
Ultima iIT sERPENT 1stE™ 
~ PLAYER REFERENCE GUIDE 

Mouse pointer 

Talking (green arrow) 

Looking (green arrow) 

Taking (hand) 

Using 
(green arrow/cross hairs) 

Moving (green arrow) 

Attacking (red arrow) 

Inventory Display 

Spell Book 

Combat Status Display 

In All Circumstances 

QUICK REFERENCE 

Hand ......... .. ........... ..... .... .... ...... Waiting for yau to take some action. 
Green arrow ... .... .... ................... You can mave, ar get an abject. 
Green cross hairs ......... ..... ......... You can Use the first item you selected on a second item. 
Red arrow .................... ........... .. Combat made - you can move or fight. 
None ... ............ .. .. ....... ......... ...... Wait till game gives you a pointer. 

Double-left-click on someone to begin a conversation. 
Left-click .. .... ... .......... ..... .... .. ..... Displays any additional text or 

Selects your response. 

At yourself... .. .... .... ......... ......... .. Double-left-click on yourself. 
At another party member ............ Double-left-click on member while your own Inventory Box is open. 
At on item .. .................... ........... Left-click on it. 
Opening an Inventory Box ...... ... . Double-left-click on character or item. 
Moving on Inventory Box ........... Left-click-and-drag on it. 
Closing on Inventory Box ... ......... Left-click on red check. 
Close all Inventory Boxes .... .... .... ~ (keyboard). 

(You can't move ii on Inventory Box is open.) 
Reading something ..................... Double-left-click on it. 
Reading further ......... ................ Left-click on it. 

Left-click-and-drag the item to the character or the Inventory Box receiving it. 

Double-left-click on the item. 
(Some items can not be Used unless one of your party members is holding them in a hand.) 
To Use one item on another, double-left-click the first item, then left-click the green cross hairs that 
appear on the second item. 

Point the green arrow in the direction desired, and right-click. 
Right-click-and-hold for continuous movement. 
Double-right-click on a specific location to move to that location. 

Double-left-click on someone or something to o11ock that person or thing . 
(If you ore not in Manual Combat mode, your party also o11ocks any nearby foes .) 

Dove/ Flaming Sword .................. Non-combot/ Combot modes (toggle) 
Disk ... ...... .... ............................. Load, Save, toggle sound, exit 
Heart ........... .... .... .. .... ... ..... .... .. . Statistics Display 
Crossed Swords .......................... Combat Status Display 
Numbers .. .... .. .. .... ..... ...... .. .. ... ... Current load/ maximum load 

Open book ................................. Double-left-click on it. 
Turn poge ....... .. ....... ... .... ........... Left-click on upper corner. 
Cost spell ................................... Double-left-click on spell. 

(Must hove mono, reagents.) 
Select spell .... ... ......... .. .. ............ Left-click on spell. 
Cost spell in combot .................... See Guide. 

Click on chorocter. ........... ...... .... . Disploys character's Inventory Box. 
Holo ......................................... .Toggles any one character into/ out of Protected Mode. 
Strategy ....... .. ... .......... ....... .. .... . Cycles through possible modes for the character. 

[[) temporarily pauses the game and the green cross hairs appear. A single left-click with the cross 
hairs now replaces any of the double-left-clicks listed above -you can Talk (in Non-Combat Mode), 
Look, Use or A11ack (in Combat Mode) . 
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To load Ultinw VII Part 2: Se rpent ble, go to the 
drive Lhat contains your game. CH it is in the C:\ drive, 
type C: [Enter).) Then go to the subdirecto1y containing 
you r game. (lf yo u chose our default directory, type 
CD\SERPENT [Enter[.) Finally, type SERPENT [Enter[ to 
begin the game. 

THE MAIN MENU 

Afte r Lh e game loads, an in troductory sequence 
auLomatically begins. This may be skipped by pressing 
~· After Lhe inLroduction , the Main Menu appears, 
listing four options: 

• VlEW lNT RODUCTlON 
• START NE'v\I GAME 
• J OURNEY ONWA RD 
• VIEW CREDITS 

To se lect one of these options, single-click iL with 
the mouse o r use the a rrow ke ys and press I Enter[. 
Pres s ~ a t .any point during th e introduction , 
character crea Lion, credits or endgame (a fter you have 
won the game, of course!) to return LO the Main Menu. 
Al the menu, p ress~ to retu rn LO DOS. 

VIEW I NTRODUCTION 

The introduction revea ls how and why Lhe AvaLa r 
travels LO SeqJent Isle . Information presented here is 
relevant to your quest. This scene is the one you see 
automatically the first time you ru n the game. 

START NEW GAME 

This is whe re character crea tion takes place. You 
must se lect this option the first time you play. 

Click either m ouse button with the pointer over the 
word "Name." Then Lype your desired name (up Lo 14 
letters) at the !lashing cursor and press [Enter[. This 
sets the name you will have as Avatar in Serpen t Isle 
and moves yo u to the next option: your character's 
appearance. 

To deLermine whm your character looks like, make 
sure the word "Ponrait" is highlighted. H iL isn't, move 
Lhe pointer over Lhe word a nd click e ither mouse 
button . Press the spacebar or c lick on Lh e word 
"Ponrait" (or on the ponrail iLse!O LO cyc le through Lhe 
availab le c h oices. 'Wh en Lhe ponra il you wa n t is 
displayed, press [Enter[ to selecL it. 

Press [Enter[ or click on "Return to Menu" Lo go 
back to Lhe Main Men u ; click on "journey Onward" to 
go directl y to Lh e game. 

JOURNEY O NWARD 

After yo u have crealed a character , thi s option takes 
you LO the beginning of Lhe actua l game . ln futur·e 
sessions, Lhis option returns yo u to your lasL saved 
game . 

V IEW CREDITS 

This op tion lis ts the many people who worked on 
Ullima Vll , Part Two: Se rpent Isle . 
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INTRODUCTORY WALKTHROUGH 

This sec lio11 is clesig11ecl lo g11ide you thro ugh the 
begi nning of your advc11l11 rc cm Supcnt Isle. Wh ile it docs 
1101 rc1•ecil any hiclcle11 clues, it docs introdu ce yott to the 
basic acli o11s you will pe1for111 throughout the ga me. This 
walhthrough assumes you are 11 sing a mouse, IVhi ch is 
highly recom111e11dcd. 

The stage is set as yo ur ship arrives upon the sl1ores 
of SerpenL Is le, ha v ing been Lransponed there 
magical ly. You are Lhe Avatar and wiLh you are your 
Lhree closest companions, lolo, Shmnino and Dupre. 

Conversations. 'v\lhen lolo begins speaking to you, 
read until yo u have completed a ll or the on-sc reen 
text. Then click the left mouse button ("left-click") to 
display any acldiLional Lext. Follow the same procedure 
\.Vhe n Dupre inLerj ec ts ·with hi s own co 1n1ne 11Ls. 

Cominue until lo lo has fi nished speaking. Shortly after 
lolo's portrait disappears, m embers of your party will 
begin fla s hin g t exL (cal le d "barks") ove r their 
characters. Unlike conve rsa tions, you may move about 
while the barks appea r , buL do not fo r·ge L to pay 
mtenlion to \Vha t is said. 

During these and a ll other conversations, pay carefu l 
attention to the sl1ape of yo ur mouse pointer. If the 
mouse p ointer is s haped like a hand, Ll1 e game is 
waiting for you to take some actio n - for example , 
click the le fL mouse buuon once Lo advance to Lhe next 
sc reen of conversaLi on text. If the poimer is a gree n 
alTow, you can move your character or get an object; if 
it is a red arrow, you are in con1bat n1ode and can 
move or fight. If Lhere is no mouse pointer on-screen, 
do n ' t press a n y mouse butLons. The absence of a 
pointer means a scene or event is taking place that is 
oul of your com rol. These are usually imponam eve rns 
and you don'L warn Lo miss them. If you press a mouse 
button during one o f these scen es, you may miss 
something. 'vVa it umi l Lh e hand or arrow pointer 
reappears before you click a mouse button . 

Examining Yo urself. AfLer everyone in your party 
says h is piece , take a moment Lo look aL what you are 
carrying in your invemory. Position the cu rsor over 
your c hara cte r and c li c k t h e left btllton twice 
("doub le- left-cli ck") . An image of yo ur ch arac ter 
(ca lled yo ur "lnventory Display") appears, letting you 
see all of your equipment . Move the cursor ove r an 
object you wish to look at and left-cl ick. A descripLion 
or the objecl appea rs. 

lf the inventory window is blocking something you 
wish to see on the sc reen , put the cursor ove r any 
portion of the window and left-c li ck-and-hold the 
buu on. As long as yo u hold the buuon, moving the 
cursor wi ll move the wi ndow on the screen. 'vVhen you 
are satisfied with Lhe new location, release the buLLon . 

Close the lnvemo1y Display by left-clicking on the 
red c hec k mark . Until all inventory windows are 
closed , your character will b e unable to move. 

Moving. Since your way is blocked by mountains LO 

Lhe nonh, leave the ship and head souLh (i.e., toward 
the boLLom of the screen ). Nolice that yo ur characLer is 
in the center or the screen. Mov ing your lnouse 1noves 

a green, arrow-shaped cursor. Positi on the cursor so 
that il po ims in the direction yo u wish Lo Lravel and 
right-click - you take a sLep to Lhe scuth . Press and 
hold Lhe righL bclllon umil )'OU wish Lo sLOp walking. 
The runher from the Center of Lhe screen yo u place the 
curso r, Lhe longer Lh e arrow gels and Lb e faster you 
move. 

You won't ge l far before being engulfed in a magical 
sto rn1 that ca uses your con1panio ns LO disappear , 
leaving behi nd sparkles of red lighL wh ich soon fade ! 
As yo u Lake a few more steps, the s to rm affects you, 
Loo. Sparkling gree n li g hLs su rround you . But you 
didn 't disappear - what e ffect did Lhe magical sLorm 
have upon you7 

To find ouL, Lake a close r look at you rse lf, as you 
did earlier (see "Examining Yourse lf," above). You wi ll 
noLicc Lhat man)' of Lhe possessions you had when )'OU 

anived on Se rpent 'Isle are now missing, replaced by 
foreign ones. This is a myste1y you will solve later. 

Ta lhing to People. As yo u continue walking south, 
a fi gure appears magicall y and begins speaking LO you. 
This is a monk, Thoxa. As she completes each portion 
o r her text, your possib le responses appea r in the 
cemer o f the screen , to the right of your portrait. Left­
c lick on the response you choose and then read her 
response. Pay c lose auemion to Lhe sha pe and/or 
absence or th e m o use pointe r, as ex plained in 
Conversation s , above. 

Th oxa gives you important information aboul an 
ho urg lass and a red bush . She also Lelis you much 
abouL why you are here and what you musL do . 'v\lhen 
yo u no longer wish to speak with Thoxa, lefL-click on 
"bye" to end th e conve rsa ti o n . E nd ing the 
conversation doesn 't end your encounte r \.\oth Thoxa, 
h owever. Before e ithe r o r yo u ca n leave , anoLher 
monk, Karnax, appears and soon you are vvitness to a 
great magica l baule. (Aga in , be careful not to click a 
mouse buLLon unless the mouse pointer is visible.) 

Exami ning Items. After Lhe baule , walk south u nti l 
yo u find Sh a min o. Like Thoxa , he iniLiaL es a 
conversation , 1nenlioning that his inventory has been 
changed. He Leli s yo u he has compiled a lisL of the 
un usual iLems and adds you r new equipment to it, 
giving the list Lo you. Double-lerL-c li ck to open your 
lnvento1y Display. Double-left-click on you r backpack 
and a window appears displaying all o f its contents. 
Double- left-c lick on any container (including baiTels, 
sac ks, chests a nd even hollow Lrees) LO see w hat's 
inside . To examine Shamino's invemo1y, doub le-left­
click on his figure 111hile your own i11vcnto1y wine/ow is 011 

.screen. 
Inside your pack you find a va ri e ty of iLems, 

including two scrolls. Read one by double-lefL-clicking 
on it. This brings up a window thaL displays what it 
says. Some scro lls are longer Lhan a s ing le page. To 
read funher in a scro ll , left-click iL like yo u would to 
display further conve rsat ion Lext. Read the two scro lls 
and yo u w ill discover that both are li s ls o f items. 
Compare Lord BriLish 's and Shamino's sc ro lls to the 
iLems yo u are ca rr yi ng. Re member, LO idenLify 
something, left-cl ick on iL and texl wi ll appear above 
Lhe iLem, naming it. 
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To cl ose yo ur inventory ·window and Sha111 in o's, 
click on Lhe reel check marks aLtached Lo each open 
w indow. 

Con tinue south to the red bus h . This hides Lh e 
entrance to a cave. Even th o ugh you see a mountain 
blocking your way, move lo Lhe right of the bush and 
then LO the north. You w ill pass ri ght Lh rough an 
illus iona ry wall! Wa lk around the cave, letting 
Shamino talk about some of the items yo u see. 

Tal1 ing Ite m s. 'v\lhen Shamino a lerts yo u to th e 
usefulness o f a bedro ll , add th e bedro ll Lo yo ur 
possessions by p lacing Lhe curso r ove r the item and 
left-click-and-ho lding. W hil e ho lding, move Lhe 
cursor around . lf the bedroll moves with Lhe cursor, it 
is attached. If it does not , try again . Once you have the 
bedroll , keep Lh e mouse button pressed Lo move iL 
around. Do nDL release the button ye t! 

Move Lh e cursor (a nd th e bedroll ) over yo ur 
c harac te r and re lease the left button. The bedro ll 
vanishes. Check you r lnve ntory Display and you will 
see it there , most likely in yo ur backpack. 

Usi ng Items. Pans o f the cave are ve r·y dark. Yo u 
wi ll want Lo light Lhe torch that Shamino m enLions . 
Move Ll1 e torc h in lo yo ur invento ry (as explained 
above) and drop il over one o r your character's hands. 
Place Lhe cursor over Lhe LOrch when it is in-hand and 
double-le ft-click. The room wi ll become brighter. This 
same procedure opens and closes doors, opens chests, 
lets you eat food and so fort h. If you look around and 
fol low Sha mino's instrucLions, you will find many 
usefu l objects here. 

Note that you can only hold one item in-band at a 
time. T o move an ite m from your hand Lo, say, 
Shamino , left-cl ick-and-drag the item from your hand 
to Shamino's figure and re lease tl1 e mouse buuon . 

Search a ll o f Lhe chests in the cave. lf they' re locked, 
use lockpicks to open them or go into combat mode 
(see be low) and bash them open. 

You should also try lowering Lhe bucket yo u fi nd 
imo Lhe well and getti ng some water. To do this , 
double-left-click the bucket. When green cross-hairs 
appear, left-click on any part of the rope hanging from 
the we ll. Your characLer will walk Lo the wel l and get 
water. Using iten1s on other ite n1s or characters is an 
imponarn skill , one you wi ll use LhroughoLlt Lhe game. 

'v\lhe n you are through exploring the cave, head 
soULh through the illusionary wall once again. 

Initia ting Conversations. 'v\lhen you leave the cave, 
find Lhe bear skele ton (and Shamino's bow) nearby. 
Then head east umil you approach a wal led city. On 
Lhe far side of the ciLy gales is a guard. Unlike your 
compan ions and Thoxa th e mo nk, Lhe guard doesn't 
initiate conversa ti o n - yo u have to attract hi s 
attention . 

To ask him to leL you in , move the cursor over him 
and double - left -c li ck. His ponrait ap pears and he 
begins Lalking. You can also speak to your companions 
at any Lime in thi s way. However, remembe r that 
double- left-cli cking on a-compan ion IVhile an ln vc11to1y 
Display is visible (usually, but nOL always, the Avatar's 
display) will make thaL characLer's inventory window 
appea r, instead of beginning a conversation . 



By now you have noticed that moving around is 
accomplished by right-cliching, and a ll other actio ns, 
such as talking and examining, are acco mplished by 
lcji-cliching. This simple ru le wil l guide you through 
most situations you encoumer during the game. 

Once yo u are ins ide the ga tes, yo u want LO find 
Lord Marsten , as wel l as begin investigat ing the city. 
Remembe r that you always wa lk in the direction that 
the curso r is poinLing. Good luck as you continue your 
adventu re ! 

COMMANDS 

Serpent Isle is an entirely mouse-driven game - all 
action commands can be controlled by the two mouse 
buttons. H owever, [or those w ho d o n ot have a 
mouse, a ll commands may also be per[onned [ram the 
keyboard. 

USING THE M OUSE 

The key point to us ing the mouse is knowing that 
the left button is used LO perform acti ons involving the 
hands or eyes, and the right button is used LO per[onn 
act ion s in vo lvin g th e [eel. Th e mouse ge nera ll y 
appears in one of two forn1 s: a green , straight arrow 
[or normal acti vity or a reel, jagged a n ow [or combat. 

Action 
Cl ick 
Double-click 
Click-&-holcl 

Left Button 
Look 
Use!Talk/Auack 
Move items 

Right Button 
Take one step 
Find a path 
vVa lk continuously 

MOVING YOUR CHARACTER (RIGHT-CLICKING) 

To make yourse l[ walk, point the a rrow in the 
direction you wish to travel and right-click-ancl-holcl. 
The farther the a 1Tow is [ram yo u, the longer it gets 
and the faster you trave l. To sLOp moving, release the 
right button. 

'vYhen clanger is nea r, your speed is limited by your 
dexterity and your encumbrance. 

As a shoncu t, double- right-cl icking on a point on 
the screen makes you walk to that point, providing no 
obstacles bar the way (e.g., a wall). 

M ANIPULATING OBJECTS (LEFT-CLICIGNG) 

The ldt m o use button is used LO Look , Move 
(othe r objects), Use or Attack. 

Look To bring up a short description or an object, 
le[t-click on it. 

Move. Man y obj ects ca n be m ove d [rom one 
location to another. To Move so mething, le h -c li ck­
ancl-holcl on the object. The cursor changes to a hand 
Lo ind icate that you are holding something. Move the 
cu rso r over the desi red destinat ion and release th e 
buuon. 

Re leasing the item over a characte r places the item 
somewhere ins ide that characte r's inve nL01y. I[ your 
invemo1y (see Inventory Display) is open , dropping 
the item on a conLainer w ithin the di splay places the 
item inside Lhat comainer. 

I[ a comainer is not in anyone's invenL01y, it must 
be open (its disp lay vis ible) to drop an item into it. 
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l[ an object is too heavy o r Loo large to fit inside a 
containe r, o r i[ you are unable to reach the object, a 
message saying so appears in reel above the object. 

Use. To Use an object, double-ldt-click on it. 
Each type o[ item [unctions uniquely when Used. 

For example, Using an unlit lamp lights it ; Using a lit 
lamp extinguishes it. 

So me objec ts can be Used on othe r objects ([or 
exa mpl e, a bucke t o n a we ll or rood on a hungry 
character). Double- le[t-c licking on such an item tu rns 
the curso r inLO green cross hairs. Moving the cross 
hairs Lo the ta rget item and left-clicking causes the first 
item LO be Used on the second. 

Double-left-clicking on a usable object may bring 
up a display that provides more in [o rmation about 
that object. For example, doub le-le[t-cli ck ing o n a 
chest brings up a dis play that reveals the conLenLs o r 
th e ches t. The co nte nLs ca n then be move d and 
manipu lated like any o ther object ;vithin the world . 
The bod ies o [ fa ll en roes are treated like chests [or 
these purposes. 

The displays themse lves can be moved in the same 
way you would move an object - click, drag, release. 
Single-clicking on the reel check at the le[L side or the 
display closes that di splay. You can close a ll open 
dis plays at once by pressing ~-

"Using" a person has seve ral mean ings. Double­
cli cking on a person while not in combat in itiates a 
con versation with that person . (For more in[ormation 
on how conversat io ns work, see Screen Display .) 
However , do ing so while in combat mode indica tes 
that you wish LO attack that person. l[ you cl ick on a 
member or your party while in combat mode or while 
your invento ry display is up , that member's invenLory 
display will appear. 

"Using" your character, the Avatar, brings up your 
invemory (see Inventory Display). 

To Use the boat, double-cl ick on a chair. To Use 
the barge, double-cl ick on the engine. To Use the ice 
raft, double-click directly on the raft surface. Once all 
characters are in place, move the barge or ra[t as iI you 
we re moving your character. To sLOp Using either the 
barge or the ice raft, double-click in the same place a 
seco nd Lim e. (T h e boat m oves a nd s tops 
automatically.) 

Attach. 'v\lhile in any auack mode, the arrow cursor 
turns red . Oo uble- le[t-c li c king th e red curso r on 
another person who is not in you r parly or on an object 
initiates an attack on that person or object. I[ yo u are 
in any attack mod e other than Man ual mode (see 
Combat), you automatically enter inLo baule with any 
nearby hostile foes. 

USING THE KEYBOARD 

Though using a mouse is highly recommended, the 
keyboard may be used as a substitute i[ you have no 
mouse instal led . 

Wa lliing. The arrow keys may be pressed Lo walk 
one s tep in the desired direction . I[ you ho ld (Shift ] 
down wh ile pressing an arrow key, you wlll take three 
steps instead o[ on e. l[ INum Lock] is on during p lay, 
eve1y step will be a triple one. 

Manipu lating Objects. Press I Spacebar J to make the 
hand cursor visible. Now the arrow keys wi ll move 
not the Avatar, but the curso r. Again , ho lding clown 
(SF@ wil l increase the ra te at which the curso r travels. 

a "double-c lick" will Use it. 

T rem (9ill as i[ it we re the left mouse bclllon. For 
example , a single "c lick" will iclenti[y an object, whil e 

l[ you are in combat mode, you can also use (9ill 
LO initiate an auack. Do Lhis by pressing x and using 
the arrow keys Lo move the hand pointer ove r the 
target. Then , "double-click" the (9ill key. 

KEYBOARD "Hor KEYs" & MousE EQurvALENTS 

Key Function 

0 Turns all audio effects on and off. 

(ID Brings up spell book display, ii Avatar has spell book in inventory. 

© Turns combat mode on and off. 

[8J Changes the "handedness" of the mouse by swapping the functions of the left and right 
mouse buttons. The left button is now used to move around, and the right button to 
manipulate objects. This H toggle affects only the mouse, not the keyboard commands. 

OJ Opens up the Inventory Display of each party member, beginning with the Avatar. 

QJ Brings up Serpent Jawbone display ii Jawbone is in Avatar's inventory. 

(I] Brings up the Combat Status Display, revealing the vital statistics of the entire party and 
permitting you to change each party member's attack strategy (see Combat). 

ffil Opens up the Save/ Load Window. 

ITl Brings up a targeting cursor and pauses the game so you can talk to a last-moving 
charac1er, use any object or attack. 

~ Displays a scroll showing the version number of your copy of Serpent Isle. 

~ Opens up the Statistics Display for each party member, beginning with the Avatar. 

~ Exits Serpent Isle and returns to DOS. 

~ Toggles the frame limiter on and off. The game runs slower with the frame limiter on. 

~ Brings up map of Serpent Isle ii in inventory. 

Mouse Equiva lent 

Left-click on, sound effects, music and speech 
in the Save/Load Window. 

Double-left-dick on spell book. 
----- - - -

!Left-click on the dove/sword icon in the 
'Avatar's Inventory Window 

(None) 

1 
Double-left-dick on each party member. 

[Double-left-dick Serpent Jawbone. 

Left-click on the crossed-swords icon in the 
Inventory Display of any party member. 

Left-click on the disk icon in the Avatar's 
Inventory Display. 
(None, but roughly equivalent to double-left-
click functions.] 

(None) 

-

Left-click on the heart icon within the Inventory 
Display of each party member. 

Left-click on the quit button in the Save/ Load 
Window. 

I (None) 

i Double-left-dick on map. 

DISPLAYS 

SCREEN DISPLAY 

In Scrpcnl I sle, the emire sc ree n is d evo ted to 

display ing you r locat io n . An y o the r m essages o r 
re leva nt information appear ove r thi s di s pl ay, in 
va1ious places. 

Other character's 

portrait 

Avatar's portrait 
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conversation 

Other character's 
figure 

Avatar's figure 

Avatar's 

response options 



During co nve rsaLi ons, a po nrail o r the characte r 
yo u are speaking LO appears in the upper !ert co rner o r 
Lhe screen , wid1 all o r Lhc speaker's lCXt appea ring to 
Lh e ri ghL o r Lhe po nraiL. I [ any o th e r c ha racte rs 
ime1ject, their port ra ils appea r in Lhe lower lerl co rne r 
or Lh c sc reen with th eir text just to the right or th ei r 
portra it. 'When iL 's appropriate ro r you to respo nd, 
yo ur p rt rail appeat·s in Lhc lower Jdt o r Lhe sc reen , 
wiLh yo ur conve rsational o pti o ns appearing to Lh e 
ri ghL o r yo ur po nraiL. Le rL-cli cking o n a wo rd o r 
phrase rrom yo ur Oplions eli cits a response rrom Lhe 
characte r you're Lalking to. 

Text LhaL idemif'ies an object appea rs just above Lhat 
objec t. Text Lh.al appea rs in quoLations jusL above a 
charncLer icon means Lhat Lhm panicular character has 
spoken. 

INVENTORY DLSPLA Y 

W he n yo u d o uble-ld t- c li c k o n yo urse lr, yo ur 
ln vento1y Display appears. To bring up Lhe Tnvemoty 
Display o[ anOLher party member, you must firsL bring 
up your own In ve nto ry Display. WiLh your lnvento1y 
Display visible, doub le-lert-click on other characte rs 
o n Lh e sc ree n Lo view the ir in ve nlo ri cs. Yo u ca n 
exam ine a nd move iLems imo o r o uL o r any party 
member's invento1y, as yo u wish . 

Crossed 
Swords 

Dove !or 
Flaming Sword) 

Container 

Numbers 

Heart 

Disk 

Dove/Flaming Sword. AL the lowe r ldt co rne r o r 
Lh e Invcmo ry Disp lay is either a clove (non-combaL 
mode) or a naming sword (combat mode) icon. Lert­
cli ck n Lhi s icon LO switch into o r DUL o r combaL 
mode. During play, the co lo r o f the cursor arro w 
indi caLes wh e the r you a re in non -co mba t mode 
(green) or combat mode (red). 

Co ntai11ers. Double-lefl-cli cking on any container 
in yo ur in ve nt o r y revea ls Ll1 e co nt e n ts o [ Lh a t 
container. 

Dis/,_ O n the right side or the l nvemo1y Display is a 
fl oppy di sk icon . Le [L-cli cking o n this brings up a 
window Lhat permits you to load o r save a game, turn 

sound and music on and off, or exit the game. 
To save a game, left-click in one o[ the recLangles in 

Ll1is window. W hen a dark triangle appears on the lefr­
hand side, type a name that will remind you where 
you we re in Lhe game when you saved . Click on Ll1e 
save buLLon to save Lhe currenL game position to )'Our 
hard disk. IJ all saved game slOLs are fu ll , click on an 
already exisLin g one (t)'pe a new name o r not, as you 
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wish) and click o n save Lo replace the old saved game 
with yo L11· currem posilion. C lick on "Yes" o r "No" or 
press [Y) or [ill, as appropriaLe, when asked ir yo u wam 
to save over an existing game. 

To 10C1d Cl ga me, c li ck on an)' named saved game 
sloL. When Lh e dark Lriangle appears, cl ick on Lhe load 
but Lon Lo resto re Ll1e game posiLion rc presemed by Lhe 
saved game s loL you se lected . Click on "Yes" or "No" 
or press [Y) or [ill, as appropriate, when asked i[ you 
want to load an ex isling saved game over yo ur current 
game posiLi on. 

To turn mu sic o r sound on or off, c li c k o n th e 
appropriaLe button or press @ . 

To exit I.he gam e, click on the quit buuon. You will 
be asked i[ you reall y wan l Lo quit to DOS. Click on 
Lhe yes box Lo exit or Lhe no box to conlinuc p laying. 
(You can also press [Y) or [ill.) 

Heart. To die left o f· the disk is a hea rt. Lert-clicking 
on thi s ico n o r press ing rn revea ls Lh e Stati s t ics 
Display. 

Crossed Swords. AL Lhe bouom or the display, near 
Ll1e center, is a pair or crossed swords. Click on Lhis or 
press m LO bring up Lhe Combat SLaLUS Display. This 
display reveals the viLai combal stalislics o[ )'OUr enLire 
party al once, and penn its you to change each party 
member's auack straLegy (see CombaL). 

Numbers. AL Lhe bouo m o[ the lnvemory Disp lay 
are two numbers sepamted by a slash (e.g., " l 8/36") . 
The number on the le fL is Lhe weight Lhe character is 
carryin g ex presse d in units ca ll ed "s tones ." Th e 
number o n the righL is Lh e max imum number o r 
stones Lh e character can ca rry. \Nhen buying iLems 
from shopkeepers, an ite m thal is too heavy [or your 
characLer to cany is placed in Lhc inventory o[ Olher 
pan y members or al Lhe fee t o r the purchase r. 

In additi o n Lo we ight , items a lso have vo lu me. 
SomeLimes you are Lold thaL you cannoL carry an iLem 
because )'Our hands (o r pac ks) are ful l. By reaJTanging 
yo ur equipment (e.g., putting a weapon in yo ur pack 
o r bu)'ing another backpack), you may be able to able 
to carry the new item . 

SPELL BOOK 

When you acquire a spell book, )'OU will be able LO 
use powerful magic. Double-le [L-cli cking on the spell 
book in your Inventory Displa)' brings up its display. 

Leh-dick here to dose Buckle marks selected spell 

Sixth Circle spells 

To Lurn Lhe pages o[ your spell book, icfL-click on 
one or the dog-eared upper co rners or the book unti l 
Lhe spell you wish LO cast is visible on the page. 

To cast a spell , you musL have enough spell points 
(mcma) and Lhe prope r ingrediem s (reC1gc 11ts). Then 
double-left -click on Lhe icon in )'OUr spell book LhaL 
re prescms Lhe spell. 

To se lecL a spell wiLhouL casLing iL , le[L-cl ick on iLs 
icon in the spell boo k. Th is places a bookmark in Lhe 
appropriaLe place in the spe ll book and keeps Lhe spell 
ready, should you eve r need il. O n ly one spell can be 
read ied in Lhis way at a Lime. 

Six spells (Fire Blast, Paralyz:c, Lightning, Explosion, 
Death Bolt and S1vo rd Stri/1e) may be casl in combal by 
double-lefl-cl icking on a LargeL as i[ you were attacking 
the Larger normally . I[ Lhc spell book is in your hand 
and Lhe book was closed whi le Lhat spell was selected 
(the bookmark was on that spell), using the mouse to 
attack causes you Lo casl Lhat spec ific spell (as long as 
yo u have Lh e spe ll poinLs and reage nls necessary). 
Also, i[ yo ur characLer is nOL in Manual Mode and you 
have your spell book ready (in hand), yo u cast spells 
auLO matically. 

During Lh e course o r your ad ve lllure, )'OU may 
acq uire magica l sc ro ll s . These o ne-time-use objects 
a llow yo u LO cas l spe ll s even i r yo u lack mana or 
reagerns. To use a spe ll scroll , doublc-lefl-cli ck on the 
scro ll to open it. Then , double-left-cl ick ove r the icon 
LhaL idemifies Lhe spell on the scroll to casL iL 

I[ you know how to casl Lhe Transcribe spe ll , you 
can copy spells from a scroll in to )'O Ur spe ll book. 
When you cast Transc ribe. targeling cross hairs appear. 
TargeL the scroll holding the spell you wish to copy, 
left-cl ick on it, and it wi ll be Lrans rerred , automaLically, 
irno your spell book. The scroll then vanishes. 

The re a re, o [ co urse, magica l sec rcLs )'O U w ill 
uncove r as the game goes on, buL Lheir naLure and use 
must be learned through experimentation. 

STATISTICS DISPLAY 

The SLatisti cs Display lists a cha racte r's c urrelll 
p rima ry a nd seco ndary attributes. It al so s hows 
w heLh e r tha t characte r is unco nscious, po iso ned , 
channecl, hung1y, proLccLed , cursed or paralyzed . 

Parolyzed 

Cursed 

Unconscious Poisoned Charmed Hungry Protected 

The co lo r o[ Lh e Statis lics Display indica tes how 
cold the characLer is. Ir the background o r Lhe display 
is brown, the weaLher in the viciniLy is wa rm and the 
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characLer is comronable . I[ the background is blue, Lhe 
character is Co ld and the pOLenLial [or rrosLbite is great 
- dress according!)'. Th e da rke r Lh e blue of Lh e 
bac kground , the co lder the individual is. Give him o r 
her warm clOLhing as soon as poss ible . 

PRIMARY ATTRIBUTES 

Strength, dexLeriLy and imelligcnce are a character's 
prima l)' aLLributes, wiLh values ranging from l to J O. 
The higher an auribULe is, the beuer. 

Strengt h determines several Lh ings, including how 
much you can carry , how much or any) damage you 
do with a hand-to-hand weapon , and how many hits 
)'OU can take before dying. 

Dexte ri.ty affec ts such things as how fast you a re 
and how well you pick locks. DexLerity deLe rmines 
your combat skill. 

Intelligence dete rmi.nes severa l Lhings. including 
your magic skill and how well you cast cenain spells. 

Th e re mainin g numb e rs de sc ribe secondary 
aLLribuLes. 

SECONDARY ATTRIBUTES 

Co mbat skill determines how likely you are Lo hiL 
an opponent in combat with normal weapons. 

Magic skill , deri ved directly from your imelligence, 
determines the maximum number or mana points you 
can have. 

Hits are derived direCLly fro m your sLrength . They 
are reduced by damage , po ison and hunge r . v\/hen 
your hits score reaches 0, you are unconscious. 

Mana reco rds the currem number o[ magic poims 
you have. The less active you are, Li1e greater the rale 
al vvhich mana poinLS return . 

Experience points (EXP) are a measure o f yo ur 
accomplishmenls. As the game goes on , each member 
or yo ur party gains experience poinLs. After earning a 
predeLermined number o[ points, a characLe r's level 
increases. 

Training points are accrued wiLh experience poims. 
To increase strength , dexterity or combaL, yo u must 
find a tra ine r who teaches expenise in LhaL specifi c 
att r ibULe, o n th e tra inin g fi e lds a t MoniLo r . (Yo ur 
imelligence and magic are alread y al Lheir maximum 
possible values.) IJ you pay the trai ner's ree and "Lracle 
in " Lrainin g poims ( re prese ming your sLud y and 
prac t ice w iL h Lh e Lraine r ), th e a LLribute yo u a rc 
concentrating on increases. 

Level indicaLes yo ur overall prowess. As you gain 
experi ence (see be low), your level increases. As your 
level increases, you have the opportuniLy Lo raise one 
or more o r your primaiy attributes. 

COMBAT STATUS DIS PLAY 

This display shows the vital combat statistics or all 
party members at once. Below each portrait are li sted 
thal characler's combat shill, number or hits remaining, 
auac/1 strategy and protected mode toggle (see Protected 
" Mode " and Protect Mode) . tr appli cable Lo th e 
characLer, magic s/1ill and mana will also appear. 



Icon Available to Avatar Available to Other Party Members 

II Yes No 

II Yes Yes 

II Yes Yes 

II Yes Yes 

II Yes Yes 

II No Yes 

a No Yes 

a No Yes 

II No Yes 

II No Yes 

lf the Avatar's attack mode is anything but Manual 
Mode, the character selects targets intelligently and 
fights those opponents without any further input from 
you (according to the rules of the attack mode you 
chose). You can override your character's decision at 
any time (by double-left-clicking on a specifi c target to 

attack it , right-click-and-holding to lead the Avatar in 
a certain direction , etc.). 

When not in Manual Mode, the Avatar will not 
select targets that are neeing o r disabled (sleeping, 
paralyzed or unconscious), and will break 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 ned o r been 
disabled . 

FLEE MODE 

If a party member (but not the Avatar) is seriously 
injured , he may nee. However , party members wi ll 
neve r nee if they a re in Berserk Mode . Fleeing 
characters may drop some of their p ossessions to 
enable them to run faster. Party members who have 
been set to Flee Mode will make an orderly retTeat and 
will not drop any of their possessions. 
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It is possible to change the attack strategy and 
protected mode status from this display. It is also 
possible to call up a character's inventory window by 
clicking on the portrait at the top of that character's 
Combat Starus Display. 

COMBAT 

In the cemer row of the Combat Status Display is 
an icon represe nting the attack mode for that 
character when in co mbat. The fo llowing attack 
modes are available: 

Attack Mode Description 

Manual You may direct eoch combat action. 

Attack weakest The charocter will attack the weakest 
opponent. 

Attack strongest The chorocter will ottack the strongest 
opponent. 

Defend The chorocter will be less effuctive al hitting 
and more effective al dodaing blows. 

Attack nearest The character will attack the nearest 
opponent. 

Berserk The charocterwil never Ree, regardless of 
'N'Ounds. 

Flee The charocter wi ll retreat from any 
opponents in an orderly fashion . 

Random The charocter will attack a rondom foe. 

Flank The charocter will attempt lo attack enemies 
from the side, as opposed lo a fron1ol assault. 

Protect The charocter will attempt lo protect the 
party member in Protected Mode. 

PROTECTED STATUS AND PROTECT MODE 

You may designate a party member to be protected 
by clicking on the "halo" jus t below that character's 
attack mode icon. When the halo rums gold , this party 
member is protected . Only one person in the party 
may be protected at any one time. 
· Note that if if you have not designated any party 

member to be protected (in other words, you haven't 
"rurned anyone's halo on"), an injured party member 
may go into Protected Mode automatically and call out 
to o ther party members for protection. An y party 
members that are in Protect Mode will follow this 
injured character around and attempt to keep him or 
her safe. Effectively, any protecting characters' main 
concern is for the welfare o f the protected individual, 
and they will fight anyone who attacks the protected 
character until there is no longer a threat. 
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