





ULTIMA 1[ WELCOME

- Welcome to the universe of Ultzma ][ In your packagc 6es1dcs the Randbook you're reading, you Il find
two disks with three disk sides of programs, a genuine cloth time map of the world according to Lord British,

. warranty return card, and, altﬁougﬁ you can t taucﬁf a lot of care and pleasure that went into creating this for you

_ THE HAIYDBOOK . -
 In this boaklet you I ﬁnd the mstructwns for gt long in tﬁc Ultlma umvcrsc and tﬁc story of how it all

a good look at wﬁat you've got and tﬁat means ﬁootmg up your disk.. So fie kind cnougﬁ to read this page and the
next and you'll be up and playmg Ultima ][ in no time. The story cantams background and hints you'll eventually
want to Rnow, but you can worry aﬁout tha later - ;

THE DISKS . e .

In the pragmms you Il fmd fn&nds and mansters, royal courts and musty dungeons, action and adventure

 Since you're too big and too three-dimensional to fit on a floppy, you'll need to create a friend to run around the
* Ultima universe for you, Runing around Ear ha ing a character represent two disk sides. The third disk

contains all of well-known space.
ach disk side is for.

DISK 1, SIDE 2: THE ULTIMA || PROGRAM MASTER. The Program master runs the siow. 1t

ASTER. The Player Master contains the prototype
ed can only be nurtured once, never use this disk to play! In
' me silly contest), put your own big, fat visible
copied, once for every adventurer you'd

T ONE COPY OF THE PLAYER

,,iﬁk‘ 50 will Supcr‘D.isk Copy III or any other
1 event tise FID if you initialize your own disk first.
el it so yau lknow that. 1t's the disk you'll be using




ht and otﬂcr fiorrible things and, besides, Lord British won’t hke you ,
Anyway, if you drop chewing gum on your disks or your dog thinks they're 6oncs or your boss culs the

two when fie catches you playing U tima ][ at wark Sierra On-Line will exchange them just for tﬁe price of the
disk and the effort.

. DISK 3, SIDE 1: THE GALACTIC DISK. It’s amazing to behold, but on this disf reside all of outer
space and the nine planets of the Solar System in detail, You can put this disk aside for a while; you won’t need it
until your character is well on into the game.

THE TIME MAP

The beautiful fionest-to-goodness cloth Ultima | [ time map not only serves tirelessly to guide you through the
corridors of time on Earth, it also doubles nicely as dish towel, ﬁandkercﬁlcf or extra serviette when unexpected
company drops in for dinner, o

THE WARRANTY CARD

If you'd just as soon make life easier for the people who'll be ready to felp you in tie event that any problems
arise, or if you like freefies and good surprises, or even if you just like writing your lovely name, fill out the warranty
card and drop it in the mail to Sierra On-Line. Old SOL is always doing things like signing its customers up for
neat free magazines and stuff, and, even if nothing like that happens, making the effort to send in this little card
just might make you famous in Coarsegold, Califafnia—a universe not unlike that of Wltima [|[. . .

PLUNGING IN ‘

OFay, okay—Hhow you can boot up. Almost Lcts be orderly aﬁaut it

1, COPY THE MASTER PLAYER DISK!

- 2. FORGET YOU EVER KNEW THERE WAS A PROGRAM ON THE OTHER SIDE OF
THE MASTER PROGRAM DISK! If you ever play Wltima | [ with the Master Playcr Disk and your
character gets wiped out, so will your ability to play Ultzma ] [

3. Boot up the master Program Disk, | ©~

4. Walch in awe the stirring title and CTCdltS Stay awake because the menu follows,

5 Read the men, Tt offers to show you a demonstration (great for dealers but eminently skippable especially
if you've played the original Ultima), to Bcgm the gamc, or to have you crcatc a character,

6. Choose to create a character. .

7. Take your Master disk out of your dzsk drive wﬁcn the pmgram says to, put it i s )ackct and put it
~ back in your Ultima | [ box,

8. Insert your newly made playcr disk. It ﬁclps o ﬁavc made your copy on an old and scruffy disk so you

can’t make a mistake and insert your eternally shiny new Master Player Disk, .

9. Press Escapc ‘Escape is always the k_‘ ress to tell Ultima’s suprcme 6cmg and controller of all

‘systems that you've obediently swi : .

10 Answer the questions ima 11 asks you ( See the upcommg scctwn on crcatmg a playcr if you want to

find out what on earth yo |

11, Wﬁen se finished ¢ a character you zéc switch Badé to the Master Program disk and boot
Tt you're in a hurry or if you've simply ly had enough awe. Press P as soon as
wonderful credits completely, it eve zgnorcs the menus, and it takes you




- 12, Now you're playing. The command Keys are the very next tﬁihg to read, then you can simply forg
 the Ultima | [ world, or you can read a little more and get some tips. Not many, but they're good'uns.

COMMANDS
MOVEMENT COMMANDS

- RETURN

Left and right arrows control 'left and right turns; the Return key moves forward and the slash Rey retreats. In
space, movement is determined by xeno, yako, and zaﬁo coordinates; refer to the Ultima ] [ Galactic Map for tﬁc
coordinates of your cﬁoscn destination. '

KEY LETTER COMMANDS

A) ttack.

B) oard.

. CQast,

D) escend.
- E) nter,
F)ire.
G)el.

H) yperspace.

I) gnite.
J)ump.

K) limb.

L)aunch/Land,

M) agic.
N) egate.

O)ffer.

_ Plass.

Fight someone or something. Must fie followed by a direction unless you're in a tower or
dungeon.
Get on your forse, climb into a plare, strap znta a rocket, board a ship. (See Xit to change

your mind.)

Cast the spell you fiave ready. (See Magic.) You can only cast spells in dungeons and towers '

Go down a level (by rope) in a dungeon or tower,

Go into a town, village, or castle; read a signpost.

Sﬁoot a ship’s guns once you've boarded.
- Pick up treasures, weapons, and urmaur

Catapults spaceship tﬁrougﬁ spacc to coordmatcs you've specified.
For lighting torch. : .
Wiien things aren'’t going well )umpmg up and dawn is @ good way to rclcasc frustration, Oftcn |

used in tandem with Yell. (See Yell)
~ Go'up a level (by rope) in a dungeon or tower.
Toggles takeoff and landing in a plane or rocket. Landings must bc on grass. Hit any key to

|

fouch down rocket,

o Readies a magic spell you fnow for custmg (See Cast,)
- Stops (negates) time for all things farther than one square away from.you, giving you a chance

fo get out of a tight situation. Negate will only work for cﬁamctcrs who possess a particular
magzc item,

ffer money (gold) as paymcnt or Erzﬁc If the nanplaycr cﬁaracter you're offering to has




T) ransact.

u) ok,

V)iew. -

W) ear,
X)it,

Y)ell.

2) tatus.

e game; tﬁcn you can continue, reset out, or powcr down. When you

" 'ﬁp where you left off. Quit works only in tﬁe countryszdc on Earth and you must not be abog

anyjthing.
uips you with your choice of the weapons you own in fiand,

-~ Altempls 1o take items from stores without paying for them. May or may not work for

weapons, armour, food, tmnsport Be sure to plan an escape route ahead; townspeople don’t take

- kindly to theft.

Tﬁts is how you can talk to tﬁc pcoplc af [11’ j

availal le only from characters in the game, you should
transact a lot; don 1 skzp any \:Yau may even meet someone you know . .
pens doors—if you Rave the § nlock must fe followed 6y the direction of i the door you wish
to unlock. Inczdcntal y,ig f'v '

wisely.

If you have a ccrtum magical 1tem, view gwcs you a bird’s- cyc view of a town or village or a

satcllztc 5 vlcw ofa planct Orte viewng per unit of magzc View doesn’ twork in dungeons or towers.

- Stops evzrytﬁmg while yau typc in anytﬁmg you fcel like yclhng—tﬁcn gets on wztﬁ tﬁc game.
-~ In other words, you can get out your frustrations, but it won't affect tﬁc gamc in tﬁe least.

Often uscd in tandem with Jump. (See ]ump)

magic wcapon wltﬁ strcngtﬁ geared to tﬁc Icvcl of the caster.
fs you anwaicrc on the same level.




o Inthe umvcrse of Ultima, acquiring spclls is simple: you simply purcﬁasc them at the appropr :
Their cost rises as their power increases. Castmg a spell uses it up even if it fails, so be sure to have plenty af
spcll you plan to count on,

To use a.spell you've bought, you must first press M, for magic, and spcczfy the spcll by number (according
to-the list at the beginning of this section). This readies the spell, and it remains your “on-line” spell until you
cﬁoqsc another. Then press C, for cast, to activate the spell,

 MAKE A NEW FRIEND

Ultima | [ will ask you to insert your playcr disk. So, insert your player disk—the scruffy one, not the mastcr
Tﬁcn hit escape.

On tie screen will appear the skeleton of a cﬁaractcr skctcﬁ you ave ninety points to distribute among
various attributes that give soul fo your character. Once you've distribuled the points, you get to choose your
character’s physical attributes—sex and class—and its profession. Finally, you can give it a name,

Oﬁvzously, fiow you distribute attribute points affects your character; not so ofviously, your choice of sex,
class, and profession also fave strong effects. Here's fow it all works,

THE ATTRIB UTES

STRENGTH determines the damage you can mﬂzct on foe in a ﬁgﬁt Naturally, the foe’s attributes mﬂuencc
the effectiveness of your strength’s dctcrmmatwn With fzfty pomts, you're Rocky Balboa; with ten points, you're

- Rocky the squirrel.

AGILITY is your skill at wzeldmg a wcapon some wcapons require considerable agility before you can use
them at all. Annie Oakley must have fiad Hinety agility points; Fat Irving might have had ten. Although of
course you'd never think of using it this way, good agility also increases your chances of success at stealing.

STAMINA rfﬂccts your ability to defend agaznst attack. Armour adds to your stamina. Exiremely strong
monsters make it all irelevant. " o

CHARISMA that elusive quahty 50 caueted By polzt:aans court jesters, and the six wives of Henry VIIL,
gOverns your success ﬁargammg wztﬁ mercﬁants Prices are generally lower when you're exciting to have around.

WISDOM is what you nccd to cast spclls succcssfully Merlin ﬁad a thousand worth; Mickey Mouse,
about ten.

INTELLIGENCE is wﬁat you eed Lo tdl ab h from an angel—until it hits you. Actually, intelligence
increases your skills in Bargammg and in castmg spcll I, chry Ford had tans Mr, ]ohn DeLorean lost his,

You mus:, all
can increase to as
 them; they're costly




Here’s fow that works; first, the races:
Human~  gains 5 intelligence
Elven gains 5 agility
Duwarven gains 5 strength

, Hobbit gains 5 wisdom

Now the professions:

2% = Fighler gains 10 strength
Cleric gaitts 10 wisdom
Wizard gains 10 intelligence
Thief gains 10 agility

Finally (and you may ponder whether this s not a rather strange sequence), you must give your character a

sexual identity. If you choose to make it a male, your character will gain ten strength points, Apparently, being

male also affects a person’s judgment about what it means to be female; but this is Lord British’s universe, and fie
willed, in a rare fit of triteness, that the slgmfzcancc of being female is having a pretty face and a bubbling personality:
up ten charisma. Ho Aum.

All your*character needs now is a name, and the only stipulation here is that the name be no longer than
Rumpelstiltskin. If you try to make it longer, not only will you fail and upset the program, but Rumpelstiltskin .
himself will come and jump up and down on the roof above your bedroom every night for three weeks,

Look! You have a new friend. You've created a colleague who'll do your bidding, fight your fights, find you
treasures. Take your friend and enter Ultima |[.

TIME TRAVEL

No one remembers exactly when in history time doors ﬁrst appeared, probably because their very existence
renders time relative. Ancient books show no mention of tﬁcm pnor to the defeat and demise of the evil Mondain,
so0 well recorded in Ultima.

Strongly convincing scientific theory supports the cﬁranalagy Mondain had gained such power that, upon his
death, the physical laws of nature suffered a great upheaval. When the smoke cleared, what rcmamcd were corridors
in time and space: what we commonly call our time doors.

Numerous scientists and adventurers fiave attemptcd to traverse the corridors, and the few who’ve returned
speak of great confusion and difficulty in controlling progression through tﬁe corridors and, especially in primitive
times, of finding normal.transport to appropriate returning doors,

Nevertheless, the existence af the time doors fias changed zrrctnevaﬁly all that is and all that ever was.
Wihen—no, where—there were o time doors, that which was done was done; no second chances existed; there
was no reaching into another time to find a cause, ncgate it and thus remove its effect from all time,

Now, of course, it is possible to all times,

THE TIME MAP




sa tific thought at all; ironically, however, it it is what it appears to Be it is the period about which the mo
een written, Until now, such writings were believed to be theological at best, pure 1magmatwn at worst; it 1
time we know only through mythology: the time of Legends.

Here are the five time periods apparently accessible through the time corridors,

'>‘LEGENDS. The time before time, peopled by creatures of myth and lore. Whether the time af}"’
Legends is ruled by good or evil affects all other times and places. 1t is believed that the
power of the enchantress Minax, the author of our worst troubles, is greatest in this now.

- PANGEA. The time when Earth is still forming, before volcanic upheavals separate the seven continents
4 and set the great continental drift in motion. Earth is one great continent surrounded by
n | " a gigantic ocean. There ¢ appears o be abundant, if sparce, life and some civilization,
although its origins are so far inexplicable.
B.C.  The time just before the dawn of civilization as history records it. According to the time
' travellers, an advanced civilization already exists in B.C., apparently the progeny of the
@ beginning civilizations of Pangea. The old twentieth century “crackpots” who theorized
that civilization as we know it developed from a few human beings left behind by a prior
advanced civilization that for some reason moved on into space gains enormos crcdlfizllty
in B.C.

The present—if we can still call it that. Specifically, 1990. As it is, but apparently now
not as it has to have been, a rather perilous time of planetary egocentricism leading to

é : overemphasis on dangerously shaky intraplanetary jealousies and greeds. The time reflects
on its people who suffer stress and a sense of urgency that encourages pragmatism over
reason, dullmg awareness of values and leadlng weaker souls to lives of crime and soft-
ware piracy.

AFTERMATH. The postholocaust period once thought af as the future. Much of life and all known
 civilization has ceased to exist, As we learn more of the enchaniress Minax, we become
- more and mare convinced of her single-Aianded perpetration of the entire Rolocaust itself
and all that led to it. Note that much of the land mass as been wiped out; especially the
key centers and mosi troublesome Rotspots of the great Sino-Russo-American Era.

The tlme doors of all time pcnods are shown on a map of the world as it is in A.D. Accurate maps of most
other times do not yet exist. You will Aave to extrapolate the location of other time periods doors as they would appear
in their own time periods. Because Legends is pretime, or extratime, its map would not resemble that of Earth in
any reasonable way. Therefore, Legends is represented by its four known time doors grouped at the bottom of the
map—where Antarctica would appear if any fime doors were to appear in Antarctica.

Time doors are not always, only sometimes. When they appear, they rise silently looking ratfher like a blue
mist that takes on the form of a door. Very soon they dissipate. To enter a time corridor, simply step into a time

door while it’s visible. Caution: do not position yourself where a time door was and wait for it to reappear. 1t will
on ifs spot. The consequences of upsetting the sequence of time doors are unknown but scientists
I Bc disatrous. | , '
‘Dbest possible extrapolation and compilation of sketchy inf
me door is represented on the map by two symbol




st is the symbo of the time pcrwd in which that door will appcar tﬁc second is the symb'ol of the tlmcp
to which it is believed that time door will transport the traveller, A direct line from the time door shows where on_
Earth you will find yourself in the new time. Where more than one line leads from one time door, the line
representing the door’s destination is the one tﬁat leads to another time door that fas the destination time symﬁol as
its first marker.

_ Try following this example on the map. Supposing you're i tﬁz time of the aftermath and you wish to travel
to the present, Look for a door represented first by the aftermath symbol followed by the A.D. symbol. Find it? 1t's
in Alaska—with numerous lines extending from it, Look for the line that leads to a time door where the first symbol
is A.D. Got it? Try Argcnttna In this case, tﬁc door in Argcntma lcads right back to the future in Alaska; but
that won’t ahvays be the case..

WHAT YOU SEE '
When the playing screen appears, you see your cﬁaracter in the center of a landscape. Use the movement keys
(return, arrows, and slash) to move around just enough to see that you're on a sort of map. Don’t wander very
far; your character isn’t apt to be very strong yet and you have no weapons or armour.
Do notice the text at the bottom of the screen. It looks something like this:
CMD: NORTH | HITS: 400
CMD: . EAST, »- . “FOOD: 308
CMD:; PASS: i; EXP: - ooo
CMD: ‘ . GOLD: 400
Now fit Z to pause in playing; a text screen will take over showing your character’s-attributes and possessions, but
~ all you want now is its pause pause function s0 no Hasty orc wzll come along and do in your Hew friend while you're
* learning how to get about,
On the left, Wltima ] [ asks your command, with CMD, and writes out your full command altﬁougﬁ you
press only one key. In the dungeon, it responds to direction commands with “forward,” “right,” “left,” and
“back” instead of compass directions. »

ENDURANCE OF FIGHT AND FOOD
On the right, the number next to “hits” represents the quantity of hits you can take in baitle and survive.
Monsters vary in strength and decrease your hits stockpile by various numbers of points accordingly.
The number next to “food” represents just that and works mtﬁcr like a fuel supply. A little bit dwindles
away with each turn, whether you do anytﬁmg or Hot.
' If cither hits or food reachies zero, you're out of luck.
Food is pretty easy to replacc all it talécs is maney to Buy it and a storc that sells lt Look for food stands in
villages.
Hits are also. replenishable, but you must dzscover fow to accamphsfl that,

WHAT YOU GET , ,
The third lmc, expcnencc, increases as you fzgﬁi Eucry encounter fias the potcntzal to add to your experience

, Hes your character’s level—it’s shown at tﬁc top of the ztatus screen.
} hnc sﬁows (got a gucss?) ﬁaw rich you are. Not very. You can makc more gald b




geons and towers. Tﬁerc are plenty of ways to spend gold, the fzrst af which you nced fo mdulge i

FIRST QUEST: ARMS AND ARMOUR :
Hit any key and the world will magically reappear. Did you notice a town nearby when you roamed before?
Head straight for it and enter. You need weapons and armour if you're to survive at all, There are plenty of others
eager for a share of your gold, so be on guard against your appetites; you can’t afford much more than you need.

. _GETTING TO KNOW THE NATIVES

Did you run into any monsters outside? They don’t care about your motives, they attack and you must fight
them. T town, you may see some of the same monsters as well as various people. They seldom attack in town
‘unless you do something you shouldn’t, but just now you're not strong enough. ‘

Instead of fighting, talk to the townspeople. Press T for transact; the command line will ask for the direction
in which you want to transact. Enter it just as if you were moving that way, and the creature will respond if it
can and chooses to, (Only rare orcs ﬁavc the power of speech.)

A lot of the peaple you meet will say whatever is the popular response in their crowd these days. Now and
then, someone will break away from the crowd and reveal something extremely useful. Without these bits of infor-
mation, you won't get very deep into Ultima | [ and you certainly won t win. So talk to everyone. Put up with the
bores to find the gems,

Transact is also fow you communicate with storekeepers to make purchases. Most such transactions are self- -
evident, but a few use abbreviations for products and you may need clarification. So it’s time to identify wcapons
and armour; then let’s meet in the pub,

CHOOSE YOUR POISON
The weapons dealer will ask you to choose between 1) DA 2) MA 3) AX 4)BO 5)SW 6) GR 7) LI
* 8) PH. These represent, respectively, dagger, mace, ax, bow, sword, greatsword, light sword, and phaser. Each is
more effective than the one before it and mare éxpensive too, Be careful because at first you aren’t apt to be agile
enough to wield anything larger than an ax.

Al the armoury, you can buy leather, chain, plate, and tﬁc magical reflect and power armours. You may as
well wear your new armour and ready your new weapon right mway; be prepared, There is one weapon you cannot
buy; you must earn it, 1t is the magical quicksword, Enilno.

Wizards and clerics are probably smarter to wait a few turns before purchasing spells, because you need armour
and weapons too. When you can afford them, you can refer to the Magic Spells given with the command list to
decipher what’s being offered you in the magic store.

THE PUB AND ITS PROPRIETOR

Pubs have always been centers for gossip and-streetwisdom. The universe of Ultima ][ is no exception. And,
as usual, the barkeep is the wisest of all, When you talk to bartenders, they'll ask, 1-BUY, 2-TIP?

If you buy, you'll get a drink at a reasonable przcc and a comment that may or may not be useful. If you
choose tip, the keep k fow many gold pieces you're willing to spend, up to nine; for your money, you'll get
an important clue about the workings of the gamc Ultima | [—which, of course, you may or may not Aave heard

’kccp before.. -

wtion fielps you play Ultima ][ successfully and with understanding, But only from
ges can you get stmtegy ﬁmts tﬁat enable you to win the game. They are expensive, and they too can
rcpcat tﬁcmselvcs »




INTO THE MAELSTROM -
Armed and sﬁteldcd you're ready to venture into the countryside. Cﬁanccs are, you ‘Il meet a monster o
i your travels,

Don'’t wait, attack! There are no friendly wayfarcrs in the cauntrynde There's some timing to work onin
battle. You may hit A for attack as soon as you've finished your last turn, but don’t fit a direction until you're
asked for it. If you do, the computer will pay attention only to the last command and try to move in the direction of
the monster, which is, of course, blocked; then you miss your turn in th tall you get for it is the message that you
can’t go that way. After a whilé, you wor’t have to walch the screen; the timing will come..
~ Keep an eye on your hit points, If you're gettmg ! _ng‘  fight, try to guide the monster toward a

time door so you can dlsappcar through it. Sometimes you can avoid monsters too, although fighting them and winning
is essential for mzsmg experience and casﬁ Monsters always maéf, a 6cc~lme for you. Keeping tﬁat in mind, you

Take warring: no  matter fow strong you become, there will always be some monsters 1mpcrvzaus to- your attacks.
They may be ferocious terrible creatures or they may be meffcctl‘ When you meet one—and you’ll never
meet more than one at a time—1leave it alone; get away. These lonely individual creatures are mutants of Minax’s
evil, doomed Yo continue their miserable lives forcvcr ' : ’

ON THE TOWN ;
Learn to make your way around the land and tﬁcn through time. Seek out towns, villages, and castles and
 talk to everyone. Pay attention to the items you get from the monsters you overcome; look at your ztatus often.
Learn where lo get food and fit points and figure out the best places and methods for gelting the most money,
As you gather tactical information and become reasonably comfortable with your environment, you'll begin

 picking up clues Eabaut your quest. Your purposc is o learn ﬁaw to fulﬁ Il your quest and then do what’s required.

FAR ourT -
Eventually, your travels take you into outer spucc wﬁcre you can make the grand tour of the planets the

world was politicked out of way back in the 1970" 's. Space tmvel is tricky, so be careful. Follow your galactic map
well, but don’t be too dhicken to explore, foo. |

THE NATIVES OF ULTIMA ] (
EVERYWHERE

ORC F

More pest than pcnI tﬁc not- bngﬁt orc is tﬁe prollﬁ
and boar

 FIGHTER ¢




With magical staff in hand, wizards enjoy tﬁrowmg magic missiles tﬁat do powerful damagc

It looks like it’s shrugging, this creature of minor fiells, but its pleasure is to stop you in your tracks By magic. A
certain magical item can thwart the daemon—sometimes

‘DEVIL ! |
Complcmcntmg the daemon, the devil stays your arms. A different posscsswn deals with this baby

BALRON i\

- Awesomely recognizable from its great leathery wzngs, the wretchedly evil balron ensures tﬁc success of its Herculean
_ sirength by using a sleep spell to render its victims Relpless. Some have hypothesized that the spell is not real—that
the fetid, putrid breath of the creature is so ﬁamb’ e that fiumans cannot resist the urge to escape it immediately
through sleep

~ SEA MONSTER ==1_
If it weren’t so big, it might be a swan—until it takes after your frigate
IN TOWNS, VILLAGES AND CASTLES

GUARDS
Chosen for their brawn, guards are mindlessly loyal 1 to tﬁar governments; they're gcncmlly harmless unless bou
break the rules—they're extremely strong ~

MERCHANTS

. Unarmed and mzld the grassroots of Ultima ] [ mcrcﬁants rarely ﬁgﬁt

JESTERS X
Bouncing about in elernal jumping jacks, ;estcrs are usually the buffoons you'd cxpcct—ﬁut occasionally the buffoonery
masks great wisdom

KINGS AND QUEENS
Larger-than life ﬁumans, but small er than guards, royal persans do 1ttle other than sit on thrones and bestow

MINAX m
?

GETTING AROUND IN ULTIMA ”

Shiank’s mare will take you far in Ultlma ] [mﬁut Hot cvcrywﬁcrc You can purchase, overtake, or steal more efficient
forms of tmnspartatwn : ,




—if you're E)rcpaifﬁd

CKETS - ’
Probably by the time you find one, surely by the time you ﬁgure out ﬁow lo procure one, you won’t need a M
to deal with the situation
ULTIMA 11 TERRAIN

"Throughout the Ultima | [ universe, five natural tcrrams and two created terrains exist, Then there are five Kinds.
of population center, so to speak, : ~- : i
WATER XX~ ' . - :
No one in Ultima T knows how to swim except the sea o Vcrs 50 you can only cross water with a frigate—o
pass over it by air, . o : :

GRASS - o .

No problems movmg on grass, But don’t cxpect it ta ave you from ,:,tarvatwn Your chamctcrs assumed to be
fumanoid, not bovine. '

SWAMP : , |

You'll have no troublc makmg it tﬁrougﬁ tﬁc swamp, unlcss you're low on hit points. You lose hit points with
every siep. - , V :
FOREST 3888 »

Sometimes tﬁcrc are more monsters in forests, lurkmg '6 :

MOUNTAINS SR

No way! Ate you a goat?

COBBLESTONES x> ' ‘ :
No more concrete )ungles Tﬁc streets and s:dewalks of Ultlma ][ are pavcd exclusively wltﬁ coﬁﬁlestoncs—past
present, and future, - - |

WALLS [ , c

Impenctrable. And if yau re ﬂymg and so mucﬁ as taucﬁ otte, tﬁc reat Mover of Ultima ][ assues you want to
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Perfiaps the world of evil Became avcrcrowdcd far zts forces began Butldmg dungcons skyward; upside-do
‘ dungeans tawcrs are. Watch for secret mcssagcs in unlikely places.
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E STORY OF MINAX

Wihen the archevil Mondain was finally overcome by a gallant knight (was it you?), rumors abounded
 Perforce, the most virulent was that, at the time of his demise, Mondain had been training an apprentice, a proteg
with amazingly powerful natural magical abilities. The rumor was squelched when colleagues of fis conquerar :
entered fiis castle and found no one nor any sign of someone,

 Life during Mondain’s seat in power was terrible; never fiad a prmce of darkness wielded so brutal a stlck
Mondain reigned over all tfie evils ever known and more and brought them all to fruition on Earth and its environ
at once. 1t was as if fie enjoyed secing Earth’s well meaning fumanoids squirm. With the destruction of Mondai
. and fis all-powerful gem of evil, those horrors ceased. AR

Wihen nothing came of the rumor of a potential predecessor 1o this cancer, peaple were only too eager to accept
its falsehood and throw off their cloaks of fear. The evils of the past were gone with their creator and perpetrator.
Al last, the world was beautiful again and life was to e enjoyed, savored.

So it was for several years, long enough for a cﬁlld ( '.;gmw to adulthiood, Tﬁcy were exciting years too, for
the strange appearance of the time doors opened a great era of new learning, a rendissance of timelessness. Creativity
burst forth and new works proliferated. No one wanted to notice when the disease began again,

But 5o it did. First there was the single lost orc a farmer stumbled upon. What was it? Whence came it?
Scientists knew in their secret fearts that the orc was the work of a sorcerer and that, fiad that sorcerer feen a
Benevolent one who’d created the orc by accident, fie would ﬁavc come forward. But they didn’t want to know it, so
they put it aside. _,

The orc was too sick and furt to fight when first it was found When, sufﬁacntly recovered, it had begun to
assert its learned wrathful ways, it discovered a conundrum in its weak little Aead. These creatures fiad saved its

" life—it grasped that much—and it didn’t want to fiurt them. Because the little lone orc fiad never been missed, it

was ot beset by magical influences; nothing discouraged it fror tiraang its newfound, confu;zng, but rather
pleasant benevolence, so it persisted,

From this one unisual orc Aave descended all the good orcs wc see in tawns and vzllagcs today But tﬁc good
peaple of Earth should have realized its- tmport those years ago.

Instead, little by little and too often Blindly evaded, the evils of darkness began to showcr Earth, By the time
the people acknowledged it, the evil was too powerful, too widespread to be overcome directly. Already, its
perpetrator was strongcr and more wretched tﬁan uny prmcc of darkness before and fiad grown too proud to keep
silent. ‘ »

Thus was tﬁc name of Mmax enchantress of evil, madc knawn' Master of tclckneszs from the age of three
and proudly apprcnttced to Mondam at age dcven sﬂc had accedc 0 many times his power. And the world she

‘atc, i which ancient cwthzatwns born
their vicious anger and hate, destrayc




ng Lhing to survive the folocaust, as far as is known

. Since that awful day, survivors fiave devoted themselves to grasping the meaning of the event and to reth ,

the concept of time and its dimensions. This dedicated group has researched and experimented and hypothecized in .
the hope of finding some means of using the time doors to reverse time or to change a cause and reverse ils effect.

Throughout their study, two complementary theories have held up. They believe that evil can derive from a .
smgle overpowering source and that this source is Minax. And tfiey believe there to be a chance that total elimination
of a root cause may reverse its effects from all time, as if all immediacy is the present and all else is the future.

That group, which 1, Lord British, chair, extend our deepest respect and admiration to you for heroically
volunteering for this extremely dangerous expedition into time. Know before you go that, wﬁctﬂer you succeed or

*fail, you have our gratitude and, indeed, our love.

And, if—no, when—you succeed, you'll return to now as it could and should fiave been, Those of us in this
small group can guarantee from our deepest beings that we will never forget your great deed. But you should be
aware that, by the very nature of your success, future generations prospering in the sunlit glory of the universe as

-~ you will have made it are apt to forget. Your satisfaction must be self-sufficient,
If you understand all this and are still willing to venture forth, then go now with our abundant wellwishes -
and the knowledge that our thoughts will be with you ceaselessly until your return, :
Farewell, May the force of good surround you throughout your frek.

WHY ARE YOU DOING THIS? |

What kind of adventurer are you, anyway, that you're still sitting fere reading this legend instead of entering
Ultima ] [2 _ »
Begone—and foot!













