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THIS OFFICIAL SEAL IS YOUR
ASSURANCE THAT NINTENDO HAS
APPROVED THE QUALITY OF THIS
PRODUCT. ALWAYS LOOK FOR
THIS SEAL WHEN BUYING GAMES
AND ACCESSORIES TO ENSURE
COMPLETE COMPATIBILITY WITH
YOUR NINTENDO ENTERTAIN-
MENT SYSTEM. ALL NINTENDO
PRODUCTS ARE LICENSED BY
SALE FOR USE ONLY WITH OTHER
AUTHORIZED PRODUCTS BEARING

WARNING: DO NOT USE WITH
FRONT OR REAR PROJECTIONTV.

Do not use a front or rear projection televi-
sion with your Nintendo Entertainment Sys-
tem” (“NES”) and this video game. Your
projection television screen may be perma-
nently damaged if video games with stationary
scenes or patterns are played on your projec-
tion television. Similar damage may occur if
you place a video game on hold or pause. If you
use your projection television with this video
game, neither Fujisankei Communications
International, Inc. (FCl) nor Nintendo of
America Inc. will be liable for any damage. This
situation is not caused by a defect in the NES
or this game; other fixed or repetitive images
may cause similar damage to a projection
television. Please contact your TV manufac-
wrer for further information.

THE OFFICIAL NINTENDO SEAL OF
QUALITY.

LICENSED BY

NINTENDO AND NINTENDO
ENTERTAINMENT SYSTEM
ARE REGISTERED TRADEMARKS
OF NINTENDO OF AMERICA INC.

TO BRITANNIA'S
AVATAR OF HEROISM

Brave Avatar, good friend, as never before Britannia
needs thy assistance. Danger threatens us from every
shadow and there is no other person I can turn to.
On thy capable shoulders rests the full weight of
responsibility for the salvation of this endangered
world. Without thy brave deeds, none of us will
live to see another year. But if thee should succeed,

thy great rewards will surpass any person’s dreams.
Come with all speed!

PRECAUTIONS

1. Thisis a high precision Game Pak. It should not be stored in places that are very
hot or cold. Never hit it or drop it. Do not take it apart

2. Avoid touching the connectors. Do not get them wet or dirty. Doing so may
damage the Game Pak and/or the Control Deck.

3. Do not clean with benzene, paint thinner, alcohol, or other such solvents.

4. Store the Game Pak in its protective sleeve when not in use

5. Always check the Game Pak edge connector for foreign material before
inserting the Game Pak into the Control Deck.

NOTE: In the interest of product improvement, Nintendo Entertainment System

specification and design are subject to change without notice

Original Version of Ultima 1985 Origin Systems Inc. 1990 Pony Canyon, Inc., 1990 FCI

FCl is a registered trademark of Fujisankei Communications International Inc.

ULTIMA is a registered trademark of Richard Garriott and Origin Systems, Inc

ADVISORY: READ BEFORE USING YOUR NES SYSTEM

A very small portion of the population may experience epileptic seizures when
viewing certain kinds of flashing lights or patterns that are commonly present in our
daily environment. These persons may experience seizures while watching some
kinds of television pictures or playing certain video games including games played
on the Nintendo Entertainment System. Players who have not had any previous
seizures may nonetheless have an undetected epileptic condition. Consult your
“vsician before playing video games if you have any epileptic condition. Consult
“physician if you experience any of the following symptoms while playing video
altered vision, muscle twitching, other involuntary movements, loss of

3s of your surroundings, mental confusion, and/or convulsions

Lord British




nerun" Afrer becoming the Avarar, a perfec
e o o example of heroism and the Master o
the Eight Virtues, you left Britannia to refurn to your own world. While
in Brirannia, you conquered the terrible Exodus and restored the
Mastery of the Virtues and the three principles of Truth, Love and
Courage to that land. You have become the hero of a hundred ne

legends and myths. Though absent, you retain your love of Britannial
and the King who inspired you in your quest to become Avarar.

. you must find himm and return him

Unbeknownst to you, strange shadows have crept over Britannia.
~ Some fime ago, Lord British and a group of warriors went down o

the Underworld to explore unusual disturbances. They vanished.
Blaclkthorn, once a frusted vassal of Lord British, has taken over
rulership of the kingdom and declared martial law. His frreachery
was influenced by the nefarious Shadowlords. Bur the night before
Lord British left on his journey, he senf you a note telling of grear
peril threatening Britannia. He begged you to return ar once. Not
long affer receiving the message, you are summoned fo Britannia
by your old friend Shamino. When the mist clears from your eyes,
you see him lying wounded onthe . 8 e
ground. lolo helps you carry him fo
shelter and fells you all that has &
passed in your absence. Now you
look out on a lost world, helpless
without its King, and know that

to the throne. Bur you cannot do #
so without challenging fthe fou! g
Shadowlords and their minions to
mortal combat.
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Be sure the Ninfendo Enterrainment System?® is furned off. Insert the
Ultima 5 Game Pak info the NES and turn on the power. The Title
Screen appearsfirst, offering you two choices: New Hero and Journey
On. Use the Control Pad to move the cursor fo the option you would
like and push the A Button fo select it. If you have not played Ultima
5 before, or you want fo start a new game, choose New Hero (see
Page 7). If you wish fo continue a quest that you had sfarfed some
other time, select Journey On (see Page 7). Before you begin, you
may want fo get pen and paper fo ralke notes. Many people will be
giving you valuable clues throughout your quest. You can also note
locations of items, landmarks, and important objects. Warriors of
Destiny is for one player only, but when you need fo rest, a friend can
tale over and guide your party for a while.
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Once you have chosen New Hero, you will be asked seven
questions. You will choose an answer by pushing the A or B Button.
These questions defermine what kind of character you will be.
Affer you answer the questions, a brief infroduction fo the game and
the land of Britannia will be shown.

Ultima

Warriors of Destiny™

New Hero

£ 1381 Origin

CHAPTER1

If you select Journey On, but no game has been saved yet, you will
be shifred info the New Hero option. A game can be saved when
you stay at an Inn or pur up your tent. If you have played before
and saved the game, Journey On will refurn you to where you
were when you performed the save funcfion. Only one game can
be saved af a time. If you start a new game and save if, the older
one will be erased.

Warriors of Destinyg™
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You will sef forth on your quest to destroy the Shadowlords with a
party of companions. iolo and Shamino are the first to join. Includ
ing yourself, the party can only be composed of a maximum of
four companions. You will also have some useful ifems in Inventory
when you begin. All of the members of your party share items
and weaponry from the same Inventory. (See page 10.)

As you travel through Britannia, you will meet other characters
who can join you. But if you already have four comrades, you mu't
ask someone fo leave before a new person can join. Put the
items of the person leaving
info Inventory. Then fallk to
that person and ask him or
her to go.

To view the Inventory Screen, push the Starf Button. Press Start again
to exit. Use the Control Pad fo move the cursor around the Inventory
Irfem Window. Push the Selecr Button fo move among the opfions.

o CHARACTER
NAMES

 DISCARD
9 oPTION

(3} CHARACTER
DATA

14 CHARACTER
ICON

ITEMS IN
© HAND

(6] INVENTORY
WINDOW

______CHARACTERNAMES

To move the cursor from one name to another in the Inventory
Window, push the Select Button. When the cursor is af a name,
information about thar particular character will appear in all of
the options in the Subscreen.

_______CHARACTERICON

Once you have positioned the cursor at a character name in the
Characfter Name section, the picfture of that person will appear here.
As you can see, you've got a strong, infelligent looking group
of people.

AYATAR
SHAMIMNO
oL o

9
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The sratistics shown in this portion of the Submenu will be those of
the character you chose in the Character Name section. The higher

the number, the better. Like Inventory itfems, Gold Pieces are sharec
with all members of the party
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DURPRE
DISCARD

The answers you gave in the New Hero secfion will defermine how
much strength you sfart our with. As you become stronger, you wil
be able ro desfroy your enemies with fewer blows or shots.

This ability is much like stamina. With low dexterity, a characte
tires quickly in battle. A character's dexterity can be increased bu
he must pursue a difficult quest fo learn how. Find out more by
visiting shrines.

INTELLIGENCE

Casting spells is a talent that requires fremendous brain-power and
education. When a character has high intelligence, he/she can
learn more difficult spells. It is always a good idea fo have at least
one unusually bright person in your party.

10

Every time your character wins a fight, his experience points rise.
And as your party's experience increases, they will move up a level.
To begin with, however, all characters have zero experience points.

All players start our on level 1. As they attain higher levels, their
chances of survival increase fremendously. They can fight longer and
harder, even though their strength rafing does not change. Wartch
how your characters develop as their level increases.

Even though you are the Avatar, you are still expected to pay for the
things you need, including weapons, armor, and other items. The
members of the party pool their Gold Pieces in a common fund. Inns
and healers also require payment.

CHAPTER1




______DISCARD OPTION |

Push the Selecr Button ro move the cursor through character names
to the Discard Option. Then choose the item in the Invenfory
Window you want to discard and push A or B. Once discarded, an
item is gone forever. Some special items, ones that you must have
to win the game, cannot be discarded.

The three boxes here display the items the selected
character is holding. You can change these ifems
wheneveryouwant, (see pages13fo 15). Toreturn
fo the main Play Screen, push the Start Button.

The box fo the left represents the characrer's lefr hand. Shields should
be carried here. Or, if no monsters are about, carry the sextant,
Spellbook or skiff. To put something info the left hand, use the Control
Pad ro select an item and then push A.

The characrer'sright hand is represented by the box fo the right. Since
most people are right handed, weapons are often held here. To
place an ifem in the right hand, select it in the Inventory Window
and push B.

In the lower center box, the armor worn is displayed. When a suif of
armor is highlighted in the Inventory Window, pushing either A or B
will put it on the character. See pages 14-15 for more information.

For a complefe and detailed list of items, weapons, armor,
spells and the other objects you will find in this game, see the
fable that starts on page 38.




| INVENTORY WINDOW

All of the items possessed by the party appear in the Inventory
Window. In the lower left corner of the window, the name of the
highlighted item is displayed. The quantity of that ifem is shown in
the lower right corner. Some items are nof meant fo be held
like food or scrolls. Instead, they will be used by the character wher
they are selecred.

SCEFTRE HMUH: &1

ITEM ICON

Each item is represented in the Inventory Window by a small icor
These icons generally look like the item ifself. To select anitem, yo
will need to place the box around ifs marching icon.

ITEM NAME

Some of the items look very similar, so if is important fo check the
name to be sure you have selected what you want. The name of
each selecred item will appear in the lower left corner.

NUMBER LEFT

You can carry more than one of certain kinds of items, like food oi
potions. The quantity remaining of the selecred ifem is shown in the
lower right corner. Most items are single.

14

To put a new item in a character's hand, or fo use an ifem, you must
access the Submenu. Once there, use the Control Pad to move the
highlight box around the Inventory Window. When you select a new
item, it will switch places with the itfem currently held.

TAKING AN ITEM IN HAND

Pur the highlight box around the item you want and push A fo place
itinthe lefrhand or Bfo place it in the right. Some ifems, like the bow,
take both hands. To empty a hand, for example, when a character
is going fo leave, put the highlight box over a blank spot and push
A or B.

(YTt

DISCARD

LOCKPICKS HUM: @3 LOCKPICKS

USING ARMOR ol

When the highlight box is over a suit of armor,
you can push either the A or B Buffon to move i
info the armor box. The armor that was being
worn is refurned to the Invenrory Window.

CONSUMABLE ITEMS

Your party will be carrying some items that cannot be held in the
hand for use. These items include things like food and scrolls. Once
you select this type of item by highlighting it and pushing either the
A or B Butfon, it willimmediately perform its function. The quantity of
this ifem is then reduced by one.

15
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{THe puw SCREEN |

The Play Screen consists of @ window through which you will see the
action unfold and various meters and numbers that demonstrare the
current status of the characters and the game. Af night the screen
grows dark and small. When you push Start, the Submenu replaces
the Play Screen.

0 SUN/
MOONS POSITION

©) PLAY WINDOW

€) DATE/WIND

@ CHARACTER VITALS
© TEXT WINDOW

This portion of the Play Screen shows what weapons each characte
is holding, as well as the available energy (heart mefer) anc
magic power (star meter).

The item on the left is in the left hand, the other is in the right hand.

As the heart meter drops, a character grows weaker. Then that character |
should visit a healer.

The star must be partly or completely full for a character’s spells to work. !

This is where you can follow conversations, reading both your words
and the other person’s. When you are in a fight, the enemy’s name
and condifion will be shown. All important information relating to
nearby monsters, voices from shrines, efc., appears here.

____DATE/WIN

You can keep frack of the passing days by watching the calendar.
On the right, wind direction will be displayed. This is valuable
information if you are riding in a skiff or on a magic carpef.

— T PLAY WINDC

The Play Window is where the characters and their surroundings
appear:. You will have an aerial view of the scenes. Your vision
will be severely limited when darkness falls and if is easy fo get
damaged, so piftch your tent often.




You and your party can teleport through a magical Moongate tc
other locations in Britannia. Your destination depends on wher
Britannia’s west moon, Trammel, is positioned in the sky. The
Gates open at night and shut in the day. They are a safe, effec
tive shorfcut.

TRAMMEL

This west moon determines where you will emerge.

FELUCCA

The moon Felucca has no influence on the Gates.

______THE

Because they are powered by moonbeams, the Moongates disap
pear at dawn and reappear at dusk. You cannot fell where c
Moongate is during the day, but they are all located near fowns. I
you pass through a Moongafe between 4
the hours of 11:00 p.m. and 1:00 a.m.,
you willemerge at the Shrine of Spirituality,
in the Underworld. The map on page 19
shows the towns that have nearby
Moongates. Using the Gate Travel spell
instantly puts you at the site of a
Moongate.

18

No matter which Gate you enter, if Trammel is in the phase shown
below, you will arrive in the town named.

BRITAN |@| JHELOM

MINOC TRINSIC

SKARA BRAE

MOONGLOW YEW

O @
@ ) NEw MAGINCIA | (D
@ )




B PICKINGUPITEMS
To more closely examine an object, or to pick it up, follow the same
steps you use for talking. If it is possible for you fto piclk up the object,
' _ you will automatically do so when you push the A Button. This is the
Since you have been away for years, it will talke you a while to only way to add items to your Inventory.

remember how things are done in Britannia. The various activifies,
for example talking or collecting itfems, all require separate
commands.

L= THIRING.. .

To talls, push the B Button and a cursor will appear on your character
Use the Control Pad fo move the cursor to whomever you infend fc
speak with. Then push the A Button. If conversation is possible, if wil
begin. Choose your words with care for maximum information.

At fimes, you will need ro spealk with members of your party
(for example, to ask them fo leave). Use the same method
described above.

x
GOOD DAY "
HAYE HEARD OF
THEE ! ‘
\ \; T
| S AND SHF
The stafues at shrines will only speals to you if you have learned the
—%gggT AT l correct mantra. Also, the statues that guard Dungeons will only allow
BONSZons you passage if you know the right Word of Power. Mantras and
B Words are impossible fo recognize. If you have found one some-
where, you will automatically use it in the conversafion.

VYILIS
BYE
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To afrack an enemy you must be within weapon range. Push A and
a cursor appears on the item in your right hand. If necessary, use the
Control Pad to move the cursor to the item in your left hand. Push A.
The cursor shifts fo the Play Window. Move it to the enemy with
the Control Pad. Push A.

SHAMINO
= N
= S
= .

i
‘ﬂVﬁTﬁR BARELY WOUNDED

AVATAR BARELY HOUNDED

TYPES OF WEAPONS

The two kinds of weapon available to you are short range, like
swords and daggers, and long range or projectile, like the bow
and arrow, (see page 43).

STAY WITH THE PARTY!

The enemies you are
fighting are very persis-
tent. If you run from
an enemy, your party
may very well stay
behind fo confinue the
fight! You could be
separated.

12: 13: 2069 HIND:S
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To cast spells, a character needs a certain number of experience and
magic points, as well as reagents (ingredients). The circular, eight-
page Spellbools holds all the mighty spells. On each page are four
spells, and as your level increases you can use more of the spells.

SOND CIRCLH S3RD _CIRCLE

GREAT LIGHT Moo
MAss cure Moo

jiLocATE  Noo
MAGIC ARROH MO
PRroTECTION Mo

e e e A e e
_

=STH CIRCLH

IEXPLOSION |
CREAT HEAL |
INVISIBILITY]
HI ND CHANGE

HERE

NLOCK MAGIC]

RERH

R, B X R R A
P

1

B

S6TH CIRCLEH 27TH CIRCLHE S8TH CIRCLH

ICHARM GF\TE TRAVEL

EGROUP HEAL =
SFLAME _HIND IMASS DESTRO

RESURRECT |
IME STOP =

EMASS PROTEC EI=

IGROUP HEAL |
LI GHTNING G=
ZPOISON HIND

RAERR

CI=
EI=
SDESTROY _________HOo
IHASS INVIS. Moo
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Asyou explore the buildings throughout Britannia, you will occasion-
ally discover a lever. These levers were installed during consfructior
of the buildings ages ago, and no one remembers what they do
anymore. To pull a lever, stand next to it and then push the B Button
A rargeting cross-hair will appear on the screen. Use the Control Pac
to center this on the lever and then push the A Button. You will no
always be able fo see results of pulling a lever.

You can only save one game atf a fime. Whenever you save a new
game, the previous one will be erased. You can save in an Inn or in
your fent.

At the Inns you can heal your
wounds and also save the
game. To save, talk fo the Inn-
lkeeper. You must agree to stay

afr the Inn fo save the game, -«
and it will cost you 50 Gold
Pieces. Answer Yes when the
Innkeeper asks if you want to
save the game.

et

BYE

To pitch your fent, put ifinfo
your right hand. On the
Play Screen, push A. The
cursor appears on the fent.
Push A fo save the game
and sleep (thereby also
saving 50GP!), or B to skip.

12: 14: 2069 HIND:S

Before you quif playing, be sure fo save the game afran Inn orin your
Tent. Then simply turn off the NES. Hold the reset button.
25




Every building in Britannia houses some person or object of inferes
to you. Explore each one and talls fo the people you meet. Some
persons tell you to go away, some try fo sell you things, and others

give you good information.

Free enterprise is alive and well in Brifannia.
Frequently, individuals sell weapons right
out of their homes. You can also buy
weapons in some shops. Just ralk fo the
propriefor and he will show you his wares.
You can also sell things.

______SIEGECRAFTE

These people sell armor in addifion fo
weapons. Whenever possible, upgrade your
armor. You do business with these mer-
chants in the same manner as you do in
weapon shops. Simply speals fo the propri-
etor. Choose the items offered to you by

[ THAT WILL

COST_THEE
150

the salesperson.

4
I 20|
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__________LOCKSN

Keys are a very valuable asset to the ex-
plorer. You ‘should buy keys from inn-
keepers and at raverns whenever you
can—a locked door is impossible to get
through. Keep a supply in Inventory.

i |

Healers have been doing an outstanding
business in Britannia since the Shadowlords
appeared. The demand on their fime and
energy is fremendous, so it is Not surprising
that they charge for their services. But they
do heal wounds and cure poisonings—for

T HAPPEN TO
HavE SKULL
[<EVS . “WoULDsT
[e0Y  THER

a price.
T€ & OT}

HUME

Several taverns are scaftered across
Britannia. They offer anything from food
fo helpful potions. Their prices are fairly rea-
sonable, so you should always try to stock
up on food and other goods. Taverns are
excellent places fo meef people and fo
get information.

______MAGICS

You cannot buy magic, but you can buy
the ingredients for magic spells. These
shops offer a variety of supernatural items,
from magic weapons to reagents. Check
your stoclk of reagents. It is important that
you do not run our of anything while you
are adventuring.

FOOD
SKULL KEY
BYE

THAT HILLC
cOST THEE

SULFUROUS ASH
GINS
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Even without Lord DBritish, Lord British's Castle remains a magical,
healing haven. The Escape Spell will somefimes return you to the
Castle, and the sexrant uses it as the zero mark. If you lose a life,
you are resurrected here along with your party, bur you will lose
some experience and levels.

5 ,/-va ‘\‘-\;n —Nd\n.:.;rv«“”)‘ou\
< Gz e O :‘_0/2'\ o }"’—::/,“‘._\p\"..‘r',..."s;‘.ﬂ,‘\ -
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Brifannia has changed since you were here, no fthanks to the
Shadowlords. Go carefully and study your surroundings—there are
many hidden dangers and secret ways.

SWAMPS

In the murky swamps your
heart drains and you can be
poisoned.

BUSHES AND TREES

Even if you try, you cannot
walk through these!

Avatars can handle skiffs
very well—but not
swimming.

To cross mountains you will
i need a grappling hook.

4 |t you know the Word of
Power, descend and
explore!

You can learn how to raise
your level at the shrines.

You can only enter a build-
ing by using one of its doors.

{ though you may not see
how at first!
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Mondain and Minax, the two horrible sorcerers have been destroyed
but their nefarious creation Exodus sfill exists. Neither man nor beast
Exodus has unleashed a horde of permnicious monsters. Lord DBrifish
summoned you and a band of adventurers ro save Britannia.

THEAGE OF REASON
(ULTIMA QUEST OF THE AVATAR)

With Exodus conquered, peace refurned to Britannia. Lord DBritish
established centers of learning. You were summoned to codify the
virtues and fo discover the Codex of Ulfimate Wisdom. The Isle of the
Avatar was creafted from the Great Stygian Abyss.

THE SUBVERSION OF SHADOWLOARDS |
(ULTIMA WARRIOAS OF DESTINY)

Now comes your greatest challenge: Free Lord British and release
Britannia from the danger of the Shadowlords. Undo the freachery
thar has overtalsen Britannia.

X Rk
N
%
%X

LISTS OF ENEMIES, ITEMS,
SPELLS, WEAPONS, ARMOR

AND THEIR ATTRIBUTES




Mondain, fthese hideous
mockeries of human beings
are relafively strong and
dangerous.

S HEADLESS
i MONSTERS OF BRITANNIA | | - - -

Eightr dungeons, rank with corruption, have survived from the darlk
ages info the present day. From their depths have crawled hundred:
of foul monsters and ghouls. They sneak out both night and day tc
savagely prey upon the innocent and the helpless. You will find
monsters roam in packs.

SKELETON

The skelefons have no
| o muscle on their bones or
<5 between their ears, bur they
ﬁ%-".‘-" cantake alot of punishment.
258

oyl .

GIANT RAT

2= These ugly-railedscavengers
§ cannot hif hard. However,
B they possess great agility and
y have very sharp feeth with
§ which they can poison an
" unsuspecting fraveller.

CYCLOPS

Once you've gained experi-
ence, these creatures rarely
pose a threat to anything
more than your patience.

WISP

Like lightning bugs gone
terribly wrong, these litfle
flashing lights can cause
serious damage.

TROLL

8 Vith the form of a large |

2 deformed human, the trolls |

& prefer fo live underground.
# They are quite dexterous.

HYDRA-CENTER
L a This ancient monster has
Y long, powerful fenfacles
that will snag you and pull
{ you fo ifs hungry mouth.

Gremlins are more frouble-
makers than warriors. They
= are vicious fighters.




friends.

Warch these nasty
spirits closely. They
can summon other
daemons or pos-
sess you and your

The giant spider s |
weak and slow,

W bur filled with a
8 caustic poison. Try |

nof to get roo close
to one.

harmfulness.

This gooey, green
splat is worse for its
disgusting odorand
slime than for its

® From near or far,

snakes pose a
threar. They can spit

& their acidic venom

in your direction.

GIANT ANT

With its exoskele-
ton, the ant can
withstand powerful
aftacks. It also has
great strength and
stfamina.

The drake is a
species of small
dragon, but that
does not prevent it
being a ferocious,
persistent foe.

Two Kkinds of gar-
goyle infest Britan-
nia: one with wings
and one without.
The winged ones
practice magic.

TANGLE VINE

Don't be lured by
the sweet smell of
this hedge plant.
Sharp fthorns sur-
round the large,
central flower.
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CORPSER

Anothermember of
the undead species,
corpser is rather lilke
a zombie. It is a
slow but deter-
mined creature.

GAZER

This magical, float-
ing eye will mes-
merize its enemies,
furning them against
each other. Don't
look at it!

Keep your de-
fenses sfrong
against this power-

B fUlandswiftwinged
) It has |
L long, wicked bar |

monlkey.

fangs.

It would be better

to avoid these foul

servants of corrup-

tion. They are the

= masters of most all
L weapons.

The giant batf is not
M ~nuch differentfrom
M o raf. Except, of
course, itcanfly with
great speed.

SAND THING

Lurking in the blaz-
ing deserf, fthese
beasts will strike with
greaf power af
those who draw
too close.

Although wealk,
these angry spirits
have tremendous
dexterity and they
can disappear af
will.

S———

- When the Gem of
- Mondain was shat-
— tered into fhree
shards, these lords
of shadow and
- despair emerged.
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Almost everything you can place in your Invenfory has a special
value. Many ifems must be directed af something the same way

a weapon is aimed, see page 22.

TENT

Pur the tenf up by following the steps described
on page 25. Using your tent fo rest and save the
game means you don't have fo spend 50GP af
an Inn.

FOOD

Forfunarely, you start out with a good supply of
food. Your party will deplete the food when
sleeping, so be sure fo lkeep enough for every-
one in Inventory.

TORCH

You don't need to place atorch in a hand to use
it. Just highlight it in the Inventory Window and
push A or B. The Play Window is lit when you
return.

WATCH

Using the Moongates for travel will require careful
fiming. This warch is remarl<ably accurate and
always displays the correct time.

MAGIC
CARPET

With this magic carpet, your party can fly over
shallow water, swamps, bushes and frees, but
not over buildings or deep water.

SKIFF

Use the skiff in the same way you use a weapon.
You must be standing by the water. To disem-
bark, push A, move the cursor onfo the skiff
and push A again.

SPELL
BOOK

Pur the Spellbools in your hands and use it like
you would a weapon. The pages of the book
replace the Play Window. Use the Confrol Pad to
flip the pages.

TALIS
MAN

| Use ralismans only in your greatest need. They
| either help your party to escape, heal wounds

and poisons, or protect the user from injury.

RED
POTION

Highlight a pofion on the Inventory Window and
push A or B to use if. The red potion heals a
character's wounds.

WHITE
POTION

This pofion heals poisons. Sometimes you may
need to use a potion more than once.

BLACK
POTION

Take this potion before battle to protect yourself
from attack and damage.

YELLOW
POTION

All of the known reagents are in this powerful
potion. If restores the magic points of whoever
swallows it.

BLUE
POTION

To protect yourself under the cover of invisibility,
drink this potion. It effects will last several minures.

38

39




GARLIC

All the elements listed on this page are reagents
Garlic is good for healing people and for dispel-
ling ghosts.

 HORN OF

SUMMONS

The three mighty horns are crucial o your quest
to defear the Shadowlords. You will be
amazed by their magical power.

GINSENG

This versatile herb is an ingredient in spells that
restore health to your party and in spells that
harm your enemies.

SKULL
KEY

These keys are the only thing thaf will open a
door that is magically locked. They can also be
unlocked magically. Such doors are impervious
to lockpiclss.

SPIDER
SILK

Spider silk is a valuable reagent. If is used in
defensive spells fo restrain magic.

LOCK
PICK

This odd little rool can conform to nearly any kind
of lock. You must be standing near the door to
use if.

SULFUROUS
ASH

The property of sulfurous ash released by magic
is illuminafion. You will find this ingredient in
nmany shops.

SEXTANT

Use the sextant to find your exact locafion in
Britannia. The 0:0 point is the throne of Lord
British.
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BLOOD
MOSS

This herb is the cenfral reagent of many powerful
spells, so keep a good stock. Look for if in shops.

GRAPPLING
HOOK

To cross mountains, you need a grappling hook.
Select the direction fo climb as you would picls an
enemy fo attack.

BLACK
PEARL

The powder of black pearls is extremely un-
stable, which is why offensive spells require it.
Always have some on hand.

GOLD
SCROLL

If a character perishes, have that same char-
acter use the gold scroll. It will resurrect that
character.

MANDRAKE

Though this herb grows in swamps, don't go
looking for if; search around the edges of
swamps, or buy if in shops.

WHITE
SCROLL

When a character is badly wounded, use the
white scroll. The words of wisdom writfen thereon
worls powerful healing.

NIGHTSHADE

This ugly fungus also blooms in the dank

swamps. Try to buy it, or search for it when night |

spreads darkness over the land.

PINK

SCROLL

Read the pink scroll fo stop time and freeze
your enemies. Your party will be outside the
bonds of time and can move.
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You will encounter certain objects and forces during your journey
through Britannia. Though they are not the kinds of things you would
pur in Inventory, they do affect your quest.

ENERGY
FIELDS

Watch out for a nearly invisible wall of wavy lines
crossing your path. These energy fields are not
dangerous, only annoying.

The spell thar summoned you cannot transport metal objects. Thus
you arrive in Brifannia with no armor or weapons. Although you will
be finding many suits of armor and types of weapon as you fravel,
if is wisest fo carry the most powerful. Save your gold fo buy good
equipment.

FIRE
_HEDS

When you cross a fire field, it will inflict the same
kind of damage on your party that an enemy’s
fire would.

CLOTH
ARMOR

This heavy vest worn beneath the tunic offers
warmth and very little else. But it is inexpensive
and can profect a person from minor injuries.

If you pass through a poison field, you will be
infected with a near-lethal poison. Cure yourself
immediately.

“fore
- HIELDS

Follow the same steps used for talking (page 20)
fo investigate the type of field you are facing.

LEATHER
ARMOR

This armor is thick and will protect more effec-
tively than cloth. The leather has been boiled in
paraffin and dried many times while being
pressed info form.

CHESTS

To open a chest, push B. A cross appears. Center
it on the chest and push A. To pick up what is in
the chest, see page 21.

CHAIN
ARMOR

Fashioned from thousands of tiny rings of steel
linked with wire and riveted shut, chain armor is
an excellent profector.

SIGNS

Watch for signs-hung on the walls so you don't
miss any shops. Each store has a sign posted
oufside.

PLATE
ARMOR

Plate armor is extremely resistant to blows and
other injuries. If a person is strong and can afford
it, he should wear this superior armor.
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MAGIC
PLATE

This armor is top of the line. Not only does if offer
the protection of plate steel, it has magical
properties that defend the person who wears it.

MAGIC
AXE

The magic axe can only be used in hand-fo-
hand combar or as a missile weapon.

WOODEN
SHIELD

This shield is lightweight and easy fo wield.
Because if is wood, it cannof defend you very
well. Upgrade to a stronger shield as soon as
possible.

BOW

The bow is a very effective projectile weapon.
You will have fo buy the arrows that go with
it, but they are relatively inexpensive. The bow
is Noft.

SPIKED
SHIELD

The steel spikes mounted across the face of this
shield are welded into the core. It offers good
protection at an affordable price.

MAGIC
BOW

An extremely expensive weapon, the magic
bow is essential for archers. Not only does it shoot
straight, the magic within helps arrows hif their
mark with exftra power.

CURVED
HEATER

Thisshield is curvedto direct the enemy’sweapon
away from you when he strikes if. Carry it high
and in fronf of you when fighting.

C(ROSSBOW

The crossbow is held lilke arifle and shoots heavy,
steel-fipped bolts. Because of their special manu-
facture, bolts are fwice as expensive as arrows.

MAGIC
SHIELD

An ancient wizard labored for years to craft this
shield of stfrength and magic. Not only is it of
brilliant design, it also uses magic fo profect you.

TWO-HANDED
SWORD

This sword is only for those who have a great deal
of strength. Ir must be held in both hands, and
delivers terrific blows to the enemy due to its
weight.

SLING

With the sling, one can hurl roclss and other sharp
debrisarthe enemies. Thisis a projectile weapon,
good for those characters with little strength.

TWO-HANDED
AXE

The two-handed axe requires little skill and a lof
of might. A character must use both hands to
wield it, but can mow down many enemies in
hand-fo-hand combat.

SPEAR

The spear is also a projectile weapon, but it
requires more strength and skill. Use it from a
distance, before enemies get foo dangerously
close.

TWO-HANDED
HAMMER

Although this weapon lacks any sort of grace or
style, it is wonderfully effective when smashed
up against the head or body of an enemy.
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HALBERD

Two weapons in one, the halberd is a baffle axe
at one end and a sharp spear af the other.
This lethal combination malkes it valuable in a
scuffle.

- GLASS
- SWORD

This sword is beautiful in a clean, yet lethal way.
Ir shatters upon impact, but is sure to destroy all
opponents.

DAGGER

The dagger is an amazingly useful weapon.
Enemies are rarely prepared to defend them-
selves against if, and it is ideal for aftacking an
enemy quietly.

MAGIC
- SWORD

Not only does this sword have perfect balance
and weight, it will magically increase the dam-
age fo any enemy fthat it strikes.

MORNING
STAR

The morning star consists of a large steel ball
studded with spiles and aftached by chain to a
heavy handle. Swing it with care!

CLUB

Perhaps the first weapon ever used by a human
being, the club is rough but effective. Wielding it
requires little more than a strong arm and baclk.

SHORT
SWORD

Sharp and fo the point, a short sword is what you
need when you must get in close fo an enemy.
It'sa good idea for one member of your party fo
carry it.

LONG
SWORD

When you would prefer fo keep at arm’s length
from an enemy, use the long sword to attack.
You should be fairly dexterous if you want to use
this weapon.

MACE

A cross between the morning star and the club,
the mace is a spiked metal ball welded fo the
end of a lead handle. It is valuable in close
fighting.
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To cast a spell, go into the Inventory Window and put the Spellbools
in a hand. On the Play Screen, use the Spellbook as you would a
weapon, see page 22. Push the Control Pad left and right to turn
pages, push it up and down fo move the select arrow fo the spell you
want, then push A. Direct the spell as you would a weapon.

NAME

LOCATE

EFFECT

To determine your posifion in
Britannia when you do not
have the sextanf, use fhe
Locate spell.

REAGENTS

NIGHTSHADE

MAGIC
ARROW

Even if you have no bow,
using the Magic Arrow spell
will fire @ magically, poisoned
arrow af the enemy.

ASH/
BLACK PEARL

POISON

When you face anenemy oo
powerful fo fight with physical
weapons, poison him with
this spell.

NIGHTSHADE/
BLACK PEARL/
BLOOD MOSS

PROTECTION

If @ member of your party is
wealk orinjured, creafe a pro-
tective shield around him with
this spell.

GARLIC/
GINSENG/
ASH

ENERGY
FIELD

When the enfire party needs
protecfion, cast fhis spell tfo
surround it with a defensive
energy field.

MANDRAKE/
BLACK PEARL/
SPIDER SILK

name [ EFFECT REAGENTS
A character who had been
CURE 'I poisoned should use this spell | GINSENG/
POISON to recover from the harmful GARLIC
effects.
Use this spell to refurn fo
ESCAPE -I Lord British’'s Castle from any
locafion in Britannia, even NONE
dungeons.
The character who uses this
HEAL 'I spellwillregainafewhitpoinfs. | GINSENG/
The number of points varies. | SPIDER SILK
Ar night, or when you have
I.IGHT -I entered a dark area without a kSH
torch, cast this spell to light
the area briefly.

FIRE
FIELD

Use thisspell fo creare a wall of
fire around one character. The
character cannot move once
surrounded with the fire field.

ASH/
BLACK PEARL/
SPIDER SILK

GREAT
LIGHT

More powerful than the Light
spell, this spell illuminafres a
darls area for a longer period
of time.

ASH/
MANDRAKE
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NAME

MASS
CURE

EFFECT

After your party has been
involved in a difficult bartle,
use this spell to remove all
pOIisons.

REAGENTS

GARLIC/
GINSENG/
NIGHTSHADE

INVISIBILITY

Sometimes you may wanf fo
sneak past an enemy. Cast
this spell fto weave a cloak of
invisibiliry about you.

REAGENTS

MANDRAKE/
NIGHTSHADE/
BLOOD MOSS

DISPEL
FIELD

When you are faced with a
field of fire, poison, or some
other power, use this spell ro
eliminare if.

BLACK PEARL/
SPIDER SILK

WIND
CHANGE

When using certain items, like
the skiff, you can casf this spell
ro shift the wind direction.

ASH/
BLOOD MOSS

FIREBALL

With the Fireball spell, you
can hurl a mighty sphere of
flame that will consume your
enemy.

ASH/
BLACK PEARL

GROUP
HEAL

This costly spell is af fimes the
only thing that will save your
party. It resrores most hif
points.

GARLIC/
GINSENG/
MANDRAKE/
BLOOD MOSS

POISON
FIELD

The character who casfs this
noxious spell will emif a cloud
of poison that causes enemies
fo sicken.

NIGHTSHADE/
SPIDER SILK/
BLACK PEARL

LIGHTNING

Powerful wizards lilke fo show
off by using this spell ro
throw lightning bolrs af their
enemies.

MANDRAKE/
ASH/
BLACK PEARL

UNLOCK
MAGIC

Whenyou are confronted with
a magically locked door, this
spell should succeed in open-
ing if.

ASH/
BLACK PEARL

MASS
PROTECT

The Mass Protect spell will de-
fend all the charactersin atwo
square area on the screen.

GARLIC/
GINSENG/
MANDRAKE/
ASH

EXPLOSION

The reagents in this spell are
allhighly potent. Whenmixed,
they create a fremendous
explosion.

MANDRAKE/
ASH/
BLACK PEARL/
BLOOD MOSS

POISON
WIND

This ill wind blows a nasty poi-
son info the faces of your en-
emies. Check wind direcfion
before using.

NIGHTSHADE/
ASH/
BLOOD MOSS

GREAT
HEAL

If one of your party has been
seriously injured, this spell will
restore most of that member’s
hif points.

GINSENG/
MANDRAKE/
SPIDER SILK

CHARM

You can catch more flies with
honey, and enemies with
charm. This spell turns foes
info friends.

NIGHTSHADE/
BLACK PEARL/
SPIDER SILK
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NAME

FLAME
WIND

EFFECT

Fiercer than any dragon, you
can blow a fiery gale down
the throats of your enemies
with this spell.

REAGENTS

MANDRAKE/
ASH/
BLOOD MOSS

DESTROY

To completely obliterate an
enemy, cast this spell at him.

NIGHTSHADE/
ASH/
BLACK PEARL

MASS
INVISIBLE

When you want your entire
party to sneak unseen past
some enemy or danger, hide
it with Mass Invisible.

MANDRAKE/
NIGHTSHADE/
BLACK PEARL/
BLOOD MOSS

GATE
TRAVEL

Since you cannot always wait
for the moon cycles when
you need fo use a moon
gate, fry this spell.

MANDRAKE/
BLACK PEARL/
SPIDER SILK

MASS
DESTROY

Cast this powerful spell fo de-
stroy all enemies in a two-
square area on the Play
Window.

ALL REAGENTS!

RESURRECT

As the name of this spell
indicares, it will restore one
member of your party if that
character perishes.

GARLIC/
GINSENG/
MANDRAKE/
ASH/
SPIDER SILK/
BLOOD MOSS

TIME
STOP

With this spell, fime will tem-
porarily stop for all creaturesin
Britannia, except your party
members.

GARLIC/
MANDRAKE/
BLOOD MOSS

Including lolo and Shamino, nine characters in the kingdom of
Britannia can join your group. Each one hasatalentand is a valuable
member. Experiment with new people so that you can develop
straregies thar ufilize each person’s special skills effectively.

Onyourquest to become the Avararyou learned
the virtues, bringing them fo life through your
actions. To all people you are the eternal symbol
of heroism.

AVATAR

Born with more than his share of common sense,
your old companion, Shamino, has valuable
practical knowledge. He represents the virtue of
Spirituality.

SHAMINO

lolo is a bard and he represents the virtue
Compassion. He knows a great deal about
history. You have fravelled with him in earlier
quests.

I0L0

Like one of the ancient whifte knights, Dupre lives
by a strict code of the most righteous chivalry.
Before he will agree to any acfion, he must find
it honorable.

DUPRE
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CAPTAIN
JOHNE

With grear sorrow, Caprain Johne bears the
responsibility for unleashing the Shadowlords.
The Gem of Mondain shattered when he was
fighting his friends for it. He stays in the Under-
world to hide his shame.

GORN

You will find this mighty warrior in the prison
benearh Blackthorn's castle. He would be a
highly valuable member of your party, so you
should free him. Gorn is a fierce enemy of
Blackthorn.

GWENNETH

Although there are many fine weapon makers,
Gwenneth's outstanding falenft places her in
the rop of her profession. You will find her worls-
ing in a weapons shop in the fown of Britain.

KATRINA

Magincia was once a city of unfounded pride, for
which it was destroyed. Only the shepherdess
Katrina survived. She has a wealk body but a
powerful spirif, symbolizing the virtue Humility.

JAANA

Born high in the mountains of the north, Jaana
understands all nature’s secrets. She has chosen
the Druid’s path, abhors pretense and per-
sonifies the virtue Justice.

MARIAH

Within this small woman is a deep well of
magical power. She has earned the fitle of
Mage, and uses her magic to seek ouf illusions
and banish them. The virtue of Honesty lives
in her.

BRITANNIA AND
YOUR MISSION




TOWNS AND PLACES

© lolo's Hut

O €EmpathAbbey

O Yew

O lordBritish’s Castle
O Britain

0O SkaraBrac

© Paws

O Trinsic

O Jhelom

O Serpent’s Hold

@ Minoc

® Sin'Varaal's Hut

{® BuccaneersDen

@ New Magincia

©® The lycacum

O Moonglow

@ Sutek's Island

O Isle of the Avatar
{» Shrine of the Codex
7 Blackthorn's Palace
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One month after Lord Brifish’'s expedition was lost in the Under-
world, all hope for their safe return was lost. Blackthorn, Lord Brifish's
trusted liege, assumed the crown, but he declared himself a regent
only, keeping order until the return of Lord British. Unfortunately, the
Shadowlords began to make their foul presence felf in the troubled
land. Corruption was seeping over Britannia and Blackthorn gave in
to despair. Then he was vulnerable fo the waiting Shadowlords,
who soon fwisted his mind and seduced him info joining their
plans. Shamino realized that the only hope left to Britannia was
you, the Avatar, and he summoned you. Now the fight is yours.
You must find Lord British and return him to the throne before the
Shadowlords desfroy Britannia.

9

The eight remaining dungeons of vice were sealed by the Great
Council. They used a Word of Power to form a barrier across the
enfrance of each
dungeon and posted
statues as guardians.
You cannof enfer a
dungeon unless you
know the appropriate
Word of Power. To
learn them, find and
speals with each of the
eight members of the
council fhaf sealed
the dungeons.

12: 13: 2069 HIND:H

_€

When you approach a dungeon, walk up fo the stafue and converse
with it. While you are spealking ro if, pay close affenfion to the Text

Window. When you TR i
see the Word appear, EONGESH e 'THE
choose that response. " i S ERlL SR as N INE
Then you can enter ~ HERDCBE EhheR!
the dungeon.
3
YILIS
BYE
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The statues in shrines are gifted with the ability fo speal, but they will
only share their secrefs with those who have the proper affifude.
To prove that you
do, you must be able
to recite the correct
mantra(acontinuously
repeated word) fo the
statue. You will only
learn mantras by tall-
ing fo various people
all over Britannia.

1513 ecdll[HIND: NH

______VISITTHESHRINES |

The eight major fowns in Britannia adhere to the principles of one
of the virtues. Each town has built a shrine honoring that virtue.
The eight virtues are: HONESTY, a discipline of fruthful-
ness; COMPASSION, feeling emporhy for all others; VALOR,
the courage to sup-
port one's convictions;
JUSTICE, a devotion fo
fairness; HONOR, sup-
porting fruth always;
SPIRITUALITY, pursuit of
love and light; HUMIL-
ITY, knowing one’slimi-
rafions. You can learn
mantras from the
people in each town.

60

CASTLE

The castle rises from the shore of Britanny Bay.
Explore this place thoroughly. Find and speak o
Chuckles, the Jester. He may give you something.
Lord Blackthorn does not dare defile the home
of the true king, so you will find a haven here

This castle
is shown
on the map
as number

[

for resting.

THE WEAPON SHOP

This shop was first opened by lolo,
the bard. Butr he soon grew fired
of the business and gave if fo his
friend, who made a success of if.
Arrows and bolts are sold here.
You will find Gwenneth, but be
aware thar she is wanfed by
Blackthorn's minions.

THE PRISONERS

In the four jail cells within the castle,
prisoners are languishing. Each of
the four levers nearby opens one
of the cells. Go in fo visit the inmates
to find out why they are there and
learn from their mistakes.

I_ 5:14: 5069 [HIND: SH
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BRITAIN

Explore the four buildings of this rown. You'll

YEW

The town of Yew is located northwest of Lord

o i ildi . This town is
Brifish's Castle. If you search the floors carefully, T:“:ht‘w:':g encounter a falkative farmer who reveals valuable | * o0 -
you will find some useful reagents. Even though the map as information about the resistance movementagainst |y o map as

Blackthorn. If you play along and don't threaten fo N ey

Yew is not a bustling rown, it is an inferesting place number
turn him in, he'll rell you more helpful news. 9

fO Visit. @
SEAMAN’S SHORE

In the room pictured ar I___
the right, you will find - .

fwo men you should
speak with. One is a

Find Annon, pictured af
the right. He lknows
why Blackthorn is trying
to hunf down frhe

vendorwho cansell you
food, torches and oil.
The otherman, Jeremy,
has a proposifion involv-
ing the rescue of his
brother. Considerit well!

members of the Great
Council. Annon’s qgirl-
friend is a council
member's daughter. If
you talk fo her, maybe
she will tell you where

to find her farher.

CHAPTER 3

NO KEY — NO ENTRY
When you enter this l_——

room, speak with the
man named Landon.
Also in this room is a
door that won't open -
unless you have a
lockpick. If you do nor
have one, gobuy orfind
one and refurn. Beyond
the door lies something
of value

When you find the shop
of Penda, you can stock
up on reagents for your
magic spells. Penda
practiced magic for
years, then decided to
open a shop since sell-
ing reagents is far less
dangerous and much
more profitable fthan
sorcery.
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In the island fown of Skara Brae, you will find
Regina, a well-known healer. She operates out of
the Haunting Inn, which is the first building you will
encounter. If you have 50 Gold Pieces, your party
can stay af the Inn to rest and save the game.

This town is
shown on
the map as
number

MAGIC SHOP

In Britannia, a magic I___
shop sells reagents.

These shopleepers are
adept af finding raw
materials for reagents
and distilling them info
effective ingredients for
spells. To buy useful
reagents, find the lady
pictured af the right.

A man in the room
shown here will tell you
a mantra. Manfras un-
locl the lips of a shrine’s
gquardian statue and it
will share ifs secrets. You
won't know which shrine
this mantra worlks on
unfil you tell it to the
right statue.

PAWS

Paws is a coastal city between Britain and Trinsic.

This town is

Visit each of the four buildings of this ftown. Also | shown on
seek Kenneth and talk to him about music. If | the map as
plays an important role in your quest. number

GLINKIE
This man is a pilgrm i [ —— TE—

search of the shrine of
Spirifuality. He cannot
finditandisvery puzzled
by his failure. Question
him about what he has
learnedso far. Combine
this information with
what you know to
discover the shrine's
location.

iz 17 - cesdfuinD:-5 |

CATS’ LAIR

This store is the hang-
out for many powerful
mages. The ownersfocks
some of the most po-
tent reagents and
pofions. Many people
have tried to learn his
secret means of obrain-
ing them, and paid a
heavy price for their
curiosity.




TRINSIC -

Southwest of Trinsic you will find the shrine of Honor. [ This town is
In Trinsic, visit old Greymarch, a refired servant of | shown on

Lord British. He knows some facfs about the king's | the map as
disappearance. You can also find healing at the number

JHELOM

To reach this island fown, you will need the skiff or | This town is
you can use a Moongate. Jhelom is a fairly large | shown on
community, consisting of five buildings. Inthe Sword | the map as
and Keg, a famous Inn known fo be the hangout number

Wounds of Honor. G of great warriors, you can buy food and skull keys. 0
A NEW PARTY MEMBER WEAPONS
Try to find the ro0M (F—— The shop pictured fo the

shown ar the right. In it
you willmeetJaana. She
is an experienced Druid
and canjoin your group,
if you invite her. Also in
thisroom isthe wise man
Gruman. He knows the
mantra for the nearby
shrine.

Here in Trinsic search for  (r— —

A GREAT COUNCIL MEMBER
~

a member of the Great
Councdil. This man never
recovered from the hor-
ror of what he saw in the
dungeons, and is a little
odd. If you talk to him,
you will learn the Word
of Power for the dun-
geon Shame.

66

right is run by a man
who once frained Lord
British's guards. Then he
decided fo open his
own weapons business.
Visit his store fo buy
spears, slings, maces,
morning stars, spiked
shields, and chain mail.

Find Thorne and he'll rell
you a mantra. Beside
him is a suit of chain mail
you can have. Jhelomis
rather an odd fown—
when people no longer
want something, they
just leave it sifting out!
You'll find many items
you can fake.
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MINOC

In the town of Minoc you will find a healer who can
cure, heal or resurrect members of your party. The
local inn has a good reputation, so you can rest if
need be. Not far from Minoc you will find the
dungeon Covetous.

This town is
shown on
the map as
number

AMBROSE

This is a knowledgeable
man. Ambrose has ex-
plored all of Britanniq,
from top to bottom. He
can rell you many infer-
esting things, including
some information about
recovering the weapons
of the Avatar from the
Underworld.

REW
The sail maker, Rew, = el

was once a devotee of
one of the shrines. She
rose high in ranlk and
was raught many of the
inner secrefs. Though
she left the shrine to
marry a sailor, she
remembersthe mantra.
Loolk her up.
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BUCCANEER'S DEN

This island served as a hideout for generafions of
pirates. Eventually, Buccaneer's Den grew info a
good-sized fown. But an air of danger and mystery
still hangs over it, so lkeep your eyes open. Visit the
King's Ransom Inn to rest.

Buccaneer's Den is now
the gathering place for
adventurers of all sorts.
Weapons and fools for
nuMerous ventures are
sold in the shops. Find
Buccaneer's Boory to

buy daggers, clubs,
swords, and leather
armor.

This town is
shown on
the map as
number

Look for the room pic-
fured ar the right fo find
Bidney. He is an avid
mounfain climber, bur
recently gave away his -
grappling hools. Bidney
will tell you who has it
now. If you find that
person, you can gef the
grappling hook from
him.




NEW MAGINCIA

You will find this island due east of Buccaneer's
Den. Search the four buildings here carefully. Kafrina
is on this islkand and will join your party, if you wish.
Visit the Humble Palafe to buy food as well as red
or black potions.

This town is
shown on
the map as
number

WARTOW

The original city on this
island was destroyed
by a force of nature
because ifs citizens were
too proud. Now, those
who live here are
devoted to the shrine of
Humility. Wartow cantell
you the mantra for that
shrine.

Many people who fire
of the world travel to
New Magincia fo em-
brace humility and
peace. Kaiko was
once a member of
Blackthorn's household,
but left when things got
ugly. He is willing fo dis-
cuss what he knows
about Blackthorn.
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> MOONGLOW

You can find the Lycaeum on this islkand. Though the
rown does nof appear to hold anyrhing special, you
can find some amazing items here. You will also
meet Mariah, the Mage, in Moonglow. Search all
of the rooms for a valuable scroll.

This town is
shown on
the map as
number

STORES

The man pictured at the
right is one of the two
merchants you will en-
counter in Moonglow.
He sells food, torches,
white potions, and
Spellbooks. The other
merchant sells blood
moss, nightshade, man-
drake, and a fype of

talisman. 35:15.2ecol s No-E |

ENERGY FIELD
When you find the en- [ R

ergy field, you must use 7
your Dispel Field spell to
eliminate if. If you walls
through the energy field
before it is dispersed,
your power will be
drained. Past the field
you will find some
freqsures.

[




SERPENT'S HOLD 55

When you enter this cosﬂe, you WI” meet its lord, This castle is
Malone. Beside Malone is Thrud, an infamous mer- | shown on
cenary. He hasa magnificent jeweledswordtharhe | the map as
will only give inexchange for a password. He refuses number

to fight, so you cannot win if from him. @

CHEF KRISTI

Kristi likes her job in l—_—
Serpent’s Hold. She is

always looking for a
way fo earn extra gold
on the side. You can
buy skull keys from her,
but she charges out-
rageous prices.
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SIEGECRAFTERS
This is a sfore you simply r—————

must nof miss. The 5a®)
propriefor stocks fthose
difficult-to-find items
that you need. In
Siegecrafters you can
buy a skiff, so you can
visit the islands; also
swords, halberds, chain
mail, crossbows, and

bolrs. 1515 - o6 [HIND: H ]
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DUNGEON DGSI’ISG

This dungeon is located near the shrine of
Compassion. Explore the town of DBritain
to find the person who can give you the
Word of Power for this dungeon. Don't
forget to take a substantial food supply
down with you.




In the Underworld you will explore confus-
ing passages thar fwist and turn. Take
measures to remember your path. Lord
Brifish came down fo initiate a project to
map this region. As you search this new
world, you'll walk on soft grass grown by
magic. You will be confronfed with surging
rivers, mountains, lakes, and gruesome 2
monsters. You can enter the Underworld in two ways: using a
moongate between 11:00 p.m. and 1:00 a.m. or through any
dungeon.

HINTS
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In all of your previous quests, missions, and adventures in Britannia,
you learned many secrets and fricks for staying alive. Since you've
been gone, you can refresh your memory by reading the tips
recorded on these pages. Also remember that when you are in a
jam, the Escape spell returns you to Lord British's castle.

AVOID SWAMPS!

As soon as you enfer a swamp,
you begin losing hit poinfs and
offen become poisoned. To re-
trieve something that is in the
swamp, follow the steps for pick-
ing up items and send the cursor
info the swamp.

ENTER ROOMS OFTEN

Frequently, when you leave aroom other people will then enter.
If you refurn, you can meet them and get more information or
items. Practice this in lolo's hut, when you first begin your quest
in Britannia.

CAREFUL WHEN FLEEING A FIGHT

Your party of adventurers is fierce and fenacious. They usually
prefer to stick around and finish a fight. If you choose to flee, you
could find yourself alone. Never go so far that you cannot get
back quickly, or you may not be able o find your party. When
that happens, you will have to hunt until you find them or get
new members. If you gef completely lost, cast the Escape spell to
regroup ar Lord Brifish's Castle.
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SAVE OFTEN

Make sure that affer each accom-
plishment you save your progress |
by pitching the tenf and saving
your game. Or you could sfay af
one of the Inns. Since saving af Inns
can get expensive, use the tent
when possible.




LISTEN CLOSELY SPEND WISELY

When you talk to people, be sure pE EANpAIT. T - When you are running low on
to ask questions about everything ﬂ FEERTRRY gold, you can usually find more in
they menfion, no matter how £ | dungeons. Also, don't forget that
unimportant it may seem. Also you can sell ifems and weapons
keep a note pad handy fo write in the stores you visit.

down clues you receive during
your conversarions.

SHORD
HWOODEN SHIELD
CROSSBOW
MAGIC BOW
BYE

EXPLORE DUNGEONS

The dungeons may at fimes con- ==
fuse you with their winding tunnels,
and you will encounter many foul
beasts. In spite of these distractions,

STUDY ROOMS

Frequently, careless people leave |
their things just lying around.
Since, in Britannia, the law is
finders-lkeepers you can pick up
whatever items you see. Search carefully search every hall and
the floors, tables, and chairs of room. Remember landmarks so
every roomyou enter. |k you won't geft lost.
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AVATAR BARELY HOUNDED
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KNOW THE LAVA

Down in the dungeons you will |
come across flowing lava. You
can be seriously injured if you
touch this molfen rock. However,
you can step on cooled lava. Take
time fo learn which sections are
safe—you'll need to know.
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GOOD LUCK!




Dear friend, by the time thee receives this message, I
may be lost. If this should be the case, never surrender
to the darkness that sweeps across Britannia. Never
stop searching for me; I will cling to life with every
fiber of my being. Beware the Shadowlords, who have
been released from the Gem of Mondain. They now
stalk my people. Our need for thy strength is great,
old friend. May the winds of good fortune hasten
thy journey.

Lord British

90-DAY LIMITED WARRANTY FCI GAME PAKS
90-DAY LIMITED WARRANTY:

Fujisankei Communications International, Inc., (FCI) warrants to the original
consumer purchaser that this FCI Game Pak shall be free from defects in
material and workmanship for a period of 90 days from date of purchase. If
defect covered by this warranty occurs during this 90-day warranty period,
FCI will repair or replace the Game Pak, at its option, free of charge
Replacement of the Game Pak, free of charge, to the original purchaser
(except for the cost of returning the Game Pak) is the full extent of our liability.

To receive this warranty service return the defective Game Pak along with a
dated proof of purchase and your name and address to an authorized FCI
dealer or directly to FCI.

Fujisankei Communications International, Inc.
150 East 52nd Street, New York, NY 10022 (212) 753-8100

This warranty shall not apply if the Game Pak has been damaged by
negligence, accident, unreasonable use, modification, tampering, or by other
unrelated causes to defective materials or workmanship.

WARRANTY LIMITATIONS

ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES
OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE,
ARE HEREBY LIMITED TO NINETY DAYS FROM THE DATE OF PURCHASE
AND ARE SUBJECT TO THE CONDITIONS SET FORTH HEREIN. IN NO
EVENT SHALL FCI BE LIABLE FOR CONSEQUENTIAL OR INCIDENTAL
DAMAGES RESULTING FROM THE BREACH OF ANY EXPRESS OR
IMPLIED WARRANTIES.

Some states do not allow limitations on how long an implied warranty lasts or
exclusion of consequential or incidental damages, so the above limitations
and exclusions may not apply to you. This warranty gives you specific legal
rights, and you may also have other rights which vary from state to state.

COMPLIANCE WITH FCC REGULATIONS

This equipment generates and uses radio frequency energy and if not
installed and used properly, thatis, in strictaccordance with the manufacturer's
instructions, may cause interference to radio and television reception. It has
been tested and found to comply with the limits for a Class B computing device
in accordance with the specifications in Subpart J of Part 15 of FCC Rules,
which are designed to provide reasonable protection against such interfer-
ence in a residential installation. However, there is no guarantee that
interference will not occur in a particular installation. If this equipment does
cause interference to radio or television reception, which can be determined
by turning the equipment off and on, the user is encouraged to try to correct
the interference by one or more of the following measures:

- Reorient the receiving antenna

- Relocate the NES with respect to the receiver

- Move the NES away from the receiver

- Plug the NES into a different outlet so that Control Deck and receiver
are on different circuits

If necessary, the user should consult the dealer or an experienced radio or
television technician for additional suggestions. The user may find the
following document prepared by the Federal Communications Commission
helpful: “How to Identify and Resolve Radio-TV Interference Problems.”
This booklet is available from the U.S. Government Printing Office,
Washington, D.C. 20402, Stock No. 004-000-00345-4.
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