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COMMANDS

A) Attack — Attack attempts to damage foe with “ready weapons”, must be
followed by the direction of thy foe.

B) Board — Board a frigate or mount a horse.

C) Cast — Cast a magic spell; must be followed by the player number
(except during combat), spell type (W/C) when needed, and the spell letter.

D) Descend — Climb down a ladder to the next lower dungeon level.
E) Enter — Go into places such as town, castles and dungeons.

F) Fire — Fire a ship’s cannons (once thou hast boarded), in direction
indicated in an attempt to obliterate thy foes.

G) Get chest — Open chest; must be followed by the player number who will
search for traps, open the chest and acquire contents.

H) Hand equipment — Trades equipment between two players; followed by
a series of prompts to determine what is to be traded between which players.

I) Ianite a torch — Lights a given players torch.

J) Join gold — Gives all gold in party to player indicated.

K) Klimb — Climb up a ladder to the next higher dungeon level or-surface.
L) Look — Identifies object in given direction.

M) Modify order — Exchanges the positions of any two players indicated
within the party.

N) Negate time — Stops (negates) time for all outside of thy party. Negate
requires a special item.

0) Other command — Allows a player to enter a command not givenin this
list but rather determined during game play.

P) Peer at a gem — Players with certain special items may see a magical map
of current terrain, one use per item.

Q) Quit and Save — Saves the current game progress to disk; thou may
continue or power down. Upon thy next play, the game will resume where
thou last saved the game or entered a town.

R) Readv weapon — Equips a player with the weapon of thy choice, if
owned, for use in combat.

S) Steal — Attempts to steal chests from behind store counters, success
based on thieving ability.

T) Transact — Allows a player to trade with shops or talk to townspeoplein
order to collect clues vital to winning the game.

U) Unlock — Opens doors if you have a key. Unlock must be followed by
the direction of the door and whose key is to be used. One use per key.



V) Volume — Toggles sound effects on and off.

W) Wear armour — Outfits a player with the armour of thy choice, if
owned, for defense in combat.

X) Xit — That's exit, dismount horse or leave frigate.
Y) Yell — Allows player to yell any word one feels, may be useful.

Z) Ztatus — Displays a players status, attributes, and possessions. The
“return” key scrolls through list. “«” - Returns to normal play.

Space — Pass one game turn while taking no action.
<CTRL>S — Toggles music on/off.

MAGIC SPELLS

Wizard Spell/Cost Cleric

REPOND A:Opts PONTORI
MITTAR B:5pts APPAR UNEM
LORUM C:10pts SANCTU

DOR ACRON D:15pts LUMINAE
SUR ACRON  E:20pts REC SU

FULGAR F:25pts REC DU
DAG ACRON  G:30pts LIB REC
MENTAR H:35pts ALCORT
DAG LORUM 1:40pts SEQUITU
FAL DIVI J:45pts  SOMINAE

ADVANCED SPELLS

NOXUM K:50pts SANCTU MANI
DECORP L:55pts VIEDA

ALTAIR M:60pts EXCUUN

DAG MENTAR N:65pts SURMANDUM
NECORP 0:70pts  ZXKUQYB

( ) P:75pts ANJU SERMANI

WEAPONS & ARMOUR
(a partial list)

Weapons Equipment Armour
Hands A Skin
Dagger B Cloth
Mace [} Leather
Sling D Chain
Axe E Plate
Bow E;

Sword G

2-H-Sword H



DIRECTION OF MOVEMENT KEYS

“ @ ” — North or Forward
/ 7 — South or Retreat
b — East or Turn Right
b — West or Turn Left

SPECIAL KEYS

0-4 Indicates player number when asked (0 indicates no player).

Press the space bar-during the boot-up sequence to proceed im-
mediately to the main menu.

IMPORTANT

BEFORE YOU BEGIN . . .

Copy Utility — To create a Scenario disk, prepare, in advance, a
Com64 formatted disk according to your computer’s instruction
manual. Then load the Exodus program disk. After the “Exodus” ap-
pears at the top of the screen, press “C”, then follow the prompts,
(The Scenario copy utility takes 12 minutes.)

‘Because the Com64 disk drive tends to overheat, allow it to cool

completely after you copy the player disk. Then you may proceed with
game play.

To load the program, type:

LOAD “+”,8 <returny

When cursor returns to the screen, type:
RUN <return>

Note: The Com64 version requires four minutes loading time.
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EXODUS: ULTIMA™

Welcome back, oh illustrious adventurers! Long has been thy sojourn in this
strange realm, though ‘tis a fitting respite for great heroes. Glorious are the names of
those adventurers who slew the mighty Wizard Mondain and his evil consort Minax.
Lord British’s minstrels still sing thy praises for the epic battles waged in the
overthrowing of those two crimson necromancers. The chronicles of Ultima I and
Ultima Il bear witness to thine effects on behalf of the good subjects of the realm of
Sosaria.

The time of thy rest is now o’er. Thou wouldst not be here f thou hadist not heard
the distant braying of the war horns, or felt in thy blood the cry of kinsmen in dire
peril. Thouart Called, and from such a Calling none of the People may turn aside. It is
thy duty and thy destiny.

PREPARING FOR THY JOURNEY

Gather close while thou art briefed on what changes hast transpired since last
thou guested forth. A new, much larger Siege Perilous has been dlscovered The
gateway will now hold four fjust one. Two
out before thee. Thou may choose to venture forth alone, in hopes of recruiting
retainers once thou arrives in Sosaria. Or, thou may gather together up to three
other adventurers of the People who rest here, and sally forth with them at thy side.
Bare is the back who hast not kin to protect it! Decide quickly, the homs seem
louder.

i begin. First, study what
is contained within this square f pouch Itis thy key to 0 open the gateway. Guard it
well, lest llthy party. youMUST

card.



Enclosed in thy pouch is also a rare cloth map, a reference card, and two eldritch
manuscripts. Unless thou art trained in mystical matters, open not these two books
upon destruction of thy soul! Both of these ancient books were presumed lost for
many centuries. By means of portentous visions, Lord British’s advisers were led to
their ancient resting places. The manuscripts contain very powerful lore whose fime
has come to be used again. It is said that the wheel of the heavens now heralds a
great conflict, and that even the Great Earth Snake will rise from the watery depths.
The dreams of the wise are thus disturbed these days. Great evil walks the land
again.

The map of Sosaria is, alas, incomplete. The great cartographer, Hawkwind, was
gravely wounded by a roving band of Brigands before he could finish the map. None
of the towns, castles, dungeons, or other special places are shown. You will have to
use pins or markers to indicate where each lies, as you find them. It is rumored that
much lies hidden, just out of sight.

The reference card contains the alphabetical commands. While the functions of
most commands are obvious, several have subtleties:

Cast — when chosen, thee will be asked for thy
(©) character’s number (1-4) and, for some
professions, whether the spell will be W/C
(Wizard/Cleric). Then the rank of the spell wil be

requested.

Fire —  has a range of three squares. Any enemy killed

(F) with ship’s cannons vields no treasure! Watch out,

i Pirate Ships fire back.

Gold —  pools all the Party’s gold to one character. Useful

@) for buying special items or services that are
expensive.

Look — s particularly useful before entering unknown

(L) places or terrain.

Negate

Time — is the trademark of a Master Thief. When the

N) proper item is found and used, time stops around
the thief for several turns. This allows an
audacious thief to steal vast treasures and escape
the treasure’s guardians.

Other — allows regular adventure verb commands in

() special situations or places. Such a phrase might
be (Kiss) Princess, or (Jump) cliff.

Peer — with the aid of a special item, thou can gain an

®) overview of where the Party is located. On the
surface, the map is of the entire world. Ina town or
castle, the map shows all the inside areas. When
used in a dungeon, all of that level is visible. Even
the ladders, doors, and special objects are shown.

Yell —  allows words to be screamed over a distance. Very

(Y) useful when being chased by a dragon. Yel,

(Open) gate!



" Id:

Now that hing has b died, and fthe
muster has be bled, itisti begin the ritual. Fi
Program Side into thy machine, and, with all gathered around the machine,
activate the power. Shortly, a viewport is opened through the galeway Kmsman
engaged in mortal ith adark
You are too late to help, but never too late to avenge. Fallow closely the instruc-
tions shown on thy living machine. All adventurers must now gather around the
machine. Total concentration among the party is necessary for the gatewap of the
Siege Perilous to open. A moment of transition is experienced, then .

THROUGH THE GATEWAY

After the darkness of transition clears from thine eyes, a sample view of Sosaria
appears. After a moment’s inspection, press (SPACE BAR). Thou are now offered
three choices:

— Return to the view
— Organize a Party
— Journey onward

Only the first letter of any option need be used to select that option.

© Return to the view offers reflection upon the realm’s features.
© Organize a Party is where thou shouldst begin. Thou art presented with along
list of options:

— Examine the Register
— Create a Character
— Form a Party

— Disperse a Party

— Terminate a Character
— Main Menu

o Journey onward begins the adventure!



The first order of business is the defining of characters and the formation of an
adventure Party:

® Examine the register displays the name and classification of each type of
character. The first three letters before each name give the character’s Sex, Race,
and Profession. The fourth letter states the health of rhe character: G = Good, P*
Poisoned, D = Dead, A= Ashes. If the character partofaparty, adi
will appear next to their name.

© Create a Character allows the develop kinsfolk or retair Each

character reflects the persondlity of its creator, so choose the following carefully:

1) Assign a number from 1-20
2) Name the character, up to 13 letters may be
used
3) Sex: Male, Female, or Other (M, F, or O)
4) Race: Choose from among the fives races of
the People — Human, Elf, Dwarf, Bobbit, and
Fuzzy. (See Table 1)
5) Type: The profession of the character.
Choose among — Fighter, Cleric, Wizard, Thief,
Paladin, Barbarian, Lark, lllusionist, Druid,
Alchemist, and Ranger. (See Table 2)
6) Attributes: 50 points are available to be
divided among the four attributes — Strength,
Dexterity, Intelligence, and Wisdom. Strength is
important for fighting. Dexterity grants speed and
controls Mc lIs, while
Wisdom |mparts Cleric power. (Refer to Table 2to
see the requirements of each profession). No less
than 5 may be assigned to any single attribute, and
no more than 25. If the wrong values are used, the
character disappears and must be reinstated.

© Forma Party by selecting up to four members. Check with the register, and use
the number next to the character wanted. A Party stays together until it is
disbanded.

® Disperse a Party disbands the adventure party, and returns the
members to the register for reassignment.

© Terminate a Character clears the character permanently from the register. This
would be done if character proves unable to perform properly, and needs to be
removed from the register to make room for another character.

© Main Menu returns the Party to the primary option list. Here can be chosen
Journey Onward to begin the Quest!



Adventurers (L to R): Bobbit Alchemist, Bobbit Wizard, Elf Paladin, Elf lllusionist,
Fuzzy Thief, Fuzzy Druid, Human Ranger, Human Cleric, Dwarf Fighter, Elf Lark,
Human Barbarian.

TABLE 1

Maximum attainable attributes for each race

Strength Dexterity Intelligence Wisdom
75 75 75

Human 75

Elf 75 99 75 50

Dwarf 99 75 50 75

Bobbit 75 50 75 99

Fuzzy 2 %9 99 75
TABLE 2

Characteristics of each Profession

Weapons ~ Armour  Spell Type  Spell Attribute/Special

Fighter All All None None

Cleric Mace Chain Prayers Wisdom

Wizard Dagger Cloth Sorcery Intelligence

Thief Sword Leather None Steal and Disarm Traps
Paladin All Plate Prayers Half Wisdom
Barbarian Al Leather None Some Steal and Disarm
Lark All Cloth Sorcery Half Intelligence
Illusionist Mace Leather Prayers Half Wisdom, Some S&D
Druid Mace Cloth Both Greater of Both Halfs*
Alchemist Dagger Cloth Sorcery Half Int., some S&D
Ranger +2 Sword  +2 Plate Both Lesser of Both Halfs,

Some Steal and Disarm

*Druids regain their magic points faster than other characters.



MAGIC:

Each character, that is allowed magic, has a maximum Magic Point level, whichis
displayed with the Party statistics. A cleric with a Wisdom attribute of 25, will have a
maximum Magic Point level of 25. If thou art a Ranger whose Intelligence is 15, and
whose Wisdom is 10, then thou will be able to only cast second rank, (B), spells. Thy
Magic Point level is only 5, half of 10 (lower level of the two attributes). Every spell
costs a different amount of energy to cast. A character replenishes that energy at a
rate of one point per turn on the surface, and one point every four turns in a town or
dungeon. Druids regain two points per turn, which is quite an advantage. Initial
character races must be chosen carefully, or thy characters may never develop
enough mystical force within them to succeed on thy quest.

Having chosen thy companions, and formed a Party, a few last words of advice.
The situation on Sosaria is worsening rapidly. The darkness of evil hangs like apallor
over the Lord British’s realm.

MOVEMENT:
Without the special items that can be Peered into, a party can now only see that
part of their dings as is not  fromview. Anythir of direct sight

is shown blank. Trees, mountains, walls, and other such barriers will block their
vision. This new viewpoint may seem somewhat confusing at first, but it rapidly
becomes familiar. Remember to check out each part of an area carefully. Many
things are hidden just out of sight.

Movement outside dungeons is different from inside dungeons. Outside, the
direction keys (Refer to Player Reference Card), move the party North, South, East
and West. In the dungeons, the same keys are used, but they move the party
Forward, Retreat, Turn Right, and Turn Left respectively.

COMBAT:

As thou dost travel in a party, so doth the monsters. When combat is joined, a
special combat screen appears. On this new screen, each member of the adventure
Party is shown separately, as is each monster. Each player may individually control
their character during combat, moving, fighting, or casting spells. Beware, the
monsters are permitted toattack on the diagonals, while a character canonly attack
horizontally or vertically. Watch out for moster /ormullons where two or three of
them can attack atoncein \g agains! such
a withering assault. To Attack, (A), or Cast, (C) aspell against a monster whenit is
thy character’s turn, thou must give a direction for thine attack to be launched. I a
Fighter wishes to attack an obnoxious Orc that is next to him on the righl, he can
swing his sword by typing (A), then (East Direction). One can almost hear the thunk
of steel against the Orc’s foul hide. Bows and spells can be used very effectively
across the entire battlefield. Be careful of thy Dagger, though. It is considered thrown
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This view shows a party led by Shamino, whose status is good (G), who is amale
human ranger (MHR) with 1 magic point (M:01), being level 20 (L:20), having 1900 hit
points (H:1900), and 211 food remaining (F:0211). Shamino and his devoted followers
stop here at the pub to share a drink with their old friend and comrad, Dupre.

g <25 <2

TR Ty
S [

wiegr
mlﬁmufllmf ||’||Thﬁﬁf|lﬁ|g|

TSR = T

= Sam
e
S

[}
0
E
2
E
3
'y
']
1

TN =TI
E |- Sorw:
=

—)SHELETBIS

il ~~-PLaveR-1--

This view shows eight evil undead skeletons (shown on the upper half) besieging
the party (shown on the lower half). Shamino (player 1) is in the front ranks on the
left, Fidesa is in the front on the right. Fleetis (player 3) is behind on the left and
Shawn (player 4) is behind on the right.



if the enemy is more than a square away. Many a Wizard has been slain by being
overeager in combat and throwing thy Dagger away. Each time a monster dies, the
character who struck the fatal blow receives experience points for the deed. When a
player accumulates enough experience points, thou will automatically rise in levels.

Thou shouldst consider all parties on the surface as being malevolent. All the good
citizens of Sosaria dwell within the towns and castle. Any party encountered on the
surface, or in a dungeon is thus an enemy. If thou art strong enough, attack
immediately. If thou art new, or suffering from grievous wounds, consider trying to
run away. Once a combat is joined, only one survivor emerges.

CHESTS:

When a monster group is vanquished on land, a treasure chest will usually be left
behind. Some chests have much treasure in them, while others may be empty. Many
of the chests both above ground and below ground are trapped. Either a Clerical
“APPAR UNEM” spell must be cast to disarm the trap, or a Thief must attempt to
disarm the chest. Some of the traps include: Acid (injures only the character opening
the chest), Poison (same), Bomb (destroys the contents of the chest and hurts
everyone in party),-and Gas Trap (affects the entire party).

DUNGEONS:

The dungeons have, of late, become particularly treacherous and deadly. Explore
carefully and slowly. Map everything. Secret doors abound throughout the different
dungeons. Magical winds howl down the corridors, blowing out alllight. If thou walks
slowly, glimpses of faint mystic writings may be noticed periodically. Recently a
rumor has surfaced of an apparition that haunts a deep level of a hidden dungeon.
There also exist many traps and pitfalls for the unwary. A Thief is an excellent choice
to have in a party. If the party puts the Thief in the front of the Party, he will have an
excellent chance of spotting traps, before the party trips them. Many strange and
wonderful places are hidden within different dungeons, such as fountains. Some
fountains are beneficial, while others are poisonous. Always drink carefully at a
fountain.

' TRANSPORTATION:

Most of thy Party’s progress will be on foot. If thou art fortunate, thou couldst
capture some of the wild horses that roam the plains. Travel on horseback is much
faster than on foot.

Ships are very scarce. The Pirate fleet has sunk most of the regular ships. When
thou hast a ship, thou needst to maneuver it. To sail a ship, one must learn the ways
of the winds. Thy ship may not sail against a wind, but must tack around it. Watch
out for sudden shifts in the wind for the wind is a fickle elemental force.




L S SR HCNIN IlIIHI!IIIIliIgII'I'IIh :‘:lewllilllllill“l
“:.', Sy
llllnllllmlﬁlﬁvJ .‘[.III Iﬂlﬁlmﬁllll
00 L: 23
6_F

||||fﬂunﬁ@ i
3

i

FED
uufﬂufuﬁlﬁﬂu.
i

fifif

DS M emN a:»-

lm“ ““"l'f"““"ﬂw_\im

i Adwv

e HEAD - 0w TH .

This view shows the party in a deep dark deadly dungeon heading south into a
room 30 feet deep and 20 feet wide. Two mysterious treasure chests lie within the
room, and three doors beckon. A downward ladder stands in the western corridor
and a passage continues to the south. A ladder leading both up and down stands in
the eastern corridor.
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Here the party is shown traversing the lands near a castle and a town. A ship lies
anchored nearby and a horse grazes upon the sweet grasses of Sosaria. A party of
orcs and daemons threaten the blissful scene as does the pirate ship in the north
west. Escape may be found through the moongate to the east.



The greatest transport are the hidden Moon Gates. They are similar, but léss
powerful, to the Siege Perilous that hast brought thy Party hither. Passing through
a Moon Gate when it is active will teleport thy Party to hidden powers. Access to
many glens of the old knowledge are restricted by the Moon Gates. No creature of
the Dark can ever break through the wards that protect them. The coming and going
of the Moon Gates is somehow related to the twin Moons, Trammel and Felucca,
that grace our skies. The , Hawkuwind, wa greatly excited
about a discovery conceming the true nature of the Moon Gates, when he was
attacked. The success of thy quest may well hinge on thou solving this ancient
mystery.

At the top of thy screen, the phases of the twin moons, Trammel and Felucca
are represented by numerals as follows

. 0 - New moon O 4- Full moon

(. 1- Crescent waxing O 5 - Gibbous waning
O 2 First quarter O 6 - Last quarter
O 3 - Gibbous waxing 0 7 - Crescent waning

LAST MINUTE COUNSEL.:

When thou enters the plains of Sosaria, thou art stark naked without a weapon in
thy hands. Immediately Wear, (W), thy Cloth armor and Ready, (R), thy Dagger
before doing anything. Quickly look for a town and enter it. Inside the town, thy
purses of gold will buy better weapons and armor. Thy party’s ability to survive
depends as much on the quality of its equipment as on the quality of its leader. Forget
not to obtain enough Food. Towns are widely scattered, and starvation s always so
unpleasant to watch.

If ever there occurs a need to just rest in one place until a certain time, thou may
repeatedly hit (SPACE BAR). This does not do anything but pass time mp.dry o;
course, remember that d thatfoodis b
quickly

Despite one’s finest efforts and diligence, it is not possible to complete thy
adventure on a single foray. Do not be dismayed, all that has been accomplished is
not lost. As Lord British’s champions, thou art aided by his great Wizard. Every time
thou enters or leaves a place, the state of thy souls is reflectedin the great mirror that
hangs in Lord British’s chamber that he might view thy progress. When thy party

Journeys Onward next time, the Wizard will invoke a mighty spell and Restore
Game automatically. Thy party will resume adventuring at the last place visited, or
the last location thou used the command Quit (Q).

Thou art now as prepared as possible to face the trials of thy quest. Drink deep of
the fellowship of thy companions, for the morrow may bring thy parting. Now, from
the Main Menu, Journey onward (J). May the Gods of the People grant thou victory.




THE REALM OF SOSARIA

This be a digest of town shops, citizens and monsters. Refer to it often, especially
the monster section — KNOW THINE ENEMY!

TOWN SHOPS:

The Weapons Shop

Buy and sell superbly handcrafted weapons. Each weapon is
guaranteed not to break for 1,000 fights, or thy next of kin gets
double thou purchase price back. &

The Armory

Buy fine armour, or trade in captured booty for gold. Please.note
that anytime thou dost sell armour or weapons, thou needst to
reequip thyself afterwards.




The Grocery

While the typical fare here wouldst never be considered gourmet,
the food does not spoil on long adventures.

The Guild Shop

The Thieves' Guild offers, at a high price, tools of their trade. The
Guild shops are difficult to locate as most towns have driven them
out. _




Relax from a hard campaign and enjoy a cold draught. Bartenders
hear strange rumors some times. A few pieces of gold may loosen a
tongue. Remember though, gossip is rarely totally truthful.

The Healers

In remote areas may be found Healer Kiosks. Their restorative
pouwers can be purchased, although the tariff is steep.



The Stable

In two towns the fine horses of Lord British may be purchased.
Houwever, they are only sold in lots that match the number of the
party, so they are quite expensive.

The Oracle

In secluded sections of some towns dwellgifted Oracles. With their
vision they can provide much understanding of the occurrences in
the world around thee. Knowled g, sobringah

purse. ~




CITIZENS:

Merchants

The mainstay of Sosaria’s prosperity.
They operate the shops in town to the
benefit of all. Some are not very clever,
and if a sharp Thief is in thy Party, then a
chest or two might be stolen from under
the Merchant’s nose. If thy Thief is caught
stealing, the entire town guard will assault
thee.

Guards

They resemble big bouncers at tough bars
— all brawn and no brains. If a crime is
detected within a town, or Lord British’s
castle, each Guard will pursue thee to the
boundaries of the place. Most Guards are
very difficult to overcome, but rumors
have been circulating that some Guards
are not completely honest.

Jesters

They entertain Lord British with their
antics. Occasionally they even harass
visitors.

Player Type

Any of the regular Player types may
appear in the towns and castle. Speak to
all of them, some hold valuable clues to
the locations of hidden items.

Monster Type

Very rarely are renegade monsters seenin
towns. These monsters no longer serve
the Dark, but now serve Light.



Lord British

The august ruler over all the People.
Widely regarded as a fair ruler, he will
richly reward those who serve by his side.

MONSTERS: LAND

Orcs - Goblins - Trolls

These three creatures of evil re the result
of long ago mutation wrought by magic.
As they were created by magic, s can a
Wizard’s spell dispel them from this plane.

Skeletons - Ghouls - Zombies

All Undead creatures are an abomination
before the light of Truth. A Cleric with thy
Party can Turn these Undead creatures.




Player Types

Any of the regular Player types may have
fallen under the spell of Darkness and now
serve their evil Masters.

Thieves - Cutpurses - Brigands

These are the worst of the human trash
that pollute the countryside. Thieves can
steal any weapon or armour that thou
hadst, except for those with which thou
art equipped. The Brigands man the
Pirate Ships and fiercely control the
oceans.

Giants - Golems - Titans

These creatures have no special
attributes, but their huge size makes them
very formidable opponents. Watch out for
the force of their War Hammers.

Pinchers - Bradles - Snatchs

Any bite from these creatures is
poisonous. If a character is bitten, only a
Prayer or a Healer, can cure the poison
that is running in thy character’s vein.
Every step the character takes, lowers the
character’s hit level by one. If thou art far
from a Healer, thou dost travel with a
walking dead man.




Gargoyles - Manes - Daemons

Be very careful dealing with these minor
daemonic legions. They can hurl powerful
magic attacks across the arena at thee,
inflicting great damage.

Griffins - Wyverns - Dragons

These creatures can hurl mystical
Fireballs at thy Party from afar. They are
the only creatures that can wreck havoc
upon thee when not in Conflict Mode. Any
Party luckless enough to venture within
three squares of one of these creatures
will be subject to an awesome attack. The
Great Dragons can destroy a Party before
the Party ever engages in combat with the
Dragon!

Devils - Orcus - Balrons

If thou attempts to overcome these
mightly warriors of the Dark, then thou
hadst best be protected by all means
possible. Anything less will mean thy
instant destruction. These archfoes are so
filled with evil, that they can hurl poisoned
magic bolts from across the arena. The
slightest hit may poison thy character and
sap their vitality.

S
N




MONSTERS: SEA

Pirate Ships

Be extremely cautious when one of these
ships s sighted if thou art on land. A Pirate
Ship can fire its cannons at thee three
squares away. If the shot hits, all members
of thy Party take damage. Most beginning
Parties cannot sustain more than a few
shots before the Party is wiped out. If the
Pirate Ship stays offshore, sheling thee,
nothing can be done to get him. If,
however, he touches the coast, thou
couldst then attack him.

Sea Serpents

Small cousins of the Great Earth Snake,
these creatures can destroy an entire
ship. In conflict mode, they can hurlmagic
across water, makingit hard to fight them.

Man-O-Wars

These are the most feared of all the
denizens of the oceans. There long giant
tentacles are poisonous, and they can hurl
magic. Because of their nature, Man-O-
Wars can take vast punishment without
dying. A Party attacked by such as these,
has a very slim chance for survival.




THE ADVENTURE

With the fall of Mondain and Minax, h It dall
of Sosaria. Everywhere, Lord British’s subjects were happy and prosperous. A great
cancer had been exorcised from the world body. The People were cleansed again,
and there was much rejoicing in the towns. Even the Orcs had disappeared from
sight after the fall of Minax’s castle, as chronicled in Ultima Il. Twenty vears the
peace lasted. Twenty years is also the time needed for an infant to become aperson.

From the ruins of Minax’s castle has come several fragments of a manuscript

which hints at a dark secret. There appears to have been an unholy alliance
between Mondain and his young apprentice, Minax. Something had fructified from
that union. but whether that something was of Man, Monster, or Daemon, the
manuscript fragments were eerily silent. What had become of the hell-born
prodigy? No clues existed.

Time passed, and the omens began . C
and rumbles were heard deep in the ground. Then one day, in a fiery birth of molten
lava, an island rose up in the middle of the ocean. None could approchit for the heat
and steam were too great. Some drunken sailors claimed to have had a glimpse of
the island when the steam was momentarily blown away by a strong wind. They
swore that a castle existed in the middle of that inferno, but thou knows how reliable
is the word of a drunken sailor.

Then, the sweet flowing rhythm of country life was shattered. Orc drums began to
pulsate through the hills and mountains, and the horrible raids began. The outlying
settlements all moved in to the safety of the village fortresses. Shortly thereafter, a
Pirate Fleet appeared suddenly, and commerce was swept from the seas. An evil
power was rising in the West, and all the earth groaried to its flexing. When tales
emerged that the Great Earth Serpent had risen from its long slumber at the bottom
of the ocean, people began to cry that the End of the World was at hand.

Lord British sent his most trusted and talented advisor out to uncover the facts
behind these wild rumors. Weeks passed, then a shattered man was found
wandering in the groves outside the castle. Some terrible sight had blasted his
reasoning. He just kept repeating, “From the depth of Hell . . . He comes for
vengeance.” he/she/it was, remained unclear. The spread of its evil powers,
however, was very clear. Lord British sent out a Call for all of the Heroes of the
People to rally. That is why thou art here today. Thou heard the Call and answered

hed Heish

it.

Thy task before thee is not easy. Evilwalks the land openly, attacking all travelers.
Thou and thy companions will need to grow stronger rapidly if thy Party is to survive.
Seek among the ancient paths for long forgotten Truths and powers.

One possible clue as toithe identity of thy nemesis has been discovered. A derelict
merchant ship was recently towed into port. No crewmen were aboard, alive or
dead, Everyone had vanished, as if plucked by some evilforce off the boat. The only
thing found was a word written in blood on the deck: EXOD U S.

ROE R. ADAMS, Il
8/2/83
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HBnoto ye that the Ancient
Liturgy of Treuth hath been in the
care of our sect for 3000 years.
Newer, thraugh the passing of each
generation, fath our sacred
custodianship been betraged. We
nofu enjoin thee, guard fuell the
aecrets held @ithin these pages.
Har thee, they shall be an
immeasureable blessing, but if they
are reuealed to one of the
unenlightened, great harm could
befall him. @he proper use of the
supplications contained fithin
this manuscript fwill be thine aid in
combating the evils of this farld.

The supplications herein are
ligted in ascending order of pofuer.
ozt of them il be unusable

wntil thow hust trad meny paths and




gained great fisdom. If thou

devotes thy fubole being to these
@ruths, the pofoer to perform
actual miracles fuill be granted
thee. As thauw art exalted enough to
be cloze to the Oue, the pofrer euen
over [ife and death may be thine.
@ake heed that thou dost not use
these precious gifts in a frivolous
menner, but for the betterment of
the arder.

Receive nofw my blessing
thraugh the dark veil of tine.
Buofo alfoays that ithin thyself
@ruth foas discovered, and that
this Truth forms the basis of
ungielding pofoer.

The Jrophet
Alizarkanon




A. PONTORI

Euil takes many forms
throughout Sosaria, and some of
the most evil are the Hndead.
Skeletons, ghouls, and zombies
roam free in dungeons, forests
and open terrain. Although they
. are formidable opponents in battle,

there is a basic fueakness in their
essence. These servants of enil

are westiges of former living
beings nofu inhabited by an evil
farce.

Jf thou should encounter
undead creatures, raise thy ankl
of Truth before them. If thou dost
stand strong in the spirit of Good,
enil shall be dispelled from their
beings aud ouly theiv votting
corpses shall remain.

)



B. APPAR UNEM

Dften the chest fhich thou
shalt find along thy journeys till
contain a trap, the intent of twhich
is to damage thee and thy party.
Since thou dost have the innate
ahility to knofu the true nature of
cuil, thou can overcome this
difficulty.

@o open a chest fuith no risk

of injury to thyself or thy party,
pour a fefo drops of holy twater into
the luck aud invoke the aid of the
Due toho is all Teuth by raising the
olly skl over the chest. It fuill
apen froely and allafs thee to grasp

its fuer treasures.




@hy pofuers for healing will be
often needed. The healing of minar
foounds can be accomplished fuith

this simple supplication. Through

the channel fuhich thy selfless
devotion creates in thee, Truth and
forces of Good can act divectly in
this fuorld.

Merely lay thy hands upon the
one fubo is to be healed, and his
founde will be nended beweath thy
touch. In the beginning thine
ahility twill be [imited, but fuith
thine other pofuers, thy capacity to
act as a healer fill grof and be
strengthened by experience.




@he pofuers of thine

enlightment shall gradually

unfold before thee. Resting at thy

baud is the ability to euchaut

ohjects in a menmer fubich il

make them glote. Whilst halding

thy staff aloft, repeat the name of

this cuchantment. Doing =0, the

potuer of the Truths within thee

tuill cause thy staff to glate fwith a

suft blue light.

Realize, hotuever, that this

light till ot be long sustained.

For the potwer brought through
thee unto thy staff will slotuly

radiate afuay and soou @will dim
and fade.



E. REC SU

art of thine enlightment is

the realization that there are no
boundaries. When this truth is
knofun unta thee, the material
fuorld is far less limiting than
ardinarily supposed.

As thou descendeth deeper aud
deeper into the botuels of the
carth, thou shall likefuise be
descending into greater ewil.
Being thyself of a good nature,
this fends to give thee a natural
buoyancy, as if in water. Speak
the name of this supplication
fuhilst touching thy staff to the
ceiling of a dungeon passage. This
fill cause the ceiling to become
translucent; thee and thy party
fuill freely float to the next higher
dungean level.




F. REC DU

@he range of thine ability for
spivitual movement is not [imited
to ascension. Far belof the
earth’s surface, and far belofs the
deepest recesses of the deepest

%Smﬁﬁ“gaﬁ dungean, flofu the molten streams

,‘.@‘g%’g{ and rivers fuhich feed the earth’s

care. Here also resides The Great
Twil. Due to thy natural buoyancy,
dofunfuard travel is somefubat
maore difficult and less desirable
than uptuard. If thou must
Descend inta evil, speak the name of
this supplication twhilst tapping
thy staff upon the floor. The floor
foill become translucent; thee and
thy party fill slofuly sink to the
next [ofuer dungeon [euel.




G. LIB REC

This is the most difficult of
the spiritual movements. The
planar motion allofued here must
begin foithin a dungean chanther.

Tib Rec differs from the o
previous supplications in the
follofaing foay: Justead of the
earth allotuing thy physical form to
pass, nofu thy form itself shall
become translucent. As thou dost
fade in one location thou shalt
slofuly appear in another.

@ initiate this motion, speak
the nanme of this invocation fulilst
civcling thy staff above thy head.
As thou stoppeth the spinning

staff so wilt thy journey stop.




H. ALCORT

Alrort is a specialized form
of healing. Hoison is a horror all
‘beings fear for fuith it comes
almost certain death. Ouly with
the assistance of the divine pofuer
can thou halt the ravages of this
great euil.

With thy touck, the poison
coursing in the weins of thy
companion shall be transforned
into a life-giving fluid fwhich
soothes the body and brings peace
unto the soul.

@hou can rest confident that
thou hast delivered one from the
grasp of poison. @his potuer has
been promised by the One twhose
covenant has never been broken.




1. SEQUITU

@twﬁiumxl[g during journeys
unto the lofuer depths of the
subfervanean, thy party may run
inta great trouble. This could be
the death or near death of a party
member, staruation besieging thy
entire party, or becoming lost fuith
little hope of finding thy fay.

@his supplication is the
beseechment of the greater @ruth to
aid the fueary traveler in escaping
his rocky tomb. Jf thou raiseth
thy haly ankh into the air and
cryeth out the name of this
inuocation, thee and thy
companions shall rise forth from
the depths, guided by the divine
@ruth unto the Sosarian surface.




J. SOMINAFE

@hine enlightment hath
expanded and fuill continue to
wnfold like the stac-filled hravens
aboue.

@The firat light thich thy
@Truth created for thee fuas
fuondrous indeed, and luminance
of this soct fill continue ta be of

great seruice to thee. Yet in order

to fulfill some greater needs, more
enduring illumination is reguired.

Jf thou dost nofo meditate on
this enchantment, thine entire self
fuill vadiate fuith the light of
Cruth. Ruotu that even this light
camunt be sustained indefinitely,
for it doth draf from thine ofon
inner force.




K. SANCTU MANI

The grasses have grofun aud
seeded many times since thy
journey began. @hou hast trod
many paths and gained much
foisdom. Thou hast nofu the
pofuer to perform actual
miracles. To take one tuho has
been shredded by an opponent’s
sfuord, quivering on the
threshold of death, and restore
him to [ife; this mivacle is nofw
thine.

Hrepare a small tin of fine
scented ail and ask that it be
blessed fuith the perfection and
holiness of Truth. Annoint the
fawnds twith the ail, alloting it ta

penetrate deeply. Before thine

ecyes the flesh fill drafu together
and be restored, and the blood fuill
ance again begin to flof through

his ueins




L. VIEDA

Jf thou should lose thy fay,
cither in the gloomy crevices of a
dungeou, or in a dark forbidding
forest, the mivacle of ieda can
light thy way. Meditate on thy
need for guidance for a goodly
time, and fuhen thou dost feel
sufficiently purified, rub a small
quantity of Holy fwater anto thine
eyelids.

Jf thou hast meditated

sufficiently, the greater Truths

shall mivaculously unfold before
thine cyes. Whether thou art in a
dungeon or an the surface, avision
of thy current surraundings fill
come to thee.




M. EXCUUN

Occasionally thee and thy
companions fuill be set upon hy
creatures of great might and evil.
Dpposing these foes can be a
difficult task at best. The
liturgy of Truth provides also for
this neod.

Should thy party encounter an
evil foe of great strength thou may
ey o el st i bl
Excuun. By holding the huly
ankl of Truth in the divection of
thy foe and speaking the name of
this great mivacle, thou can
direct the pure light of the holy
farce of Truth at thy foe, and the
life fithin oue of thy foes shall

cease.




Thine enlightment hath [ed
thee to step beyond almost euery
[imitation of this carth. It is
nofu fithin thy potuer to step into
the realm of death and dratu ane
fuljo has been there engulfed back
into the world of life.

Release thy spirit and allof
it to venture into the very shadof
of deatly, touching the spirit of

the ane o slumbers there. Wead

thy poor companion back from the
shadofu of death and life fill once
again be his. 3, hutuever, thy

companion’s strength of il is nat
strong enougl to make the return




@he letters thich head this
page represent the seven toords of
anti-creation. They ave the words
fubich release the fury of Truth
upon the forld. No entire foord is
ever furitten, for should even the
[etters fuhich represent their
sounds be brought together on a

page, the release of pofuer fouly

cause destruction of untold
nragnitude.

Jf thow should encounter a
situation so evil as to reguire
their use, speak them softly only
to the air beside thee. Most of
thy faes il be strick dofon fuith a
farce su strong it fwill end this
life, and all other potential lives
fuithin them.




P. ANJU SERMANI

®rnce a body hath turued to
ash, the soul fubich ouce tnhabited
it is sent on to its next life. It
therefore takes a mivacle of
enormous magnitude to veclaim it.

Realize first that the spirit
wwst [eave another body and
another [ife in order to return to
thee. If thou perceives that the
weed for the veturn of thy

companion is so great as to be

fuilling to give five marks of thy

fuisdom in sacrifice, then beseech
the @ue who is Teuth and
MWisdom. Allofo a tear from each
of thine cyes to fall upon the
ashes. As thy tears mix fuith the
ashes, so shall they reconstitute
before thee, and life shall be
restored.
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Weleame O Liliims

Sae up and guard this book of
areane winas; it conlains the loals of thy,
new pawer. Mo langew art thaw an
Yniliale of the Ffth, Cinele, S Rine old
Baal of Jade Riunss sl i pasten
fere. Surdiving the spinilual
transfiguration of the F el Stygian
(Bhuyss Rath cannad for theo the Mlantle
of Cldept of the Sixth Cinele. o indeed
b o O el
(hyss

Sludy and wse wiselly the pavterful
Rnowledge cantained Raorein. & hoin
caneful use Wil enable thee lo succoed
in any quast. Squandaning Uhoin
staangth Willl Bring: aboul thy, win.

May thow e and grow Wise in
intoresting limes!

Sho Dewid &abshanik,
| ek NMage, Rasper of the

Dlinth, Cinele




S horo was a lime, lang ao,

When, the fands wexe free of the
Waelehiod, creatines frown as O,
Goblins, and S walls. S hese crealivees
did not alde nalusally, bub athey
are the magical mutations pedformed by
demented magicians. aw these
crealuwies Rave praspered theaugh many,
goneralions and theiv Roviars are Wefl
Rnawn.

FCate with, they pessory o staff of
VYo, prefercblly cul from o hand and
fine grained sapling. 9) Orcs, Goblins,
ar J walls threaton thy pasly, wise thy  /
L e e ool (o namoale B
Whis wune of dispelling. By casting this
Ruune, thaw shall be allempling to
dispel the magic Which is pat of
toin innew Boing,




B. MITTAR

Place upan Ry palin and clase in o
strang fist any small projectife of Woad
on slane. Stuifle it ance upon Ry Breast,

white chanting the incantation of

Mitkar:

WAV UL NESPOVL LEVI
ITTAR NOPSEN LU CAIL

Tl this tabisman taward tine
ooy, Magic ins the form of o
shimmering sphete of inidescent
light ilt npniu;,_"mn\ thy hand ta
staike thy foo. I e magic conlained
terain Willl enler his body and
diswupl his (fe force:

Depending an the skill and
concentralion inesled in ils
canjuning, WRis spell can deliver

(i f
the blow of an insalent child ov o«
sabdat Rnight




C. LORUM

Before enlesing ang dungean, cade,
ax oden howses Wilh unsteady lantesns,
be sure that thou Rast prepazed
goodly supply of Lorum dust. I his is
aasily dane by collecting the fine dust
iy o St Belfh TRl o o
Wawmed By stang sun far mang howss
Salhes the dust inlo a chamais fag and
seall the sun’s enexgy Within il by

9t 4

singing lhese Wouds
QBREYURICUIT OBL/LSLUN

So welease the energy, chant these
same Words in redense awder and cast
a small postion of dust inta the aix
(€ waxny, soft, magical kght of shoxt
dusation Will be praduced

AW

/




D. DOR ACRON

Very wseful when ane desizes Lo
bypass a pasticatasty bothewsome
pastion of @ dungeon. Dox Clezon is
cast With (Re aid of the lft forepar of o
Badger. Stose the pas With caze, fox if it

Which Wauld

is damaged in ang Way,
Rinder the badgen’s movement, thy Way
i} i

Willl Be similaaly tmpeded.

Faving made (hese proparations,

2i) Iy

When thou desines Lo enacl the augusy,
gathes thy pasly inlo a ing White
holding the paw, chant this ancient

o

LIENL/UT SPULGER | DSKRIT
GRUENT BENST TRENTLE B
WRen Ris spell s cast, the mage
and Ris campanions Wil be lansposted

lo the next lower ledel of infiabitation

&
i
M




& SUR ACROIN

S his wane is closely <elated to
Dos Ueson, disection Being the only
diffesence in effect. In this case the
duied Wing of a bixd is needed. I he bixd
mast be shal through the buast With an
aviow Whibiin flight. S Reead the
Wing an a lathex thong and tie il lo
the tip of thy staff

Qe again, gather hy pasly into

a sing and while Rolling the wing i
inlone this Vewse of magical' movement
LIEDLAN SPULGER [DSTRINL
PALIT BEAST FENTRIE CHEN

(s the Words are chanted thy pasly
ill B Bfted (Rrough the floor above
thee lo the dungeon’s next highes level.




SRis ineantalion is a poserful
Weapon in Ballle, S wequines a galden
<od Wrapped Wilh ixon and a Vial of
magical waler collected from a

meadow pand al the Vexy moment

lightning louehes its susface. Kaep

the Vil sealed wntill battle i nigh

S hen lowch the wad to the Vial and fevel
i al thy foe WAL shouting these
Wands:

PLABIN PLEETIS POILDI

QUL of the enesgy ill o
kil
conducled thraugh the golden <ad, and
o [l CERE S o ol
¢ 9
towazd tRine enemy. It ill
unfailingly stuike him With a force
skeang enaugh lo Rill mast comman
man and cause gral damage lo- beasls
of grealon strongth.




Shis incanlalion wequizes thal

pallesn of says exlonding from a
common ozigon be diawn on the
ground SRLL the following Rant

i weciled

DA FULTILS A1ICROIL
FRIEN/ AICROIL BOONT

@s cack way is drawn @ member of
thy pasly Will disappeas and then
Wilh the final stzoke thee loa shall
Sanish. I the nest moment all some
andom focation on the leszestzial
plan cach of the manbess of thy pasly
and finally thysel] Wil appeas.

SRis wne can only be wsed on the
Sosaian susfoce. i ill abiays lafle

thee someplace, bul thy destinalion is

a matler of speculation.




H. MENTAR

I onden Lo cast this most lexnifyying
spell, an oak gall must be collected
of the soxt mast often found on ancient
lrces in dask and gloomy foresl falds.
Dip the aak gall in mollen wax While
chanting this Yewse fram the lame of

Mlentar

ZIMBAR LEECHEN
CERDI MENTIHR

S Ron, whor Baltle is upar thes,
crsh the oak gall within thy hand.
(s the gatl collapses, a Blac ball of
sewaming harsar Willl fly lowasd
Wine enemy. U Will invdade Ris mind,
and ixwpawably caviapl Ris mental
procass, in direcl proportion lo thine

awn inlelligence




L DAG LORUM

Sihis spllis il i offech Bk
mare endusing (Ran Larum

Place @ gollan dagger in stzong
x....l’(;yﬂi wnlil it is ol enaugh lo buzn
shin. S Ren sexape il heavily against @
stone until @ golden dusl is produced:
(s the dust callects on the stone, chant
these Words and gather the dust inlo a

sitken bag,

When the need for extended
Wluminalion asises, hold the sillen
bag and shake it. C small pastion of
the dust Willl welease ils enevgy in the
fosm of an enduning, galden,
shimmering light.




J. PAL DIVI

She ability o cast a clexical spell

|

is a greal power indeed. Fal Divi will

apen before thee a lremendous sange

S

of power olherwise inaccessible lo e

sixth cixele. S Re performance of this
invocalion is nal a simple lask, and
often does nol sueceed
Sprinble thy body Witk Roly wates
and slowly chant the prayer of Fal
Divi
FAL DINVEDORLILTE A
FAL DIVEREQUIT SEHT

Refex to the Clerics Book and do
as the spetl thewein requizes. Jf this
prayes is propealy chanted, wnto thee
Will come the power lo use any of the

supplications of the Clesics Book.




2«

=

PBeyand this page bie the
advanced spells of the Sixth
Cirnele. Do nal dentune too saan
into the dark wange of these
pelle, Untif tRow hast nol, anfy
canguered the Stygian (Uhyss,
but also can use its powev ab thy
Willl, he force of these wunes will o
Bagond Ry Sill

A0 o et el Al
grasin familian Lo thy sight and
thow Rast learned the masteuy of
magicy thar ol last hese spells
Will be thine.

Pl Pose spll i e
Willl coner, Bul tae Aeed o use
tRom wiselys for theyy shall bo

carned al greal expense

g

*‘WW

Z
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K. noxum
Shis spell is the fiast of the
malli-pronged allacks, and can be of
greal aid When thou arl allacked by o
fargo band of formidable focs

When the twa moans of Sosaria

aze new, ravel fo the enlrance of the

fre. ©

dungeon of fixe. Gathen some of the

Joleanic ash which is abundant theze
O the same night, mix this With Resbs
of dnnamon and ginsang in equal
quu‘njx‘luﬂ.

S he we of this magical mistuze
sequizes (Ral thow speak the Rane of
Doxam before Rusling the ashon mix

)
lowaxd thine enemies.

HOXUNEIENTO!N
LALLM

(s thow dost, il illl catch flame
and wsh al thy foes, thwasling cach

Wilh @ dedastaling blow.




L DECORD

S he sun Rath made its canseeatide

ayeles and thou Rasl gained greal
expesience in' magic. SRy oEll and
o s et el h Ol o
dizeel magical delesminalion

Witk the intonalion of this spell,

thou dost draw on the magical fosce of

o 5 ¢
T
et

)
28,

Y

B and focus: Cupon B fou

o
L

Sing the song of Decorp and the

o

T
Seimoy
vy,

aix Will shake With the <aax of magic

wshing (o Ry command. Upan

N

Whomever thau shall indicale, the
Magic shall descend, and theix ife shall

be extinguished — abiays and

=

complelelty

HOIL CRONO DI VAN
DS HUMEN TI SO




m. ALTAIR

AUntil this lime aw Rash enaeled

thy Runie powes Lo bring magic inta

[ o Do oo bt
Cldept of the (ssembly of the Sixth
f i

Crele, Row may wse the magie of this

world ta mave begond il

Fiosl, gather a fistful of sand,
and While wpealing the enchantment of
(ltaix tet it flow from thy hand onla
the graund

Qs i falls, lime itself Will slow
and finally stop, allowing thy pasly
lo move frcely in (his suspended slale.
S he orld Will be temporasily frazen
and al the mezey of thy Will

t ¢




. DAG MENTAR

Dag Mentaw is @ porterfl
malli-pronged conjuralion that will
Wieek Ravoc amang thy faes in a
mannew Worlky of ils advanced ~aling.
O il dodhn night of the summer,
teap an awl ofd and Wise Sacrifice
the 0wl upon @ stane allax, Reeping
anly ils eges. Gnehant them with the
fallowing vewse:

FEN DI MENTHR DIVI
CREMBI MENTAR BOWNI

When baltle is nigh, wepeat the
stangas unlil the Readiness of magic
in e aix becomes appressive Lo the
{abion of thy bungs. Smash the eges
Batotears ey Rands, SRy focs il o
stk @ savage blow with damage




O. NECORD

On the night of o full maan, acquire
the ex of ane who is dying of the
black ~at. FHang. the argan decp within
the forest ta day, and allow six
fortnights and a day o pass. Gind it
into a fine posder While chanting tRese

wWords

DO CORDUS WIE DAL FUTZ
RIEDA DOIL NEN

Sl pantdes i it

vial. When the need axises, theom o

vial above the heads of thine enemy’s

panlyy. It Will magically shaltes,

wleasing the toathsame <ol upan theix
campany. S hey Will Be quickly
tansformed inlo pulsid Jestiges of theix
formes boings, With fittle stength




This Gooseism s o
the Words should nedex be Wrillan
ot spolut = suveilfic e IS
life is lo be banished wnlo the Raalin
TG I ot o
indocalion caxsies the name of the Dk
One

I Re enactment of this Rune requires
thine utmast cancenlzation. Witk o
slaffl of yew, trace wpon the ground the

rolective pentagram. Light a candle
P By i

al the point mast genezally in the
dizection of thine enemics. Cast

some sulphus dust into the flame and:
speak the name of the &9l One. (Ulfocs
Who feax this ullerance shall be dashed.
Qiolently inlo cerlain destuclion,
possessing no maze lfe than the slanes

upon hich tRuy e

J




=

I Yol Bretish, wouldd le to
acknowledge the follocwing frexions
Vor il Vot
cxeceling s book.

Measgaret Ellen Weigens, fon
Ve o ok e
oo K. Adams 117, fon the

nbsacdieclion and concopplical

assdlance.
Sicheand A, Garsill, fiw
greal deal of uneducaled edilng
Robest, Marcy, Cuwen, and Helen
%
Gussiall, fon ecducatecd eciling

v M

A spocial lhanks lo .
Geawsill, fin the ccondlesfid
Mlastsclions, Wiracsyhaset i baok

Copyright © 1983 by Origin Systems, Inc.

0 Harvey Roa
Manchester, New Hampshire 03103
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FXODUS-ULTIMA IIl

} Upon escaping the
crumbling ruins of
Shadowguard, the black
fortress of Minax, you lay
your weary body on the
now-sacred ground. As you

' rest, you remember your
first encounter with the evil
wizard of Mondain, whom
you later tracked down and
destroyed. The existence of

his apprentice, Minax, was
soon revealed and the
crusade was begun again.
Younger and more cunning
than her mentor, she has
been much more difficult
to vanquish. But now your
sense of accomplishment is
touched by a chilling fear.
Have all vestiges of evil
been removed? Somehow,

you sense that your
treacherous foes have not
been eliminated. Without
further feats of skill, daring,
and perseverance, all of
your past accomplishments
may be lost. You stand up,
prepare your armour, and
walk to the dimension

door. Stepping in, the hunt
resumes. :

AN EPIC FANTASY ROLE-PLAYING EXPERIENCE

@ UP TO 20 CHARACTER ROSTER

® A 1TO 4 CHARACTER PARTY

® INDIVIDUAL PLAYER MOVEMENT

® 16 LONG AND SHORT RANGE
WEAFONS

@ 8 ARMOUR TYPES
MAGIC WEA"EQNS ARMOUR AND
ITEMS

® 32 MAGIC SPELLS

® 11 CHARACTER CLASSES. 5 RACES

® NEW COMBAT MODE

® NEW SHIP TO SHIP OR SHORE
COMBAT

® NEW ADVANCED DUNGEON GRAPHICS
® NEW ANIMATED OUTDOOR GRAPHICS
® SOUND ON/OFF TOGGLE

® NEW NAVIGATIONAL STRATEGIES

® ADVENTURE STYLE VERB ENTRY

® NEW ASTROLOGICAL INFLUENCES

Manufactured in the U.K. under licence from Origin
Systems Incorporated by All American Adventures
Limited, Unit 10, Parkway Industrial Centre,

® FULL COLOUR VISUALS THROUGHOUT Heneage Street, Bimmingham B7 4LY.

********;*************I
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ULTIMAIII

IMPORTANT

SIDE A: PROGRAM
SIDE B: PLAYER MASTER

Be careful to insert correct
side in drive when requested
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(617) 681-0609

Ultimate Warriors of EXODUS: ULTIMA 1Il,

As thou dost venture forth across these mystical fads of Sosaria, many & Tighter, Thief, and even Mage will succmb to
the evil forces of EXODUS. Thought thow hasi at thy disposal tiely Wondrous powvers, many among you witl desite @ greater
howtede of e realr before thy journcy is complele. Jir order o provide for these wishes, T, Lord British, will supply " The
Secrets of Sosaria” for Hry iesc.

“Che Sevets of Sosaria " is @ fully iustrated docunsent detailing naps of all the lowns, castles, dungeons. and imagic
realins. Jt afso includes @ digest of what hings (0 find wiere. alowg with clues to aid thee on thy quests.

Jit onder 1o propace tis powerful work, rummers were sent to alf comners of Wre world 10 gather the decgest secrets of Sosaria.
Great evpense was fcureed and wany lives were cost into he Abyss. Therfore, i order b be empowcred with this priceless
Ronowtedge, an affering wirst be wade in tribwte 10 Uhe dead of o less than $ 72,95, payable in currency of the Keatw.

Jisguire ai thy focal dealer, or obtain *'Seercts of Sosaria”* direct from the Origin at re address above.

Journcy forth with my bessing. May thou encownler good fortune and reap vast rowands!

Lord British

Hltima and Lord British are trademarks of Richard Garriolt.
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