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Sheathe your sword, lay down your shield and read on. If you're here, you've

undoubtedly been playing CONQUESTS OF CAMELOT I: King Arthur and the
Search for the Grail. And you have some questions.

If you've gone to all the trouble to buy a Hint Book, it could mean that you're
stuck at some point in the game and need some guidance to get through a particular
puzzle or plot point. Or it could mean that you’ve finished the game and you want
to pick up on the details and game points that you may have missed. Either way,
this book is written to help you.

CONQUESTS OF CAMELOT was designed to challenge you on three levels:
skill, wisdom and soul. Your skill is tested by the various combat or arcade
sequences built into the game. This sometimes only requires good reflexes, but
just as often it requires that you think about your opponent’s tactics and what
strategy to employ against it.

Testing your wisdom is a major element of the game. This means gathering
knowledge by observation and especially by asking about things and questioning
the other characters you meet. Then you must think about the knowledge you've
gained and put it to use where needed.

Soul refers to your spirtual purity and moral behavior. In every legend of a sacred
cup or grail, it judges the worth of the one who tries to possess it. That worth is
based on courage, goodness, compassion, faithfulness and so on — the positive
qualities of humankind. Those are the qualities for which you will be rewarded
and your soul judged in this game.

One more suggestion: as you play the game, whether you are male or female, try
to think as King Arthur would think and to behave as though you really are in an
ancient land that is part history, part legend. Your title as “king” doesn’t make you
an absolute ruler. You must earn the respect of your people and knights in order
to keep their respect, and lead by examples of virtue and valor. But remember that
your title means nothing in a foreign land where you are just a stranger, alone and
in constant danger.

IF YOU HAVEN'T FINISHED THE GAME

To get the fullest playing pleasure from your game, only use the Hint Book when
you're really stuck. Don't skip ahead, reading all the hints ahead of where you're
going. That will ruin all the fun and challenge of being surprised and figuring
things out for yourself. I strongly urge you not to read the Points List or the
Walkthrough ahead of time, for that will really give away everything before you’ve
had a chance to enjoy finding it for yourself.

Use the hints selectively. Find the location in which you’re having a problem and
locate a question or comment that is the most like your problem. Even then, I've
tried to give you levels of hints before giving an outright answer. Read only the
first hint or two and try to solve your problem with that extra tidbit before you
give up and read the final answer.

To read the hints, hold the red “Adventure Window™ beneath the question you
want answered. The question will disappear and the hint will appear in the area
below it. Every now and then, I may lead you astray with a fake hint, just to see
whether you're paying attention to the game or taking the easy way out by scanning
everything. Remember that perseverance, determination and ingenuity are
qualities of a good adventure game player.

Don’t be afraid to save games, especially when you think you’re coming up on a
problem that could be dangerous. Read your documentation book for instructions
on how to save games.

IF YOU HAVE FINISHED THE GAME

You now know at least one way of getting through the game, but of course there
are variations, sometimes more than one way of solving a puzzle, more points to
be gained, or maybe you just want to find all the goodies that game creators love
to sneak in.

For you, I recommend reading the section entitled AFTER THE END OF THE
GAME which is like a series of hints for things to try that you may have missed.
Try new things when you play the game to see how it affects your points before
you finally look at the Points List. Use the Points List and the Walkthrough only
as a way of expanding additional game play, rather than using it to cheat and get
through the game the easy way.



If for some reason you have a problem or question that still isn’t found in this Hin
Book, you can get even more help by calling Sierra’s 24-hour automated hint line
at 900-370-KLUE (or 900-370-5113 for California residents). It costs 75 cents for
the first minute, 50 cents for each additional minute and you must be over 18 or

have a parent’s permission to call.

It’s taken Peter Ledger and me over a year to produce this game, aided and abetted
by a talented team of programmers, artists, composer and other creative souls, We
all hope you have a great time playing this game and that you will refuse to copy
or let others make copies of the game disks or game books. Piracy hurts Peter and
I very directly, by depriving us of income that we’ve worked hard to earn.

I would love to receive your letters on what you liked or didn't like about
CONQUESTS OF CAMELOT . You may write to me c/o Sierra On-Line, P.O.Box
485, Coarsegold CA 93614. I will personally read and appreciate them.

Christy Marx

INVENTORY OBJECTS
Although King Arthur has to get his armour, shield and sword, I consider them to
be a part of him and are not treated as separate inventory objects. The Horse and
Mule (including pack) are treated as possessions and are not listed as inventory
objects.
OBJECT WHERE FOUND




ARCADE POINTS

The Arcade Difficulty (located in the menu under SPEED) has three settings:
HARD, NORMAL, EASY. The lowest points are for EASY and the highest
number of points are given for using the HARD setting.

Arcade points show up under SKILL in the score categories. The points are given
below for each setting.
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FIGHTING THE MAD MONK
HARD NORMAL EASY

GENERAL POINT LIST
MERLIN’S ROOM

ACTION SKILL WISDOM
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KING’S ROOM

SKILL WISDOM SOUL

TREASURY

ACTION SKILL WISDOM

SOUL

CHAPEL OF THE TWO GODS

SKILL WISDOM SOUL
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COURTYARD
SKILL WISDOM
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THE HUNTER

SKILL WISDOM SOUL

THE CROW

SKILL WISDOM SOUL

THE BLACK KNIGHT

SKILL WISDOM SOUL

GAWAINE
SKILL WISDOM

ACTION SOUL
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GLASTONBURY TOR
SKILL WISDOM

SOUL

SKILL WISDOM SOUL

SOUTHAMPTON

SKILL WISDOM SOUL
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GENERAL QUESTIONS

What'’s the Liber ex Doctrina? Where do I find it? Why does Merlin tell me
I already have it when it’s not in my |mentorv"

HOW TO L()SF POINTS
ACTION SKILL WISDOM SOUL

Sometimes when | “ask about” something, Merlin will answer. So what’s the
difference between that and “ask Merlin about something?
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CAMELOT
Why can’t I get mv sword and shleld"




But what does the Message of the Rose mean? How do l use it?
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I’m on my horse, I’m riding away, but my mule doesn’t follow me. How do I
lead her?

FOREST PERILOUS
What does this Widdershins character ant‘.’




How do I get this Hunter to loosen his tongue?
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I can‘t get pas( these boars' | ig ve trled and tried and I keep on getting Killed
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THE STONE RIDDLES

“Three lives have I, Gentle enough to soothe the skin, Light enough to caresg
the sky. Hard enough to crack rocks, What am 12" :

“If a man carried my burden He would break his back. I am not rich, but
leave silver in my track. What am 1?”
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*“To unravel me you need a simple key, No key that was made by locksmith’s
hand, but a key that only I will understand. What am 12" 1

“W«;ioght in my belly, Trees on my back, Nails in my ribs, Feet I do lack. What
am I?”

“If you break me I do not stop working, If you touch me I may be sared, If
you lose me nothing will matter. What am 1?” )
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“I turn around once, What is out will not get in. I turn around again, What
is in will not get out. What am 1?”
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“You can see nothing else when you look in my face, I will look you in the eye
And I will never lie. What am I?”
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“When young, I am sweet in the sun. When middle-aged, I make you gay.
ever. What am I?”
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“I am always hungry, I must always be fed, the finger I lick will soon turn
red. What am I?”
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“Each morning I appear to lie at your feet, All day I follow no matter hoy
99

fast you run, Yet I nearly perish in the midday sun. What am I?
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am I?”
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“You heard me before, Yet you hear me again, Then I die, ’Tll you call me
agam. What am I?”
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“Lovely and round I shlne with pale light, grown in the darkness, A lady’s
delight. What am 1?”

“Until I am measured Iam not known, Yet how you miss me When I have
flown. What am 12"

All about, but cannol be seen, Lan be captured, cannot be held, No throat,
but can be heard. What am I?"
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“I am seen in lhe water if seen in the sky, I am in the ralnbow. AJav s feather,
And lapis lazuli. What am I?”

*“I go around in circles but always straight ahead, Never complain no matter
where l am led. What am l""

At the sound of me, men may dream or stamp their feet At the sound of me,
women may laugh or sometlmes weep. What am 1?
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GLASTONBURY TOR
I keep wandermg around but nothmg seems to happen.




But how do I appease the Old Ones?
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OT MOOR
How do I get across the ice maze"

OK, I brought the Ice Malden the corned beef on rye. Where am I supposed
to get the mustard?
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THE LANGUAGE OF THE FLOWERS

“When light is dim and courage fails, When heart against adversity rails.
When it seems you will never see the dawn This alone can drive you on.”

“If a dream is abandoned, Or a purpose dies, These are left with the dregs of
bitterness and sighs.“
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“Surrounded bv glants, Ycur worries were few, Wonders abounded The
world was new.”
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vvv‘.,""\‘sn. "' -
“Wise are they who seek it, Fools are they who belle\e without it, Scorn those
who claim to own it.”

“It allewates all pam and sorrows, The final end of all tomorrows. That to
which we all must go, Rich or poor, high or low.”
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“For its sweet sal\e, You suffer in sdence, What we both most desire, But will
never possess.”

“It can be sweet on the tongue. Or vileas a curse. To hear it is eul To believe
it is worse.”




“In time of grief, It gives relief, It can lessen fears, Ease the pain of tears.”

OUTHAMPTON
What do I do if I’'m out of gold?
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THE WALLS OF JERUSALEM OK, I gave Marl what she wantcd Why won’t she give me whal I want?
l keep gemng kllled bv these thugs' A %
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Hey, I can get some of these characters to buy the things they want from me.
I've turned a profit. Pretty smart eh?

THE BAZAAR
There must be some way to stop this thief from stealing my purse!

I don’t have any money and I can’t figure out what I’'m supposed to do in the

bazaar.

This Nublan meat merchanl refuses to serve me. How am I supposed to
anvthmg from him?
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The grain merchant won’
buy grain?



FATIMA

I’'m really enjoying Fatima’s dancing, but she won’t let me get close to her.
Whal am | supposed to do.

him?

‘ : THE TEST OF THE SYMBOLS

How am | supposed to know which is the right symbol in the Test of Symbols?
They’re not even in the leer ex Doclrma'
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“She was the patron of architects, sculptors, spinners and weavers."” *“She gave birth to the sun and granted immortality to rulers.
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“She was renowned for her wisdom, w hlch was often represented in the form ‘ “The Romans knew her by the name ‘Aphrodlte.
of an owl snttmg upon her shoulder. “. :

“She was renowned as ‘The Lawgiver’ and her priestesses helped to found 2. : 100 : g S T"" ’ »itiy S . .
the legal svstem of Rome.” ia . via® =t i
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I've been bitten by two or more rats. Would this be a good time to eat the
D1 R green apple?
R LA TS

I can’t make any sense where I’'m goin
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“Whose company did Pgymalion dnsdam"“
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THE STATUE’S QUESTI()NQ
“What is Aphrodite’s sacred number?”

“In the kingdom of Flora, what represents fertility and is sacred to
Aphrodlte""

“Wh did Aphrodit ktfll | ith Hippol th
“In the kingdom of Fauna, what represents fertility and is sacred to (odé)essl"" TR e T IPLYIIENEr he seveied fee

Aphrodlte""
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"Who fell in love wnh Adonis and refused to release him from the Under- THE TEMPLE OF APHRODITE
world?” I keep wandermg around lhe Temple, but nothmg happens.

v, - s =
e n' s U n Teet
I\ ,o.\.,. «

)
1.‘"”-‘
- ‘@te - p —

35 36



Which would be a better move, to kill the Thief or show him mercy?

Total Game Walkthrough
This step-by-step walkthrough of the entire game is designed to show only the
minimum steps needed to get through the game, but I've laid it out to also show
some of the alternatives that can happen.

NORTH/SOUTH/EAST/WEST DIRECTIONS: Any time I give a north, south,
east or west direction, I'm referring to LODESTONE directions. Once you have
the lodestone, you can determine where true north is for each scene by typing "use
lodestone™ and it will appear in the upper righthand comer and show you which
way is north. This is especially important in such mazes as the Desert and the
Catacombs where directions are shifted deliberately to confuse you. Watching the
directions of the shadows in the Desert will also help.

WALKTHROUGH

CAMELOT (FLOOR PLAN OF CASTLE FOR TRAVELLING FROM
ROOM TO ROOM)
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TRFASURY COURTYARD
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FOREST PERILOUS - BLACK KNIGHT
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DID YOU...

AFTER THE END OF THE GAME
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MAPS
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CAMELOT

Queen’s

Merlin’s
Bower % / Room
King’s Floor Treasury
Room Plan
//
Chapel of Courtyard
Two Gods
Front
Gate
Map of
England
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GLASTONBURY TOR
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GAZA & DESERT
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Gaza Endless Desert
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Desert +——

WALLS OF JERUSALEM
N
Wl
S
Merlin’s Jaffa Bazssr
Warning Gate
-
v
Wall
Corner of Zion
Walls Gate
*
:
Desert
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BAZAAR OF JERUSALEM

Jaffa
Gate

_,| Weapons Pottery, Fish Star of Leprous
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CATACOMBS

Statue of Mural of
Aphrodite *“*| Pygmalion
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Hippolytus | ¥ | Sarcophagus Bier
Mural of Gnostic Child’s
Adonis |*"| Room Mummy
Leprous
Beggar
N
f
—> E
v
S

S7

TEMPLE OF APHRODITE
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HINT BOOK ORDER FORM

PRICE TOTAL
King's Quest | 9.95
King's Quest 11 9.95
King's Quest 111 9.95
King's Quest IV 9.95
Space Quest | 9.95
Space Quest |1 9.95
Space Quest 111 9.95
Leisure Suit Larry | 9.95
Leisure Suit Larry Il 9.95
Leisure Suit Larry I11 9.95
Police Quest | 9.95
Police Quest 11 9.95
Manhunter | 9.95
Manhunter I1 9.95
Code Name: Iceman 9.95
Gold Rush! 9.95
Colonel’s Beq 9.95
Hero's Quest 9.95
Cong of Camelot 995
The Black Cauldron 9.95
Subtotal
California residents add 6% sales tax.
Massachusetts residents add 5% sales tax.
Total
(Please print)
Name
Address
City/State/Zip code
Phone (_)

Check method of payment (please do not send cash)

OMastercard [ visa  [JCheck enclosed  [] American Express
Card number
Expiration date
Authorizing sig
Please sllow two weeks for delivery. All prices include shipping and hundling. Make checks payable (o Sierm On-Line, Inc. Mail payment with this
order form to: Hint Books, Sierm On-Line. Inc., PO, Box 485, Coarsegold. CA 93614,

<0




61



=2SIERRA

—

SIERRA ON-LINE, INC. + COARSEGOLD, CA 93614 + (209) 683-8989

TM designates trademark of Sierra On-Line, inc. ® is a registered trademark of Sierra On-Line, Inc.
© 1990 Sierra On-Line, Inc. Printed in the U.S.A. 003761800





