gold that
ute. As I reached the front of the line I spoke boldly. I said that I wished

The Fellowship, but first wished to present Lord British with suitable

consternation I realized that I had spoken before Lord British had

ing an important looking scroll placed before him by one of his advi-

ed it as he spoke, not even bothering to look up at me. First he ordered

to remove the boxes. Then he ordered the workmen to remove me as

they had not a hope of finding it.
The three of us had learned much of history. There was once a time When Jjg
was infinitely more fragile, but was cherished much more dearly. We yearpeq " e
recapture that aspect of Britannia’s former glory. After much discussion, we decj
to found a society called The Fellowship. At this time I was also conceiving why
would become its philosophy, but that will be discussed further in another chaptey I
was Abraham who suggested that I propose The Fellowship to Lord British, |

é d, littl lizing the task I was undertaking.
Qo e : ly I stormed from the throne room. Once more did I face my two friends.

nost disappointed. The dream we shared now seemed to have no hope of

reality. I spent days somberly brooding over my failure. One morning

p completely lost in my thoughts that I did not hear the passing beggar

When at last I noticed him he spoke. “A coin for one denied the rewards

." The illumination was pure and instantaneous. He thought I had gone

1 gave him my chest of gold. I ran back to the palace as fast as I could.

st, Lord British would not see me, but I implored him. He looked me over,

d to see something different about me. He listened as I spoke.

iety, The Fellowship, will be a union of spiritual seekers that shall

nity to our fractured society. We will promote Trust and understand-

the people of Britannia. With your approval our society will teach one

rthiness, rather than mere personal reward. To that end, I seek your recog-

? Fellowship.”

a long moment, Lord British replied.

in, thou dost know the meaning of perseverance. I care not for what thy
wish of me and I care even less for what thy Fellowship would seek

But if thy Fellowship would seek to serve the subjects of my land then

r thee is unequivocal.”

as born The Fellowship.

vii. The Ratification of Wise Lord British

It was with much anxiety that I stood before the throne of wise Lord British. |
was in a long line of subjects as our Liege made numerous pronouncements. Al-
though I had been waiting for hours when I at last had my audience, I still felt unpre-
pared. His unwavering glance fell upon me.

I said that I had a modest proposal. My colleagues and I sought to establish @
philosophical society known as The Fellowship. Lord British asked me who woulq
see the benefits of this Fellowship. I replied that no one would benefit from il.' for it
would not be run for profit. With a word I was dismissed. I found myself leaviné
throne room before it had even sunk in that I had been refused. "

By the look on my face Elizabeth and Abraham knew I was not the bearer ]
good news. In discussing the matter, Elizabeth suggested that Lord British had de
sired a tribute from us. If we could present an impressive enough tribute, he W""v
grant his favor. After a time we raised a thousand gold pieces by selling nearly €
possession we owned. With renewed confidence I returned to the castle.
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viii. The Value of Virtues and the
Virtue of Values

In creating the Fellowship philosophy I had no intention of cobbling togethera
collection of platitudes that would be presumptuously intended as a replacement of
the Eight Virtues of The Avatar. I knew there would be those who would accuse me
of doing just that, no matter what philosophy I developed! I hereby wish to state that
The Fellowship fully supports the Eight Virtues of the Avatar, and as one who has
endeavored to follow their example I can personally assure thee of their immeasur-
able worth.

But as one who has followed the Eight Virtues, I know whereof I speak whenl
say that it is impossible to perfectly live up to them. Even the Avatar was unable 0
do so continuously and consistently. Can anyone say that they have been honest
every moment of every day of their lives? Can anyone say that they are always
compassionate, valorous, just, sacrificing, honorable, humble or spiritual at all
times? The philosophy of the Eight Virtues does little more than emphasize our own
personal deficiencies. I have met many adherents to the ways of the Virtues who are
racked with guilt over what they perceive to be their spiritual failures, for that is
what the Virtues are based upon. Having been shown our weaknesses, now is the
time to strengthen them. The philosophy of The Fellowship has been created (0
eradicate the failures from one’s life. It is a philosophy based upon success and It
enhances everything that has come before it. The Fellowship philosophy can be :
expressed as three values derived from the personal experiences of my life. They
known as The Triad of Inner Strength.
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" Triad of Inner Strength

‘Triad of Inner Strength is a rigorous mental discipline. It takes concentrated
ly this triad of values to thy life. But in doing so thou will see a change
significant that thou shalt no longer be able to look at the world in the
n.
value of The Triad of Inner Strength is expressed as “Strive For
ple apply this value to their lives by working together to achieve that
benefit everyone in a state of mutual cooperation. We have seen by the
of “The Old Man and the Bandits” how Unity is essential. If we are not
ether then we are certainly working against each other.
nd value of The Triad of Inner Strength is expressed as “Trust Thy
ople apply this value to their lives by dealing with others without accu-
r suspicions that limit others and themselves. We have seen by the parable
o Brothers and the Trickster” just how vulnerable lack of Trust makes
t Trust we restrict ourselves from that which we wish to accomplish.
rd value of The Triad of Inner Strength is expressed as “Worthiness
ward.” People apply this value to their lives by placing a greater empha-
accomplishments rather than on personal gain. We have seen by the
e Ratification of Wise Lord British” that one must not expect some-
othing. Blindly chasing reward is a path that leads nowhere.

&8cholarly name for the Fellowship philosophy — which I did not personally
' Sanguine cognition.” This is merely an important-sounding way of saying
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X A Reinterpretation of the

HISTORY OF
BRITANNIA

g
g in part a collection of historical facts with a modern
etation thereof supplied by the author, Batlin of Britain

“cheerful knowledge,” and that is as accurate a description of The Fell()wship
philosophy as any I can imagine.

As long as one maintains his confidence and hopefulness one is Continugyg)
open to the opportunities that perpetually exist in life. I firmly believe that, gentle
friend and traveller, and thou shouldst believe it as well.

Without confidence, one does not perceive the world correctly and hence One
misses opportunities. This sad state of “fevered” reason currently holds
of the population in its icy grip.

Such “fevered” persons begin to adapt illusory notions to their thinking anq
entangle themselves in twisted, conflicting emotions which reinforce their failures.
These sad people become afraid of themselves. They begin to believe that they wilj
fail, and this belief can become a self-fulfilling prophecy.

Such a fevered person, whether he realizes it or not, desperately needs to recog-
nize that the world is not a tangled knot of failure. The entire process of thought
needs to be permanently fixed to a confident nature. Such a person needs to “find the
best in himself,” and accept his basic worth. This is rarely an easy task. It requires 4
reflection upon one’s self that can be emotionally painful. But as we say in The
Fellowship, “Sometimes one must face harm in order to find healing.” Upon achiev-
ing Recognition one will follow his own inner voice of reason that will guide him
through life and help him avoid failure.

One of the most difficult things to accept is how reliant we are upon others, We
fear the rejection, the real or imagined hidden motives, and the potential deceit of
others. Accepting our inevitable reliance upon others as an integral part of our role in
this world requires the courage to walk on fire.

To achieve the recognition necessary to break free of the fever, one must dedi-
cate every fibre of being to accomplishing that end. We of The Fellowship travel that
path, and I extend my invitation to thee, gentle friend and traveller, to join us.
Together we shall reach our destination.

the majOrity

ient Sosaria

aria. It was little more than a multitude of warring city-states and
oms, and the people of the land suffered for it.

as wise Lord British, then ruler of the city-state of Britain, who eventually
the land and the people of Sosaria together.

Ages of Darkness

“Ages of Darkness are well named, for they were a time when dark terrors ]
1€ land. It may also be said that during the Ages of Darkness, the peoples of

© Copyright 1992, 1994 ORIGIN Systems, Inc. All rights reserved. Lord British is a registered trademark ﬂ'f
Richard Garriott. Origin, Ultima, Brittania, the Origin logo and We Create Worlds are registered trademarks
and The Black Gate and Avatar are trademarks of ORIGIN Systems, Inc.
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Sosaria were the furthest from illumination, for this was truly a time when ¢
pursuits were at their ebb. \

iii. The Tale that is Called
‘The First Age of Darkness’

The beginning of the First Age of Darkpeg
is marked by the coming of a sorcerer Nameq -
Mondain. The father of Mondain had refygeq to
share his secret of immortality with his son, ang
their disputes ultimately led to the father’s death
Torn with anguish and no doubt by his fears of
persecution, Mondain turned his dark powers
against the kingdoms of Sosaria.

In desperation, Lord British called forth
champion to rise to the defense of the realm, The
hero who responded to his summons would many
years later come to be known as the Avatar. It was
through the actions of this Avatar that Mondain’s foul gem of power was shattered
and Mondain himself did come to a very sad end indeed.

Pirilu;ﬂ

iv. The Tale That is Called
‘Revenge of the Enchantress’
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The triumph of the Avatar did not last long, for in slaying Mondain he erUé'hl
the wrath of Minax down upon the land. Minax was the young lover of Mondai® ﬂ"‘
a sorceress with magical powers even greater than Mondain’s. She had the powe" ¢
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ad legions of foul creatures, and in her quest for vengeance over the death of
she brought much misery to the people of Sosaria.

the hero who would come to be known as the Avatar returned to Britan-
first recorded use of the Moongates. The Avatar slew Minax’s minions and
ly destroy her as well.

s there have been speculations as to the motivations of the Avatar, there is
at evidence to show that the Avatar was driven to violence by jealousy over
in’s romantic involvement with Minax. That being said, such theories are
denounced and should not be given consideration.

yone in all of Sosaria, not even the Avatar, could have realized that by ending
f Mondain and Minax, the Avatar would be orphaning their only child.

of this unusual child was Exodus, and he was neither machine nor human.

from the bottom of the Great Ocean to carry out a campaign of revenge

ction against the land of Sosaria.

ble were the forces unleashed by Exodus that the hero whom we would

LKnow as the Avatar required the assistance of a mysterious being known as

 Lord to thwart them. And thus it was that the Avatar did deal with Exodus

manner as he had dealt with his mother and father.

that time much speculation has been given to the potentially immeasur-

%0d such a creature as Exodus could have brought the land had he been per-

_" become beneficent, but I wish to formally disagree with those who say the

E8hould have handled the situation differently.
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vi. The Rise of Britannia

After the smiting of Exodus, the People of
Sosaria, who lived in terror during the onslg
these evil magical beings, did unite togethe,
measure of self-protection under the sovere;
of Lord British. Thus was formed the kin
Britannia.

Led by wise Lord British, the land dig come
flourish. The eight major townships rose upon lhem
foundations of the old city-states. A renaissance of
culture and civilization was highlighted by the
formation of great institutions devoted to the study
and advancement of the arts and sciences.

vii. The Tale that is Called
‘Quest of the Avatar’

O\

ught of
as 3
&0 ryjg
2dom of

Lord British put out a call for one to show the way of spiritual growth and virtue.
The call was answered by the hero who would come to be known as the Avatar.

It was at this time that the champion of Britannia did come to earn the title of
‘Avatar’ by establishing the Eight Virtues and by seizing the Codex of Ultimate
Wisdom from the depths of the Stygian Abyss.

It has been said that the primary motivation of the Avatar has been pCFS(‘““I
redemption for the fate of Mondain, Minax and Exodus. While there has been n¢
28 Ultima VII - The Black Gate

this, I say that even if it were true, all the positive things brought forth in the
Jugh the virtues would be enough to make amends for almost any

he Tale that is Called
*Warriors of Destiny’
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sems that by removing the Codex of Ultimate Wisdom the Avatar had inad-
into motion a cosmic chain of events which led to the release of three
from remnant shards of the black gem of Mondain. These Shadowlords
agents of evil. Soon they managed to dethrone Lord British and hold

in a foul dungeon. Denied his wisdom and compassion, the kingdom of
ckly grew oppressive and cruel.

vas the Britannia that greeted the return of the Avatar. After a score of
les, Lord British was liberated, his throne regained and the

ds banished from our world.

vever, Lord British’s escape from the underworld did cause a tremendously
Ve series of earthquakes as the vast network of subterranean caverns col-

fi ch of the gargoyle race did perish in that tragic cataclysm.

}

<

Ultima VII - The Black Gate 29



 Last Two Hundred Years

heen two centuries since the Avatar last appeared in our good kingdom.
ritten that at last it is possible to interpret the tales of the Avatar as they
h the proper historical perspective. Some argue that as time moves on,
'what actually occurred will fade even further away and that we have a
preserve the legends as we now know them. However, most agree
s to a number of basic theories.
ere are those who maintain that the stories of the Avatar are only myths,
credible scholars say that at least some elements of the Avatar’s tales
fact. In reality, one need look no further than the Isle of the Avatar to
suasive evidence that the Avatar did indeed exist — at least as a person if
being!
st likely that there has been more than one Avatar. All of the writings
Avatar who negotiated the peace between Britannia and the gargoyles is
ame person who first appeared to vanquish the sorcerer Mondain those
. While saying it is most unlikely, historians do not firmly deny the
there having been only one Avatar. After all, our good sovereign mon-
d British, has himself displayed an amazing longevity!
interpretation of history proves to be most accurate, it seems undeni-
vatar will not return to our fair kingdom. By all indications the age of
C to an end. With the decline in reliability of mages, and with the

Th.e gargoyles even attempted to assassinate the Avatar. They set a Moongate urning away from the magical arts, it is doubtful that extreme danger —
trap Whl.Ch lured the Avatar into their clutches, but the Avatar was rescued by his would require an Avatar’s aid to defeat it — will ever return to Britannia.
companions. So it was that Lord British did once again call upon his champion to set u y so.
the world right. Ending this violent racial conflict was the greatest challenge that the
Avatar had ever faced. on for a heroic savior when a crisis occurs. In this less spectacular but more

At last it was revealed that the Codex of Ultimate Wisdom, which had been
removed from the underworld by the Avatar, was actually the property of the gar-
goyles. Therefore, the Avatar placed the Codex into the great ethereal void where it
would be possessed by neither human nor gargoyle. Two lenses, used to view the
Codex, were given to Lord British and gargoyle ruler King Draxinusom. As the
cause of the conflict between the two races had been removed, it was hoped that the
rift between the two would eventually be closed.

Those who would say that this terrible and destructive war could have been
prevented entirely had the Avatar not appropriated the Codex from its true OWners
are merely dissidents who are grossly misinformed.

After the tremors that shook Britannia subsided, gargoyles, inhabitants of the
other side of the world who now found their homeland virtually destroyed, began to
appear on the Britannian side of the world in increasing numbers as aggressors. They
launched vicious attacks against the human race and many were they who lost their
lives in defense of our realm.
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The Fellowship

TRAVELLER’S
COMPANION

guide to travelling in Britannia,
as written by Batlin of Britain

i. The Cities and Towns of Britannia

: &w T e s .
Built upon the foundations of the ancient city-states of Sosaria, the towns of
Britain, Jhelom, Minoc, Moonglow, New Magincia, Trinsic and Yew have risen up

to become major cities in their own right. Numerous other cities have also grown and

doing so deserve recognition as proud jewels in the crown of Britannia. All of thesé
cities are described below, being listed in alphabetical order for the sake of the
traveller’s convenience in using this book as a reference guide.

Buccaneer’s Den

This island is the notorious home of pirates and thieves. It is a place that is not
without risks and dangers — especially if one is too free in displaying one’s mQSCY'
Still, Buccaneer’s Den has attracted many travellers in recent years with the lurt
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well-monied House of Games and sensuous indoor Baths. It is also a
, one may purchase many exotic goods.

» ‘A opulent and majestic capital of Britannia, famed city of Compassion,
thou mayest find the Castle of Lord British. Britain is built on the

: y Bay. It is easily the largest city in all of Britannia and it has seen

‘ evelopment. It is the home of the historic Wayfarer’s Inn, Royal Theatre
sic Hall. It is a center of commerce for the entire kingdom. Here in Brit-

11 find vendors hawking their wares, a Farmer’s Market, shops of every
ous entertainment for everyone. Britain is also home to the headquar-
ellowship.

of Cove is the cleanest city in all of Britannia. Although the city itself
aveller would be wise to avoid Lock Lake, which has become very
ecent years. One of the most romantic places in all of Britannia is the
alk,” which is not far from the Shrine. Across the mountains from Cove
will find the Bloody Marsh, site of one of Britannia’s most savage wars.

tar

formal city has ever been built upon the Isle of the Avatar, it is such a
t that it is included here in this section. This strange volcanic island
from the tumultuous upheaval of the Great Stygian Abyss — re-

rous visitors on pilgrimage to the Shrine of the Codex. The Shrine is

to be a national monument of great historical importance to Britannia and
nder armed guard day and night.

aladins and rangers. It is the birthplace of many an esteemed
ior. This city of Valor is also known for its well-stocked armoury,

fanch of The Fellowship.

Y
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Moonglow
Moonglow is the city of Honesty and sits upon the southern tip of Verity

is where the Lycaeum, the great storehouse of knowledge and wisdom, i IOCate:"N

Ty. An

Nearby, the traveller will also find the observatory, which contains an orrg
active branch of The Fellowship also operates in Moonglow.

New Magincia

New Magincia is known as the city of Humility, and hence it chooses 1o Temat
isolated from much of the rest of Britannia. If thou venture there, thou wi] find
the people are basically shy, but also warm and hospitable once they have 20tten yer
to thee. The city is located on an eastern island well past most of the main (rade

routes. Time progresses more slowly in New Magincia than anywhere else i Britan.

i

nia. The economy of New Magincia is based on shipbuilding, horticulture ang
sheep.

Paws

Paws is a small coastal village that, because of the continuous expansion of the

capital city, has essentially merged with Britain. While there was a time when this
village held a quaint rustic charm, in more recent years the village of Paws has lm.‘
guished in poverty. A terrible, seven-year drought has forced the closure of many of

the local farms. The industry of Paws consists primarily of milling flour, dairy farm-

ing and meat curing. Paws is where The Fellowship runs its shelter for the poor.

Serpent’s Hold

This opulent castle fortress is home of the honorable Order of the Silver Serpenl,

the training camp for the armed militiamen of Britannia. Here fighting men leamn

more than just the martial arts. They are taught honor and valor as well. Instruction i

the ways of the warrior may be obtained and one may purchase reliable weapons,
armour and provisions here. The Meditation Retreat of The Fellowship is located on
an island east of Serpent’s Hold.

Skara Brae

This sad town was once known as the city of Spirituality. Few are those who
venture to the spot where the city of Skara Brae once stood, near the mystic forest
Spiritwood, for all that remains are buildings that stand nearly deserted. While ther®

have been many strange stories as to the goings-on in this uninhabited place. there 4
few who would seek to verify them. The wise traveller avoids Skara Brae altogether:

Spektran

The sparse isle of Spektran is ruled by the notorious Sultan of Spektran. The
sultan is renowned for his unfriendliness to outsiders, and Spektran is not recom-
mended to travellers.
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the home of the gargoyles, built upon the island once occupied by

d. Most gargoyles travel daily to Minoc in order to work in the mines.
pe may find the gargoyle Hall of Knowledge and an active Fellowship

far from Terfin are the ancient ruins that were once the palace of the

,":; kthom.

ve seaport south of Paws and north of the Cape of Heroes is known as
or. Trinsic is the home of Paladins and also has an active branch of

. Travellers might question the need for the walls that surround the
?gwuld not be enough to keep the city secure, the guards of the city
anyone to enter or leave the city unless they know the secret pass-

is was once done to maintain the security of the city and the safety of
s now done mostly to sustain a traditional ritual. (Britannian law

pen publication of Trinsic’s password.)

1 on the edge of the desert in northeast Britannia, Vesper is an industrial
he main branch of the Britannian Mining Company is located. Vesper is
w places in Britannia where humans and gargoyles live together in an

y equal number.

known as the city of Justice, but it has changed considerably over the
buildings that remain where the city once stood have been abandoned for
 years. The citizenry of Yew have chosen a life independent of normal

. They now live scattered throughout the Great Forest. Their only remain-
1 ¢ utside civilization is Empath Abbey. The Abbey has assumed respon-
he court of Yew as well as its prison. Many travellers to Empath Abbey
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ii. The Commerce of Britannia

]
i
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Britannia is not only a kingdom of great cities, but also of prolific commerce
and industrial might. In any city, thou canst find a pleasing variety of goods and
services available for purchase. Each city has an economy based upon its industry
and the endeavors of the people who work within it. The goods each city produces

are bartered or sold to the people of other cities, which provides them access to other

goods not usually available in their own city. Through this continuous flurry of

commercial activity all the townships of Britannia are supplied with the products and

services that they need to survive and thrive.

The Farmers of Britannia

While in recent years a series of droughts has hurt agricultural production in
certain areas of Britannia, most farmers are enjoying a resurgence of bountiful har-
vests. Farmers will usually be glad to sell the passing traveller eggs, fruits, veg-
etables or whatever else they produce.

The Farmer’s Market
At the Farmer’s Market in Britain, the fruits, vegetables, eggs and meats pro-
duced on the farms of Britannia may be found for sale.

Pubs

In a pub one may relax and enjoy a refreshing drink or a fine meal. In many
pubs one will hear the local bard sing rousing songs of legend and lore. When C_On-
versing with the other patrons of a pub, be prepared to hear anecdotes, war StOre*
local history — perhaps even useful information!
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ick meal one could do no better than to sample the wares of the local
or, To find the local food vendor, one need only listen for his friendly bark

no end to the number of odd things that a traveller or adventurer may
need of, and the one place where nearly all of these might be found
e local Provisioner’s Shop.

s no faster mode of land travel than riding in a horsedrawn wagon. When
wilderness, the quicker one is, the safer one is. Horses and carts can
om the stables in Britain.

magic is severely on the decline, those who still pursue this dying art
at many mages are willing to sell their magical reagents. One need not
self with the freshness of these reagents, for all things magical only
potency with age.

of Britannia provide the traveller with safety and a place to rest. Camp-
derness is always a risky proposition and the danger to one’s health is
ally in times of inclement weather.

aftsmen of Britannia are skilled artisans who sell wares made by their own
ch items are often of high price, the price reflects compensation due
toil and talent of the craftsman, as seen in the high quality of the item.

e may purchase armour and shields made for the protection of a fighting
at. Most armourers will also sell weapons, thus completely preparing

fighter. Armour is generally sold piecemeal, but certain armourers have
sell entire suits at a cheaper price than the total cost of each individual

ut question, the bowyer that is held in highest regard throughout all of

S Iolo FitzOwen, the proprietor of the establishment that has come to be
Bows.” So popular is this bowyer’s shop that a similar establishment
P In Serpent’s Hold.
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Healers
Many who succumb to injury or illness have their conditions worsened

purses lightened by a healer. The wise traveller knows that sickness and injuanq i

rooted chiefly in the mind and that only through self-discipline can pain, i]] .

injury be overcome. eSS ang

Apothecaries
It is the shrewd apothecary who mixes his strange chemicals and Produceg g
formulas to create potions. Apothecaries have long since stopped the s ‘c

ale of Mmagi
- . a
reagents, as magic has become so unreliable. “

Shipwrights
Ships may be purchased from shipwrights in nearly any coastal city. By

Britannian law no ship is considered to be legally held unless the owner has in hig
possession that ship’s deed of sale.

iii. The Rune Writing of Britannia
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Following a tradition that has been passed down from generation to generation
for centuries, many signs and placards in Britannia are written in a unique and attracs
tive runic script that was once the language of the druids. This strange writing is
older than Britannia itself. While the presence of such writing might befuddle a
casual tourist, the wise traveller knows that it is a worthwhile pursuit to learn the
meaning of this writing.

Nowadays, the use of rune writing is beginning to fall out of fashion, and its U6
generally denotes an establishment that clings to an antiquated style of operation:
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d when travelling in the wilderness. To that end, the following is a brief
on to the armour and weapons that one may use to insure one’s safety.

nd Shields

are six parts of the body that one does seek to protect: the head, the torso,
hands, the feet and the neck. All pieces of armour are specifically de-

e protection of one of these places.

e are basically four types of armour: leather, scale, chainmail and plate.
des the least protection, but it is exceedingly light and is relatively
While scale and chainmail provide roughly the same level of protection,
heavier and the less expensive of the two. The heaviest type of armour is
it provides great protection it is also the most expensive.

§ one is armed with a weapon that requires the use of two hands, a wise
in addition to wearing armour, will also carry a shield. Generally, the
Otection a shield provides, the heavier it is.

quickly see that such activities as fleeing from a superior opponent,
full load of equipment, or travelling a great distance become quite daunt-
one is heavily armoured. Therefore, the wise traveller moderates the type
iF'worn, taking into account one’s own physical strength, the combined

i any other items one may wish to carry and the distance one expects to be

-
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Weaponry

There is such a great variety of weaponry available in Britannia that j is i
sible to properly examine all of it in this short space. The wise traveller kny, thar
is important to select for oneself the most fitting weapon. After all, the weapon j
is not nearly as important as the one who uses it. The choice of a weapon shoulq
tailored around the user and not vice versa. What are the factors one considerg
choosing a weapon?

Many weapons such as pole arms and the larger swords are heavy enough g
require the use of both hands. If one is not of sufficient strength, attempting 1, Wi
a two-handed sword could be worse than fighting unarmed. Generally, the smaller
and lighter a weapon is, the easier it is to conceal and quicker it is with which ¢,
strike. It is not by accident that the simple dagger is the weapon of choice for Many
an assassin.

A weapon of great length, such as a spear or two-handed hammer, can be used
to keep one’s opponent at bay as well as to attack him. The advantage of reach hgg
decided the day in many a battle. Likewise, a long weapon is a proven disadvantage
when the fight is in cramped quarters. Edged weapons such as a sword must be
handled with precision — it is usually not enough to simply contact one’s opponent,
The skilled combatant knows how to use the cutting edge of his weapon to its great-
est advantage.

Blunt weapons such as maces, clubs and hammers enable the combatant to
concentrate raw strength in the delivery of crushing blows to one’s opponent. The
punishment of such mighty impacts has often been the key to achieving victory.

The strategic effectiveness of well placed missile fire cannot be over-empha-
sized. On many occasions an outnumbered party has been able to repel an attack
through the proper application of missile weaponry. The disadvantage of bows,
crossbows and slings is that loading them requires the use of both hands. Bows and
crossbows also require two hands to fire. Daggers, axes, torches and spears can also
be effective as improvised missile weapons.

Whm
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» History and Customs
of the Adventurer Classes
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tannian fighters receive formal training in the martial arts at Serpent’s
in return they serve for a specified term as members of the Royal Militia.

ers study in Jhelom or with other trainers across Britannia. Other fighters

any formal training. Their unforgiving teacher is the battlefield, where
re lost when lessons are not mastered quickly enough. Fighters generally
strength and endurance, a proficiency with many types of weapons and
o face the demanding trials of combat time and time again.

k-of-all-trades — a trickster, a minstrel, a battler, a spellcaster — the
all of these skills. Physically, the bard falls somewhere between the
e of the fighter and the delicate frame of the mage. The bard is dex-
e. He tends to be more clever than intelligent. He also possesses a

d charm that come in handy in all manner of situations. The bard has a

t for missile weapons and a mind for riddles. The bard also plays an im-
tin society by recording local history in such a way that it is well remem-
gh rousing tale and song.

those who live their lives following the treacherous road that is the
€ mage, now that the time of magic is coming to an end. The days of won-
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der, when miracles could be performed on demand through wisdom and g de
to the arcane arts, are a part of the past. A mage’s mind perceives that Which reg;
in the invisible world, but as recent history has shown us, this keen mind Upon “l,:“
the mage depends is ever in danger of slipping into lunacy. ich

What is also tragic is that the way of the mage is not one that is conscioy
chosen. One is born with the calling of the mage. While magic has not yet ¢a
function altogether, it has become inaccurate to the point of being unreliable,
the mage’s life one of constant uncertainty.

Votj

sly
ased 1

makjnx

vi. A Bestiary of Britannia

The wilderness of Britannia is the home of a multitude of strange beasts ang
magical creatures. While many creatures are mundane and harmless, others are
terribly dangerous and barely understood. For the traveller it is vitally important to
be able to recognize any type of beast that may be encountered so that one can re-
spond accordingly. The following is a list of beasts now known to live in Britannia,

Acid Slug — This very unpleasant creature tends to inhabit dark places under-
ground. Its skin exudes secretions of acid that can burn flesh and are especially
damaging to metal. The best weapon to use against this monster is fire.

Alligator — This vicious man-eating creature lives in swampy terrain and can inflict
heavy damage with its bite and tail.

Bat (Giant) — This large winged rodent attacks by night, aided by its night vision
and acute hearing. Its body is very light and fragile.

Bee (Giant) — This energetic flying insect will instantly attack anything that it
perceives as a threat fo its hive. It attacks with a sleep-inducing poisonous sting.

Alligator

Bat (Giant)

Acid Slug
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Chicken

Cat

Centipede (Giant)

is type of creature is not openly hostile to human beings, but many will
k if provoked or frightened.

tic animal commonly found in city alleyways, this creature performs
le service in continuously thinning the rat population.

(Giant) — This large, multi-legged insect frequents cool, dark places. Its
dered to be among the most deadly of any creature. It can be de-

- This bird can be found on many farms. It is the source of both eggs and
often served in inns. It poses no threat to humans, as it will generally
acked.

This creature is a type of ghoul that ensnares its victims with its tentacles
o them off to its lair and presumably kill them in a manner that has
vered. Its only known weakness is fire.

is harmless farm animal is the source of beef and dairy products.

e of a race of incredibly strong one-eyed giants, when it is not hurling
at its enemies, its favorite weapon is a large wooden club.
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Gargoyle Gazer

Dragon Drake

Dog — A domesticated cousin of the wolf, this animal guards homes from intry
tracks game during hunts, and is a playmate for children and a pet for aduls,

small, wily mammal is related to the wolf, but is not as powerful or

This red-skinned creature originally comes from the subterranean
gargoyles. There are two classes of gargoyles — the larger winged

it possess keen intellect and magical capability, and the smaller worker
t possess little thinking ability but are embodied with great strength.

Dragon — Dragons are a mysterious ancient race of highly evolved reptiles thy

possess magical abilities and a high degree of intelligence. They have large wings
and are capable of rapid flight. A dragon is formidable in combat and is all the mop
lethal due to its noxious flaming breath. Its lair is usually a cave or dungeon where it

BURRISE cogm R rodsure: 'his strange creature is found mostly in dungeons. It hovers about, looking

mesmerize with its multiple eyes. Upon being killed, the body of a

Drake — This creature is a dragon that has not yet fully grown to adulthood, a .
up into a tiny swarming colony of insects.

process that takes several hundred years. Like its mature relatives, this creature can

also breathe fire and fly. It is commonly found in the lair of a dragon. his magical spirit of the dead has the power to move through solid walls

known to use magic. It can appear anywhere, but tends to frequent
s or places significant to the life of the deceased.

Emp — This extremely peaceful creature lives in the forest. It shuns violence to
such a degree that it is doubtful it will want to have anything to do with any humans
it comes into contact with. Some emps possess a remarkable degree of intelligence
and magical capability. Emps are so named for their empathic abilities. So sensitive
are they to the pain and discomfort of other living things that they subsist on a diet of
such foods as milk and honey.

— This tiny creature travels in a pack and attacks in a large group. Its
eat is that it likes to steal food.

his half human/half bird creature nests in mountainous caves. It attacks

: - Mo s : - ‘with the sharp talons on its feet.
Fairy — These flirtatious and mischievous tiny flying creatures are rarely hostile.
- This ensorcelled creature appears to be a living, ambulatory, beheaded

Fish — This generally harmless water-breathing creature can be found in abundanc® . It is unknown exactly how it compensates for its apparent lack of

in the seas, rivers and lakes of Britannia. It greatly contributes to the local food
supply.

Headless

Gremlin
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Horse

Insects

Horse — This strong, swift animal can be found in the wild or domesticateq in the
stables. Horses are most commonly used for rapid transportation from town o town
or through the wilderness.

Hydra — This creature is a type of dragon that possesses three heads. Like the
dragon, a hydra also can fly and breathe fire.

Insects — This is an insect swarm capable of causing an intolerable number of bifes
and stings, as well as severely spooking horses and destroying crops.

Kraken — This mysterious peril of the sea is not well understood. There have been
numerous reports of sailors being snatched from the decks of ships by huge suckered
tentacles and dragged down to the bottom of the ocean, never to be seen again. No
one has yet reported an actual sighting of the full body of this creature.

Liche — This is an extremely rare type of undead creature that is both dangerous
and very difficult to destroy.

Mongbat — This bizarre and frightening creature is a cross between a bat and a
monkey. Its attacks are fast and powerful, but it usually only inhabits the deepest
dungeons.

Mouse — This harmless rodent lives on whatever little scraps of food it can find:
although it is especially fond of cheese. It occupies the space just beneath the cat 0
the food chain.

Kraken
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Rat (Giant)

This fast, long-eared animal lives primarily on the carrots grown by local
b

t) — This filthy, overgrown rodent is a severe hazard to the health of
Immune to poison and too large to be trapped, this creature has a
petite for garbage and carrion. When it roams in packs it loses its

[he reaper is actually a malevolent tree spirit that has the power to reach
passersby in its long, powerful branches. The reaper also possesses the
to unleash destructive bolts of lightning. As it is a creature made of
od, it is quite vulnerable to fire.

‘-7— This creature is a seagoing dragon. It is capable of spitting out

These non-threatening beasts are raised by shepherds, who take them out
eat numbers. Sheep produce both wool and mutton.

ination of Britannia. The venom of the silver serpent is reported to
e and lasting effect on people. No doubt this shall be the subject of

Silver Serpent
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Skeleton — This is the undead reanimation of a fighter who
was slain on the field of battle. Skeletons tend to cluster in
hordes and are often following the commands of a sorcerer.
In fact, they may continue to do so well after the sorcerer
himself is dead!

Slime — This grotesque gelatinous mass lives in the depths of a dungeon or ip e
murkiest corners of a swamp. It reproduces by dividing itself and grows through the
absorption of other slimes. Slimes attack by hurling foul blobs of slime at thejr
intended victims. Fire is known to be a very effective weapon against them.

Snake — This creature spends the night coiled among the cool rocks and comes oy
into the sun during the day. This warms its blood, enabling it to strike more quickly,
The creature is venomous and can even spit venom from several yards away.

Spider (Giant) — While this creature may be encountered anywhere in the wilder-
ness, its lair is its giant web, which will almost always be hidden in a cool and dark
place. A giant spider is capable of spraying its poisonous spittle from a considerable
distance. Its bite is also tremendously painful.

Troll — This brutish creature is the bane of all travellers. Many tales relate how
trolls hide beneath bridges in order to terrorize and prey upon all those who would
cross it. The wise traveller would do well to exercise caution when crossing any

bridge, especially those one may come across in the wilderness, far from the secunty

of a city.

Spider (Giant)

W e
N

-
Snake

Slime
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Unicorn

Fanciful stories of these creatures abound in rural areas. The unicorn

a splendid young white stallion with a single great horn rising from its
speak of how only those who are truly virtuous may approach a
icorn sightings are rare — so rare in fact that most serious scholars deny

mysterious floating lights have been a puzzlement to many an

ey seem capable of inflicting only slight physical damage, but they
rvious from physical harm themselves. It has been said that these

es are very knowledgeable and that they come from a world other than

, plains and forest hunter has long had the greatly undeserved reputation
ator. While wolfpacks do thin the weak and the sick from herds of

, and while farmers must occasionally be wary of their curiosity, there is
yort the notion that these animals are bloodthirsty man-eaters.
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The Book Of

ARCHAIC
KNOWLEDGE

a historical look at the mechanics and use of the arcan,
artds before the end of the Age of Magic, as written by
Batlin of Britain

Before anything further is written, it must be noted that the following sectigp i
included only as a matter of historical documentation. The use of magic has long
been proven to be unreliable and the suspected cause of mental deterioration. The
author takes no responsibility for anyone who may attempt to practice magic based
upon the information contained herein.

i. The Mage’s Spellbook

d ong-practicing mage may have a great tome filled with strange drawings,
< and writings. These writings will be explained in greater detail in a forth-
tion. Every mage’s spellbook contains several basic magical spells called
{ls. These too will be explained in their own section.

e second component required for spellcasting is the proper reagent. These
al materials serve as a link between the physical world that the mage wishes
tand the psychic energies of the ethereal waves that the mage is drawing
ect that change. Some reagents are relatively common herbs, others are
L exotic items. The following is a list of reagents used by all mages.

arl
rl is an exceedingly rare commodity; fewer than one in ten thousand pearls
hey have been found at the base of tall cliffs on Buccaneer’s Den. While a
Nl perfect pearl may be perfectly acceptable for decorative purposes, the black
mage must be perfectly formed or it is virtually worthless. Black pearl is
Up into a fine powder.

years the only places where this strange substance can be located are in the
arsh across the mountains from Cove (where many years ago thousands of
St their lives) or in the enchanted forest of Spiritwood, beneath the rotting

: : . 2 mage I8
The first component necessary for the successful casting of spells by 2 mdgfu

his spellbook. It is his principle tool and without it the mage cannot function- Thl:al i
book contains the formulae and incantations required to cast the specific spells [‘
mage knows. As mages become more experienced they can acquire new spells-
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Garlic
Certainly this is the most commonly available of all magical reagents. There are
kitchens in all of Britannia that are not supplied with at least a few cloves of thi
spice. Garlic cloves are washed and ground into a paste, providing significap, Protg.
tion from harmful magic.

Ginseng

The healers of our fair land have known of the healthful and restorative powerg of
this bitter root for hundreds of years. But to the mage it requires special Preparatigp,
It must be boiled and reboiled in the freshest of water no less than forty times! This
reduces it to a strong-smelling syrup that makes a very potent reagent,

Mandrake Root

This rare plant extract, found only in the darkest, dankest corners of the foulest of
swamps, is a most sought after magical reagent. It is also one of the most difficuly of
all reagents to prepare, for in being dug up the tap root of the mandrake plant myst
not be broken. Also, that root itself must be properly prepared, boiled and dried,
Mandrake root can be found on the Bloody Marsh and in a place known as the Fens
of the Dead, south of Paws.

Night Shade

This plant, found only in swamps, only blooms at night. The fungal cap from this
rare and unusual mushroom may be either crushed or boiled into a tea. The mage
must always use great care when handling nightshade, for it is not only a very potent
hallucinogenic, it is also extremely poisonous.

Spider’s Silk

While this is a common reagent, it can be very difficult to gather any significant
quantity of it from any single source. Mages have been known to frcqugnt caves and
crypts and even run their own personal spider farms in order to maintain an abundant
supply of spider’s silk. It usually takes at least an ounce of silk to cast a spell.

Sulfurous Ash

The great quantities of ash generated by a volcanic eruption makes this a com.moll
commodity as far as magical reagents go, but one does usually have to travel in ¢
order to acquire a large quantity of it. In recent years the most common source <
sulfurous ash has been the Isle of the Avatar, location of violent volcanic activity
many years ago.
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e Mage’s

Words of Power

1
S, )
e ;

al component necessary for the mage to cast a spell is the spoken mantra
s the words of power. Far more than simple memorization of the
meanings is required. The mage must have a consciousness-altering
of each individual syllable of a word of power. The pronunciation of
onates through the ethereal waves as the spell is being cast. Incor-
on invariably causes ethereal turbulence. Long periods of meditation
able and many hours of controlled breathing exercises are required
use of the mage’s words of power can be learned. The following is
wn syllables that make up the words of power.

MEANING SYLLABLE MEANING
..... Negate/Dispel NOX.......... Poison
..... Small ORT.............. Magic
.. Death POREN, om0 Move/Movement
..... Lower/Down QUAS.. ... llusion
.. Freedom REL: .o Change
eveere. Flame Y [ T ) Protect/Protection
.... Energy/Field
S— 1
rewereenee.. Make/Create/Cause
cnere.. Dnger/Trap/Harm
weneeeee SUMMoN/ Invoke
Light
........ Life/Healing
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ertain spells that a mage will immediately be able to learn upon
apprenticeship. They are called Linear spells because they do not
nd to any of the eight circles of magic that exist in the ethereal

ar spells are the only types of magical spells that require no reagents to

n)
ns one sleeping or unconscious creature.

Jouse)
ishes any small, non-magical fire.

es an impressive display of multicolored moving lights. When the
s more experienced, he can use these lights to frighten his enemies,

The mage is able to cast spells when the three elements — spellbook, reagents
and words of power — are combined in one unique and fluid action. The mind of the
mage must be properly focused, as some spells affect just one person, others affecta
group of people and still others affect a specific area. As a mage's experience in
casting spells increases, so too will the potency of many of his spells. Outside dis-
tractions and interference, as well as the intended target’s natural resistance, might
prevent the successful casting of any spell.

One factor over which the mage has no control is the state of the ethereal Waves auses a single thunderclap to be heard, as if a terrible storm is imminent.
when a spell is being cast. While the ethereal waves are often subject to turbulence.
such turbulence is a temporary condition.

v. Magical Spells

Once again, the author takes it upon himself to warn his readers that the follow*
ing is included as nothing more than a matter of historical record. It is a statement
absolute fact that most of these spells do not work and many will turn back upon
user. The use of magic is strongly suspected to be the cause of a strange mental :
deterioration that can affect anyone who has practiced magic. The reader is strong
discouraged from experimenting with the spells listed here.
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re eight circles of magical spells, each successive circle representing a
ful level of magical energy. The ethereal waves are made up of eight
hich correspond to the levels of the spells. Each circle is one of
g vortices, all spinning one within another and expanding out through
¢ . The more powerful the spell a mage casts, the deeper into the inner

€ ether must the concentrated psychic energy of the mage penetrate.
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Required for the mage are many, many hours of meditation, the strength of
concentration, and the will to reach into one of the higher circles with hig
energy. Every mage is fully aware that a backlash would upset our physica] y,
possibly harming the mage and those around him.

The First Circle of Magic

VAS AN ZU (Awaken All)

Reagents: Ginseng, Garlic

This spell awakens all unconscious members
of the mage’s party.

IN MANI YLEM (Create Food)
Reagents: Garlic, Ginseng, Mandrake Root
This spell creates enough food for the mage
and each member in his party to have one
meal.

AN NOX (Cure)

Reagents: Ginseng, Garlic

This spell cures poison and restores a person
afflicted with paralysis. It has also been
known to work against an assortment of
other malicious maladies.

WIS JUX (Detect Trap)

Reagents: Spider's Silk, Nightshade
This spell reveals the location of all traps
within sight of the mage and his party.

VAS AN FLAM (Great Douse)
Reagents: Garlic, Spider’s Silk

This spell is a more potent version of the
Linear spell Douse. It extinguishes all
dousable items within a certain area.

VAS IN FLAM (Great Ignite)
Reagents: Sulfurous Ash, Spider's Silk
This spell is a more potent version of the
Linear spell Ignite. It will cause all
flammable items within a certain area to
burst into flame.

IN LOR (Light)

Reagent: Sulfurous Ash

This spell is a more potent version of the
Linear spell Glimmer. It creates a source of
light that will illuminate a darkened area.
This light source can travel with the party
and lasts for a significant amount of time.
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PSychie
orld,

IN WIS (Locate)

Reagent: Nightshade

This spell reveals the sextant positiq
mage, even when underground.

N of the

The Second Circle of Magie

AN JUX (Destroy Trap)

Reagents: Sulfurous Ash, Blood Mosg
This spell destroys any one specific trap
upon which it is cast.

ORT YLEM (Enchant)

Reagents: Black Pearl, Mandrake Root
This spell causes up to an entire bundle of
arrows or bolts to become enchanted and
glow blue. Enchanted missiles will always
hit their target and do significantly more
damage than normal.

VAS FLAM (Fire Blast)

Reagents: Sulfurous Ash, Black Pearl
This spell causes great jets of flame to burst
forth from the mage and strike his target.

VAS LOR (Great Light)

Reagents: Sulfurous Ash, Mandrake Root
This spell is a more potent version of the

First Circle spell Light, and has a substan-
tially longer duration.

VAS AN NOX (Mass Cure)

Reagents: Mandrake Root, Garlic, Ginseng
This spell cures the mage and all members
of his party at once.

UUS SANCT (Protection) 3
Reagents: Sulfurous Ash, Ginseng, Gdr lic
This spell temporarily makes its subject
more difficult to strike in combat, as W€
rendering him invulnerable to traps a0
other hazards.

ORT POR YLEM (Telekinesis) :
Reagents: Blood Moss, Mandrake Roo:
Black Pearl

ws the mage to manipulate
touching them.

[S (Wizard Eye)
od Moss, Nightshade,
Sulfurous Ash, Black Pearl,

nables the mage to extend his
eat distances, passing

ers that exist between
ing he wishes to look at.

hird Circle of Magic

Curse)

wrous Ash, Nightshade, Garlic
minor curse that temporarily
easier to hit in combat,

it harder for him to strike the

member of his party.

g, Garlic, Spider’s Silk
half the injuries that its

yze)

's Silk, Nightshade

es an enemy in his tracks
of time.

‘ e, Mandrake Root
es the Mage a look at the entire
showing his location in it.

n)
hade, Blood Moss,

S @ mage to poison one

NCT (Protect All)
ous Ash, Ginseng, Garlic,

: equivalent of casting the

spell Protection on everyone
Pparty simultaneously.

hade, Spider’s Silk,

This spell causes the enchanted person to
fall asleep.

KAL BET XEN (Swarm)

Reagents: Nightshade, Mandrake Root,
Blood Moss

This spell summons swarms of insects to
attack the enemies of the mage from all
directions.

The Fourth Circle of Magic

KAL XEN (Conjure)

Reagents: Spider’s Silk, Mandrake Root
This spell summons a wild beast that will
fight for the mage against any enemy.

ORT GRAYV (Lightning)

Reagents: Black Pearl, Sulfurous Ash,
Mandrake Root

This spell enables the mage to cast a bolt of
lightning that will strike his target. This
lightning is so destructive that no armor can
protect its wearer from it.

KAL POR YLEM (Mark)

Reagents: Mandrake Root, Black Pearl,
Blood Moss

This spell creates a magical (but invisible)
“mark™ on any of eight specific colored
stones. The Fourth Circle spell Recall can
then be cast on that stone.

VAS DES SANCT (Mass Curse)
Reagents: Sulfurous Ash, Nightshade,
Garlie, Mandrake Root

This spell is similar to the Third Circle spell
Curse, but it affects an entire group of the
mage’s enemies.

KAL ORT POR (Recall)

Reagents: Mandrake Root, Black Pearl,
Blood Moss

This spell is a minor spell of teleportation.
Casting it on a Marked stone takes the mage
and his party back to where the Mark spell
was cast on that stone.

WIS QUAS (Reveal)
Reagents: Sulfurous Ash, Blood Moss
This spell makes visible all things that were
invisible within a specific area.
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KAL WIS CORP (Seance)

Reagents: Blood Moss, Mandrake Root,
Nightshade, Spider’s Silk, Sulfurous Ash
This spell allows the mage to speak to all
recently dead ghosts, until sunrise. If one
were travelling to Skara Brae, the wise mage
would have a healthy supply of appropriate
reagents to cast this spell many times.

EX POR (Unlock Magic)

Reagents: Sulfurous Ash, Blood Moss
This spell unlocks magically locked items,
including doors and chests.

The Fifth Circle of Magic

AN XEN EX (Charm)

Reagents: Black Pearl, Nightshade,
Spider’s Silk

This spell can be used either to ensorcell an
enemy or creature into doing the mage’s
bidding, or to free one who is under the
effects of a charm.

POR XEN (Dance)

Reagents: Mandrake Root, Garlic,

Blood Moss

This spell makes everyone in sight (except
the mage and his party) start to dance.

AN GRAYV (Dispel Field)

Reagents: Garlic, Black Pearl, Sulfurous
Ash, Spider’s Silk

This spell can dispel any type of magical
field, such as a Fire Field.

VAS FLAM HUR (Explosion)

Reagents: Mandrake Root, Sulfurous Ash,
Black Pearl, Blood Moss

This spell creates a ball of flame that rushes
toward the mage’s intended target and
explodes.

IN FLAM GRAV (Fire Field)

Reagents: Black Pearl, Sulfurous Ash,
Spider's Silk

This spell creates a wall of fire between the
mage and his enemies.

VAS MANI (Great Heal)

Reagents: Ginseng, Spider’s Silk, Mandrake
Root, Garlic

58 Ultima VII - The Black Gate

This spell completely heals an injur,
person. ed

SANCT LOR (Invisibility)

Reagents: Nightshade, Blood Moy
This spell renders the mage undetectgpy
not only from sight but to all megpg 2 e,
normal detection. There are Certain creg
that, for various reasons, are Capable of
seeing invisible objects or people,

VAS ZU (Mass Sleep)

Reagents: Ginseng, Nightshade,
Spider’s Silk

This spell is a more potent version of the
Third Circle spell Sleep. It puts o sleep o
group of targets that are not in the mage's
party.

The Sixth Circle of Magic

QUAS WIS (Cause Fear)

Reagents: Nightshade, Mandrake Root,
Garlic

This spell causes such a wave of fear that
each man and creature who is not in the
mage’s party might flee as if in danger of
death.

IN QUAS XEN (Clone)

Reagents: Sulfurous Ash, Spider's Silk,
Blood Moss, Ginseng, Nightshade,
Mandrake Root

This spell creates an exact duplicate of any
mortal creature, who will then fight on the
same side as the original.

KAL FLAM GRAV (Fire Ring)
Reagents: Sulfurous Ash, Black Pearl,
Mandrake Root, Spider’s Silk

This spell create a ring of fire that will
encircle the mage’s target.

VAS IN FLAM GRAV (Flame Strike)
Reagents: Sulfurous Ash, Black Pearl
Blood Moss

This spell creates a field of fire at the
all the mage’s enemies that are withi st

VAS ORT HUR (Magic Storm)
Reagents: Mandrake Root, NighlA\'/""I"'
Sulfurous Ash, Blood Moss

feet of

s a swirling storm that
k the enemies of the
bolts of lightning.

\V (Poison Field)
hade, Spider’s Silk,

a field of energy that will
ome into contact with it.

ep Field)
Spider’s Silk,

a thick wall of energy
ge desires. All who enter
will fall asleep.

(Tremor)
Moss, Sulfurous Ash,

es violent tremors in the
cause the mage's enemies to
Ily. The effects of this spell
the mage or his party.

nth Circle of Magic

i e Gold)
andrake Root, Spider’s Silk
es a chunk of lead into ten

th Bolt)

Pearl, Nightshade,
.
s the mage to project a bolt
at a specified target.

(Delayed Blast)

ake Root, Sulfurous Ash,

od Moss, Spider’s Silk

whatever it is cast upon to
destroying much of the

area. The explosion is delayed
0 give the mage and his party

of range of the blast.

an electrical field that

protects the mage by harming all who
attempt to pass through it.

IN HUR GRAV YLEM (Energy Mist)
Reagents: Mandrake Root, Nightshade,
Sulfurous Ash, Blood Moss

This spell causes an electrified mist that
flows from the caster, enveloping his
enemies and harming them as long as they
remain within it.

VAS AN XEN EX (Mass Charm)
Reagents: Black Pearl, Nightshade, Spider’s
Silk, Mandrake Root

This spell is similar to the Fifth Circle spell
Charm, but it affects an entire group of the
mage's enemies.

IN VAS POR (Mass Might)

Reagents: Black Pearl, Mandrake Root,
Ginseng

This spell doubles the strength and combat
abilities of everyone in the mage’s party.

VAS MANI (Restoration)

Reagents: Ginseng, Garlic, Sulfurous Ash,
Mandrake Root

This spell instantly heals all injury, dispels
all harmful magic and cures all poison or
paralysis inflicting the mage and his party.

The Eighth Circle of Magic

VAS KAL AN MANI IN CORP HUR
TYM (Armageddon)

Reagents: Black Pearl, Blood Moss, Garlic,
Ginseng, Mandrake Root, Nightshade,
Spider's Silk, Sulfurous Ash

This spell is believed to be so powerful that
it may be capable of destroying all known
living things in the entire world. Fortu-
nately, this spell has never been cast!

VAS CORP HUR (Death Vortex)
Reagents: Mandrake Root, Nightshade,
Sulfurous Ash, Blood Moss
This spell creates a swirling black vortex at
the point the mage designates, which will
thereafter move at random. Everyone within
this vortex will be continuously struck by
lightning.
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VAS SANCT LOR (Invisibility All) KAL VAS XEN (Summon)
Reagents: Mandrake Root, Nightshade, Reagents: Mandrake Root, Gaylj.
Blood Moss, Black Pearl Blood Moss .
This spell is the equivalent of casting the This spell summons a powerfu] cf,
Fifth Circle spell Invisibility upon the mage will fight for the mage and his P

: N eLuaNS =
snkicvesione in his pat IN JUX POR YLEM (Swordstrike)
VAS CORP (Mass Death) Reagents: Black Pearl, Nightshad,
Reagents: Garlic, Ginseng, Mandrake Root, Mandrake Root )
Nightshade, Blood Moss This spell creates a deadly pinwhee]

Calure th
arty, %

3 e f
This spell causes everyone in sight (except spinning swords that sails toward the b
the mage and his party) to instantly drop designated target.
dead.

AN TYM (Time Stop)
IN MANI CORP (Resurrect) Reagents: Mandrake Root, Garlic,
Reagents: Garlic, Ginseng, Spider’s Silk, Blood Moss
Sulfurous Ash ) This spell stops the passage of time for the
This spell, when successful, empowers the entire world, with the exception of the mage
mage to restore life in one who has died. and his party.

.

vi. Cosmology

There was once a time when much consideration was given to the phases of the
moon and the movements of the heavens. There was much concern over an event,
the reoccurrence of which is eminent, called the “astronomical alignment.” It was
said that the astronomical alignment would create a gateway between this world and
another. In recent times the astronomical alignment has been all but forgotten. With
the end of the time of magic, it is doubtful that such an event will have any signifi-
cance to anyone but astronomers.

During this time of magic, a strange form of travel existed, through doorways of
light that were often called “Moongates.” There were at least two types of
Moongates—blue and red. Blue Moongates sprang up wherever fragments of extra-
terrestrial rocks called “moonstones” were buried. These gates allowed magical
travel from one gate to another.

Red Moongates are generated by the powerful artifact known as the Orb of the
Moons. A red Moongate can take a traveller anywhere in Britannia. It has even been
said that it can also be used to travel to other worlds. There have only been two red
Moongates in all of known existence—one used by Lord British, and the other by the
Avatar.

Little is known about these gates, but like magic spells, Moongates no longet
function as they once did. Use of Moongates today cannot be discouraged strongly
enough. They are dangerous and their use in this less-than-reliable state has resulte
in numerous fatalities.
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The Stygian Abyss

Installation Guide

puter. A 386SX or higher IBM-PC or 100% compatible system.
o Card. An IBM VGA or compatible video card with at least 256K of
ote: MCGA, as found on the PS/2 model 25 and model 30, will not

. You must have at least 640K of low RAM (memory) to play

derworld. Of that 640K, at least 522K of low memory must be available at

\prompt to run the minimum game configuration. Other configurations may
much as 557K free.

8. In addition to 522-557K of free RAM, you must have at least 480K

) of expanded memory available at the DOS prompt. The game won't

han that. Expanded memory above 480K (up to a maximum of 1

is used to speed play.

Disk. You must have at least 8 megabytes of hard disk space available.

s you to install ULTIMA Underworld in its smallest configuration. Other

fions require as much as 13 megabytes of hard disk space.

Installation
he CD-ROM into your CD-ROM drive.

er of your drive followed by a colon, then press Enter. For example, if
is drive D, type “D:” <Enter>.

“D\UW" to change to the Underworld directory.

INSTALL D: C:.” Substitute the appropriate drive letters for your CD-ROM
i drives. Ultima Underworld is installed to your hard drive directory “UW.”
e UW directory, run “UWSOUND to set up your Sound Blaster. Select
ind Exit” to save the settings.

UW” <Enters to start Ultima Underworld.
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Memory Usage

Requirements
ULTIMA Underworld requires 640K of main RAM and at least 480K ey
memory. Of the 640K, at least 522K must be available at the system promp

game will not run with less.

. Afz;;:g gm) aiuna( qﬁcct.:i al;)fne require additional free RAM.
peaker (sound effects only) requires approximately 8 2
o pproximately 8K over the base 520K 4
* The Sound Blaster and Sound Blaster Prorequi i
quire appro. tely 31
522K (a total of 553K). Sy Lo

# The Roland LAPC-1 and Roland MT-32 require i |
522K (a total of 542K). e v

* Digitized speech alone requires additional free RAM.

@ 1{;;; l3;).uﬂd Blaster and Sound Blaster Pro require approximately 6K (a total of

U /I"{u{:ﬁ‘, .lsvuna gﬂ'cctd and digitized speech together require the most memory
e Sound Blaster and Sound Blaster Pro requi G
quire a total of
to run music, effects and speech. it
# Using a Roland MT-32 and LAPC-1 for music and effects with either Sound
Blaster board for speech requires a total of approximately 549K free.

Available RAM

To find out how much memory you have available, run CHKDSK or MEM,
two DOS programs designed for this purpose. If you use CHKDSK, look at the last
line of the information presented. If you use MEM, look for the line describing the
largest executable program size. This tells you how much RAM memory is free. For
example, .CH'KDSK might tell you that your 640K system has 519490 bytes free.

Continuing the Sound Blaster example above: You must have 557K free to
play the game with both sound and speech. (That's 570368 bytes.) If CHKDSK

tells you that you have 519490, for example, you don’t have enough free memory
and the game will not run.

Freeing RAM
If you don't have enough memory to run ULTIMA Underworld, you ma¥
want to remove memory-resident programs that are unnecessary for sys;em usage
from your AUTOEXEC.BAT and CONFIG.SYS start-up files.
You can view these files by using the DOS TYPE command. (Enter “TYPE
AUTOEXEC.BAT” at your DOS prompt to view your AUTOEXEC.BAT file.)

Pandeq
t. Th

2 Ultima Underworld

e vour AUTOEXEC.BAT or CONFIG.SYS files, use any commercial

or word processor capable of saving files as “text only.” Either EDIT,
included with DOS 5.0, or EDLIN, the text editor included with

< of DOS, will do the job. Consult your DOS manual for information
files with EDIT or EDLIN.

elete your AUTOEXEC.BAT or CONFIG.SYS files completely —

o ,.¥°‘“: computer will not function.

» Floppy Boot Disk

d more free RAM, but do not want to reconfigure your system,
m floppy disk to start your computer prior to play. Refer to the

the Game section at the end of this manual for more information on

make

grory
beyond 640K can be allocated as expanded memory. Expanded memory
as extended memory — if your computer has extended memory,
as expanded memory.
expanded memory on 386 systems, you must use an expanded
ger program. Two of the most common ones are Quarterdeck’s
and EMM386.SYS (which comes with Microsoft Windows and DOS
e are others. These memory managers are installed by adding a line to
G.SYS file on your computer.
oft memory manager allocates only 256K of expanded memory
a greater amount. Consult your documentation and allocate at
wpanded memory — 500K to 1 megabyte is even better. (Note that
480K of available expanded memory. Memory resident software can
the available memory, so you may have to allocate more than the
K in order to run ULTIMA Underworld.)
on, you must have HIMEM installed to use the Windows memory
CONFIG.SYS file should include the following lines in this order:

~<PATH>\HIMEM.SYS
<PATH>\EMM386.SYS 480
g is the directory in which these files are found (usually

VS, if you use Windows or CADOS, if you use DOS 5.0). The number
e amount of memory you want to access as expanded memory. You
more, if you can.
ur hardware dealer or your expanded memory manager's documen-
re information about configuring expanded memory and determining
 expanded memory is available.
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Hard Disk Space
ULTIMA Underworld requires at least 8 megabytes of hard disk space to ;
in

As you add features, however, the space requirement grows. Additional f,
require extra hard disk space, as follows: -

® Animating Cut Scenes require an additional 3 megab, i
atin ’ gabytes of hard d i
. /I/[aau' and Sound Eff:ectd require an additional 300K of hard drive dr ::lt: j l?k ‘.
® Digitized ypeech requires an additional 2 megabytes of disk space on your l?::; d )
Tive,

To determine how much free hard disk space you must have to install ¢},
game, add the number of megabytes required for each option you want to t}, 3
minimum of 8 megabytes. -

For example, the full game — including animati

; g amimating cut scenes (+3
Rola'nd sou‘nd (+300K) and Sound Blaster digitized speech (+2 megab\:]:sg)abytu)'
requires a little more than 13 megabytes of free hard disk space ) 1

In addition to the space required to install the :

1 . ' game, you must have an
addllnona.l 7 OPK free to begin play. This space is required for saved games. If yo
don't have this 700K free when you try to play, the game will not run. g

Troubleshooting
ULTIMA Underworld fails to load or run.

. Yﬂfl may not bave sufficient free RAM. Run the CHKDSK or MEM program included
vsnt‘h DOS”to check your computer’s available RAM. To do this, type “CHKDSK"
or “MEM” after the prompt for the drive in which you have installed the game. In
CHKDSK. compare the last line on-screen to the 534,528 bytes of free RAM
Z;qm ilglnigli\g: consult the third line (“largest executable program size"). Free
}[’;o;: ’ltr;ay be using a memory manager program that uses up too much hase RAM to run
EMMI;;}; ;Jyngerv;or]ls. For example, depending upon your system configuration:
P ’ (the Expanded Memory Manager included with Microsoft Wir-
¢ w4) may use too l‘fll.lCl’l of your 640K to permit ULTIMA Underworld to run.

* Your C?NI:I G.SYS file may need to be modified. If you get a message that reads, Internal
Error”or 'Underworldcan nolonger run. Error code ####,” edit your CONFIG-SYS
file so the line reading “FILES=##" reads “FILES=20" (or more). This should allow
you to play the game. .

You may have a memory-resident TSR program that conflicts with the game. Boot the
computer from a DOS system floppy (as in “Making a New Flop;p\' Boot Disk:
a’bove) or remove memory-resident programs before running the ga;ne.

You may have chosen an invalid configuration during the install process. Check yof
configuration and, if necessary, re-install the game.

4 Ultima Underworld

ve filled all free space on the active disk drive. Use the DOS DIR command to
ble hard drive space. You need at least 8 megabytes on your hard drive
game and 700K of free hard disk space to run it.

ter doesn'’t respond properly.

mbinations of hardware and software cause mouse conflicts that freeze the on-
your mouse pointer ever stops moving, press Alt-F4 to free the

»w the pointer to move normally.

 too slowly.
! 7 may not be fast enough to run the game efficiently. The minimum

is a 16 MHz 386SX, but movement and animation are faster and
ster computer. From the main game screen, select the Options icon,
ail.” Experiment with the various detail levels until you find a
veen speed and detail that suits you.

PC Speaker sound effects all I get are "Beeps" and "Boops".
ing wrong with your speaker or your game. The PC apeaker sound effects are
o be realistic. They do, however, provide important feedback (whether
e in combat, for example).
different characters in different games.
Inderworld allows you to save up to four different gameds at once. You can
points in a single character’s adventure or you can save one
nture in the first saved game slot, another character’s adventure in
d so on. Any combination of characters and saved game slots is

the maximum of four).

my game, but I keep getting a message that says, “SSAVED GAME

takes up approximately 500K of hard disk space. If you don't have that
ou can't save. To get around this, you can save your new position over
game. Select the Options icon from the main game screen,

ve Game” option. Then, simply select a saved game slot you've
en you are asked to enter a name for the game, press e to use the
old game, or type in a new one. In addition, you must have 700K
space available when you begin a session.

stions above seem to help.
error message you don't understand, or you can 't solve an ULTIMA
lem, call ORIGIN Customer Service. Refer to the Problems with the

n at the end of this manual for contact information.
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Reference Section

Beginning Play

Install the game, following the
directions in the Install Guide. Type
CD\UW to change to the directory and
type UW <Enter>to begin play.

The first time you play, typing UW
takes you to the title screen, followed by
the introduction. Press Esc to bypass
the titles and/or introduction and go to
the Main Menu.

If you have played (and saved) the
game, typing UW takes you to the Main
Menu.

Command Icons

Gargoyle

Current

Spells

Message,
Secroll

Compass

6 Ultima Underworld

Your
Weapon

Main Menu

To select an option with the m
click on it. With the keyboard, v 0}:" :
arrow keys to highlight it, then Pre;e
Enter to select it.

Create Character. Choose before
you begin a new game. Use the mouse
or arrow keys and follow the directiong
on-screen to make selections.

Introduction. Allows you to watch
the introduction. (Press Esc to exit a
any time.)

Acknowledgements. Lists the
people who created ULTIHA Underworly,

View Window Character

Mana

Flask

Rune

Shelf

Vitality
Flask

Onward. If you have

. a list appears when you
rney Onward. Move the

e game you wish to play
er button. (With the

e the arrow keys to

ur choice and press Enter.)

Screen
ou Journey Onward, the
een appears.
indow. The view window
1at you see:
move, the view changes to
new position.
take damage in combat, the
-shakes.
are critically wounded, the
hes red.
are drowning, the screen
e.
ou look straight ahead, but
. up and down:
wn, press | repeatedly.
, press 3 repeatedly.
to the “straight ahead”

ess 2.

anel. Three panels share
and you can switch from
ther at will.

panel shows all items
ing and wearing. From
ntory panel:

ick the runebag in your

to flip to the rune display.
e pull chain to flip to the

itistics panel displays detailed
ation about your character’s
and current condition. Click on

the pull chain to return to the
inventory panel.

* Your rune display shows all of the
runes you own. Click on the pull
chain to return to the inventory panel.

On these panels, the right mouse-button

triggers the action specified by the

command icon selected; the left button
selects, moves or uses an object.

Vitality and Mana Flasks. Shows your
current Vitality or Mana as compared to
your maximums. If the Vitality flask is
green, you are poisoned.

Rune Shelf. Click on runes in your rune
display and they appear here. Click on a
rune here to cast the spell represented
by the runes on the shelf.

Compass. Indicates the direction you
are facing. The red dot always points
north. The arrows on the base of the
compass allow you to use Easy Move
mode. Clicking on the compass itself
gives you an indication of your
character’s condition and overall
situation.

Message Scroll. Displays messages and
results of commands.

Power Gem. In combat, the gem glows
red, then yellow, then green, then
sparkles as you put more power into an
attack.

Current Spells. Icons represent active
duration spells.

Command Icons. Access the game
option panel, and determine whether
the right mouse-button allows you to

Look, Get, Use, Fight or Talk.
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Gargoyle. Above the view window is a
gargoyle. During combat, the glow in its
eyes changes as the condition of your
foe changes:

® Green eyes mean your foe is still
strong.

¢ Yellow means the foe is hurt.

® Red means the foe is seriously injured.

Movement

Walking, Running, Swimming. Press
and hold the left mouse-button while
the cursor is in the 3-D view window.
The further from the center of the
window your cursor is, the faster you
move. The shape of the cursor deter-
mines direction:

T Move forward
" ™  Turn right or left while

moving forward

My % Turn right or left with no

forward movement
== == Sidestep right or left
¥ Move backwards

Jumping. Press the right mouse-button

while the left button is down. (In fight

mode, press J or Shift-J on your

keyboard.) Your speed determines how

far you jump:

* Standing still, you jump straight up.

* Walking or running, you jump in the
direction of your movement; distance
jumped increases with speed.

Flying. Cast a Fly or Levitate spell, or
use an appropriate magic item. Use E to
rise into the air. Use the normal
movement commands to determine your
direction of flight. Use Q to lower

gourself.
Ultima Underworld

Interactivg with the Wor[p

Default Mode. If no icons are high
lighted, you are in Default Modeg [
(To “un-select” a highlighted ;.. .
on it.) Brite 1o click
Talk. Put the cursor on the person g
creature and briefly right-drag the \
mouse.

Get. Position the cursor on the object
press and hold the right mouse-buno’n
If the object is “get-able,” it will be put.
in-hand when you drag the object somg;
where on the screen. Release the button
to drop the item.

Look. Right-click on the creature or item
Yyou want to examine.

Fight. Move the cursor to your inven-
tory and click on the weapon in your
weapon-hand. Click on the weapon
again to exit fight mode.

Use. To use an object in your inventory,
left-click it. To use an object in the view
window, position the cursor on the
object, and briefly right-drag it.

Note: To access the game options menu
you must click on the Options icon or
press the appropriate keys on the
keyboard.

Icon Mode. Use the right mouse-button
to interact with things in the under-
world. The command icons determine
what the right button does.

Options Icon. Click on this to bring up @
list of game-related functions and to
pause the game. Click on the function
you wish to access:

serves your current
You can have up to four
at once. Each saved

s about 300K of hard
Always save before

yme session.

¢. Begins the game at a
aved. Click on this option,
, roman numeral that

the name of the saved game.

les music on or off.

es sound effects on or off.
ases or decreases the level
tail.

Resumes play when

e selecting options.

Returns you to DOS. (This
the game.)

eft-click this icon, then

the character you want to

lick this icon, then right-
ot you want to pick up.

-click this icon, then
object or area you want

eft-click this icon. To attack,
and hold until you're ready
en release the right button.

click this icon, then right-
t you want to use. For

it require a target, left-click
then right-click the object you
€ ﬁmtting it “in-hand”). Move

hand over the “target”
ht-click again.

Healing

To regain lost Vitality (or shake off
the effects of poison), you must eat and
sleep, or cast healing magic.

The healing spells are Lesser Heal,
Heal and Greater Heal, in order of the
Vitality they restore. These do not
restore Mana.

To regain Vitality and Mana, you
must sleep. Press F10 or use a bedroll.
When you awaken, you regain some
percentage of lost Vitality and Mana. If
you are hungry, sleep does less to
revitalize you.

Paudsing the Game

With a mouse, click on the Options
Icon. This pauses the game and brings
up a menu of options. To unpause, click
on “Return to Game.” On the keyboard,
press F1 to pause, Esc to unpause.

Magic

Magic requires three things:
Mana. The Mana point cost of a spell is
triple the Circle of the spell.

Character Level. Your character level,
halved and rounded up, must equal or
exceed the Circle of the spell.

Rune Stones. The rune stones required to
cast each spell are listed below.

Casting Spells. If the three conditions
above are met, you can attempt to cast a
spell. To do so, click on the runebag in
your inventory, then click on each rune
required to cast the spell, in order.
When the runes appear on the rune
shelf, left-click anywhere on the rune
shelf.
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Targeting Spells. Some spells must be
targeted. When you left-click the rune

shelf to cast such a spell, a targeting
cursor appears on screen. For combat
spells, the targeting cursor is a red
circle. For non-combat spells, the cursor
is a blue cross.

Spell List

First Circle
Create Food ,H m
Light It
Magic Arrow re
Resist Blows By
Stealth LWp
Second Circle
Cause Fear ik
Detect Monster NP
Lesser Heal IBPY
Rune of Warding |9
Slow Fall RXK
Third Circle
Conceal Bup
Lightning MY
Night Vision il
Speed R K
Strengthen Door he
Fourth Circle
Heal o)
Levitate PK
Poison P9

No
hp

Remove Trap
Resist Fire

10 Ultima Underworld

When a targeting cursor “Ppe.,.‘

position it on the person, Creatype
or

object you wish to target, the

may not succeed.)

Fifth Circle
Cure Poison
Fireball
Missile Protection
Name Enchantment
Open

Sixth Circle
Daylight
Gate Travel
Greater Heal
Paralyze
Telekinesis

Seventh Circle
Ally
Confusion
Fly
Invisibility
Reveal

Eighth Circle
Flame Wind
Freeze Time
Iron Flesh
Roaming Sight

Tremor

click to unleash the spell. (Y o’;n:ﬂl;_
or

M
Kp

XUk

FNR
MA

Al
ARK
AlP

RMK
FKR

IR
ARN
APK
Aut
FRY

4
rt
| A4
FKN
AKR

apon in your weapon
Fight icon) to enter

he cursor on your target.

pon drawn back, the
s to brighten, indicat-

power you are putting

nouse-button to attack.
red when you release
attack is aborted.)

right button when the

n the view window.

he right button when the
he middle of the view

s the right button when the
v in the view window.

e weapon by placing it
the Inventory panel.
have ammunition in
Enter fight mode.

ld the right mouse-

an attack (screen
matter).

vel is green, your

ly to shoot and a red,
SOr appears.

* cursor where you want to

5. Release the mouse-button to unleash
the attack.

Conversation

To talk to a character or creature:
1. Click on the Talk icon.

2. Position the cursor over the character
you wish to talk to, then press the right
mouse-button to bring up the conversa-
tion screen. The other person’s com-
ments appear on the large scroll in the
center of the screen. Your response
options appear on your message scroll.
3. Move the yellow cross onto the
option you want and click either button
(or press the number of the statement
you want to make).

4. Read the other person's response and
pick one of your own. If you see the
word “[MORE]" at the end of a
comment, click either mouse-button or
press any key to see the rest of what the
other person has to say. If you see the
word “Other” in your list of choices,
you have the option of typing in
something that isn't on your list.

5. If you have the last word in the con-
versation, you return to the main game
screen automatically. Otherwise, click
either mouse-button or press any key.
Bartering

1. Select the option on your conversa-
tion option list that says you want to
trade items.

2. Get items you are willing to trade and
put them in your barter area.

3. Click on items in either barter area to
select or deselect them for the current
trade.
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4. Offer the deal by clicking on the
appropriate menu line, or click on “I
must think about this deal” to use your
appraise skill.
5. If the person or creature with whom
you are trading accepts the deal, any
items you offered disappear into your
trading partner’s inventory. Now, you
may move traded items from his barter
area into your inventory.
6. If the deal isn't accepted, you can
change the highlighted items in either
barter area and try again.
7. At the end of a bartering session, any
items that now belong to you appear on
the floor in front of you.
Giving and Getting Items
1. Place the item you wish to give or
show in your barter area.
2. Select a conversation option like “I
wish to give you this gift.” The charac-
ter takes the item from your barter area,
or simply looks at it, depending on the
circumstances.
3. If a character gives you something, it
appears on your cursor, allowing you to
place it in your inventory.
Repairing Items

Some characters in the Abyss offer
to repair items. To have a broken item
repaired, place it in your barter area
before you select the option requesting
the repair.
To repair damaged weapons or armor
yourself:

1. Use an anvil as you would any item.
2. When your cursor turns into an anvil,
click on the broken item.

12 Ultima Underworld

3. A message appears tellin

: $ g yo! p
difficult the repair will be an( a:l: ,
you want to continue. "gif

4. Select “Yes” or “No.” '

Up to next option above

own to next option below
one column

olumn lists only)

ht one column
9-column lists only)

) of List

of List

om of List

m of List

Keyboard Controls

When using a keyboard, noge tlm. ‘
the game is case sensitive — Shift-A ;¢
not the same as A. 4

Also, there are some keyboard
commands for which there are ng |
equivalents — even mouse users myg
use these. These commands are listed
below in dalics. :

nent

an Forward
Move Run Forward
Forward

Combat Mode Keys

(P) Bash
(G) Slash
() Thrust

Special Function Keys
(1) Game Options/Pause Game
(2) Talk Mode
(38) Get Mode
(4) Look Mode
(5) Fight Mode
(6] Use Mode
Flip Character Panel
Cast Spell
(8) Use Track Skill
(0) Sleep

Game Options

Save Game

Restore Game
Change Music
Change Sound Effects
Change Detail Level
Return to Game

Quit Game

25eaee8
@R @

©

Cursor Movement Keys

(1) Move cursor one hot area

right
[s) (1) Move cursor one hot area
left
Numeric Pad

(i}(@) Cursor Direction
(0) Left Mouse-Button
(2) Right Mouse-Button
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is after you begin playing — to change the difficulty level, you must
e.)

last step in creating your character is to give him or her a name. Type in
choice, then press the Enter key when done.

Creating Your Character

Through the choices which you make at this time, you fashion the type of ‘
you wish to guide through this adventure. Each option is represented by » bz herg
To make a choice, use the mouse to move the cursor onto the option bu;ton Vtton’
want to select and click either mouse-button. (You may also use the cursop l:: )
highlight the option you want — a highlighted option appears raised — 4, tﬁ's o
press Enter to select the option.) %
In order, the choices you must make are:

haracter. Finally, the game asks you whether or not you want to play
the character you have just designed. If this character is acceptable,
herwise, select “no” and you can design another character.

In the Underworld

tutorial walks you through the beginning of your adventure in the Abyss. It
e a mouse. To play without a mouse, consult the Keyboard Control section for
s of the commandys described.)

i finish designing your character, you automatically begin the game.

Choose Player Sex. Hale or female. Controls whether your Avatar is a man or 5
woman, and which portraits you may select later. Gender has no effect on yoyr
character’s strength or abilities.
Select Handedness. Right or left. Determines which hand you use to hold your
primary weapon, and which is your shield-hand.
Class.
Fighter. A warrior, trained in the military arts since youth.
Mage. One born with the ability to cast spells.
Bard. A traveling entertainer, perhaps a storyteller or a musician.
Tinker. A skilled craftsman, particularly with weapons and armor.
Druid. A guardian of the woodlands, able in both combat and magic.
Paladin. A warrior who also has some grasp of the art of spellcasting.
Ranger. A woodsman, skilled at tracking, hunting and fighting.
Shepherd. A resourceful sheep-tender, often a jack-of-all-trades.

Screen.

am of the Main Game Screen, refer to page 6.) This is the screen
t of the time. In the center is the View Window — the Stygian
character sees it. To the right of this is a Character Panel which

a picture of your character and any items he or she is carrying. At
e screen is a Message Scroll where text is displayed. On the left

n are six Command Icons which allow you to look at and interact
and objects you encounter in the underworld. Other elements of the
— the Compass, the Rune Shelf, the Power Gem, the Vitality Flask
Flask — will be explained later.

your mouse around the screen — but don'’t press any of the buttons
the mouse in the view window, an arrow-shaped cursor mimics
vements. Outside the view window, the cursor takes the form ofa

Pick Skills. Your character description includes several skills — abilities you have
honed and tasks you have practiced. Many of these skills come automatically, asa
result of the character class you choose. (For instance, all Mages can use magic s0
they all begin with caating and mana skills.)

In addition to innate skills, you are asked to select some skills unique to your
character. For instance, you may give your Fighter sword skill, or you might choose
axe, mace, missile weapon or the unarmed combat skill. When the skill selection list
appears on the right-hand side of the screen, simply click on the skill you want for
your character.

For now, pick skills that sound useful and interesting. Later, you can consull the okl
on page 30 and create carefully honed characters.

Saving Your Character

 do anything else, save the game. If you die before saving, you will
Lt gh the character creation process again.

ck on the “O” icon (for “Options”) on the left side of the screen.

e option list appears, click on “Save Game.”

0 the roman numeral “I” icon.

‘words “<not used yet>" appear in the message scroll, type in a name
saved game and press Enter or either mouse-button.

to the game automatically and can now begin exploring.

Ultima Underworld 15

Portrait. Select the appearance of your character by clicking on one of the five
pictures that appear on the right-hand side of the screen.

Choose Difficulty. Standard or Easy. In easy mode, monsters and hostile char acter®

are less dangerous and are easier to defeat than in standard mode. (Note thaty’ o

14 Ultima Underworld



s into an upward-pointing arrow, and then press and hold the left
y . This moves you forward. Shift the mouse so that the cursor moves

vop of the screen and you will move faster and faster until you release

. When the arrow points downward (toward the bottom of the

u will move backward.

g the right mouse-button while you're moving forward — this

np. The faster you're moving, the farther you jump.

if you slam into a wall — you can't hurt yourself by walking into

or jumping) into a wall will cause injury.

eel comfortable walking, running, turning and jumping, turn

ralk back to the double doors.

Hode. If you have difficulty maneuvering in 3-D gpace, try using the arrow
the compavss below the view window. The curving left and right arrows turn
direction of the arrow you click. The up arrow in the center of the compass
) four feet. Press X to move back (two feet with each keypress). There is no
for the X command. Though less realistic than “normal” movement through
the arrows might make it easier to maneuver through the dungeons.

- Interacting With the World

t thing to do when beginning the game is to find some equipment — a
or, food and so forth. Fortunately the bag close at hand holds several
To find out what's in the bag, use the command icons on the left side of
order from the top of the screen, these icons are:

Looking Around

First, examine your surroundings. Move the cursor into the view windoy,
notice how the shape of the arrow changes depending on where it is. Near t},
middle of the screen, the arrow changes into cross-hairs. Moving to the righ; :
the arrow point to the right; moving to the left makes the arrow point left, y

In the view window, the shape of the arrow controls which direction yo,,
character moves. To move, press and hold the left mouse-button. Your characte
moves as long as you hold the button down.

For instance, move the arrow to the right side of the screen, then move ity
down until the arrow bends and nearly forms a circle — this allows you to fum?:
place, without moving forward or backward. With your cursor in this position,
press the left mouse-button and hold it down.

The view in the window shows what you see as you turn around. If you're gt ‘
starting a game, you see a dark corridor ahead of you and a bag to your right.
Behind you are the closed (and locked) doors through which you entered the
Abyss. To your left is a skull and, on the wall, a carved message.

As you spin around, note that the compass below the view window spins too,
The compass shows which direction you are facing — the red-tipped point of the
compass indicates north.

Occasionally, looking at or using objects calls up a scene that temporarily replaces the vis
window. When you're finished looking at one of these scenes, click either mouse-button or
Enterto return to the view window.

Maneuvering
Now you're ready to try moving around. Two rules govern movement: the “O” symbol Options
Rule 1. While your cursor is inside the view window, its shape determines the ’ theb!lps E:lk
direction in which you move if you press and hold down the left mouse-button. Ifit ind grasping an object t
the eye Look

points right, you'll move to the right; if it points upward, you'll move forward, and

so forth. the sword Fight

the hand holding a key =~ Use
Rule 2. The speed at which you move depends on how far your cursor is from the
center of the view window. When the cursor is exactly centered, it changes into#
cross and you don’t move at all. As you move the cursor closer to any edge of the
view window, you move faster.

these various icons (only one of which can be active at a time) allows

button to perform different tasks. We'll address each of these as

. (For an explanation of the “Options” icon, see page 32.)

The icons are easy to use and give you a good understanding of the way

orld works, but if you are an experienced game-player and mouse-user,

Lmany commands without using the icons! If none of the icons are highlighted,
useful shorteut mode called “Default Mode.”

it learning to play ULTIMA Underworld, we recommend wsing the tcons

nd this tutorial assumes you will do s0). Eventually, however, perhapds even before
Ultima Underworld 17

To practice setting speeds, turn until you are again facing down the long
corridor leading deeper into the Abyss (the corridor opposite the huge double doo®
at the entrance). Remember, you turn by using the nearly-circular cursor arro™®
you did before — this pivots you in place, without moving you forward. Then
release the mouse-button to stop your turning motion. Now, move the mouse unf

16 Ultima Underworld



52you complete this tutorial, you will want to try the icon-less default interface. Fo an
explanation of Default Mode, see page 31.

Looking at Things

Click on the Look icon with either button, then move the cursor over the
bag, and click the right mouse-button. (Don't press the left mouse-button __ g,
will cause your character to move.) Pressing the right button in Look Mode Caat
your character to Look at an object — what you see is printed on the message N
scroll. Turn until you are facing the bag and Look at it. The words on your me,
scroll read, “You see a bag.” E

Looking Up and Down. You might have trouble seeing the bag on the floop
unless you tilt your character’s head and look down. To do this, press 1 at the fop.of
your keyboard — each time you press this key, your character’s head tilts a little
further downward, until it finally reaches its maximum. To look up again, you can
either press 3 (which lets you look up a little more, every time it is pressed) or 2
(which returns your head to its normal viewing angle).

Note that 1, 2 and 3 on the numeric keypad control cursor movement and can't
be used to look up or down.

Getting Things

Now, pick up the bag and examine its contents. First, make sure that the
inventory side of your character panel is displayed. This is the side with your
character’s picture on it. (If this picture isn't visible, click either button on the chain
below the right-hand panel.)

The circles at the bottom of the character panel are for inventory — objects
your character is carrying but which aren’t necessarily ready for immediate use. The
circles surrounding the picture of your character are for objects your character is
wearing or holding — armor, weapons, rings, lit torches and so on.

To pick up the bag, change to Get Mode by clicking on the Get icon (the third
one from the top) and move your cursor until it is on the bag. (Look down, using L
if you have trouble seeing the bag.) Now, press and hold the right mouse-button
and move the mouse. You now have the bag “in-hand.” The cursor assumes the
shape of the bag and, as long as you keep the right mouse-button pressed, moves
around the screen as you move the mouse.

Move the bag over to one of the empty circles at the bottom of your char i
panel. Release the right mouse-button and the bag settles into place in your
inventory.

Manipulating Your Inventory. To open the bag, click on it with the left o 8
mouse-button. The contents are now displayed on the inventorx panel. If you dof
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of the items, you can find out what they are by Looking at them. For
on the Look icon, then move the cursor over the object that looks like
s the right mouse-button — the message scroll now reads, “You see

d torch.”

at an object may tell you the nature and condition of the item you are
ght-clicking the sword-like object, for instance, reveals that it is a

t it is in “badly worn” condition. However, it is the only weapon you
it in your weapon hand. If your character is right-handed, your

d is your right hand — otherwise, it is your left hand. (Note that your
ht” hand is not

e right on the

the figure s right

the dagger from
inventory to your
place the cursor
ress and hold down
utton, and drag the
ventory circle nearest

Shoulder

Weapon Hand Slot (for Slots

right-handed character) ghisid Hagsl Slot

(if shield readied)

Additional

hand. When you release Weight
object will settle into pamit
will make the Abyss a
ater place. You already know
ns within your Pelon s
ove the torch to the SISt

our character’s right

v you want to light it.
icon and then on the
e difference this makes
dow. (If you Use a Ut

ff it out.)

in this bag — an apple, a fish and a loaf of bread — can be ignored
your character will eventually become hungry. Always make sure you

Finger
Slot

Rune Bag

le.

most important item in the bag is the square parchment, which a
is a map. The game automatically updates this map as you move
Place the cursor on the parchment and click the left mouse-button
map appears.
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The Auto-Map. There isn't much on your map at this point, since yq,, k
gone anywhere yet — the walls of your current room and the bit of corrido,.y
oy

jects. Now, you know how to pick things up and manipulate your
hat if you want to get rid of something? At this point, you want to

explored are sketched in brown ink, your position is noted by the yellow Pushp; you've found, so we'll have to fudge a little — there’s a skull
and the cursor is a quill pen.'If you want, you can write notes to yourself direcﬂn' mewhere. It'll do.
the map. Yo you are facing the wall to the west — the wall with the carved

For instance, mark your starting location for future reference: Move the ull.
pen cursor to your current location on the map and press either mouse-bmwn‘_l
quill pen shifts into writing position — whatever you type will now be added ¢, the
map. (Try typing, “START.”) When you are done with the comment, click either

mouse-button (or press either Enter or Esc) to return the quill pen to its nop.

When the red “North-point” on the compass below the view window
. three o'clock position, you are facing west.) Now, move forward. You
right into the wall, but don’t worry — running into walls doesn’t
IMA Underworld. Back up a bit so you can see the message carved

; ead the message by clicking on the Look icon and right-clicking on
writing position.

To erase a remark, click on the eraser symbol in the lower right corner of the
map. This turns your cursor into an eraser. Move the eraser to the comment ang
click either mouse-button. The comment goes away.

To call up maps of levels other than the first, click on the dog-eared corners on
the right-hand side of the map. The upper corner allows you to examine higher
levels while the lower corner allows you to examine deeper levels. Since you haven}
explored any levels other than the first yet, you will have to wait to experiment with
this feature.

To return from the map to the game, press Esc or move your cursor to the
“Close” symbol at the lower right, and click either mouse-button.

You'll want to use the map often, so you shouldn't keep it inside a bag. Right-
click-and-hold on the map symbol on your character panel, drag it over the bag
symbol above the lower inventory circles, and release the button. (This takes the
map out of the bag, but keeps it on your person.) Now left-click the bag symbol to
close the bag and return to the main inventory screen. The closed bag and the map
should be side-by-side.

(Note that if you had all of your inventory slots full, dragging the map to the bag
symbol would have had no effect — to move the map out of the bag, you would
have had to empty an inventory slot to make room for it.)

You can click on the map any time you want to get a fix on your location.

ull is just below the graffiti on the wall. Click on the Get icon, then use

e-button to click and drag the object into your inventory. (If you are

get the skull, move closer.)

don't need to carry this skull around, so drag it out of your

t it back on the ground. (Remember, when you drag an item, the

the shape of that item.) To rid yourself of the skull, you can either
it.

he skull on the ground, drag the skull-shaped cursor to anywhere in

of the view window, and then release the button.

he skull, release the button while the skull is in the top two-thirds of

. (The skull is pretty tough, but some objects break or bounce

) If there is an obstacle in front of you, a thrown object falls to the

nt of you.

close to an obstacle (the wall, for example), you may not be able

at all. Any time you find you are unable to drop or throw an object

e too close to a wall or door, try backing up a bit.

Opening Doors

ntil you are facing north (i.e., until the red point on the compass is in the
ion) and walk down the corridor again. This time, stop and look at

ts you see. As you walk, you come across an axe (a Look will reveal that
shes, bones and other rubbish. Mid-way down the corridor, in a
t-hand wall, you'll find a door. Right-click to look at it and read the
the screen’s message scroll.

1e Use icon and then the door to try to open it. You'll discover that it is
don't have a key. But there’s another way to open this door—turn

r and back up a bit. There, on your right, is a pull-chain. Right click

1 to Use the chain to pull it and open the door.

/

LI sl
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Walk through the doory, )
bear a little to the left — ther:y '
another bag! Using the bag Spi;l,
contents onto the ground s, vig
examine the items withoyt ad
them all to your inventory.

In this bag, you find 4 cudgg]
mushroom and a candle. First, Picl.:
up the now empty bag. Leave the
candle, for the moment, and pick up the mushroom and the cudgel. (Click the G
icon, right-click and drag each object into your inventory and release the butto 1
over an inventory circle.)

dins

Selecting Weapons

Now you have a decision to make — should you leave the dagger in your hand
or move that out of the ready position and replace it with the cudgel? To miake this
decision, you need to know more about your skills. Click on the chain below the
character panel and the panel flips around to your statistics panel.

This panel contains a great deal of information about your character, but right
now we're concerned with the skill list at the bottom of the panel. To scroll through
the list, click on the up- or down-arrows below the skill list.

If your character has the mace skill, you probably want to use the cudgel rather
than the dagger. If your character’s mace score is zero, check the sword skill. If you
have that skill, stick with the dagger (and go looking for a better dagger or sword!);
If you have neither skill, ready whichever weapon you prefer — the dagger does
less damage than the cudgel, but you will be able to attack more frequently with it.

Now click the chain below the stat panel to flip back to the character panel.
Move whichever weapon you want into your character’s weapon hand.

Dealing with Grouped Item.s

There is still a candle on the ground. Since your torch won't last forever, you
should pick it up. (Candles don't provide as much light as torches, but they burn
longer and some light is better than none at all...)

When you try to pick up the candle you find there's something different about
it — it’s actually several candles! When you click the Get icon and then the candle:
the message “Move how many? 1" appears in the message scroll. To take just on
the candles, click with the left button. The right button would take all of them if
clicked, or you could type in a number from the keyboard, then press Enter Now
you can move the candle(s) just as you would any other object.
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. - same type can usually be stacked within a single circle on your

— for instance, five torches are generally shown as one torch

numeral “5” above it. The only time you can't stack identical

eir “quality” is different. For instance, you can't stack a “somewhat
the same circle with “halfway used” candles.

Further Exploration

ft and right, you see two doors in this room. Trying to open them

r the Use icon and then right-clicking the door), you find that they're
and this time, there are no pull-chains. Without a key, there's

can do here short of “attacking” the door repeatedly to batter it
ossible, but it takes time and could damage or destroy your weapon.
out into the main corridor and head west.

until the east-west corridor ends, then turn to the right (north).

e, you find a torch, a bowl and an axe. Look at each of these items,
tion, and get them. (If you have the axe skill, put the axe in your

k the compass and head south. Beyond the east-west corridor that
e, you'll pass the remains of an adventurer and come upon some
d gold objects. These are rune stones — the stuff of magic. Pick
ut them in your inventory. There isn’t much you can do with them
ut they'll come in handy later.

on until the corridor turns to the right (west again) and you enter a
large stone block in the center. Go around the block — it doesn't
ou go to the north or the south.
k, you find a pack. Put it in your inventory and click on it to ex-
nts. Inside, you find a scroll, a red key, a rune bag and some runes.
oll (by right-clicking it in Look mode) and then leave it behind or
discretion (it doesn't weigh much).
should open some of the locked doors you've encountered.
items are very important. The rune bag allows you to cast magic,
have the proper rune stones inside. Pick up each rune stone and
the rune bag — this actually puts the stone inside the bag. (You
od to place anything inside of any bag or pack.) Be sure to put in
found earlier, too.
ur rune bag to be accessible, especially if you're a mage, so drag
to the pack symbol above the lower inventory circles, moving it to a
inventory location.
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Magic
With a rune bag and some rune stones, you may be able to cast spells
you aren’t a mage. The amount of Mana you have and your caating skill ey,
determine how successful you can be with magic.

Preparing a Spell. Before you can cast a spell, you must prepare it. Try o g -
pate your needs and have a spell (like Resist Blows) ready for use in an ;m'"gench
keep a common spell (perhaps Light) ready simply because you expect to Use;:
repeatedly.

To prepare a spell, open your rune bag. Go to the inventory section of your
character panel, and left-click the rune bag — this causes the character pan;l to fli
revealing the Rune Panel. The rune stones are shown here in alphabetical order,
with empty squares representing stones you haven't yet collected. -

Now take note of the empty rectangle just to the right of your compass — dﬁl‘ ‘

is the Rune Shelf, where your readied spell is displayed. Left-clicking on any stone
on the rune panel causes that stone to appear on the shelf. When all of the stones
necessary to cast a spell are on the rune shelf, the spell is considered prepared,

Necessary Rune Stones. The rune stones you find in the pack are Bet, /n, Lor and
Sanct (B, 1, L and S). The spell tables in this guide reveal that these stones can be
used to cast three spells: Light (using I and L), Resist Blows (B, 1 and S), and Conceal
(B, S and L). However, Conceal is a spell of the Third Circle, so it is beyond the
ability of a beginning mage — the other two spells, being of the First Circle, are
possible.

In addition to the Bet, In, Lor and Sanct runes, you already had Ort and Jux (O
and J). With these, you may also be able to cast the Magic Arrow spell (OJ) and, I
thIn _)éou reach a higher level, the Rune of Warding spell (1J) and the Strengthen Door
spell (SJ).

Casting a Spell. All that is necessary to cast a prepared spell is to left-click on
the runes on the rune shelf, regardless of whether your rune bag is open or closed:
If you have the required Mana, and the correct runes on the shelf, the spell will
eventually work — but the number of attempts required will depend on your
character’s casting skill level. The higher your
level, the better your chance of succeeding at a
spell. Characters with lower casting ratings
may have to try over and over in order to get a
spell to work. Fortunately, there is no penalty
for a casting failure unless the spell backfires
— a rare occurrence.
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ke @ mistake in laying out your runes, you can erase the rune shelf by clicking
the bottom of the rune panel. This represents the rune stones being replaced in

Il is successfully cast, the blue Mana Flask drains to reflect the
ana used up.

" L
Playing It Safe
about to embark on a journey — it may seem like you're going out of
rracing your steps, but it will pay off in the long run.
your auto-map and write yourself a note indicating your current
en, go back to the main corridor and the door you opened by pulling the
the east — refer to your automap, if you lose your way. Go through
 the locked door to the south in the room beyond.

red key you found in the pack. First, approach the locked door.
pack in your inventory, click on the Use icon and then click on the
in-hand. You will be asked what you want to use the key on.
haped cursor to the door and right-click. Since the key fits the lock,
por. Use the door and it will swing open.
objects — keys, anvils, poles, lockpicks, rock hammers, even bones you wish
pecific targets. All are used in the manner described above.)
raight ahead through the door. On your right is a message carved in
he message to read it. Now, turn to face the plant at the far end of
is the Silver Sapling. Get the plant and it will wither, leaving you
| the seed somewhere in this room. To plant the seed, place it in

v, then click on the Use icon and then the seed. If there is floor space
ﬂfe seed will take root. (If you have trouble planting the seed, back
un d until there is more room in front of you and try again. Make sure
thead of you or the seed won't grow.)
u die in combat, you will be resurrected in the spot where you
If you die without having done this, you return to the main menu
a character from scratch and start all over (or restore a saved game,

steps, using the auto-map if necessary, and go back to the room
d the pack. You're about to pick a fight, and the Silver Sapling may
ion.

you will want to Look around the Silver Sapling room carefully, examin-
d everything else — there is a secret door in the area, but you'll have to look
This secret door can be seen on-screen if you keep your eyes open. Others are
be apotted by the naked eye. You're unlikely to find these unless a character

ik them in conversation. Even then, you must click on the Look icon and look at the
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walls. Your search skill takes over at this point and,

revealed.)

if you're observant, a secret dpy villl,

Combat

Once you're back in the room where you found the stone block and },
take a look around. There are two doors — when you try to open them y(,ue ol
that one is locked and the other is unlocked. You can try your red key in thevrlu i
door, but first open the unlocked door — a Use click will do the job. ockeg

Enter and use the Look icon to examine everything in the room — the firg
thing you'll probably notice is a giant rat. The rat is agitated, but it's not actiy, |t

hostile (which means it won't leap to the attack). You'll also see some food an:‘y
some armor.

If you want to, you can just try to take the items (probably starting with g},
armor). If the rat sees you take its food, it will get more angry, and since it is :
already upset, it will attack. If, however, you can grab the items while the ra is
looking the other way, it won't notice, and you can saunter off with your newfound
goods, none the worse for the experience.

However, in order to find out what combat is like in this game, you are about
to attack the giant rat.

First, make sure you have your best weapon readied — the one in the best
condition and with which you have the highest level of skill — then click on the
Fight icon (the sword) on the left side of the screen. This readies your weapon. The
tip of the weapon appears at the bottom of your view window.

(If your weapon does not come into view, and you see your fist instead, you may not have
the weapon in your weapon hand. The large circles near your hands, on the inventory panel, are
the only places from which you can use a weapon — the circle to the left if your character is
right-handed, and the right circle if your character is left-handed.)

Attacking. To attack, position the cursor over your target, then press and hold
down the right mouse-button. This causes your weapon to disappear from the view
window as you pull it back into the ready position. Releasing the button launches
the blow. The location you're attacking is determined by where you start your
attack — where the cursor i
when you first press the button
— not by where you release
mouse-button to unleash th
attack.

Be sure to hold down the
right mouse-button long
enough for the power gem)

’
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mpass to begin glowing yellow or green — otherwise, you haven't

arm back yet, and the blow automatically fails.

| quickly notice that you can make several different kinds of attack —
cursor high in the view window causes a bash, starting the attack in

' window causes a slash, a low cursor unleashes a thrust. Some

e more effective against certain foes — in this case, you're fighting a rat,
nt to swing middle and low (or look down and bash), as high swings go
dodges, maneuver to keep it in view, using the left mouse-button as

» normal movement. (You can move and attack simultaneously.)
ant to look down (with 1).

(and Taking It). If your attack is successful, you will see a splatter

bigger the splatter, the more damage you did to your foe. (Not all

ut giant rats do — if your attack strikes home, you'll know it.) 1f you are

r character is particularly skilled in attack or if you are skilled with

 are using, you might even kill the rat with a single blow — if so,

dle of blood on the ground.

Il know if the rat injures you, because the view window rocks (as the
ou back). If the attack seriously damages you, a sudden flash of red

window. To keep track of your health during combat, watch the red

vel falls too low, this may be a good time to run for it!

the rat, check your character panel — you will find that you've

ral experience points. When you have more, your character will

s and attributes.

sty. If you vanquish an enemy, his goods — his weapon, armor and

— automatically fall to the ground, and you can claim them.

this rat has no treasure, but he does have his hoard: The cheese and

at are probably worth carrying until you need them. As for the

r for your legs), you should put them on.

e leggings (or any article of clothing or piece of armor), pick them up

over your character’s legs on the inventory panel — in addition to

cles surrounding the picture of your character (which represent

acter holds), the picture itself includes inventory slots for items you

]#ead. torso, hands, legs and feet. Select  the Get icon and then drag
the picture’s legs. When you re-lease the mouse-button, the armor

e there — your character is then wearing them.

ou Die.... If you die, you are resurrected where you planted the
ng seed. You can then try to defeat the rat again or continue exploring
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Conversation

Now that you've engaged in combat, try a little peaceful interaction. U
red key on the west door and venture on. After you enter this room, turn' t .
and collect the bedroll you see. This will help you sleep better. In additio ° the ey
be?droll, there’s a person in the room. Look at him and you will find that ln t'o the
friendly. Click on the Talk icon and then position the cursor over the ma e
the right mouse-button to strike up a conversation. " and pres

The (;onversation Screen. When you do this, a large conversation scroll 4 :

the middle of the screen. Below the large scroll is your message scroll. Ab o
the left of the large scroll is a portrait of the man with whom you are speal(:;,e S
abovs that, the man’s name — Bragit. To the right of Bragit’s portrait is hisr'l‘iand'

area.” To the right of that is your barter area and your character’s portrait andamr
name.

Shelectu.lg Rl’e)sponses. Bragit greets you with the words, “Hail, stranger! What be
thy business? I have not seen thee in this place before.” (His comments are printed
in dark br?wn on the conversation scroll.) Below, on your message scroll, a menu of
three possible responses appears: y

1. Iam merely exploring the Abyss.
2. T am attempting to rescue an innocent girl.
3. I was thrown in here as punishment for a crime I did not commit.

! These are t.he things you can say to Bragit. The choice you make may deter-
mine how 'Braglt feels about you (friendly, angry, actively hostile, etc.) and what he
says next, if anything. To select one of these responses, press the keyboard number
of the option you want or move the yellow cross onto
the option and click either button. Select the option
you want now.

The response appears in light brown below
Bragit's greeting, followed by his response to you. (The
“[MORE]” at the end of his comment is a signal that
he has more to say — click either mouse-button or
press any key to see the rest of his conversation.)

Notice that you now have new response options in
the message scroll. Continue selecting response options
and reading Bragit's text until he says, “Good luck in
thy travels.” This is the response he gives when he is ready to end the conversation

Fﬂd go )about his business. (Other people and creatures will have different closing
ines...
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Vi . conversation and return to the main game screen, click either mouse-

Continuing to Play

sages have provided enough tips to get you started in the underworld.

, you should read the Advanced Playing Tips for more information
€.
can venture forth on your own, using your native wits and sharp
a route through the Abyss. Remember, there are plenty of locked
and a secret door somewhere in the Silver Sapling room, and the
with told you things you may want to investigate.
lay, don't feel like you have to explore levels or solve puzzles and
predetermined order. If a puzzle or quest has you stumped (or you
ove on to a new level), go ahead — ULTIMA Underworld is a non-
You can move freely from level to level, solve puzzles in any order you
inish quests whenever you feel you're ready.
you want to stop playing, exit the game by selecting the Options icon,
osing the “Quit Game” option. Before doing this, however, save your
32) — otherwise, your progress to this point will be lost.

Advanced Playing Tips

orial above, you used the command icons to control the function of
rouse-button and interact with the world. However, experienced players
n almost all of the functions while in Default Mode — that is, with no

. Any time none of the icons is highlighted, you are in default mode.
ect” a highlighted icon, click on it.) In default mode, you can:

Look at a creature or object (whether in the view window or in your

), right-click on the thing you want to examine. In default mode, you
hat an object is, but no more. To search something carefully, you

k on the Look icon to enter Look mode.

1 object you see in the view window, put the cursor on the object,

ad hold the right mouse-button and drag the object wherever you want.
e detects whether an object is “get-able.” If the object is one you can 't
-dragging will generally try to Use it. If it is “get-able,” it will be put
and you can throw it, drop it or move it into your inventory (simply

e right button). In default mode the cursor is always arrow-shaped,

u need to Get a small item it may be more convenient to enter Get mode

gives you a cross-shaped cursor).
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Use. T‘o Use an object in your inventory, left-click it. To use an object in the \;
:avmdow, position the cursor on the object and right-drag it. If the ob; . View
.usable," you automatically Use it, as you would if you had clicked tliect y
icon. Note, however, that in default mode, the Get command takes a le' e
priority than the Use command, so you can only Use objects you can'“gher
(doors or levers, for instance). To Use a “get-able” object, click the Ut s
and then the object. e

Talk. To Ta.\lk to a person or creature, position the cursor on the person or ¢
and briefly right-drag the mouse. The game detects whether the pers o
creature is interested in conversation. If so, the conversation screlin -
described in the tutorial above) and you proceed normally. If the e: PRean
creature isn't interested in conversation, you are informed of thatr; 5‘_’" i
proceed as you wish. G

Fight. To toggle in or out of Fi p { :
b aporfﬁan d. r out of Fight mode, simply click on the weapon in your

The Options Icon

With.Del:ault mode allows you to do almost everything you will ever need to do

L in the game. Ho?vever, to access the save or restore game features, toggle sound
and music on or off, llx:crease or decrease the level of graphic detail, or quit the
game, you must use the Options icon. (Ref :

e, you - er to the Keyboard ot

earlier in this manual). L b
): laW‘ henhyo.u click the Options icon, boxes appear on the left side of your screen,
2 p c'}ng the icons us.ually found there. Text in the boxes describes what each box

oes. To select an option, click on the appropriate box.

Save 'Gm:ne. Whenever you consider doing something you might regret later, itisa
good ld.ea to save your game. “Saving the game” is like placing a bookmark ir'\
something that you are reading, except that in this case it causes the game to store
your current position and status. Once this has been saved, you can aglwavs ;3 back
and start again from the position you saved. ' e
el kllf“ for exampl:l. you're about to begin combat and there is a possibility your foe
you, save the game and you can always start over from the point at which
you c.hose to fight. Then you can fight him again, hoping for a better outcome, or
this time make the decision to leave him alone! 2 ’

To save your game, click with either mouse-button on the Options icon (the
uppermost icon). Click on the “Save Game” box, and new option:)will appear in
bo:fes: L, I1, [T or IV. Each of these is a possible save-game, or bookmark, from
which you can resume playing the game. The message scroll provides a descriptio?
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save-games. (The description for an unused saved game slot reads
yet>."
no difference which save-game you select. Click on any empty box (or
nting a saved game you don’t mind replacing). Now the game asks you
cription of this save-game. You want to enter something that will

here this bookmark is, and you can write as much as there is room for
o scroll. When you are done, click either mouse-button (or press
ur game is saved.
you can’t save a game when you have an item “in-hand,” or you're in
some action (casting a spell, for example).

se. During the course of play, your character may die or you may do

yu wish you hadn’t. You may just want to pick up where you left off in
session. This can be accomplished by restoring the game to a point at
aved it.

by clicking the "Restore Game” box, then the roman numeral which
 save-game you wish to restore. When the game is ready, a notice

he message scroll, and you can resume play.

also restore a game from the main menu by selecting “Journey

then clicking on the name of the saved game you wish to play.

toggles music on and off, but has no effect unless you installed the
c and sound effects.

level of graphic detail in ULTIHA Underworld has a direct effect on game
- game seems to be running too slowly, click on the Options icon and
2il box. The default detail level is “Very High.” To speed up game
that to “High,” “Medium” or * Low.” The game won't look quite as
ill run more smoothly, and faster. Experiment with this option until
e a pleasing balance of speed and graphic appeal.

ame. When you click on the Options icon, the game pauses (combat
es freeze, time stops). When you want to exit the Options menu and
e, click on this box.

This returns you to DOS. Be sure to save your game before you do
g you accomplished after your last save will be lost.

Ultima Underworld 31



Your Character

' To the right of the view window is your Character Panel. Generally thi
displays a picture of your character surrounded by small circles. Each ciyrc]e ;.
place you can store or carry an object. "

Encumbrance. At the right center of the panel, look for the gray circle wit}, 4)
yellow numbers — this number represents how much more weight (in stoneg
character can carry. This weight-limit number (in the gray circle) changes wsz 7.
you pick up an object, to reflect the fact that you now are carrying somethin E
The more you carry, the slower you move. Encumbrance also affects hog‘,.,, £
you can jump, and how long you can swim before you begin to drown. 1
If the weight-limit number ever reaches zero, then you are carrying your
maximum load, and must drop something before picking up something new,

The Statistics Panel. Note the chain hanging from the bottom of the panel. Mg
the cursor to the chain, then click either mouse-button. This causes the characte‘:e
panel to flip over (or to flip back, when you click again). The side of the character
panel which you are now viewing lists your character’s stats: his or her name, class
and level (“Ist” for beginning characters, and higher numbers for more expex:ienced
adventurers), and other measurements which you previously saw when creating
your character.

' To become a more powerful character in the game — and thus, more capable
in combat or with magic, for instance — you must accumulate EXP (experience
poifits). These points are scored for exploring the Abyss, for slaying creatures
whlch oppose you, and for accomplishing other noble tasks. When you start, your
EXP score is very low, but this will change as you play.

Two other important measurements are your VIT (Vitality) and MANA.
(Mana is like health, except that it is a measure of your magical energy. When you
are out of Mana points, you can't cast spells.)

Both Vitality and Mana are represented by two numbers — the first is your
current score, and the second is your maximum score at the present time. These
scores will be different for every character, but if your Vitality score is 34/34, this
means that you have 34 points out of 34 possible (in other words, you are in perfect

health).

Attributes. The three primary measurements on every character panel are ST (your
strength), DX (your dexterity or quickness), and INT (how smart your character
is). The maximum score for any attribute is 30, and the minimum (for player
characters) is 12. :

Each character class (fighter, mage, etc.) has its own level for each attribute:
For example, the scores for a fighter are a high Strength, medium Dexterity an
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es. Try creating characters of various classes to determine which
of attributes and skills suits you.

slore the underworld, you will grow hungry and tired. To learn your
ion, get a status report. To do this, move the cursor until it is over
ow the view window, and then click the right mouse-button. Your

fus appears on the message scroll.

' of the game, the message reads something like this:

ently well-fed and wide awake.
n the first level of the Abyss.

day of your imprisonment.

that it is currently early evening.”

fed” means that you are not hungry; therefore, you don't need to

t away. The second sentence clues you in to your location — the
into levels in much the same way a building is divided into stories.
the uppermost portion of the Abyss. The last sentences give you an
e it is — your first day, early evening.

leeping. If the message tells you your character is hungry or tired, you
sleeping or eating. When you sleep, you regain lost Vitality and
owever, if you sleep on an empty stomach, your rest will be uneasy
over fewer points. Therefore, it is wise to check your condition

— and if you are hungry, eat something (Use a piece of food in your
nply drag it over to your character’s mouth on the character panel
mouse-button). You will also sleep poorly if too close to the lairs of
sy might surprise you in your sleep.

ess F10 — or better yet, Use a bedroll (your sleep will be more

ish light sources when you go to sleep. Otherwise, they may burn
ss to you when you awaken. Remember that spells fade after a time
e to be re-cast when you wake up.

d Mana Flasks. To determine your current Vitality and Mana,
on your stat panel or click on the flasks on the right, below the
anel portion of the screen. One flask holds a red fluid — the amount of
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fluid in the flask represents the fraction of Vitality which you possess. At h
the game, the red flask is full; if you fight a battle and lose half your Vita| -
the red flask will then show half-full. The flask with blue liquid serves th
purpose, except that it is a measure of how much Mana you have. Click;
flask .will cause the message scroll to display the exact number of points
remaining. .

The flasks are important for another reason — if you are poiso
Vitality flask changes from red to bright green. This m)i,ght hap};)en i?;(i'utl;e -
something bad for you, are struck by a poisoned weapon, drink a poison .
r?ceive a bite from a diseased animal, etc. Being poisoned gradually saps oy
vitality, so you want to take care of it quickly. One solution is to find an a‘r)::)' :{
potion, but the resourceful adventurer can find other solutions. .

1ty poj
(- same
Ng on g

Improving Your Character

\ You are not limited to the abilities with which you start the game — the

improve as you advance further into the Abyss. All of this is controlled by E.y m:;fl
ence Points. You gain points for exploring the Abyss, slaying hostile creatur’::,nd
performing heroic deeds. Points can be taken from you for less-than-heroic actions,

Gaining Levels. The most obvious way in which your character progresses is
throug.h gaining levels. At the start of the game, you are a first-level character. As
you gain experience, however, you will rise to second level, third level and beyond
(to a maximum of 16th level).

As a higher-level character, you become harder to kill (your Vitality rises) and
you qualify to cast more powerful spells. Increases in character level are automatic

with sufficient increase in experience points. Notice of the level increase appears on
the message scroll.

Improving Skills. Another way in which you progress is through raising your skill
scores. Such increases only come as the result of study and deep reflection, and 50
you must visit an ankh shrine and recite the proper Mantra. Ankh shrines are
located throughout the Abyss.

‘Recitil?g a Mantra is not enough to receive the skill bonus — you must first
qualify for it by having accumulated enough experience points. You always qualify
for a skill bonus after you gain a new character level, but you can sometimes receiv®
skill bonuses between level increases.

W]:nenever you come upon a shrine, Talk to it. The words “Chant the Mantr&
appear in the message scroll. Type in a Mantra followed by Enter. If you are not ¥t
ready for a skill increase, the shrine will respond by saying “You are not ready
?dvance"' If you are ready for an increase, the shrine tells you which of your ski
improves,
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art of

You haye =

unt and nature of the skill increase is determined by the Mantra you
te. Three Mantras are commonly known:

Improves some of your attack skills.
Improves some of your magic skills.
Improves some of your other skills.

e of these Mantras and you increase in a few of the skills affected by
However, as you explore the dungeon, you will learn Mantras that
tegories of skills, but to specific skills. Chant one of these Mantras
rove dramatically in the skill affected by the Mantra.

Movement

fou climb stairs and mount objects up to two feet tall by walking onto
) onto an object higher than that, you must jump (or fly).

sm or over an obstacle, make sure you get a running start. Press the left
and move the cursor to the upper edge of the view window. When
speed (and you've reached the lip of the chasm), press the right

Il leap forward. How far you jump is determined by your forward

n you click the right mouse-button.

r convenience, the game will not let you walk off a precipice if you
vly — so if you really mean to jump off a cliff, move swiftly to the
hat you can't jump while in Fight mode.

en you walk (or fall) into water you begin to swim. In ULTIMA
nming is just like walking. However, you can't jump or attack while
eave the water, you must find a bank that is no higher than two feet
level. When you reach such a bank, you can automatically begin
ing) normally.

‘acters can swim, but only for a limited time (the actual amount of time
ed by your character’s swimming skill and encumbrance level). As your
es, the screen blinks blue as you sink and begin to drown. Your Vitality
fin to drop; when it reaches zero, your character dies.

an item into the water or onto lava, it will probably sink out of
you can't swim underwater, you won't be able to retrieve it.

dition to walking, running, jumping and swimming, you may learn to

casting the Fly spell or by using a magic item that gives you this ability.
of movement is determined by the position of the mouse in the view
e standard keyboard movement keys). Movement up and down
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requires the use of the keyboard. To move up, press E until you reach the .
altitude. To move down or land, press Q. Stireq

Lava and Movement. The Abyss is a volcano and sooner or later you wil| e
flows. Generally, it is best to leap across molten lava if you want to cross it
walk on lava, but you take damage while doing so.

dlayg
You cqy

Inventory

Finger Slots. Notice the two small inventory circles near your character’s hands,
These are the finger inventory slots. One ring can be readied in each of these
positions. In general, magical rings are only effective when worn (i.e., when the
are readied in a finger slot). ¥

The Four Upper Circles. Of the four upper circles, only the one near your primap,
hand can be used for your weapon. Only the one near your “off” hand can be used
for a shield. The other two, your “shoulder” slots, are good places to put torches
your map or other items you want to carry around while keeping a weapon read:y,
If one of the top four circles is empty and a torch is in one of the lower circles,
clicking to Use the torch automatically lights it and moves it to an upper slot.

Combining Objects. In general, it is not possible to combine objects of different
types. However, it is sometimes possible to make a new object by dragging an object
in-hand on top of an object in your inventory. (For instance, you can drag a torch
over an ear of corn to make popcorn.)

Bags and Packs. Keep the bags and packs you find, since you can use them to keep
your goods organized. A typical adventurer might carry five or more bags — a food
bag, a bag of keys, a bag of items to barter with, a bag of torches and candles, anda
rune bag. You can also place bags inside of other bags. To take an item out of your
bag but keep it in your inventory, drag it to the symbol of the opened bag. (Note
that you can't take rune stones out of your rune bag).

Combat

The Elements of An Attack. Every time you attack, you must make three choices
Where to aim, the type of attack and the strength of the attack.

To aim, place the cursor on the creature or object you wish to attack. It is nos}
necessary to pin-point a specific part of your foe — just pointing at the middle of &
body is generally good enough for the purposes of this game. (But you wouldn't
want to accidentally strike a door or a chest, instead of your enemy.)

Only one type of unarmed attack exists — the jab. Similarly, there
form of attack for each missile weapon (bow, sling, etc.). Other weapons — swords:
daggers, maces and so on — can be used in a variety of ways. You determin€ the
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ck you make by where the cursor is located when you first press the
tton.

in the top third of the screen, your attack will be a bash from

ing in the middle third of the screen will begin a sideways slash, and
in the bottom third will cause a thrust. The three forms of attack
 amounts of damage, depending on the weapon used.

gem on the screen, just below the icons to the left of the view

es the strength of your attack. When you press the right mouse-
n an attack, the gem gradually turns red, then yellow and finally

er you prepare an attack, the more damage it does if it hits its

sem is still red when you launch your attack, the attack is aborted. A
icates a quick, low-strength attack. When the gem is green and

our attack is at maximum strength.

Condition. This is indicated by the gargoyle at the top of the view

en you hit a creature in combat, glance at the gargoyle's eyes. If they
ur opponent is still in good shape. If they glow yellow, he is injured
s glow red, you've injured him badly.

Weapons. Bows and similar weapons work differently than other
dy a missile weapon by placing it in your hand on the inventory panel,
u have the appropriate type of ammunition in your inventory. If you
right type of projectile for the weapon, you can't attack. (Bows use

's use bolts, and slings use bullets.)
right mouse-button to initiate an attack (screen location doesn't
n wait for the power gem to glow green. When it is green, your missile
ready to shoot — unlike other attacks, there is no bonus for delaying
ther. A red, circular cursor appears. Move the cursor to your target,
mouse-button to unleash the attack. (Remember you have to lead a

ectiles are destroyed on impact. You may be able to recover others

mate Objects. In general, inanimate objects are not worth attack-
n't do much damage to stone walls. However, some objects can be
eated attack — you can bash open locked chests and batter down
for example. This is time consuming and may damage (or destroy)
ut if you lack a crucial key or don't feel like taking the time to find
be worth your while.
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Weapons d Armor the shield must go in the inventory circle nearest his or her left hand.

o p st protective, the shields are: buckler, small shield, wooden shield
To make the most of combat, you must understand the benefits and deal

of the various weapons and armor-types found in the Abyss. You should N

. .. . also
attention to the condition of your equipment. ./

Conversation

the people and creatures you meet in the Abyss have tales to tell.

Weapon Types. There are four classes of weapons. Larger weapons usually 4
y do ; :
em and helping them with their problems is an important part of the

more damage, but take longer to ready between blows than smaller weapon

Swords include daggers, shortswords, longswords and broadswords. D,
be readied swiftly, but inflict only light damage. Daggers are best used
weapons, while swords excel at slashing.

i)erson or creature seems obviously hostile, it is always in your best

try to engage him, her or it in conversation — attacking everything in

d to failure in your mission and, in many cases, quick death.

an talk to most of the humanoid inhabitants and may hold conversations
atures in the dungeon. In general, you cannot speak to someone who
but there are exceptions.

often remember and react to how you treat them in a conversation.
y work on some, but may anger others. An angry creature may

E8ErS cap
as thrusﬁn‘

Axes include hand axes, pole axes and battle axes. Axes do more damage thay
swords, but take longer to ready. They are slashing weapons — only the pole axej
effective when thrusting, and no axe can bash very well. The battle axe is the mwu
damaging weapon in the game (excluding enchanted or special weapons).

Maces include cudgels, light maces and maces. All maces are best used as bashin
weapons. %

|| \
- jons, ill see response “Other,” “What about..."” or
Missile Weapons include slings, bows and crossbows. Missile weapons allow you ; e.rﬁ :l: “;Oil"’c::’t‘;l;: int}al.ena;i, word or phrase.
to attack most creatures before they can attack you. The problem is that each shot ’
requires ammunition, and it can be hard to find arrows (for bows) or bolts (for
crossbows). Slings fire projectiles which are slow, easy to dodge and which don'tdo
much damage...but sling bullets are easy to find. (You can always make more by

breaking a boulder.)

Barter Area Your Portrait

Armor. There are three types of armor: leather (the least protection), chain and
plate. As you find various pieces of armor, your character might soon be wearing
protection of many kinds (leather leggings, a chain shirt and a plate helm, perhaps):

Armor degrades in quality as it suffers damage through combat, and eventually
is destroyed (unless a talented smith can be found or you repair it yourself, using &
anvil). Also, note that armor provides less protection as it deteriorates. Keep armor
in good repair whenever possible.

Armor is also heavy — a complete
set of plate armor may be too heavy for
you to wear, especially if you want to
carry anything else with you!

Shields. These are only effective when
carried in the hand opposite your
weapon hand — if your character is

bitants of the underworld have equipment and food they are vxfilling
in exchange for things they need — bartering is an important skill, one
t to hone as you explore the depths.
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yu may demand that he give you certain items, by selecting the appropri-
sour message scroll. This is a very hostile act. Even if the character

e you the items, his attitude towards you will worsen. If he thinks he is
vou, he will refuse, and he will attack you. You must be very careful

demand things.

Barter Areas. Sometimes in a conversation a character may ask to see itep,
may want to show items. This is what the barter areas are for. The barter 4, o you
the tables upon which traders display their wares — look just like norma| ineas 3
slots. If you want a potential trading partner to see an item you wish to n-adev “tory;
must put it in one of the circles in your barter area. '
Placing an item in the barter area automatically lights the dot next to th,
A lit dot indicates an item that is available for trade. Clicking on the item g
lit dot off, removing the item from consideration in a trade. No character c:,g

item.
les the

by ‘ ¥ X ‘ See
what another has in his or her inventory. Put an item or items in your barter ared

and your trading partner will see it.

ters in the Abyss may offer to repair items as part of their

‘have an item fixed, place the broken item in your barter area before
nversation option requesting the repair.

o try to repair damaged weapons or armor yourself, but you must

. Success depends upon your repair skill level — it is possible to

g by attempting to repair it! Repairs also take time, and the noise

on. To repair an item, you use the anvil as you would any item. Your
o a small anvil, which you then must click on the item you wish to
ppears in the message scroll telling you how difficult the repair
if you want to continue. Select the “Yes” option and you attempt

Procedure. Either you or the person you are talking to may initiate a barter seg
When this occurs a number of items that the character is offering to trade wil| .
appear in his barter area. You may move any items you wish to trade into your
barter area. Then, click on the items in the character’s barter area that intéresr you
to light their dots, and do the same for the items you are offering to trade for them
in your barter area. You can then offer this deal to the character by clicking on a
menu line that says something like “I offer you this trade.”

If the character accepts your deal, the items you offered will disappear into his
inventory, along with any items of his you did not bargain for. You may move the
items you traded for from his barter area into your inventory. If he declines, you
may change the highlighted items in either barter area and try again.

aversation or bartering session, you must say “farewell” (or the
g selecting it from your conversation options. Any items left in your
the character barter area that belong to you at the end of a

Giving and Showing. The same procedure is used to give or show items. For .
appear on the floor in front of you.

example, you may want to offer someone a gift. To do this, you must have a
highlighted item in your barter area. When you click on a menu line like “I wish to
give you this gift,” the character may take the item from your barter area. Whena
character decides to give you something, the cursor will become that item. You
should place it into your inventory.

leasting. In order to have any chance to cast a spell successfully,

’ ‘_must be of high enough level and you must have sufficient Mana.
ana. The cost of a spell, in Mana points, is equal to triple the level of

for example, a spell of the First Circle costs 3 Mana points to cast. Your
nt Mana level is the first of the two numbers which follows “Mana”

ter panel. If you currently have at least 3 Mana points, you can cast a

Appraisal. Some characters in the dungeon are patient with bartering. Others lose
interest quickly and may tire of it after a few unsuccessful offers. Some may require
more profit for themselves before accepting a deal. Characters also may have
different ideas about the values of items than you do. To avoid ma.kingv bad offers,
or getting a really bad deal, you may wish to evaluate the relative values of the ite™
being offered. To do this, click on a line that says something like “I must think
about this deal.” A line evaluating the deal will appear in the big scroll. For instancer
you may see the words, “You think you are getting a good deal.” The accuracy ©
the evaluation depends upon your appraise skill.

and Spellcasting. To cast a spell, your character level, halved and

ust equal or exceed the Circle of the spell. If you successfully cast a
comes into play again — before you can cast another spell, you may
amount of time determined by your level and the level of the spell

Demands. One final option in bartering is to simply demand items from the other
character. Once the character has agreed to barter and you can see what he is
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another creature) while others may affect entire areas.
casting an area effect spell, make sure there is some open space in front
cter — obstacles close by can interfere with the casting.

Unsuccessful Spellcasting. Whenever you cast a spell, there is a chance Voua

fail. The higher your character’s casting skill level, the less likely this is. In ge vill
failed attempt to cast a spell has no effect. You don't use up Mana points — 3 -
waste some time. However, a failed spellcasting attempt may backfire (espec.i):;lu sy
your casting level is low). A backfire damages the caster. Vi

effect spells affect all creatures and/or objects in an area; some affect
and/or object; still others will affect an unpredictable number of
Spell T r objects. Experiment with area effect spells to learn which ones

Spells come in three varieties. Some spells are instantaneous, taking effect
soon as they are cast. Many spells last for a period of time after they are cast _ :(:r
instance, the duration of a Light spell is several minutes. Still other spells myg; be
targeted — directed at a specific point. These last two spell-types require a big of
explanation:

ct.

Jtems. As you explore the dungeon you will find powerful magic items.
mazing magical abilities, unrestricted by level or amount of Mana.
hanted items (crowns and rings, for example) are meant to be worn.
as soon as you put them on. Other magic items take effect only
sed.

le, the effect of Ring of Invisibility lasts as long you wear the ring.

st a spell inscribed on a magical scroll, you must Use the scroll.

at enchanted items don't look any different than ordinary ones. If your
enough, you may be able to determine an item’s magical function
at it. If you suspect an item is enchanted, but don't learn much the
ook at it, try again when your lore skill goes up.

The Eight Circles of Runic Magic

Duration Spells. When you cast a duration spell, its symbol appears to the left of
the compass. It is impossible to maintain more than

three duration spells at the same time. If you want to
cast a fourth duration spell, you must dispel one of the
existing spells (by left-clicking its duration symbol).
Right-clicking on the symbol of a duration spell causes
the message scroll to display the name of the spell, and
whether the spell will continue much longer (“stable”
means time remains, “unstable” means the spell will
expire shortly).

If you expect to use magic in a battle, ready a useful
spell prior to combat, not during it. Remember that you
can leave a spell on the rune shelf, to be used at any time.
Bear in mind that powerful spells (such as Flame Wind),
may destroy valuable artifacts near the spell’s target.

te Food (In Mani Ylem) Causes a fine bounty of food to appear
nanent spell).
. (In Lor) Nlluminates a darkened area (duration spell).
w (Ort Jux) Fires a magic arrow at your opponent
d spell).
Blows (Bet In Sanct) Has the same effect as wearing a suit of head-
armor (duration spell).
| (Sanct Hur) Briefly prevents you from making any noise, making it

ly that creatures will notice you (duration spell).
1

Targeted Spells. Several of the spells in the game must be
targeted like missile weapons. When you cast a targeted spell
by right-clicking on the rune shelf, your cursor changes to a
targeting cursor. For combat spells (e.g., Fireball), the
targeting cursor is a red circle. For non-combat spells (e.g.,
Strengthen Door), the cursor is a blue cross. Position the
cursor on the target and press the right mouse-button to let
the spell fly. These spells do not require Mana until they
are released. And it may not bepossible to release the spell
if there is an object directly in front of you.

se Fear (Quas Corp) May cause an opponent to lose heart and flee
antaneous spell).

ot Monster (Wis Mani) Reveals the presence of hidden or unper-

‘d enemies (instantaneous spell).

Sser Heal (7 Bet Mani) Heals your minor wounds (instantaneous spell).
e of Warding (In Jux) Places an enchantment in an area which will
ort if anything disturbs it (permanent spell, until disturbed).
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Area Spells. In addition to the spell-types described

above, be aware that some spells affect individuals (your
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RMK Slow Fall (Rel Des Por) Briefly allows you to float in the air |ike rze (An Ex Por) Prevents target from moving (instantaneous spell).

(duration spell). * feathey esis (Ort Por Ylem) Allows you to pick up a single item and use it
The 310 Cirele istance (duration spell).
Bh I Conceal (Bet Sanct Lor) Briefly obscures you, so you might remajy e rele

(duration spell). Nseen . (In Mani Rel) Causes the ensorcelled being to fight the last enemy he
FX  Lightning (Ort Grav) Hurls a bolt of arcane energy at Your opponeng he saw you attack (permanent spell).

(targeted spell). usion (Vas An Wis) Causes foes to act as if drunk

aneous spell).
s Hur Por) Allows you to fly through the air for a time, and then
ly to the ground (duration spell).
(Vas Sanct Lor) Causes you to become nearly impossible to see
n spell).
veal (Ort An Quas) Reveals hidden objects and concealed exits from
ent location (instantaneous spell).

2 Night Vision (Quas Lor) Allows you to see without benefit of torch op
candle (duration spell).

R1TK Speed (Rel Tym Por) Slows down your enemies relative to your speed
(duration spell).

W9  Strengthen Door (SanctJux) Spikes a door (permanent spell).

The 4th Circle

IPA  Heal (InMani) Heals you of grievous wounds (permanent spell).

PK  Levitate (Hur Por) Briefly allows you to rise vertically into the air
(duration spell).

P  Poison (Nox Mani) Poisons your opponent with toxic venom
(permanent spell).

R®  Remove Trap (An Jux) Negates the targeted snare (targeted spell).

WP  Resist Fire (Sanct Flam) Briefly grants a partial resistance to damage from
flame (duration spell).

The 5th Circle

R4 Cure Poison (An Nox) Acts as an antidote to any poison (permanent spell).

K¥Y  Fireball (Por Flam) Hurls a mighty flaming missile at your opponent
(targeted spell).

X WK Missile Protection (Grav Sanct Por) Renders you invulnerable to missiles
(duration spell).

F'NRM Name Enchantment (Ort Wis Yiem ) Reveals the true nature of the object
on which you cast the spell (permanent spell).

MR Open (Ex Ylem) Unlocks a locked door or chest (permanent spell).-

The 6th Circle

At Daylight (VasIn Lor) Provides bright illumination for extended Pe"i"ds
time (duration spell).

ARK Gate Travel (Vas Rel Por) Allows you to travel instantly to a moonstone
(instantaneous spell). i

Al PQ Greater Heal (Vas In Mani) Brings you back to your original vigor (Full
Vitality) (permanent spell).

Vind (Flam Hur) Casts multiple flaming missiles into the area
aneous spell).

Time (An Tym) Stops the flow of time for all but you

ion spell).

Flesh (In Vas Sanct) Greatly increases your resistance to damage

n spell).

g Sight (Ort Por Wis) Allows you to see the world from a bird's-
(duration spell).

(Vas Por Ylem) Causes the ground to quake and rocks to burst
aneous spell).

Skill List

) The ability to move with grace. This skill reduces damage taken
collisions.

Training in perceiving the value of goods. This skill aids you in
ting a deal offered you in barter.

our general fighting ability. This skill provides a bonus to your
en attacking.

ning in the use of axes. This skill increases your ability to de-
ack and provides a bonus to hit when attacking with any form of

of

) The study of spells. This skill improves the likelihood of a spell
lly cast.
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Charm (DX) Knack of making friends. This skill increases your chanceg of
obtaining a good deal when bartering.

Defense (ST) Your ability to defend yourself in combat. This skill Provides 5
penalty to foes who are trying to strike you.

Lore (INT) The ability to correctly identify an item. This skill improves the
accuracy of the information gained by Looking at an object.

Mace (ST) Training in the use of blunt weapons. This skill increases your defenge

B A X

against attacks, and gives a bonus to hit when using a mace or cudgel.
Ma (INT) Your ability to r.nanipulate magical energy. This skill increases Youd SBnI:::l‘l %2::11: Il))olivsn
maximum number of Mana points.
Missile (ST) Training in the use of missile weapons. This skill increases the
damage you inflict in attacks using bows, crossbows, and slings.
Picklock (DX) The ability to use lock-picking tools. This skill increases your W X P
chanc.es of using a loclfl?xck to open a locked door or che-st. - FLAM GRAV HUR
Repair (DX) The ability to fix weapons and armor. This skill increases your
y ! e, i Flame Energy Wind
chance of using an anvil to repair items successfully.
Search (DX) Training which heightens your perceptions. This skill increases your
chance of detecting hidden doors and traps. This skill is applied automatically
whenever you Look at something. Q A r
Sneak (DX) The 'ability to move quietly. This .skill afutomatically reduces the noise JUX KAL LOR
you make, making it less likely that creatures will notice you. H S Gith:
Swimming (DX) Training in endurance swimming. This skill postpones drowning. £ ¥ o 6
Sword (ST) Training in swordsmanship. This skill increases your chance of
defending against attack and provides a bonus to your chance to hit when striking
with swords and daggers. * p K
Track (DX) The ability to perceive animal tracks. This skill tells you when NOX ORT POR
creatures are near. £ 3 Mo atent
Traps (DX) The ability to disable a trap. This skill disarms traps you find. Poison Magic
Unarmed (ST) Training in unarmed combat. This skill provides a bonus both to
your chance to hit and to damage when attacking with only your fist. R 11 'T
REL SANCT TYM
Change Protection Time
VAS WIS YLEM
Great Knowledge Matter
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Proclamation
To All Who Strive Along the Avatar’s Pag),

1, Cabirus, call upon those of Virtue to join me in a Valorous Queat, one whic), promi
to be rich in Sacrifice and Spirituality. .

Decades ago, Lord British in his wisdom founded eight settlements, each dedicate)
of the Virtues. We Britannians have lived up to our lords expectations, for the toyn, of B m‘
Jhelom, Minoc, Moonglow, Skara Brae, Trinsic and Yew have flourished to the presen; day,

1 believe the time has now come to found one further town, where all of the Eight [/,',,“;
are bound together into a unified whole. In order to people this new community, I call upop the
moat faithful among our citizenry to come forward in this cause — fighters and mages firat,
and later craftsmen and even children.

Further, it s my intent to bring together in this new settlement those who have seldom
been a part of our civilized community — creatures of the mountains, woods and swampa,
Whether by myself or my agents, these primitive beings will be contacted, taught of the Way of
the Avatar, and invited to join our pioneer colony.

And where shall this new town be located? This has been a matter of long discussion, Al
firat, it had been thought to place this colony in a setting conducive to its goals — a pleasant
woodlands, adjacent to a placid lake, or even at the peak of a lofty mountain. However, I have
since realized the usefulness to all of Britannia should this Center of Virtue be situated in such
a place as to seal off a gate that has in the past been used by Evil forces to trouble us — on the
lsle of the Avatar, directly in the Great Stygian Abyss itself!

With the blessing of Lord British, I dedicate myself to this sacred Quest, and call uponall
who are likewise stirred by the Vision of Avatarkood to join me in this Honorable Deed. Pray
that we may succeed, for the augurics hint of dire consequences should we fail to guard the

Abyss against the incursion of Evil. g NG
Al

—

Foreword

As 1 set these words upon this parchment, I have recently emerged from the Stygian
Abyoss. I am the former page of the late Sir Cabirus, and the Eight Virtues have impelled 1"12’
comptle these excerpls from the writings and speeches of my beloved spiritual master. T./” oy
the founding of our brave colony in the very beart of the Great Stygian Abyss, Str Cabirud
demonatrated a degree of Valor and Sacrifice comparable only to the selfless acts of Lo 0 Bt
ish or the Avatar themselves.

1 witness to the Honesty and Justice of this record with my signature. ﬂ

N/

e chosen to set down upon this parchment the facts, as they are known to
ning this island upon which I and the colonists have chosen to found our
. I wish that most of this information were not new to my readers, but

, few of my fellow-citizens seem to take as much of an interest in our
once did.

The Ascent of the Avatar

e of the Avatar was discovered during the Fourth Age (as related in
Avatar), at the climax of the Avatar’s quest. The Stranger from Another
ho came to Britannia in answer to Lord British's summons, completed the
Eight Virtues and became the Avatar — the embodiment of the pure

as during his journeys that the Avatar unearthed a chilling artifact: the
ndain the Wicked, the first of the Triad of Evil. There were those who
the artifact held the power to destroy all life on our world. Fortu-

as the Stranger who discovered it, and not someone of lesser Virtue.
On completing the Path of the Eight Virtues, the Avatar embarked on a
) the Codex of Ultimate Wisdom. Legend linked this ancient tome with
‘anean maze known as the Great Stygian Abyss. “Truly, no one has ever
s depths,” wrote Shamino, who arranged by magic to obtain a map of its

Ultima Underworld 51



corridors. “1 cannot imagine the horrors that await the first to venture intq the

Stygian depths.”

o those who emerged from below were the Gargoyles, whose sages
] that their race could only be saved by the recovery of the Codex of

The entrance to the Abyss was found to lie on an uncharted island southeggy om (which they claimed as their property) and the destruction of the
1 whom they believed the Avatar to be!). With diabolical cunning, the

of the mainland, guarded by a squadron of sailing ships crewed by ghosts of an il
cient pirates. Forcing his way past the spectral fleet and unraveling the Mysterieg I’ ean beings summoned the Avatar to Britannia in an attempt to kill him,
of the Abyss, the Avatar at last succeeded in obtaining the Codex of Ultimate g 3ritish intervened in time to rescue the otherworlder.

Wisdom. In honor of this achievement, the mystery island was christened the “Isle! Gargoyles remained a threat to the peace of Britannia, and the Ava-
of the Avatar.” i &m a difficult quest which once again brought him to the Isle of the
Shrines were in time liberated from the Gargoyles' possession,

er regions of Dungeon Hythloth — from which most monsters sa