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NfCRO!lANCE 

PL~YING UL1'IM~: 

GE<f<fING S<f~R<fEn - RUNNING <fHE COPY PROGR~M 
1) Boot tb~ 'Play~r Mast~r disk. Hit ESC to ~Qt~r tb~ copy prograll1. Mak~ 
Ii copy of tb~ 'Play~r Mast~r OQ a blaQk disk. (~ytlll1~ you cNat~ a Q~W 
"p~rsoQallz~d" 'Play~r disk you sbould lab~l tbat disk wltb tb~ Qall1~ you 
assUIQ~ for your Q~W cbaract~r.) N~v~r us~ tb~ 'Play~r Mast~r disk Its~lf 
for actual g8ll1~ play as m~s will b~ cbaQg~d. OQc~ you bav~ ll1ad~ your 
p~rsoQal1z~d 'Play~r disk, blttlQg R<ETURN will ~Qd tb~ copy progr8ll1 
sQd produc~ aQ 'Appl~soft proll1pt aQd a flasb1Qg cursor OQ tb~ scr~~Q. 

2) Nut boot tb~ "'Prograll1 f)1sk~tt~" - art~r a f~w ll1oll1eQts you will be 
glveQ tbree cbolces: 

#0 - # Of BISK mlIV£S =.1 
#1- G£N£R'AT£ N£W CH'AR'ACT£R 
#2 - CONTINU£ PR<EVIOUS G'AM£ 

If YOU H'A V£ TWO BISK mlIV£S fIRST TYP£ CHOICE #0 TO OP£R· 
'AT£ BOTH mlIV£SI £scb t11l1~ you strike tbe "zero" key it toggles tbe 
QUll1ber of drlv~s . 

CR<£~<fING YOUR fIRS<f CH~R~C<fER ROLE 
3) Opt1oQ # 1 Is used to create a cbaracter. To do tbls, strlk~ tbe "oQe" 
key. Tbe prograll1 will QOW ask you to "IQsert 'A New 'Player BIsk" - tbls 
refers to tb~ dupl1cate ll1ade IQ paragrapb 1. IQs~rt disk IQto tbe appro· 
prlate drln as sbowQ OQ tbe screeQ. OQce tbls Is dOQ~, strike tb~ "£SC" 
key. StrlklQg tb~ "£SC" k~y Is used to ackqowledge aQY disk swap 
durlQg play of Ultlll1a. 



4) G~Q~ratlQg t~~ c~aract~r: Y ou ~av~ BO polQts to dlstrlbut~ b~tw~~Q 
t~~ ~ attrlbut~s. You lQust allot at l~ast 10 polQts to ~ac~ attrlbut~ aQd 
QO IQON t~aQ 20. <f~~ us~s of ~ac~ attrlbut~ ar~ s~owQ OQ t~~ '''PRC'' 
('lay~r R~f~r~Qc~ Card). £ac~ c~aract~r Is IQltlally glv~Q 100 ~It polQts, 
BB days of food, 2 dagg~rs aQd l~at~~r arIQour. C~ooslQg a rac~ aQd typ~ 
Is v~ry lIQportaQt. <f~~ slgQlflcaQc~ of ~ac~ Is s~owQ OQ t~~ "'PRC". <f11~ 
Q8IQ~ your c~aract~r a88UIQ~S IQust start wltl1 a l~tt~r of t~~ alpl1ab~t 
aQd b~ QO IQor~ t~aQ. 15 c~aract~rs IQ I~Qgt~. WI1~Q you ~av~ flQIs~~d aQd 
your c~aracterlzatloQ Is satisfactory t~~ progralQ wtll wrlt~ t~~ IQforIQa
tloQ OQ t~~ scr~~Q to your p~rsoQallz~d 'Play~r disk. 

5) <AckQowl~dg~ disk swap (If sIQgl~-drlv~ syst~IQ) . S£VEC<f <fH£ 'NUM
B£R "2" R£Y <fO £'N<f£R <fH£ WORLif) Of UL<fIM<A. 

<At t~ls polQt t~~ play~r s~ould r~ad tl1~ r~st 
of t~ls playbook aQd study tl1~ cOlQlQaqd SYQ
tax aQd sYIQbol l~g~Qds OQ t~~ 'lay~r R~f
~r~Qc~ Card ('PRC) ~Qclos~d. 'Plac~ t~~ 'PRC 
Q~xt to t~~ <Appl~ II for us~ lQ play. 

MONSTERS 
Maqy IQoQst~rs aQd ~vtl folk IQf~st UltlIQa: <f~l~v~s, glaQt Octopi, 

'N~crolQaQc~rs, Sk~l~toQs, Bats, GlaQt Spld~rs, aQd if)a~IQoQs .. to QaIQ~ 
oQly a f~w. MaQY of t~~s~ cNatur~s ar~ lQaglcal IQ Qatur~ aQd/or 118v~ 
sp~clal 8bllltl~s. <As you play, you will 1~8rQ w~lc~ IQoQst~rs 8r~ 
stroQg~r t~aQ ot~~rs 8Qd ~ow to b~st d~81 wlt~ ~acl1. 



W'ECA'PONS 
WeapoQs, w~lc~ caQ be bouQ~t IQ t~e towQs, wlll be listed IQ IQ

creaslQQ attack streQQt~. <f~ls order caQ be obtalQed durlQg play by rer
ereQclQg t~e player's statistics (t~e "z" cOll/ll/aQd key). ~s t~e gall/e 
cOQtlQues, t.~e cOll/puter keeps track of till/e aQd slowly IQcreases t~e 
tec~Qology of t~e world, allowlQQ you to buy better aQd stroQger wea
pOQS. <f~ese weapoQs IQclude 10Qg dlstaQce weapoQs - bow aQd arrow, 
for iI1staQce, aQd ~aQd to ~aQd weapoQs suc~ as a sword. 

<fo attack wltll a weapoQ, you Il/ust first "Ready" It (see "R" COIl/
ll/aQd OQ 'PRC -- 'Player RerereQce Card). W~eQ you type aQ "R" cOll/ll/aQd 
you are asked "w~lc~?" you waQt to ready: -- W'E)apoQ, ~)rll/our, or 
S)pell. UpoQ aQswerlQg, you are proll/pted by your c~olce rollowed by a 
questloQ Il/ark (I.e.: Spell?). for WeapoQ you Il/ust specify wlt~ t~e first 
CfWO letters of t~e Qall/e of your c~oseQ weapoQ. fo: ~rll/our or Spells a 
ON<£. letter respoQse IdeQtifies your c~olce. 

~ulets, waQds, aQd staffs are Il/aglcalltell/s w~lc~ are Qot directly 
used IQ attacks. W~lle IQ your ~aQd, t~ese objects IQcrease spell-castlQQ 
ablllty. Spell-castiQg effectiveQess Is Qreatest wlt~ t~e staff, followed by 
waQds, t~eQ llIl/ulets. 

OQe weapoQ t~at Qeeds explalQIQQ Is a "trlaQgle;" It Is a very 
ll/aQlcal sword. 



f IGU'R'E 1 - surface view of two dUQ\lcoQ cQtraQccs Qcar Ibc City of Pawil 
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fIGU'R'E 2 - surface view surrouQdlQ\I Lord 'Brltlsb's castle 



OUCfCOOOR MOV<EM<ENCf 
(fig. 1 & fig. 2) , , 

'MOV~II'/~Qt outdoors Is accolI'/plls~~d wlt~ t~~ dlrectloll k~ys: 
"<-", "->", "R£CfUR'N," alld " '''. Cf~~s~ k~ys Il'/~all w~st, ~ast, Ilort~, 
alld sout~, resp~ctlv~ly. Cf~~ World COllslsts of ov~r 30,000 gall'/~·trav~l 
days wlt~ t~~ surfac~ COllsIstlllg of oc~aIlS, grasslallds, forests, 
Il'/Oulltalll rallg~s, towllS, castl~s, lalldmarks, alld dUllg~oIlS. 

You Il'/ay ~lt~~r flg~t Il'/Ollst~rs or rUIl away froll'/ t~~Il'/. for b~gllllllllg 
play~rs, (w~os~ c~aract~rs' attrlbut~s are at relatlv~ly low l~v~ls) It 
Il'/lg~t b~ advlsabl~ to rUIl froll'/ suc~ cr~atures as t~~ walld~rlllg warlock. 

Eac~ towll, castl~, alld dUllg~oll ~as Its oWQ ulllqu~ traits; you wlll 
b~ wls~ to dlscov~r t~~s~ dlff~re llc ~s alld us~ t~~1l'/ to your advlllltag~. 
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TOWN tA.NCfl CtA.STLE MOVEMENT 
(fig. 3 &. fig. 4) 

CfowQ aQd castl~ II'/OV~II'/~Qts ar~ accoIl'/pllS~~d IQ t~~ saIl'/~ maQQ~r 
as outdoors. T~~y ar~ us~d for r~pl~Qls~IQQ suppll~s, Qat~~rIQQ IQforma
tloQ aQd ralslQQ play~r attrlbut~s. Cf~~r~ Is muc~ mON to t~~ towQs aQd 
castl~s t~aQ m~~ts t~~ ~y~, so ~xp~rlm~Qt wlt~ all your optloQs. 

COIl'/bat IQ tQ~ towQs aQd castl~s dlff~rs from tQat IQ otQ~r ar~as. 
<Aft~r strlklQQ tQ~ "<A" k~y, (II'/~aQIQQ "attack"), OQ~ must strlk~ a dINC
tioQ k~y, (as IQ II'/OV~m~Qt), to d~t~rmIQ~ tb~ dlr~ctloQ of your attack. 



fIGUR<E 5 - dUQgeol1 view of corridors, doors, aQd trapdoor 

FIGt;R£ e - dUQgeoQ view of ladder, coffll1, aQd JUl1ctioQ of corridors 



ilUNG<EON MOV<EM<EN<i 
(fig. 5 & fig. e) 

reUQg~OQ IQOV~IQ~Qt Is accolT/plls~~d by t~~ salT/~ dlNCtiOQ k~ys as 
OQ t~~ surfac~, but t~ls tIlT/~ t~~y IT/~aQ turQ l~ft, turQ rlQ~t, QO forward, 
aQd turQ arouQd, r~sp~ctlv~ly. reuQQ~oQs aN s~owQ IQ IT/at~~lT/atically 
d~t~rIT/IQ~d p~np~ctlv~. <f~~N ar~ 25 dlf[~NQt typ~8 of subsurrac~ 
1T/0Qst~rs. re1ff~r~Qt 1T/0Qst~r typ~s, wlt~ IQcNasiQQ StNQgt~, aN fouQd 
as you go d~~p~r IQto t~~ dUQg~oQs. <fraps aQd gold IQcNas~ IQ 
fr~qu~Qcy wlt~ d~pt~ as do~s t~~ QUIT/b~r of forc~ fl~lds aQd coffiQs. 

SPCAC<E MOV<EM<EN<i 
IQ spac~, t~~ "<-", "->", "'R<E<fU'R'N," aQd " /" k~ys IT/aQ~uv~r 

your spac~ v~~lcl~. <f~~y cOQtrol rotat~ I~ft, rotat~ rlQ~t, t~rust aQd r~tro 
(rl!vers~ t~rust), r~sp~ctlv~ly. IQ t~~ froQt vl~w IT/od~ t~I!Y IT/~aQ turQ Idt, 
turQ rlQ~t, cllIQb, dlv~, al)d t~~ spac~ bar cI!Qt~n' t~~ stick. 

Spac~ Is dlvld~d iIlt.O M s~cton 01) a 8 x 8 grid. W~i11! II) t~~ top vi~w 
IT/od~, you s~~ all wlt~h! your s~cto r. You IQay obtail) a 10QQ-raQg~ scaQ 
of t~~ surroul)dlIl9 s~ctors w lt~ t~~ "I" cOIQlT/aQd. (S~~ I~Q~l)d OIl t~~ PRC 
for IT/~al)lQg of symbols 01) 10I)Q-raQQ~ scali r~adout.) Hyp~npac~ JUIT/PS 
your s~lp froIQ Oll~ sl!ctor to t~~ lI~xt, bas~d uPOIl your last dlr~ctloll of 
trav~1 ill t~1i! top vl~w IT/od~. 

reocklllg wlt~ starbas~s call bl! IT/ad~ at OIl~ of t~~ uQus~d docklllg 
ports alld s~ould bl! IT/ad~ ollly at slow sp~~ds, 011 a dlr~ct cours~ Illto t~~ 
port op~QI1I9. !A docklQQ f~~ of 500 Gold 'PI~c~s is r~qulNd for ~ac~ dock
IQQ; NIT/~IT/b~r to brlQg ~lIoug~. Up 011 dockillg wlt~ a starbas~ you wlll 
b~ ask~d "BasI! COIT/IT/alld." Y ou s~ould t~~Il typ~ a dlr~ctloll k~y to IlIdl
cat~ w~lc~ v~~lcll! you wls~ to us~ lI~xt. 

'R~~lItry takl!s plac~ W~~II your s~lp pass~s wlt~11I 15 scr~~11 uQlts of 
UltilT/a. 'NO<ff:: Ollly a spacl! s~uttl~ ~as ~~at s~I~lds. !AllY spac~ v~~lcl~ 
willlllciQl!ratl! at a dlstaQcl! of 15 SCN~II ullits frolT/ a star. 

f:lIgaglQQ cOlT/bat III spac~ Nqulr~s t~~ USI! of t~~ "frollt-vl~w" IT/od~ 
ac~l~v~d by togQllIlQ t.~1! "V" cOlT/lT/alld. You call1lot c~aIlQ~ bllCk to "top
vl~w" IT/od~ ulltil ~lt~l!r llll I!II~IT/Y s~lps III your s~ctor ar~ rout~d, or you 
l~llv~ t~~ s~ctor by "~yp~r-JulT/plllg" Illto t~~ lIut s~ctor. 

f:v~1I W~~II stopp~d III t~~ top-vl~w IT/od~, your s~lp IT/lly stlll ~av~ 
SOIQ~ 1T/0tloQ III t~~ t~lrd dllT/~QslolI, t~us, t~~ froQt vl~w IT/od~ IT/ay s~ow 
SOIT/~ 1T/0tloQ. <f~~ k~ys e-1 ar~ sp~~ds for t~~ frollt vl~w IT/od~, e b~llIg 
t~~ slow~st wlt~ 1 t~1! fast~st. IM'PO'R<f!A'N<f: C~allglIl9 froIQ frollt vl~w 
to top YI~w at ~Ig~ sp~~ds will sur~ly Nsult lllll flltal colllslolli 



SYSq'<EM R<EQUIR<EM<ENq'S 'ANn PROGR'AM NOq'<ES: 
T~ls packaQe cOQtalQs oQe U1tlIQa disk wlt~ t~e ProQraIQ nlsk· 

ette OQ oQe side 8Qd t~e Player Master OQ t~e filpslde. Bot~ will boot OQ 
nos 3.2 or 3.3 IQac~iQes. Bot~ require iApplesoft iQ ROM. If a laQQuaQe 
card Is available, It wlll autoIQatlcally be loaded wlt~ iApplesoft 'QO Qeed 
to use t~e Basics disk. 

If t~ere Is QO iApplesoft ROM or laQQuaQe card iQ t~e systeIQ, a 
IQessaQe to t~is effect wlll be displayed OQ tile screeQ wileQ tile proQr8IQ 
disk Is booted. 

If aQ iApplesoft error occurs durlQQ U1tlIQa, a JQessaQe wlll be 
displayed aQd tile user silould illt £SC. Most errors are fatal aQd wlll 
cause tile disk to be rebooted. 

Users silould use tile Quit (save QaJQe) cOJQJQaQd frequeQtly to 
avoid 10slQQ data iQ case of reset or ot~er probleJQs, (I.e.: deat~ of 
cilaracters). 

Tile Player Master s~ould be copied oQto oQe or JQore blaQk 
disks for use IQ playlQQ tile QaJQe. 'Never atteJQpt to write OQ t~e 'Player 
Master. 

Tilere Is a deJQoQstratloQ OQ t~e 'Player ~8ster disk t~8t dis· 
plays various sceQes froJQ U1tlJQa OQ t~1<l ~Ires QrapItlcs screeQ. HlttlQQ 
£SC durlQQ tills delQo will cause It to eQter tIte 'Player Copy RoutlQe. 

Tile Player Copy RoutlQ~ will work wltIt oQe or two disk drives. 
OQ oQe drive systeJQs, tile disk Is copied 111 t~ree 'passes,' aQd t~e user 
wlll be proIQpted w~el1 to IQsert t~e 'Player M8ster 811d blaQk diskettes. 

PROGR'AMMING & INSfIR'Aq'ION'AL CR<EnIq'S: 
ReQ iArQold 
Cilarles Buec~e . 
Rlcbard Garriott 
Steve GlbsoQ 
Mlcilael Gray 
Steve JacksoQ 
WIQfred RaQQ 
TOIQ Lubrs 
Garry Morrlsol1 
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