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WHAT IS QUEST FOR GLORY'! 

Quest.for Glory co111hinc' !he cha racier develop111crll and COlll har or fan1a') rnk ­
playi ng gan11.: ' wilh rhe ha,ic advenlure game concepl of exploring a world and "living 
i1-. pu11Jc,. Trial by Fire i:-. rhc \econd Quest for Glory 'cenario. 

The c"cncL' of role -playing i' rhal you 111u,11ry lo 1hinJ.. a\ your d1arae1er \qllrld 
when I aL·cd v. ii h a di le111111a. In Que.~tf or Glory II . you can <.:home I rorn lfm.:c ha,ic 
cha racier I) PL'' - lhe 'lrong figh1cr.1he rny,11.: riou' magician. or rhe wily lhicf. Each 
ha' !he 'arnc ).!oal : 10 find /\ru-. al -Din and rc\lorc him IO !he ranJ.. of Ernirof Ka,cir. 
Each characler will . however. \Cl ahoul acco111pli~hing 1ha1 goal in a dillercnl way. The 
magicran ma) u'c 'f1L'll' lo overcome \OlllC othlacJc,. hu1 mig.h1 nor 'urvive a pilchcd 
hall le \1 rlh a nHm,lcr. The rhicfmL"I find a crafly way around 1he 'arnc prohlcm 1ha1 
1he fighrcr or rnag.il· u,er would approach dirccll) . 

E\pericncc L·an hl' a lrememlou' a''el 10 you"' a hero. Your allrihule' will improve 
a') 1nr pla) lhL' garm· . Ta'"' 1ha1 arc hcyond your ahili1 y early on m.ry hccome Jc,, dif­
finrll ;" )Oltr,J..ill' improve. 

( 'omcr~alion is a very important elemenl of Trial by Fire. You will meet many 
strange people and creatures in Shapeir. To learn about your surroundings and 
your (fUesl, it will he necessary lo speak wilh everyone you meet. Like your char­
acter, the heings you meet will have dislinct personalities, and their skill and 
kmrn ledge may lie in difTercnl areas. You'll want to ask specific questions, and 
find oul all·' ou can. 

Ever) hero lllll\l llcal with hi' \hare or rout and ferociOU\ lllOn!'>lcr,. lrvou wan! lo he 
a hem.) ou ·11 have In fight or avoid !hem. a' I hey don '11end 10 favor di'l~U,,ion . Each 
hall le )tilt frghr \\ill provide you wi1h valuahlc experience. and man\ viclOriL'' \\ill 
yield lrL·a,urc 1ha1 you will need lo buy food and e4uipmen1. -

I\ hno ·'Ii k ''n ·1 alv. ay' 'eiiou' . I hough. Ber \\ecn de,perale cnn1un1er, \\ i1h 1er­
rihle rnrn1,1n, ;rml lik-and - dea1h deci,iorb lie many light -heaned . humorou ' and 
dov. nriµhr ' 'II) rnomenh. Shapeir i' a !'>!range place \\ilh a 111ulti-fal·e1ed peN1nali1y. 
a\ you \\ r 11 "1011 'ce . 

Creating a Character 

BeforL' hL·ginning your advcnlure. you'lt choo'e from 1hrec ha,ic characler 1ypc' -
The Fighter. The Magic User. or The Thief. Your -.clcc1ion will dcrcrrninc much 
abou1 lhL' 'l>rh ofob,1acJc, you v. ill cncounler. and 1he mean' hy \\ hich you\\ ill over-

come 1hem. Chome CREATE CHARACTER from 1hc \larting screen. You will sec 
the character ,eJec1ion screen. Choose the highligh1ed character from the charac1er 
selection screen by pressing the I ENTER I key or by pointing. wi1h your mouse and 
clicking the buuon (multi-button mou'e user~ will use the le/i butlOn). 

Importing a Character From Spielburg 

If you succe,sfully completed Quest For Glory I: So Yo11 Want To Be A Hero. your 
hero can travel to Shapeir hy magic carpet and once again help you defeat evil. 

Locate the di~kette on which you saved your hero after the QFGI victory n::lchral ion . 

Load Trial By Fire. inserl the saved hero di~kelte i1110 a drive and choo'e IMPORT 
CHARACTER. A file selector box will appcaro111he \Crecn. Ji,ting the file' on the 
disk in drive/\: . If your Hero is in another di~k or directory . chome CHANGE DI REC­
TORY. 

u,e your mouse or J Arrow I keys to high I ight the name of 1 he file containing your 
saved Hero. then click on the Import box or press IE TEK I. 

To go hack 101he initial ,cJection screen. choose CANCEL or pre\' I ENTER I. 

Each type of character comes with its own 'el of,J..ill' and ahilirie, . 'ome 'pecific 10 
the character 1ypc. some common to all rhree. Every type has pre -a"igncd poinr valUl'' 
for appropriate ahi I it ies. In addition. you wi II hcgi n 1hc game wilh a .50 poi rH ·pool· In 

a\sign to the areas in which you wish your charac1er ro he 'lmngc'l (!'>l'C /\"rgnrng 
Skill Poinh. hclow . 

/\ftcr you havc cho,en a characrcr. you nHl!'>l narne i1. You may I) PL' in any name )'lllt 
like. 

The Fighter 

The Fighter depends upon hi, skill wi1h weapon,. hi' 'lrl'llglh and hi' viraliry lo 'lir ­

vive the rigor' of life as a Hero. Hi' weapon i~ hi' ,v.onl. and hi' hc'I dcfen'l.: i' hi' 
,hield . We recommend that you play a Fighter ifthi~ i' your fiN (}11e.1·t.for(;/ory 
adven1urc. 

The Magic User 

The Magic Ll'er rnu,1 rely upon his intelligence and lhL· 'ul·n ·"lul rn,1in g ofrnagic 
'pell,. I le can bc\t protect him'l'if by avoiding cl me n1111ha1. 



The Thief 

T~e Thief counh on hi s s~ ill.s, stea lth . and ag ilit y. Hi!-. weapon of choice i!-. 1hc dag­
ger, a.nd he prefers lo th row II from a d1slance. He can best defend hi1me lf in combat by 
dodging. 

Name : jConad the Barbarian 

Stren0th 90 
In tellige}"!Ce 40 
Bgilit0 60 
Vitalill,l 70 
LucK 50 

Weapon U5e 70 
Parrl,l f.O 
Dodf!e c.liJ 
Stealth O 
Piel<. LocJ<:5 O 
Throwin 50 
Clim bing JO 
Magic O Point::; ftpaila bk 

10 / .. 50 

Ha?a lth Points 76 / 76 
·~tai :nina v'oint5 f,5 / 55 

T .A.B to }:rtcive ar o1.n1cl. 
Arrow::; to ai:l..iust valH85 

I"-Tct[liC Poinl5 0 / 0 

Ass igning Skill Points 

Start GaMe I 
I Cancel 

. ·,ro hig h I ighl a ' " i II . u'c l he mou'c cu rso r or the up and down I Arrow I ke '·To a\­
' 1~n P,Ol nt ' loa , i-.11 .1. pre'' the rrghr !Arrow! key. Each lime th e rig hl /J\rro~ I kc i' 
pr~,~~(.I. ."i po1111 ' ~il l he a' .' 1gncd lo the hi ghlighted ,k ill . Pn:'' ihc 1c n !Arrow j {cy 10 
su1·11u .u.: i, ."i l1l101l11 1' . '.11Hn a sk.111. _<Yo u may nol reduce ' kill poinh be low lhe oril!i nal va lue 
o l.t l '" ' . ) ·01 f1nL' lunin " u'e ih · J+ / · di Jk . ~ time. "' · c .in - eys toaddorsubtracl onepoint al a 

. To ;i 11 ai1~ a ' !-. ill 111 11 norma lly avai lable 10 yourc haracter lypc (!'. uch a' lod - iL·kin ' 
for " f igh lc I) . ch()(l'e l hL' de,ired ski 11 from lhe 'k i 11 111e11u . nd . . . p hg . • t . , , .. · . . · ·' ·""gn poin t' ll'lng 1 c 
pnKc( u1 c l ~ c·'1 L 11bed a hove. J\c4umng a new ski 11 cost' I() poin t' '" hid1 me·1n' lhe 
ITIJnl mll lll '"I I leve l o r ) ·11 ., . J 'i . . , , . . 

11 
h : · wi icquirc · point ' lrom the ' Point s Avai lab le' pool Thc'c 

w1 c "'"gned aut omatica ll y. · · 
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Points for Hea lth . Stamina or Mag ic cannot be changed by yo u directl y. The values 
fo r these attri butes will change automatica ll y as yo u ga in ex peri ence . suffer damage 
and modify cer1ain skill s. 

Strength is impo r1 ant in perfo rming ph y,ica l ac1i vi1 ies. espec iall y combat. The 
Fighter musl be strong to be effecti ve . 

Intelligence will enable the Mag ic Use r lO successfully learn and cast spe ll s. and 
will benefit all characters when engaged in mental ac 1i vi1i es. ' uch ~" out -thinking op­
ponent s in combat. or try ing to think effecti ve ly. 

Agility is impor1ant during combat. and vit al to lock-picking and stea lth . The Thief 
cannot prosper without hi gh agilit y. 

Vitality dc1cm1ines how much damage a character can , u, ta in . and how quick ly hL: 
will recover from damage and strenuous phys ica l ac 1i v i1 y. Hi gh vit a lil y i' pani rn lar­
ly useful to 1he Fighter. 

Luck can aid you in many subtle and mysterious war. and i' L'~pl'c iall y impo11an1 
to the Thief. 

Honor ai(b ynur interactions with those cha racter' who li w lh l' ir li ve' hy a cmk ll f 
honor. Honor points must be ea rned - they can not b~· a" igncd d irL'L"ll y. 

Skills: 
Weapon Skill de1cm1ines the c h arac t e r ·~ ahilit y Ill land a 'llcL·L·" rul hlllw in L'lllll ­

bat. 

Parry is the ahilil y lo block an opponent" , blow ll \ ill!! a \,\,Ca pon or ' hi e Id . 

Dodge i' a ' kill used to avo id a blow by duck in g or ' idc,lepping ii. 

Stealth i' the an or mov ing qui etl y and di ,ncctl y. tal-.in g adva nl agL: or ' hadnw' 
and other camoutbgc when sneaking around . 

Pick Locks is the sk ill lhal allow' a charac ter I ll triumph l!Ve r loded d1H1r' . chL'' ' '· 
clc. A lock pid or th ie f' s too l kit i' ncce,sary lll ll ~l' 1hi ~ ' kill. 

Throw detcnn inc' yn ur character·, aptitude fo r lh mw in!! and acrnrate ly hill in!! a 
large! with a ' mall object ~ u c h a' a rock or a dagger. 

Climb i ~ the , i-. ill lhat allow' a character to ~ca l e dilli rn ll , urfaL·e, . 

Magic i' the ha, ic sk ill required to lea rn an d ca'l m;t)!i l·;il 'Pl' ll ' . 

Comm1111icatio11 i' the ' kill of pu lling your lhou)!hl ' in on kr and L'xpre"i ng yo ur­
'clf ellcct iw ly Ill nlher, . 



l:"t1cli «li11n11ter11/"' /W.1.11'.1.1c.1· 1111rih11tl'.l tli11111rc set c11110111u111 ·u/ll ha.11'1! 1111, c'/'1<11 11 
.1'/ • .i//11111<1 ahi/11ic.1. 

. /-lea/th l'oi11ts gauge the a1rn1unt of da111agc a character can ,ul'fn hefon: hl' 11 ill 
die . 

Stami11a l'oi11ts dctcr111inc how 111uch energy a charac ter ha' to pcrfom1 rhy,ical 
a~ t. IVlllC\. When S1a111ina roints arc low. the character i\ tired. I le wi ll fight IC \\ 
elfcc ll\l'I). and nw) he injured more ea\ily. 

Ma1:ic l'oi11t.1· n1c;l\urc the amoun t of 111ana or magical energy a l'i1aractcr ha' . and 
thcrl'lorc h"11 111uch magic he can rcrfor111 . When magic roints arc gone. th l· 
charaCil'I II 1JJ he unah Jc to Ca\t src Jk 

S"iJI , and ahili ti c, imrrovc wi th practice. The ' "111' •.ourcharaL·tncxcrci'c' 
frequent I; 11 ill improve 111orc rapidl y. "" hile tlH1'c left C1nuscd will rc111ain fi,cd at their 
original k1l'k Your character can onl y advance in '"ills in which heh;" al lca'I five 
point\ . 

The Story Thus Far ... 

You hqun I ria l l~ y J.' ire flu ,h wi th the 'ucce\sof your last adventure (as depicted in 
Q11l'lt./i1r < ;/01 r I : So Y1111 W11111 T11 /fr/\ /frml. lb you recall. you arrived in Sric lhurg 
w11h l111le hut·' our l·amous Adventurers· Correspondence School dirloma. But 110"" 
you arc the I k1 o of Spiel burg. having defeated the brigands and driven Baba Yal!a 
1~0111the1 :din'. Yo~1 al.'o made many i111rllrtant friends. inclutling the /\rchmag~ 
l:ra ,n1u' (and h" la11hlul comranion Fenrus). and the Baron Stefan von Srcilhurg. 
Your ln rnd,Ji1p 11-11h the Katt as Shema and ShamL'l'n. aml /\hdu ll a Doo the Merchant. 
Jrn, kd to )lllll L'llrll'nl quest. 

Yllu arL· 111111 riding .11 ith A_hdulla and the Kat ta' on the merchant·, 111agical carret. 
rcu11 erL·d In 1111 thL· hngands 'tolcn I rcasurcs. I\ rtcr a long and harnrn i ng journL'Y. you 
at last aJTI\ l' 111 I he mag nil 1cen t c ily ol Shapeir. nfortunatcly.j u\t \\hen )'OU thought 
you n1uld '""''a 11 ell -earned rest. you disL·over th at Sharei r ha' rrnhkms of its own. I\ 
I lcrn I\ nL'L'tkd here . 100! 

Now you 11111\ I hl'n>111e your character. and learn to thin" as he would. u'e hi, unique 
'"'"'to l'\J1LT1cncL' the land of Shareir. and he a 1 lcrn on your Quc't for Glor). 

j 

Living in this Crazy World 

Just as in real life. there are basic th ings a rcrson 111ust dP Ill stay alive. You will need 
to cat a courlc of mea ls each day. If yo u arc carryi ng food. you' I I cat auto111atical ly. hut 
try not to run out of rations. Be especially carefu l not lo run out of ""atcr. In the desert. 
water is Ii re it sc i f. 

You ' II also need a ce rtain amount or n:st or s leer to regain 1 lcalth . Stamina and 
Magic roints. Without rest or sleep you wil l use these poinh quidly. Slcc r is hc't 
accomrlished in the sa fety of an inn. 

Also. as in real life. basic necess ities oflcn ros t money. Tu earn money. you can ful ­
fill a quest (thereby obtaining a reward). or defeat a \\Calthy 1111111 , rer. T he thief ha, 
other ort ions. The min of the realm of Shapei r is uni i "c that of Spic I hu rg . I kre . WO 
brass centimes= I golden dinar . Surrlies ~uch as rood. cqui rment. magical \rel I' 
and healing rot ions can he purchased from the local 111erchants. 

You will carry most ofyourc4uir111cnt in a hac"rad . The amount you ca 11 c 11Ty i' 
determined hy your strength and the we ighl of the cquirment. 

If J'nr ~omc rea,on you arc in a hurry (a 111011s ter 011 ) o ur 1 a i I. or some wch 1 hi ng). 
t yrc run to move more 4 u ick I y. Don· t run tou fart hough. or you· 11 'oon hcco111L' ti red . 
Type walk to rcwme wal"ing normall y. Characte rs 11 ith points a"ignL·d lo STL/\ l .Tl I 
can al'o sneak when arpropriatc . 

Finding Your Way Around Shapeir 

The city ofShapcir. in contrast tot he quaint /\lrinL' vi llage ol SpiL·lhurµ. i' an anciL' lil 
and thri ving lll L' t ropol i~. Many J'i rsr -ti me v i'i tt 1r' l'i nd Sha J1 L' i 1"' dL·nsL' ma IL' of ' t1n·1, 
and alleyway~ almost overwhelming. Ou hide the gall'' i' the 'l'C111ingly L'lllllc" 
Slwreir Dc,crt. 

The "CY' to "l'l' ring your\clJ' oriented in thi' l'a\I rL·alm are pro1wr tl\C of a 111ap and 
compa~s. ta" ing advantage or such cl UL'''" ' trect ~ig n ' and till' "nm~ lcdg.L' o l loca l 
Ci ti/L'n\ . 

The Map 

Purcha~i ng a mar in the game wi ll heir) our chara,·tL' r find hi' 11 ay around the 'I reel\ 
ofSharcir \\ itllllut getting hope lessly 10,1. OncL' yourl'i1arac1cr ha' a map. )OU ca n 
tyre "use map" any\\ here in the \lrCL'h and pla1as or Slwpcir. ThL'll. 'imply plan· yo ur 
cu rs or on a mar loca l ion. c li ck the nH Hl\C hut ton or pre" /I·: TU~/ . and your charat·h: r 
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will wall.. directly I hen: (unil'\\. Of COUr~e. \Omelhing gel~ in hi-, Wa) ). lllil you ha\'e 
visilcd a location (~uch a~ a particular ~hop). ii will not ~how up on 1he map. /\, )OU ex ­
plore the ci1y. you'' ill di,cover more place' and your map will hccomc more u,cful. 
ll "s hctlcr than ge tting lo~I. 

To exit lhe map. pre" !ESCI . 

The Compass 

/\ crnnpa" i' a \cry ll\cful item for navigaling lhe I rad.le'~ de~crt . or even finding 
your\\ a) around to\111. 

Street Signs 

Evcn nali vc, of Shapcir ~omctime~ need a reminder a' to where I hey arc going anti 
which way till' )' arc heading . ( Wi1ard' in particular arc notoriou~ for having difficulty 
in thi' arca . ) h1r thi ' reawn. ~I reel 'ign~ arc prominenlly po~ted al all major inler,cc­
tion' and in till· pla1;" · Pia; a 'ign' al'o often include direclion symhols. 

Asking Directions 

Om· 1\a)' to find location~ yo u ha vcn·1 yel vi,i1ed i~ to 1alk lo lhe locak A clear. con­
ci~e \l' I ol d irLTl io11' may he your re\\ ard . (Of cour~e. that ral her depend~ on whom you 
a'k! l 

The Saurus and Desert Travel 

[)i,tanL·e, 1111he dl·,nt can he deceiving. and it i' ea~y to lo'c your w;1y . A \\ell ­
traincd <k,nt Saum' purcha~cd from a reliable dealer can mean the difference between 
cxplori ng the de,ert in com fort and death from 'un~t rokc or dehydration . Whether you 
arc walkingrn riding. never travel in thede,ert without a full water,kin . ight travel i~ 
al~o a goml \\ ;1) to ;1void the hla1ing dc,crt \Liil . 

Winning the Game 

When you rnmplcte Que.1·tfor Glory II 'ucce,,fully. you will be given the oppor­
tunity to 'avc) our d1aractcr for u'c in Quest for Glory 111: Shadows of /Jarkne.u. 
You will hc ;"l..cd to in,ert a formatted. writcahlc di,k . Save 1hi~ di,k. a' it will allow 
you to hq; in Shadows of Dark11es.1· with your character from Trial hy Fire. 

I . 

Talking to Other Characters 

You will mcel many strange beings in Shapcir- ~ome human. some otherwi,e. 
Most of them know 1hing~ that you don·1. By ~peaking with them you can gain some of 
that knowledge . 

Everyone you meet will understand sentences in which you ask about something in 
their areas of expertise. You might ask about magic when ~peaking with the 
Astrologer or the Enchantress. or ask about heroes when you visit the Adventurer"~ 
Guild Hall. You"ll want to jot down anything that seems important. as yourco11VL'r~a ­

tion~ will provide you with most of the clue~ you"ll need to save the land and once 
more prove your worth as a Hero. 

Many of the rep I ies to your 4ueries wi 11 suggest add it ion al 4uc't ion' to a'k. or lead 
you to others who can provide you with useful information . For example. when you 
a'k Shamecn ahout his inn . you will learn of the poet Omar. 

Combat 

The world is full of monsters and villain~. and if you wan I Ill 'la) alive long enough 
to become a Hero . you really ought to learn how to fight them . /\ cla'h "ill occur an~ 
t imc a mon~ter comes near enough to ~tri kc your charal·ter. or when yo u typl' light. 

Com hat can lake place in the room where yo u cncounln a mon,tcr (al lowing nll lrl' 
movement and ~trategy ). or lhe ~creen may d1ange to a clo,e -up vin1 oft he 111rn1,1er. 

When yo u l'ncmmter a mon~ler. you will need to l'l'acl quidl y. You can th rm\ daµ ­
ger~ or ca't an appropriate spell while the mon~ter i' 'till al a di,1a11ce. m yo u can l)'Jll' 
fight to engage in hattle . While in comhal. yo u can l·a,I '0111e ~pelk hut you wo11 ·1 
have time to u'e healing or other pol ion~ . 

In Que.1·tforG/ory II combat. you can Attack. Parry . Dodge. or Cast 'PL' ll' (a.,.,u111 -
i ng your character ha' the appropriate 'k i I b ). /\ 11 comhat 1110Vl'' arl' mad\! \\ it h t hl' 
numeric keypad hcc chart) . In general. the top row ofker (7. X. and l)) reprL·,e111 At­
tacks. the middle row (4 . .'i. and 6) rcprc,ent Parries. and the hottom rem (I. 2. and 3 J 

Gll"l' you r character lo Dodge. 

/\ S11 ·i11g i~ a powerful hlow that generally dol'' more da111agL' 1ha11 a rl1m.11. I lo\\ -
ever. it take, 'lightly longer. giving your opponent a het ll'r d1a11cl' lo tkfcnd him,L·l 1. 
Chon'e a lligli S11 ·i11g or l.1111 · S11 ·i11g to take advantagL' of weakm'"L'' in your 
llppllnent '~ dcfcn~e . 

') 



The direl'l '/ liru.11 i\ ra~ t er and harder to defend again,t. hu t leave\ the allackr more 
open to a :· ounterthru~I. u~e a T/mn/ when ac:curacy i' more important 1h:111 damage. a\ 
aga 111 ~1 a la~1 - 111ov 1 ng hu t ligh tl y-annored opponent. 

Al l allack\ benefit from carefu l planning and timing. Parry or /J ntlgc· your 
orponent . \ all ack \ v. hi le preparing your ne xt hlow. A11acki ng too qu id.ly wi 11 maJ..e 
you 11re rap1d l) . and you wi ll not hit a~ oft en a~ when you de lay your th ru\t, . 

The Parry . 1110,1 often practiced hy Fig hter~ . i~ the art of hlock ing your oprmnen1 ·~at ­
tacJ.. w11 h your weapo n or ~hie l d . Parry ing is quicker than dodging. and 1c~~ tiring. hut 
l11U \ l he timed properly to ~top the enemy allac:k . 

/ ) 11c/g i11g i\ the art of physic;;!Jy avo id ing your opponen t · ~ all acb. It i\ the onl y 
delcn~1 ve \!..ill ava il ah le to mm t Thieves and Magic u~er~ . and can abo he cruc:ial 10 
Fighte·r' . v. hen racing a clearly more dangerou~ opponen t. Watch yourencm) carefu lly 
- ant1c1pa1c Im move\ . and choose the proper Dodge according ly . 

. \·11e/l.1 \1 hicl111ia) ordinari ly he U\ed in clo~e mm hat inc lude : Flame Dart. hirce 
Bolt. Zap. ;111d Da11lc. When in douht. Run Away (hu t watch your hacb idc!) 

In tcnm ofcrnnha t ~ lrategies . tim ing and defense are hoth import ant in Que.1·tfor 
Glory 11 . Try to \ lriJ..e when your opponen t is ·open. · and anticipate h i~ at tad\ 10 better 
defend your~e l r. 

If you kd I hat the \illla tion ha~ gollen out of hand. you can type esca pe. or pre\~ 
ICTRL-Ei to re treat. 

Many hall le \ can he avoided. and it migh t he wi~e al times to do ~o . Combat. how-
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ever, is one of the best ways for an aspiring Hero to practice and improve skill s. Each 
time you defeat a monster. you ' II gain va luable experience that will increase yo ur chan­
ces in future battles. Remember, always search the body of your opponent after win­
ning a battle. for some creatures carry money or other use ful items. 

In most cases. Status Bars are di splayed during combat. keeping you in fo rmed of 
Health , Stamina and Mana (magic energy) points for your character. As you become in­
jured. Hea lth points dimini sh. You will use Stamina points as you work hard at fi ghting 
or using your skill s. When Stamina points are depleted. energy is draw n from Health. 
When Hea lth points are gone, the character is dead. A Health bar is also di splayed fo r 
your opponent . to show how badl y it is injured. Your opponent ·s Stamina is not di s­
played. since it would not be obvious to you during combat. 

Thief Skills 

Thief characters have two spec ial skills:' Pick Locks' and 'S tealth .· To use these 
skill s type pick lock to gain entrance to a locked door. or sneak to move quietl y. When 
you are fini shed 'sneaking.' type walk to resume walking nonnally. 

Magic 

A Magic User begins the game with seve ral spell s. Fo r a thorough d i sc u~' ion of 
these spell s and the ir e ffects. see the Famous Adventurer's Correspondence School 
Manual. pages 5-8. The spe ll s he possesses will be li sted in hi s in ventory. Also li sted 
will be the number of Magic Points needed to cast a spe ll. and the leve l of skill the char­
ac: ter has in each spell. His spell casting will improve with pra<: tice . To u ~e a spe ll. type 
cast (or press !Ct rl -C I) , then type the name of the spel I. 

Targeting Spells 

In Trial by Fire some spel Is must be targeted. If you <:a~ I such a ~pe l I. a ta rgeting cur­
sor will appear onscreen. The targeting cursor is in the shape of crosshairs. Use the 
mouse or I Arrow I keys to move the cursor to where you want to cast the spell. then 
click your left mouse button or press I ENT ER I. 

The spell' s success will depend on your skill in magic in general. and you r sk ill with 
th at spell in panicul ar. Practice pays. 

II 



How to Read this Manual 

Throughout this manual we will use the following ways of representing infom1ation: 

MENU COMMANDS will be capitalized. 

Example: SA VE, RESTORE, QUIT, PAUSE GAME 

Typed commands will appear as bold type. 

Examples: ' type: ask about shapeir ' 'type: cd \.sierra ' 

Portions oft he command line not meant to be typed will not appear in bold type . For 
example. in the line 'type: cd \.sierra'. 'type:· should not be typed . 

I Keystroke~! will appear in brackets setting them off from the surrounding text. The 
brackets are not keystrokes and should not be typed. 

Examples: JSpacebarJ, JTab]. JPageUpJ 

Two or more keys that should be pressed at the same time will be ~cparated by a 
hyphen (-).This hyphen is not a keystroke, and should not be typed. 

Examples: 'Press JCTRL-1 J to view your inventory.' 

The tem1s ' di~k '.·floppy disk ', and 'diskette' are used interchangeab ly to refer to 
either 1.5" or 5.25" external data storage disks. The term 'hard disk· is used to refer to a 
fixed. non-removable data storage disk. 

ALL SYSTEMS 

PLEASE NOTE: If there is a READ ME file on your game diskette, it may con­
tain important information and instructions that were not available at the time 
the documentation and other materials for this game were printed. Failure to 
review the README file before installing the program may result in unex­
pected consequences during the installation and/or running of the program. 

GETTING STARTED: DISKETTE DRIVES 

It is always advisable to make back-up copies of your master program diskettes to in­
crease the life of the masters and guard against accidents. Follow your computer's in­
structions to make copies of all game diskettes . 

12 

If you will he playing from diskettes rather than a hard disk. you will also wan t to for­
mat a blank diskette for savi ng games. /11 fuc1. sm·ing games 10 diske11es is a good idea. 
el'en if you are plal'ing 1/ie game/i·om your hard disL Follow your computer's instruc­
tions to formal a blank diskette and keep it handy for 'aving your game as you play. For 
some helpful tips on sav ing games. see the' Saving Your Game · (Page 22 ) and ' Inter­
acting with Q11es1j(1r Glory' (Page 23) sections of thi~ manual. 

When installing your program. you may be prompted to insert a· Drivers· disk. If 
you rece ive this prompt. please exam ine your disks and insert the di~k marked 
' Drivers' and press J ENTER J. so that the appropriate drivers wil I he loaded . Some 
games do not include a separate· Drivers· disk. 

MS-DOS 

INST ALL THE GAME 

Place the hack -up copy you have made of the STARTUP diskette in!O your di~J..c11c 
drive . Type the letter of the drive you have placed the di~ke11c into followed hy a colon 
(for example : a:). and press J ENTER J. Type: install and prc~s I ENTE R J. 

Answer the onscrecn questions using the up and down I Arrow I keys to highlight 
your selection~. then press I ENTER J to se lect. 

HARD DISK INSTALLATION 

You will he asked if you wish to install the game Oil your hard di'" . If you do 1101 
wish the game to be installed on your hard disk. pre~s I ESC J tu ~J..ip thi~ step . If you 
want to install the game on your hard disk. enter the lc11cnlcsigna1ion of your hard tli~k 
(usua ll y C) and follow the prompts. 

Please note: The install procedure will write a file named RESOURCE.CF<; to 
the STARTUP diskette. For the installation to be completed correctly. THE 
STARTUP DISKETTE MUST NOT BE WRITE PROTECTED. No other files 
on the STARTUP diskette are written or changed by the install command . 

LOADING INSTRUCTIONS 
After completing the INSTALL procedure: 
From diskettes: 

I. Place the STARTUP diskette into the A: drive. 

2. Type : a: and press fENTER J. 



]. Type: sierra and press I ENTER I. 

From hard disk: 
I. !-ro111 your root directory. type cd \sierra and pre).s I ENTER I. 

2. Type trial and pre~s I ENTER I. 

SA YING GAMES TO DISKETTES 

Choo),e SA VE GAME. or type save. or press the IFS 1 key. The Save Game menu 
will appear. 

Choo),c CllANGE DI RECTORY . Backspace or pre~s I Ctrl-C I to clear the command 
line . 

Type the letter of the drive you arc using for ),aved games. followed hy a colon (Ex­
ample: a:) and pre),s IE TERI. 

Type the name of your saved game and pres). I ENTER I to complete the SA VE 
GAME procedure. If your disJ.. for saving games i~ full. you may reformat it (this will 
erase the saved games on the disk) and use it over. or use another formatted blank disk. 

SA YING GAMES TO HARD DISK 

If you choo'c to ),ave games to the hard disk. the program will automatically try to 
save to the ga111c ·),own directory. and name the games I NAME OF GAME DIREC­
TORY j\SG .000. \SG .002. etc .. through \SG.O 12 (SG stands for saved games). If you 
run out of ).pace for saving games. try one of the following alternatives: 

I. Save additional games to a diskette. 

2. Save games to a different directory by choosing CHANGE DIRECTORY from 
the SA VE GAME menu (inside the game). 

]. Delete the saved games and the ,;aved game directory from your hard disk by fol­
lowing DOS in).tructions (outside the game). The program will create a new index 
file within the game directory. 

4. Create a new hard disk directory from DOS. using DOS instructions. 

ATARI ST 

LOADING INSTRUCTIONS 
Note: If you are usi11g a11 Atari 520 ST without memory expa11Sio11, tum off all 
desk accessories (rename .ACC exte11sio11 .ACX) before runnillg your Sierra game. 
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I. If you are playing the game from diskettes: Place di~J.. I in dri ve A. open the disk 
hy double -c licking on its icon. Start the game hy douhlc clicJ..ing on SIERRA.PRG. 

2. If you arc playing the game from a hard disk: Open the disJ.. hy douhle-clicking 
on its icon. then open the game folder hy douhle-clicking on the game folder icon . 
Start the game hy double-clicking on SIERRA.PRG. 

HARD DISK INSTALLATION 

Please note: More than 5 I 2K of memory is needed in order to run Sierra game), on 
your Atari ST hard disk . 

I. If you arc playing from a hard di).k. first make sure you have enough space or1 

the hard disk for the game - single-click llll the disk irnn. then select SHOW 
INFO ... from the File menu. Bytes Availahle should he at lca~t 800,000 time), the 
numher of floppy diskettes included with the game (400,000 t imc), the numhcr of 
single-sided diskettes) . 

2. Open the hard disk by douhle-clicking on its irnn . 

3. Create a game folder hy choosing NEW FOLDER ... from the rile menu. Open 
the new folder by double-clicking on its icon . 

4. Place di~k #I in drive A. 

5. Copy the game disk into the new game folder hy dragging the drive /\ icon into 
the window you opened in Step 3. (Click on the drive icon. then while holding the 
mouse button down. move the mou~e arrow over the open window. then n:: lea'c the 
button.) 

6. Repeat steps 4 and 5 for each of the other game di).b. 

7. Put the master disks away in a safe place. 

CHOOSE A MUSIC DEVICE (Optional) 

Your Sierra game is initially set up to play music and ~ounds through the Atari ST"s 
internal speaker. If you have one of the supported Ml DI synthesizers. you may run the 
MUSIC program to have the game play music through the synthesizer. 

I. Open the game disk/folder by double -c licking on it~ icon . 

2. Run the MUSIC program by double-c licking on the MUSIC.PRG icon . 

3. Select MUSIC DEVICE from the Option~ menu . 

4. Select your synthesizer (or· Atari ST Internal Sound·) hy clicking on the ap­
propriate button. Then click on OK. 
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5. Selet:t INSTALL GAME from the File menu . Thi~ will replace the 
RESOURCE.CFG file on your di,k. 

Please note: It i' imponant to turn your ~ynthesizer on before playing the game. 

AMIGA 

INST ALLING THE GAME 

NOTE: RENAME your copies of all game disks to remove the words' COPY 
OF' from the disk name. If the words 'COPY OF' are not removed from the 
disk names of ALL the copies, the system will continue to ask for the original 
disk, and will nol run the game. 

1. Boot your 'Y~tem with WorkBench. and douhle-click on the INSTALL ico11 . 

2. Follow the on -,creen prompts. choo~ing your selection with the mouse hy click ­
ing once 011 the item. 

3. You will hL· a~h.ed if you wish to install the game on your hard di~k. If you do 
NOT wish the game to he installed on your hard disk. select NO. If you want to in­
'tall the game on your hard tli,k. select YES. 

4. LJ,ing your lllOU\e, 'elect which hard drive you wish to in,tall the game onto. 

5. Follow the on -,crecn prompt' to complete the in,tallation . 

LOADING INSTRUCTIONS 

From Floppy Diskettes: 

1. If you have le~~ than I rrn:gahyte or memory for your Amiga. di,connect any ex ­
tanal drive'" hilc your 'Y'tcm is off. 

2. ln~c11 ()i,i.. #I into drive DFO:. 

3. Turn 011 your') 'tcm . 

From Hard Disk: 

I. Load Worl..Hench and douhle-click on your hard disk icon. 

2. Douhle -cliL·h. on the SIERRA drawer. 

J. Douhk-cliL·h. on the drawL'r for the dc~ired Sierra game. 

4. Douhlc -clich. 011 the game icon . 
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ALL SYSTEMS 

HOW TO PLAY 

MOVING YOUR HERO 

You may move your character on the screen with the I Arrow I keys. the numeric 
keypad, or the mouse. To halt your character's steps with the keypad, press the number 
5, or press the last used direction key again. Do not attempt lo move the character by 
holding down the direction key. This will cause the character to start and stop con­
tinuously, resulting in very slow progress. 

Using the mouse. position the arrow to where you want the character to move. then 
click the left mouse button . 

I I 1 

SPECIAL CURSORS 
Quest For Glory II uses special mouse cursors during cenain modes of play . The 
shape of each cursor shows you what actions are available to your character at that 
time. If you are not using a mouse to play, the special cursor will usually appear in 
the lower right corner of the screen to inform you of the current mode. 

- When you see this cursor, you 
can move your character and/or 
type commands. 

When you see this cursor, you 
can neither move your character 
nor type commands. -
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This cursor is for aiming targeted spells or when throwing 
something (see Targeting Spells, page I I) . You will see this 
cursor when you cast a spell that must be largeted. Move the 
cursor to the place onscrecr where you want 10 aim a spell. 

TRIAL BY FIRE MENUS 

When you press I ESC !, a menu bar will appear at the lop of your screen wi1h several 
menus 1ha1 can be opened lo show lhe command choices av;,ilable to you . 

u~e 1he lefl and right I Arrow I keys to open a menu, and the up and down I Arrow I 
keys to highlight ilerm within a menu. 

If the menu choice opens a screen with two or more choices. use the I Ta bl key 10 
move hc1wecn the choices. 

Pres~ I ENTER I 10 sclecl a highlighted command. 

Pres~ I ESC I to return to the game wilhout choosing a command. 

Menu ...................................... Shortcut Command Keys 

Sierra Menu 

About Quest for Glory II ....... jCtrl-G I 

Help .. ........ ...... .......... ... ....... .... IFI I 

Silly Clown~ .... .... .... ....... ........ jCtrl-Y I 

File Menu 

Save Game .. .. ....... ........ .... ...... 1FS1 

Res1ore Game ....... ....... ...... ..... 1 F71 

Restal1 Game ...... .... .... ... ... ...... jF91 

Quit.. ..... .................................. ICtrl -Q I 
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Game Menu 

Fa~ter Animal ion .... ................ + 

Normal Animal ion ..... .... ........ = 

Slower Animation ..... ... .......... -

Souml Volume ................ ...... IClrl -VI 

Turn Sound on/oil .... .............. Ir:~ I 

Arcade Difficulty ................... 1 F4 I 

Game Detai I ........................... I F61 

Game Time Scale ......... ...... .... 1 FX I 

Action Menu 

Ca~t Spell .......... .......... ... ... .... . IClrl -CI 

Figh1 .... ... .................. ............ .. !Clrl-FI 

E~cape ...... ....... ......... .......... .... !Ctrl-El 

Pause Game ...... .......... ......... ... I Cl rl -p I 

Repeal Lasl Command ........... 1 Fl I 

Information Menu 

lnven lory .......... .. .. ...... ... ......... IClrl -11/!Tahl 

Cha racier Sheet ...... ................ 1 Clrl -S I 

Time/Day .... ..... .. ........ ... ... ...... IC!rl -DI 

Ask Aboul ... ........ ... .. .... ... ....... 1 Clrl -/\ I 

Tell Ahout ..... ................... ...... 1c1rl -TI 

Look At ......... ................ ....... .. IClrl -1.1 

Read Map ............. ...... ...... ...... 1 Clrl -R I 

Compass Heading .. ......... .... .. . 1 Clrl -111/I Racbpacc I 

OTHER SHORTCUT KEYS 
!Spacebarl ... .. ................... ... ... Repeal la,1 command 

I Shi fl -Click 1 .................. .. ....... Looi-. /\1 
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SHIFT-CLICK* is a feature that will allow yo u to ' look· at a person or object u'ing 
your mouse. Place the mouse arrow on the desired person or object. then hold down the 
ISHIFfl key and pre's 1he mouse button . You will now rece ive a descripti ve rnc-,,age. 

*Please note: Multi-button mouse users should use the Rl<;HT mouse button, 
and need not press !SHIFT!. 

GAME SPEED CONTROL 

At time' it may be use ful to slow down the speed oft he game animation in order 10 
negotiate a 1ric"- y section. or observe something more carefully. At other time,. you 
may wi~h to '- peed up game actions. In Q11<•s1./(1r Glory II. animation speed i' rnnlrol­
led by the I+ I and I- I "- eys. or by selecting a choice from the Speed menu. using the 
mouse or I Arrow I "-er. 

GAME TIME SCALE 

You can adju , 11hc -,peed al which days and nigh!' pass in !he garnc by choo,ing 
GAME TIMI: SCALE fro1111he Game menu . 

GAME DETAIL 

If your co111 pu1er ,r1cm i' running 1he game too , Jowly. you may wa nt 10 adju-,1 the 
amount of 111u1c-,,ential animation in the game. At the beginning oft he game. Game 
Detail will he autornatica ll y set at the best leve l for your system's speed. Thi' level will 
he shown on !he Game Dctaib screen a' OPTIMAL. You can adju't the detail leve l al 
any time during ga me play hy choosing Game Detail and making another selection 
from the Ciame Detail -,crecn. NOTE: WE 00 NOT RECOMMEND SETTIN<; 
THE DETAIL LEVEL Hl<;HER THAN THE OPTIMAL LEVEL FOR YOUR 
SYSTEM. 

ARCADE LEVEL 

You can 'L' l lhL' dillirnlty le vel of arcade sequence' (combal and skill-based puz-
1.les) U'-ill ).! lh L· ARC ADE LEYELoplion in the Action menu . 

USING THE MOUSE (optional) 

Your nH Hl'-L' wi 11 hL' u-,eful to you in movi ng your charactcr. and in lcarning ahoul 
your -,u1To1111di11g,. To move yo ur character u' ing the mouse . po-,ilion !he arrow lo 
where you wa1111hc character lo move. then clic "- 1he lefl mou'c hullon . In man v 
'ccne'.) lHr can find oul ahoul a pcr,on or ohjl'L'l hy u'ing !he I SI lll ·T-C LICK l·ka!Urc 
dc,cri hed ahll VL'. 

EXAMPLES OF COMMON COMMANDS 

Communicating with Ques t for Glory ll 

Many d1arac1er' in the game wi ll have information of OllL' "-ind or another !'or yo u. 
To talk wi th a character. type: ask about !character. 'ubject or ohject I (for example : 
ask about the brigands ) or pre'' ICTRL-A I. then type I charac1cr. 'uhject orohject I. 
LJ, ing a mou,e. choose the menu command ask aboul. Try dillnent approache ,. and 
remember: talk to e\'eryone you meet! 

You may encou nter objects yo u need along th e way. To ta"-c an object. typL': lake 
I object I. Por example. take the note. You wi 11 need 10 u'e l he ohjccl' you acquire a' 
you exp lore. You can try different thing' 'uch a:-- typing: use the lohjL'l'l l. orgi\'C lhe 
jobjectl to Jcharactcrl . Different approad1c' 10 a pu11lc ma~ hrin !! about a difkrenl 
outcome . 

Pay clo'c al tent ion to details. To exam ine objec1'. type look al the lohjccl I. (for l'\ ­

amp le: look al the table ). or pre" ICTRL-LI. then type the 11a111c of t he ohjeL·t. 

LJ,ing a mouse you can abo UM! the ' Shirt -C lick· feature de,nihed ahovc. To !!L' t a 
ge neral description of the current room or 'cene. type look . ur u'c your mou'c to 
choose LOOK from the menu. 

RETYPING COMMANDS 

If you wi'h 10 repeat a command select REPEAT I.AST COM M/\N D from the AC' · 
T ION menu or pre'~ the I SPACEBAR I or IHI. 

INVENTORY/SPELL LIST 

If you wi'h w-,ee the items you arc carrying and/or the nia!!ic -,pell~ yo u haVL'. 'clccl 
INV ENTORY from the Action menu. pre" I CTRL-11 . or pre-., thL· ITAB 1 "- ey . 

You wil l ,ec a list of the items you arc carryi ng and !he 'Pe l 1-, (if an y l. An a\IL·ri'"- ( ·;, l 
will appear next to any 'pell that i~ current ly active. 

Pre~' I ENTER I or I ESC I to resume play. 

PAUSING YOUR GAME 

If yo u wi'h 10 pause the game. se lect PAUSE from the Action menu . pres' IC1rl -PI 
or I ESC I. Pre" I ESC I or I ENTER I 10 rc,u111e play. 
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SA YING YOUR GAME 

If you wi-.h to save your game, select SA VE from the File menu . or type sa' c. or 
pre~~ I f:i I. To al low for error~ in judgement and c:reat ive exploration . " e recommend 
that you fn:qucntly -.ave your game in progre~~- and that you -.ave ~everal dilkrl·nt 
game~ from different points a~ you play. You will alway~ want to-.ave your game 
before encountering potcntiully dangerou~ ~ituation~. You ~hould aJ-.o -.ave your game 
after you have made -.ignificant progre~s . 

Please note: If you're playing from diskettes, you must have a separate for­
matted diskette ready before you can save a game. 

If you clHHhl' to -.ave game~ to your hard di~k. we -.uggc~t that you create 1111e or 
more -;ave _l!an 1c di rcctorie~ or folder~ on your hard d isJ.. . Sec your l'<llllputer·' i n'l ruL·-
1 ion-. for ere at 111g di rcctorie~ or folders . 

You nla ) na111e your -.avcd game~ u~ing ~tandard Engli~h phra~c~ . hircxa111pk. if 
you arc ' tamling h) a i'Duntain. you might call your game ·standing hy fountain ·. llr 
-.impl y ·fountain '. 

RESTORING YOUR GAME 

Seicl·t RJ :STORJ : fro1111he File menu . or type reston•. or pre" 11·71. YDu \\ill he 
pro111ptcd Ill \l'iect tilc _l!a mc you wi~h to rc-.torc . (On a 'inglc drive ') -.1c111. )'llU \\ill hl' 
pro111p1L·d Ill i 1hcrt ~our ~ave ga111e d i~I.. ). II igh I ight the dc-.i red gaml· a11d ~c kct RI :­
STORE. If till' _l!anll' you wi'h to rc,tore i-. in a difkrent dircc111ry. ,cJccl Cl I/\ (ii·: 
DIRITTORY. 

Pka~l' noll': If )'llU do 1101 have a nmu'c . u-.c the I TAB I J..cy to 11 •,l!gk bet\\ l'l'n RE­
STOR J: and C 'I J /\ 'CiEDIRECTORY. 

QUITTING YOUR GAME 

If yll u \\ i' h It> \lop playing. ~elect C)LJ IT J'rn111 t hl' Fi il' 111cnt1. or t ~pc quit. lll 111·c.,., 
iCTRl. -C)I. 

RESTARTING YOUR GAME 

If Yllll v, i'h 111 rl''tart y11ur _l!amL' at any Ii me during play. -.ell' ct RI · ST/\ RT I rl1111 the 
file nwnu. 111· 1~ Jll' rl',tarl. or prl''~ the I FlJI h ·y. The game will hegin again at till' opL'n ­
ing 'crol I. 

INTERACTING WITH QUEST FOR GLORY II 

You can ge nerally interact wi th the ga111c hy typing ~impk l'l1111111and~ con~i,ting or 
a~ little a~ a noun and a ve rb. For in~tann: . the co111111and sit in the rhair can he -.hor­
tcncd to sit rhair. or even sit. Unlc-.s otherv. i'e directed. fol l1rn all t) pcd co111mand-. 
withiENTERI . 

A me~sagc window will appear after you enter each co111111and. and at other timl''­
during the game. When you have read the 111e,~age. pre" IE TERI to re111llve the v. i11 -
dow and re~ume play. 

Trial hy Fire under~tand~ 111any com111Dn verh,. I Jen: arc -.rnnc )OU might try: 

ASK Cl.OSE l· IC i llT MOll T Rll)J'. ST,\ I) 

13ARCIA I DISMOUNT CiE'I MOY!: IW I U I. 

13ET DRI K (JIVE ()JI. Sl ·.J\RC ll ·111 1\ K 

BUY DROP (j() 01'1 '. SllOW TllROW 

CAST EAT JUMP PICK SIT l lSJ : 

CLIMB ESCAPE LOOK Rl :AD s EAK \V Al.K 

LOOK everywhere. Thoroughly explore your ~urrnundint!' · ( >pl'll door' and 
drawers. looJ.. under thing~ and he hind thing~ for valuahlc.: ohjcch and clue-. . I .lllll-. 
closely at all llhjcch you encounter or yo u may mi-.~ i111pnna111 detail' . 

EXPLORE each area of the game vny carefully . Scard1 l'Vl'I') ar~·a of Shapl·ir. lk 
careful!! There arc many h<11.ard-. awaiting you! 

URA WA MAP a~ you progn:'' through the ga111c . MaJ..c a not e of each area you 
visit. and include infDm1ation ahout ohjech found thnc and dangl'rtlll\ area-. ncarh) . If 
yo u mi~~ an area . you may miss an imrortant clue' 

ASK ABO T anything you thinJ.. a character might J..nllw. Thi ' i-. hy far the hl' '-I 
way to learn what i~ really going on in Shapcir. But u~e di,crction 1 Some character' 
wi ll he friendl y and helpful. They may give you valuable infonnatilln and advice . 
Other~ may mislead you. 



Some Common Things to Ask About : 

Shapeir Ra~cir Rumor Money Elemental Mon~tcr 

Weather Name Magic Sultan Emir Guild 

(;ET ohjech you think you wi l l need. You will come across a numberof ohjects that 
may be of u~c to you later. hut don't overload your character. The amount that you can 
carry wil I vary depending on your strength.You can see an inventory of item-, on hand 
by pres~ing the TAR key at any time. 

USE the items you have picked up to ~olve prohlcms in the game. or to help you to 
make progre~~ and discover more clues. 

BE CAREFUL. amt remain aler1 at all time~ - disa~ter may strike in the mo~t un­
likely or place~ . 

SJ\ VE YOUR (;AME OFTEN. especial ly when you arc about Ill try something 
new or potentiall y dangerous . Thi~ way. if the wor~t should happen. you won ·1 have to 
star1 all over again from the heginning. Save at different points of the game.'-<> you will 
he ahle to return to a desired point in the game. In effect. this wi l l enable you to travel 
hack ward through t imc and do things differently if you wish. NOTE: You cannot ~ave 
your game during nimhat. or at certain other critical times. so rememher: SA VE 
EARLY . AND SJ\ VE OFTEN!. 

l>ON"T <;ET l>ISCOlJRA<a:D. If you come to an obstacle that seem~ in-,Lirmount ­
ahlc . don· t dc-,pair. Spend ~ome time exploring another area. and come had. i<ller. 
Every prnhlcm in the game has at least one solution. and some have more than one. 
Somet i 111c-, -,olving a pro hi em one way wi I I make it harder tn solve the next one . and 
~om ct ime~ it wi 11 111akc it easier. If you get stud .. you might try had.tracking to an ear­
l icr poi 111 in t hL' ga111c. then choosing ad i Ile rent path. Ir al I else fai 1~. you can hu y the 
Q111·.11ji1r (;/on· // hint hook from the dealer who ~nld you the game. or you can order it 
directl y from Sierra On-Linc by calling (X00) 3:2(1-665~. 

BRIN<; ALON<; SOME HELP. You may find it helpful (and fun) to play the game 
with a friend . Two (or more) head~ arc heller than one at interpreting clues and -,olv ing 
prohle111' . and I lenic' throughout history have worked in team~ . 

NEED A HINT? 

If you find your~elf"a little stuck· while playing a Sierra game. try the following 
ideas: 

I. If you have a modem, you can talk to the Sierra Bulletin Board through the follow­
ing numher: 

(209) 683-4463 

Our settings are 300. 1200 or 2400 Baud: 8 Data: N Parit y: I Stop Bit. Our ~y~op 
wil I be happy to help you. 

2. Many other bulletin boards also provide hint~ to many or our games. 

A . Compuserve: Go into the Gamers Forum (GO GAMERS) or write E­
Mail to 76004.2143 . 

B . Prodigy : Write E-Mail to 'I ITWS90E-. or go to the PC Cluh and L"lllL"r the 
adventure games forum (.lumpword : PC CLll B ). 

C. PCLink: Select PCLink Plu~. enter Puhli~her · ~ Connection. ~elect 
Puhlishers Forums. then Sierra On-Linc . E-Mail may he written to till· 
User ID 'SierraOnLi'. 

D. AppleLink : Select the KEYWORD option from the 'Goto' menu . and 
type : Sierra. E-Mail may also he written to the ll~cr If) · sierra~ '. 

E. GEnie: From the main menu ~elect IO (Ga1m·~). thrn ~elect I (Game-, 
Round Table). Select I (Game~ Bulletin Roard). and type set 22 at the 
·?"prompt. This will take you into the Sierra On-Linc area. 

For more infonnation on thc~e BHS line~. you can L·all thc~e roll -free 1111111hn-, : 

I . Compu~crve ( 800) 8.i8-8 I 99 

2. Prodigy (800) 822-6922 

.l PCLink (800) 458-8532 

4. J\pplcLink (800) 227-6J64 

5. GEnic (800) 6J8-96J6 

3. The 111aga1inc Que~thustcr ' s Journal i ~ a helpful -,ou1-cc ol many gaml' hi11h. 

4. Your local software dealer may carry our hint hook-,. or Illa ) hl" willing to order 
them for you . 

25 



5. If you are unahle to obtain a hint book through a dealer. yo u can order one directly 
from U\. Call (800) 326-6654 to place your order with a Visa. Ma,terC'ard or 
American Express card, or wri te Sierra On-Line Inc .. Order Department. P.O. 
Box 485. Coarsegold. CA 936 14. 

6. If the hint hooi... is not yet available for the game you are playing. ca ll our 
automated hint line at (900) 370-KLUE to receive a hint. NOTE: Ca lifornia 
residents . rlease dial (900) 370-5113. 

Hi IS SERVICE IS i\ V AILABLE 24 HOURS A UA Y. THE CHAR­
<a:s ARE: 75 CENTS FOR THE FIRST MINUTE ANU50 CENTS 
FOR EACH ADDITIONAL MINUTE. IF YOU ARE UNDER 18 
YEARS OF AGE, YOU MUST Hi\ VE A PARENT'S PERMISSION 
TO CALL. THE CONTENTS OF ALL MESSA<a:s ARE SOLELY 
THE RESPONSIBILITY OF SIERRA ON-LINE. HINTS WILL 
NOT BE (;IVEN ON OTHER SIERRA TELEPHONE LINES. 

7. You may also request a hint hy writing to us: I lint Department. Sierra On-I.inc . 
!lo;-. 485 . Coar,egold. CA 94C114. 

PROBLEM DISK'! 

TECHNICAL HELP (MS DOS ONLY) 

If you arL' ha ving prnhlem' wi th a game disl-.. try the'L' sugge,tion' hdorc a"11n1ing 
the di,(... i' laulty: 

I. ll') 11t1 rl'ceiw an y of the following me"agc' : 

· 111,ert l)i,(... #_ ·when yo u have already i11sertcd that di,1-.L' lle . or have 
in , talled the game llll your hard dis(... 

·011101 I landles' or ·out or I leap'. or if the game loci... , up al all) p11int 

· l>i ,i... I '. rror' 

you Illa) haw lllL'llH 1ry resident programs loaded into your RAM llll'lllory. Y 1 llt \~ i 11 
need to hoot your S) 'll'm from a di skcuc containing youropnating 'Y'lL'm onl) . 
Fol lo\\ l hL' 'L' i n't fll l' l iot1' to create a · S icrra Boot Disk '. 

FORMATTING FROM A HARD DRIVE 

AJ Place a blank dis(... in drive a: 

BJ At the C prompt. type: format a: /s 

NOTE: If your A: drive is a high dcn,it) driw and you arc l1'ing douhk 
density disks. you wil l need to type : 

format a: /4/s (for 5.25" disb) or 
format a: /n:9/s (for 3.5'' di'b l 

FORMATTING FROM A DISKETTE DRIVE 

A) Place your original DOS di,(... in drive A. 

H l At the A prompt. type: format a: /s 

NOTE: If your A: drive is a high density driw and you arc using douhk 
density disl-.s. you will need to type : 

format a:/4/s (for 5.25" disb) or 
format a:/n:9/s (for 3.5' ' disbl 

C) Be sure to switch to a hlani... disl-. when prompted hy the l·'ORMAT 
program . 

U) Respond to DOS promph. 

Now you should create a CON FIG.SYS file on your Sierra Boot lJi,i... . \\<ith a fik,=20 
statement. Follow these instruct ions to create this file : 

Al Type : a: I ENTER I 

BJ Type : copy con config.sys IE TERI 

C )Type : files=20 I ENTER I 

UJ Press 1F61 IENTERI 

You should see the message : ' I File(s) copied'. You will now h;1vc to re-hoot yo ur 
computer with your new Sierra Boot Di'k in the drive . Turn your computer off then on. 
or press ICtrl -Alt-Dell. 

If this does not clear the above meS\a!!e'. call (209) 683-8989 for technical help . Our 
tet:hnical staff will he happy to heir you. 



TECHNICAL HELP (ALL SYSTEMS) 

Technical as~ ist ance is only a telephone call away. Ca ll (209) 683-8989 fo r con­
venient , person-to-person service, or if you prefer. you may request ass i ~ t a nce by mail. 
If you choose to write to us with your request, please state your computer type and the 
nature of your problem. 

If you find that you need to send for replacement di skettes. send the original d isk# I 
in the ~ i; c you need (3 .5" or 5.25") to: 

Sierra On-Line 

P.O. Box 485 

Coarscgold, CA 9J614 

Attention: RETURNS 

Be ~ urc to include a note stating your computer type. and the ~ i 1.e of di ~ ke tt e you 
need (.'i .2.'i " or .\..'i' ' ). 

We wi 11 glad I y replace your program free of charge for the first 90 day~ of ownership 
( pl ca~e c1H: l o~c a copy of your dated ~ al e~ rece ipt w ith your reque~t ). A fter 90 day~ 
there i ~ a ~.'i . 00 charge for 5.25 " di ~ke tt es. and a $ I 0.00 charge for 3..'i' ' d i s ke ll c~ . 
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