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INTRODUCTION 

Thank you for your recent purchase of 
Witt's Notes. You hove .1ust joined hun
dreds of fellow adventurers worldwide who 
demand the very best in adventuring. Witt's 
Notes are available for an ever growing num
ber of adventure games. 

This hint book should give you all the 
anuwere you need to uuccessfully complet~ 
your. adventure. In addition, you should 
find the maps clear and very easy to follow. 

For. more information about our hint 
service, software, posters, save disks ond 
more consult our moot recent catalog. Also, 
it contains all of the pricing, including 
the quantity discounts. 

Thanks, 

Kyle 

Copyright© 1904 Witt 'e End Assoc. 
All Rights Reserved. No part of this 
booklet may be reproduced by any means, 
electronic or mechanical, without permission 
ih writing from Witt's End Aeeoc. 
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HOW 'fO USE THIS BOOKLET 

As we advertised, this l1int book is 
laid out in cuch a way that you get the 
clues you need and no unV1anted answers. 
Therefore, many answers are encoded, as 
well as several hidden questions . 

?. 

We have tried to make the unencoded 
questions as general as po~sible, but 
only you can ensure that thr book is used 
properly. That means _!!£ translating 
answers randomly and no looking at the 
back of the book untiryou have complet
ed the game. 

We advise that you read the General 
Hints section before going on to any of 
lfie specific clues. The general hints 
section provides infonnation pertaining 
to background, paroer, author's style 
and overall purpose. 

Please decode only one hint at a 
time. We feel that you can get the most 
out of your adventure by discovering 
things for yourself. The hints should be 
used only when you are completely baf1led 
by the situation. 

Do not pay too much attention to the 
questions either. We have thrown in a 
couple of false questions to throw you 
off guard. Also, we have provided a 
complete list of objects which you can 
use, but you may see items there you have 
not yet found • 



'l'llE CODE 

To help ensure secrecy for the po~
tiona of the game as yet unexplored by 
the player, Witts' End provides a code 
quite simple, yet cryptic enough to avoid 
g11ln:lng the answers at a glance. Basic
ally, each letter of the alphabet in each 
word is moved one letter to the rieht. 

Ex. 
KNNJ TMCUQ SGD QTF 
J,OOK UNDER THE HUG 

For your convenience a short program 
is provided below (for Apple only) to ~ 
decode the hints on your computer. 

10 HOME 
20 VTAB 8: PRINT "ENTER CLUE BELOW:" 
30 tmz = 1 
40 VTAD 10: HTAB HRZ: GET CHARI 
50 I I! CIIAH .~ = CHR.$ ( 3) THEN 180 
60 FflIN'r CHAU$ 
70 A = ASC(CHAR$) 
80 IF A = 90 THEN A = 64 
90 IF A = 13 THEN 10 
100 J F A ' > 3 2 'rll EN A = A + l 
110 CHAR.) = cnn HA) 
120 IF lll1Z = 39 THEN PHINT emu ( 7) 
130 VTAH 12: H'rAD IIRZ 
140 PlUNT CHARS 
150 IF llRZ = 40 THEN 30 
160 1m7. = miz + 1 
170 GO'fO 40 
180 HOME:END 

Note: Only letters are encoded, numbers 
and symbols remain the sru11e. 
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This hint-booklet is dedicated to Margaret 
who understood and was always there. 
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GENERAL HINTS 

Ulysses and the Golden Fleece by Wil
liams and Davis is an adventure from Sierra
On-Line. Ulysses features multi-color Hi
lles graphics and short descriptions. Uly
sses is a trek through ancient Greece in 
search of the legendary fleece. 

It is a very popular j ·ourney, one that 
thousands of Apple owners take. Actually, 
the game is a hodge-podge of ancient Greek 
stories and legends. Many of the problems 
in the game require a rudimentary knowledge 
of the myths. 

The theme of Ulysses, the search for 
the golden fleece, is borrowed from the 
myth known as Jason and the golden fleece. 
Briefly, Jason and the crew of the Argo sur
vived many perils and eventually recovered 
the golden fleece for the king of Thebes. 
Along the way, he encountered harpies and 
some very high cliffs which had a habit 
of crashing together when a ship was be
tween them. 

Among the other myths is the legend of 
Daedalus and Icarus. They were a father 
and son who escaped from prison by fashion
ing wings out of giant feathers and wax. 
they soared out of prison but approached the 
sun and plummeted to their deathes (melted 
wax). In a way, this myth was incorporated 
into the adventure. 

Most of the problems however, come from 
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The Odyssey, the epic novel of the wander
ings of Ulysses. Read about the Sirens, 
Polyphemus, Scylla and Carybdis, Pluto and 
Neptune. They all apply and a basic know
ledge of them is essential to sucessfully 
completing the game. 

Ulysses and the Golden Fleece is a 
very poetic adventure filled with pithy 
maxims and magic words. If you cannot 
remember all of them, it is advised that 
you write strange words down right away. 
Part of the challenge is not so much learn
ing them as it is knowing where to use 
them. 

Ulysses is a very large adventure. 
While it is no Time Zone, the map for it 
is quite crowded. The underground passage
ways could be considered mazes because they 
are so large and each room resembles the 
other. The game really is an epic adventure 

, and when you finish it, you should feel a 
great sense of accomplishment. 

Most of the action is spent wandering 
from location to location, through forests, 
oceans, jungles and caves. Everything that 
is found, should be kept. You may have a 
large inventory with you. Also, some ob
jects that you pick up in the beginning of 
the eame, you must keep to the end game, 
Colossal Island. You should never really 
drop anythine unless you have used it and 
you do not think that you will need it again. 

Ulysses' parser is probably the most 
complex of all of the Sierra On-Line ad
ventures. Though only two words are used 
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per command, the program will often prompt 
you several times with, "with what", "how", 
or "where". This does not mean that it 
understands everything. You should be 
mildly frustrated, vocabulary was never this 
series' forte". If you read the myths men
tioned and decode a few clues, you should 
have little problems solving the game. 
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ABOUT THE MAP 

What word describes the map for Ulysses 
ancl the Golden Fleece? "Big" is a possi
bility. Probably the best, though, is 
"Odyssey". Wandering through towns, oceans, 
forests, caves and jungles certainly is 
an Odyssey. Yet for all its size, the map 
for Ulysses is not all that complex. 

Probably the most complex part is on 
the Isle of Storms, in the jungle. With
out a map to guide you, it can be confus
ing. Another problem that people always 
seem to fall into, is the ocean. "Why 
isn't there a map for the ocean?", they 
ask. Well there is, but they want the 
map that takes you past the storm. Well 
we cannot put all those locations on our 
map, but there is a m~p in the game, that 
will. 

People get confused when they see 
the map for the Isle of Storms. We lmow 
that it can be difficult to follow the 
map back and forth, across two pages, but 
that is the best way to do it. 

In the Enchanted Ocean, have left out 
a few locations. Near the sirens, you will 
notice that we have not shown E-1, N-1. 
That is a deception. That is all that we 
are saying .... 

1. What ic in the rorest? 

A. Dwolmf!d lrn srnqnt rrlcx. 
13 • Kn n j z s sf.' d l _ z o • 
C. S~dqd hr z hpdrs. 
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D. S,;nqd hr zkrn z uzlctzakd hlcttJ. 
E. Z::i nrnd onhm::; xnt qd.bnhud z vzqmhmf. 
F. l':hmc 7. onshnm nrn s{!d hrlnl ne ronq lr. 

2. Do J need the bottle? 

A. Xdr. 
B. Xnt mddc z ansflkd zmc vrzs'r hm hn. 
c . Sgd mnsd bnldr hm {'"Zrncx lczsdq. 
D. Srd ansskd rnkcr khpthcr . 
J~. Khjd onshnmr. 

3. How do I enter the castle? 

A. Sqx szkhjmf sn sea ftzqc. 
B. 3c;d rtzqc zrjr xnt z ptdrshrnn. 
c. ZmrvcJq {'"tl. 
D. Rzx "xdr". 

4. Whnt do I rlo about the thicvec? 

A. Xnt mddc ' rnld oqncdbnhnm. 
B. Xnt t{"ntkcm' s fn hm zlckcJxr zknmn. 
C. Ghqd z bqclv. 
o. Uhrhs nrd j~nr zmc fds rnld lnmdn . 
B. Xnt ltrs anv on ~hl. 
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5. Which item shouldn't I buy? 

.A. Fnnc ptdrahnm. 
B. Xnt bntlcc okzx sgd fzld zmc ehmc nts. 
C. V c;hbf hi;dl rd dlr lnrs trd!cdrr. 
D. Sgd bzudqrnr zlck gzud fknvhmf lnrr • 
.E. Xnt cnrn' s mddc S{!d lczmsdqm. 

G. II ow do I r:et the crev1? 

A. Sqx szjhmf s~dl. 
B. Srdx cnm's vnqj enq mnsp;hmf. 
C. Fdn rnld !'nice eqnl sgd jhmf. 
D. Sqx "Ghqd bqdv" 

7. What do I do with the ,rruard on the docks? 

A • .Ad eqhdmclcx. 
H. Dnmudqrd vh"~ sp-dl. 
c. Ehqrs uhrhr; srd jhmr·. 
D. Gd'r f ns rnldsghmf xnt mddc. 
E. E qrludzkr z rdbqds. 
F. Gd bzm ad aqhadc. 
G. Tr<l f: f"cl lmhm (zmrvdri. xdr). 

8. Ilov1 do I ret out of port? 

A. Ils hr zkk rn rhlokd. 
n. !3qx "Vuhfp, 7.mbp·nq". 
C. Gnv zants "Fn nbdzm". 
D. S p;drn trc1 c hq d bshnmr. 

9. V/hat does the Icing want? 

A. Sr,d . fnkcdm elcddlidq. 
13. fl.nld qdrodbs. 
c. Gd vzmsr etlhkhsx (Anv An r hl). 

10. How do I open the chest? 

A. Gzud xnt entmc fdqhtlcdr7 
B. Rzud nrd bgdrs enq lczsdq. 
c. C qrludzkr z rdbqds. 
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n. Nodm Sf"cl b{!drs nm bnknrrzlc hrkzmc. 
E. Trd hs zfzhmrs s~d rjdkdsnmr. 
F. Trd z lzfhb vnqc. 
G. Sqx rudmddrzr. 
H. Gnv zantR dbddke. 

THE OCEAN 

1. What do I do about the conrlor? 

A. Qdzc srd fd mdqzk fhmnr. 
13. Xnt rti:ntkc zlcvzxr ~zjd f:{'"hmf. 
c. Gtnqx, ndcnqd hn vzrrdr nuclqanzqc. 



2. ~an I catch the nlhntross? 

A. fi1n he e !chdr zvzx. 
n. lls hr zrn nldm. 
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C. T1z jd rtq cl xnt ohbj to hsr cqnoohmfr. 

3. How do I c;et through the storm? 

A. Sqx chqdbshnmr. 
n. z lzo vntkc ad mhbd f'dqd. 
C. Xnt bzmmns ehmc ard lzo. 
D. Xnt ltrs rzurt hnmmdbshnmr. 
E. v~~s chc xnt trd sgd bnhm enqJ 
F~ Aqhad J·tzqc zs cnbjr vhsp hs. 

4. Why can't I get to the albatross~ 

A. Xnt 'u~ addm trhmf sgd lzo, gt~? 
D. Hs hr z b~rd ne vgdqd en xnt fn 

ehrirr:. 
C. Ehqrs fn sn sgd zkazsqnrr 8p;dm bnmcnq. 

5. ::hould I land on the Isle or go past it? 

A. Gzud xnt addm hm sr:d enqdrs hm snvm? 
D. 3Fdqd hr z ldrrzfd sgdqd . 
C. S~d hrlcd ne rsnqlr h~ udqx hlonqszms. 
lJ. Xnt mdd c svd onohnrn enq mdolJtmd. 

G. What is in the ocean? 

A. Vrzs en xnt sp:hrnj? 
a. Vzr B~d anza rtmj xdo? 
C. fjp;Clct<J hr nmkx vzsdq hm sgd nbdzm. 

1. 

2. 

How do I climb the cliff'!· 

A. Sqx ho. 
B. Sgdx zqd ltbg snn {!h rr·. 

What is in the junr,le? 

A. Sghr hr z bzf1b£:-zlclc p"Ldr:~.1mm. 
D. Dwolmqd hs sr.nqntf r-kx. 
C. Dudm dwzlhmd E:f~d sqddr. 
D. Sgdqd hr z aqhclrd zmc rt1ld ctrc. 

3. Where is the rnar:ic potj_011? 

A. Che xnt r;d zq z atuakl111if ' 1irnhrc1? 
B. Hs hr mns hrn sr:d rsqtb"I • 
C. Sgd onchnm lzx mnc ml rn i1nuhntr. 
D. Hs hr hm srd bzud. 
E. Zanud sr:u rrnlccl . 
F. Hm sp;d enql ne z ro<Jlnnf. 
G. 'rrd or·d ansskd. 

11. Why can I :::>cc under{!"roui1d !' 

A. rilns adbztrd ne sp:d k:?.rn:-:dq111. 
B. Ooirovnqtr lchmdr Sf'"cl Vl/,l ;kr. 
C. Xnt en mns mddc nr·d l\:;;111: :dqm. 

5. H.ow can I rct over the :·t rer1111? 

1'1 



A. Xnt :o-.ci tl r.nn f'd zux sn bqnrr hs. 
n. Knn;i 7.r. f'{'" Cl l z o. 
C. Xnt h~~ 111 hit CJ btluclrns h s . 

6 . Can I Pl't the :!'ire out? 

l-5 

A. IIe nrnl ;x ~mt bntJ.::c chudqs srd rr;qd7.l. 
n. r,zrrhuil : ·~lntmsr ne vzsdq zqd mcJdcdc. 
C. II zl 7.eci zhc srzs xnt bzrrunnn. 

7. IIow can I r'ct pnst the f:i.re? 

A. Zrrnl.r:-:nr hlms{!hmf? 
n. Zmmn l unr~ ::["Xrdke. 
C. Ontri v~ r. tlci nm xntqrdkc . 
lJ. fiqx vh1nd . Ontq vhrnd (nm I,cl). 

8 . II ow c1 o J r e~ t over the .,. j ord? 

A. Gnn c :>:q cnq itlohmf . 
n . Hnlcl h:in r hnlcl hm rrzmcx pclqd . 
C . Lzjd 7. :i<Jhc:f'd. 
D. Srrdrid z qd rinhjr nm nsr-rlq rhcd. 
E . iiqx r:r ' qnvltrn r S {''Cl qnocl. 

P . Trd rnldsr~hmf dlcrd. 
G. Trd srd kdzsrdq rsqzor. 
ll. Shd S{':dl on ~l'clr; r-dq . ~;11d J·~ ; 'l z or r ~ 11 

rnqzor. 
I. Spqnv ::;rdl. 

9. What do I do with Pluto? 

/\.. Gd vzmsr xntq rntk. 
n. Gd hr nmd sntf~ ctcd. 
C. Gd bzm' r; ad jhk\cdc. 
D. Gd bzm ad cqhudm zvzx . 
E. Oktsn rr.zr rrlmrhshud d. :x dr. 
F. Sgqnv rnlcl ctrs hm crd l. 

10. How clo I get past the tlrar' on? 

A. Zunhc rhl. 
D. Gd bzmmns nd zunhcdc. 
C. S~dqd zqd s vn vzxr. 
D. Nmd vzx hr nn zss zb j r ltl. 
E. Mns vhsp; z rvnqc. 
F. Trd r;~d ctrs . 
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G. 1'rd sr'd ctrnsrrdqd hr z :Jd s s<lq vzx. 
II. :r.o odz lc rm rhr l'qdclc. 
I. Gd khjdr idvdkr . 
J. Flwd ghl G ~d azf nc l cJlr. 

11. How can I crocs t h e {'Teat canyon? 

/\.. Hs hr bdqszhmlcx mm ezq :;n itlo . 
D. Gzud xnt entmc odfzrtr ·: d:ci? 
C. Odfzrtr hnn's zqntmc . 
D. Qdzc s~d Fdmdq zk ['·hJ11: :r . 
E . Vgzs chc czclczlctr z111 c hb zqtr en? 



17 

Ji'. Che ;~111; chmc R{';d bnmcnq? 
G. Olctl1;i . rd ahqc. ~>r:dm s qx lzjd vhmfr. 
II. Vh:-:r·· 11:~\·1 7.mc edzsr:cJqr. 
I. Sr;clrn ( ~ !~ : : zbqnrr. 

12. \'/hat ir: 'l.J1r; Lrnport['nce o I' the rock? 

A. Xnt 1 r'I :-: : ' 7.bqnrr r:{!d h7.rnx:nm? 
n. ~ir· cl rpl11j hrm' 8 unqx hlonqr:zms. 
C. Vf,7,;: hr tincdq he hr. 

1. \'/hy ir. -I.bi r: p:i rt o 1· the ocenn cnl1ccl 
enchant er !':' 

A • v {",X l 11 ll: :? 

D . Adb z -Lr1l 1·:·<izmJ'd r.{"hinf'r rzoodm . 

H3 

C. Be hr udqx lz f hh zlc . 

2 . How can I avoid being cru: :h t! d between 
the clii 'fo? 

A. ~>r-d jhmf 'r r r;ho hr C!:'.r: : . 
B. X:nt q dzc cnn lzmx L : i :{'T. 

C. ::;r:d hkheer en mnc lnutlq. 

3. How do I kill Neptune? 

]\. v r:zs ~ ,Jhklc z fnc t? 
B. Xnt bdqszhmkx bzmmn: : jl1lclc ['hl . · 
C. Xnt bzm bgzrd ~hl zv~x. 
D. Vdqd xnt hm sc-d enqdn; h111 snvrn? 
E. Che xnt [cld e Sfd vzrpnhrn 1"!' 
F. Sr;dqd hr z onshnm hrn t:r d hrkd ne 

' nmqlr. 
G. Xnt rgntkc {"ZUd hs h111 :<i t'l.11 ancclcd . 
11. Sqx ontqhmJ' hs hm s 1

1riJ nbtl zm. 

4. Should I heed the warni. n~ · 11un.r the 
f;ireno? 

A. IIs vhklc szjd xnt zvx x <!qlll ordl. 
B. He s{•:zs hr V f.ZG xn t v ~~111:: . 
Co Xnt vhklc mdudq vhrn he x nt en. 

5. How do I ourvi ve the ;; i 1·c ns? 

A. Qdze srd ncxrrdx. 
Il. Zooqnzbc a~d hrkzme. 
c. Sgdx c-zud zm hlonqa ~~rtt: " ldrrz f d. 
D. Cn itro vgzs tlcxrrdl' c ite 
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l!! • 0 let f ;. r rl hq d v' r a zq r. 
l". ~>hd xnLqrdke sn lzro. (Shd rdke) U;n 

17.rS). 
G • Xn t crnn' :~ v zrno zmx vzw athlcc to. 
II. Khrsdm :·11 r:r:d rhq dm rnmf. 

G. Where is ~cyl . l . a? 

7. 

/I. Itrs ;Hl r··7, oox rrd'r mns zqntmc. 
D. Cn xnt v~'.rn;, sn lcnrd rhw ldm'l 
C. Chem' r: rh I'm p:dq. V zmsdc onn lt':>c: 

lnmdx. 

liow do I rc11c:h the Colossal Island? 

A. Ehrnc li 7.1p:nehr (Vr.hqlconnlc). 
l3. Itrr; ;i •. ~ c'I o t"dzchmf mnqs['". 
c. Xnt h ::: 1n11111: : lhrr hs. 

1. How do I free the man i11 tl!u ca{'"e? 

A. Gzuhmf z ahs ne sqnt;il~rl, cl [!: ? 
B. r,'ln enqbd ne zqlr vhl i I~ vnq ;j r;dqu. 
C. Hnld lzfhb vhlck, C/tn I; f'1·. 
D. St;d zmrvdq z R zmc l1r 1110 hrkzrnc. 
E. Gzud xnt rdzq bc;dc S{ "d i t111 L'lcd? 
F. Gzud .xnt entmc or:.d nlir · :;qud? 
G. lls rzxr rudmddrzr. ]( :1. x It:: rlmvlcx. 
H. Tmrbqzlalcd hs ehqrs. 
I • . sea vnq c hr rdudmrdzr. 
J. Sehr rozbd qdrdqudc c 11q h r,.<lzodqr. 

2. What do I do with the 1111111? 

A. Ggd nmd xnt cqddc? 
B. Zbbdos r;hr fdmdqnrhr.::-:. 
C • f.i gdm led zud r: hl z knmd . 

J. What do I do with the Cyclops? 

A. Qdzc s~d ncxrrdx. 
D. Knnj zs {'"hl. Sz\cj 811 ;rhl • 
c. r,zjd ghl zm needq. 
D. Gd Jchjdr vhmd. 
E. Gnv en xnt lzjd lnqil vh1nd? 
Ji' • ;)xod fqzodr. 
G. Sbdm fdo f hl cqtmj ~~I ll C: ;jhl\lc 

~. How a o I kill the eye lop:;!' 

A. Tidd ptdrshnm Cfqdd. 

rhl. 

20 
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O. V rr,dm {"d' r· 1·nmd J'ds SGd sqdd. 
C. Gzqc<l111 h: : vhsc z ehqd. 
D. ~'iqx r{"7.qnr'ln1hrnf sgd sqtrnj hrnrsclzc. 
E. Fds ,rrJ1l cqLrnj. (Lzjd vhrnd dsb.). 
F. Jhlck hxlilrnor. Vhsr.; sqtrnj. IIm dxd. 

5. What do I Inn~ the men? 

A. llr s(';c'lcid zrnx::>p:hmf de haled nm srd 
hrkzmc? 

D. EqthrT : ~ 11w ndqqhdr vnrn' s en. 
C. Gzud xnt; c ~ utmc ned bxbknor? 
D. !1.lchrnc t "hl :;me szjd r,hr rp,ddo. 
E. Xnt vii I·; l; 111cl de sn bnn j sp:dl. 
F. Cn xnt rr::11cl vnne zme z ekhrns? 
G. r.zjd /. c~liqd zme qnzrs s~d rr;ddo. 

6. How do J I( L 11 the skeletons? 

A. MnshlHl r ~:"d :: enm' s jhlck xnt qhf rs zvzx? 
n. Xnt rn<l1] (' .l'llldsp:hrnf udqx lhf{"SX . 
C • Z o le z h 1r1 1· 1111 q c vnm' s en. 
D. V pzs r ::1 1<1 ~· : nt addm bzqqxhmf zqntme ••• 
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E. Z le Jc sr~hr· nhJ_cl? 
F. No~m srd bpdrn. 
G. Tr<1 z lzfhb vnq c. 
II. Sqx zkk nc scd nrndr xn L ,j11111v. 
I. Hs hr z vnqc rorlklcdc nz\J;jvY.qer. 
J. !3qx db<ldkc. 

7. What do I do at the great cl :i I" 1·? 

A. Hs bzm's ad bkhlade. 
B. nnld lz;fhb vntkc acl r" dl ·: oetl ~ 
C. Sghr hr · z oqhrnm rsdd o ••• 
D. Gzud xnt addm r.n r:rd rliqd111r? 
E. ~;g·dx ·f'hud xnt z1n hl. 011q: : :~ 1tln v11qc. 
F. nzx rtoodlcstdk zmc Jmt ri ·zkk drnsdq. 

8. How do I reach the 1·1eec0~ 

A. Czmfdqntr sp-nqrnr nknhj ::rc l vzx. 
D. Xnt bnttrn snx xntq vhrn l '.1·. 
C. Nq xnt lmtkc trd odf:~r L r. 

<J. How can Pera::mr1 be :·rend':' 

A. Odfzrtr hr hp.zhrndc to. 
B. Trd spd dmhgzrnr;c'lc rvnq <: . 
C. Gzud xnt 8qdde sgd lzm eqnl sr.;d 

{!Zq ohdr? 
D. rrd t'hudr xnt ZITI drnb["7.lil:·d c l:7.lckds. 

10. What do I need to ride Pt~rn ::1w? 

A. :0 roqnmf rsnl z1){". 
B. Xnt mddc z aqhckc'l zrnc r11ld qclh111r. 



23 

This liRt contains only those items 
that can be picked up and carried. It is 
intended .. as an aid for the player who needs 
to know what ho is missing. It should not 
be studied too closely by those who have 
not yet solved the game. 

Bag of Gems 
Bag of Gold 
Bag of Silvor 
Bottle 
Chest 
Condor 
Flint 
Gold Coin 
Golden Fleer.e 
Grapes 
Jeweled Bridle 
Lantern 
Leather 
Mallet (Enchanted) 
Map 
Note 
Reins 
Rock 
Rope 
Sheep 
Small Tree '!'nm k 
Sparkline Dur; t 
Sword (Enchnnterl) 
Sword 
Water 
Wax 
Wine 
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JUST FOR FUN 

Each of these suggestion n ahould really 
only be tried after one has Dol ved the game. 
In fact, just looking at som e of them might 
give away problems. Also, muny of them 
result in death, and unless you have just 
saved the game, you may not want to risk it. 
But anyway ••• 

Have you ever tried ••• 

Getting the crew (without mon ey) ••• 
Killing the guards ••• 
Trying to get in the castle a c;ain ••• 
Killing the storekeeper ••• 
Pouring wine on the fire ••• 
Talking to Pluto ••• 
Killing the Dragon (with the sword) ••• 
Jumping across the canyon ••• 
Throwing something into the f jord ••• 
Not bowing to the king ••• 
Walking in the alley alone {with gold coin) 
Swimming in the stream ••• 
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Ulysses and the Golden Fleece is a product 
?f Sie~ra On-Line Inc. Witts• End Assoc
~ates is not, J_n whole or in part affil
iated with f.i~~Ta On-Line. Th~ uiysses 
loeo and th0 •> .Lerra On-Line lop,o are both 
trademarks of ii Lerra On-Line rn'c. 

We hope that you hove enjoyed the 
use of this booklet, and thot you have 
received the maximum benefit possih.le. 
If you should still be having nny problems 
with this game, feel free to Rend in your 
queries. We will try to anewcr your letter 
ae soon oe possible, providing you with per
sonal service. 

Aleo, should you have any complaints 
or suggestions about this, or any other of 
our products, feel free to ~rit~ ua. 

Yo~r purchase assures you n free 
catalog with your order and quarterly up
dates. Anyone can order nnother even if 
they have not purchased ony of our products. 

llnppy Adventuringll 

Witt's End Assoc. 
42 Horehouoe Rd. 
Eaeton, CT 06612 
(203) 254-0728 






