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Installation 
and 

Reference Guide 

This guide contains all you need to get started and to ploy the progroms - installation 
instructions, game references, troubleshooting , and product support information for Hong 
Kong Mahjong Pro, Populous II, Savage Empire, Seven Cities of Gold, Shodowcaster, 
Space Hulk, Ultimo VII , Ultimo Underworld, Wing Commander Academy, and Yeager's 
Air Combat. 

A reference for each game is provided in an easy-to-use, on-line format. The Creative On­
line Documentation for viewing in Windows is provided on the CD-ROM disc containing 
the files for the above programs. To run Creative On-Line Documentation, you must have 
Microsoft Windows 3 . 1, 2MB free hard disk space and VGA displaying 640x480 
resolution with 256 colors. 

To install the Creative On-Line Documentation : 
l . Insert the CD-ROM disc into your CD-ROM drive. 
2. In Windows, select RUN from the File menu in the Program Manager. 
3. Type D:\MANUALS\SETUP <Enter> where D: is the letter of the CD-ROM drive. 
4 . Follow the on-screen instructions. A Creative Labs program group with the Creative 

On-Line Documentation icon will be created . 

To launch the Creative On-Line Documentation , double·dick on the Creative On-Line Docs 
icon. Read the README.file for important information that will assist you in using the 
program. 

For users who prefer to review the references in DOS or to print without images, the 
reference for each program is also provided in text format. To view, you can use a text 
editor such as DOS Edit. The text file for each program is located on the CD-ROM disc: 

For: Directory: Filename: for. Directory: filename! 
nong Kong Mohjong Pro mahiong mohjong .txt Ultimo VII ultima7 ultimo7.txt 
Populous II pop2 pop2 .txt Ultimo Underworld uw uw.txt 
Sovoge Empire savage savage.txt Wing Commander Acodemy wca wca.txt 
Seven Cities of Gold 7cities 7 cities.txt Yeager's Air Combat yeager yeoger.txt 
Shadowcaster shadow shadow.txt Product Support Information root prodsupp.txt 
Spoce Hulk hulk hulk.txt 

We hope you enjoy these entertaining titles included with your Sound Blaster multimedia 
upgrade kit. 
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GETTING STARTED 

Note: You must have a hard drive and a Microsofl®-compatible mouse to 
play Hong Kong Mahjong Pro! 

Experienced computer users: To install the game to your hard drive, simply run the 
Install program in the Mahjong directory ot the CD-ROM. Follow the screen prompts, 
and then skip down to the Main Menu section . 

Less experienced users: Read the instructions in the next three sections for a step-by­
step guide through the installation process. 

Installing Hong Kong Mahjong Pro 
1. Boot your computer with MS-DOS (Version 3 .0 or higher) . 
2. Place the CD with Hong Kong Mahjong Pro in your CD-ROM drive. 
3. At the DOS prompt, type the drive letter (example: D:) and press ENTER. 
4 . Type CD\MAHJONG and press ENTER. 
5. Type INSTALL, followed by the drive letter of your CD-ROM drive, then the drive 

letter of the hard drive onto which you wish to install the game. 
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EXAMPLE: If your CD-ROM is drive D:, and you wish to 
install the game to drive C:, type INSTALL D: C: and 
press ENTER. 
Be sure to include the spaces! 

The game is installed into a subdirectory called HKMJ. 
6. You are shown the selections you just made. If they are correct, press 

~ny key to continue. If you want to make changes before you begin the 
install process, press Ctrl-C to terminate, confirm your choice by 
pressing Y, and then go back to Step 4 . 

7 . After installation, select Run HKCONFIG. 

Configuring Hong Kong Mahjong Pro 
After yo~ insta!I Hong Kong Mahjong Pro, you are automatically taken to 
the Cc:inf1gurc;itron program. To configure your game to your system, follow 
these instructions: 

Graphics 

Note: If,_ after followi~g the ~nstructions below your sound card 
or graphics mode don f function properly, see Troubleshooting . 

A me~sag.e appears telling you the graphics mode Hong Kong Mahjong 
Pro will display. If your computer does not have what is required to run in 
SVGA modes, what you need is printed in red . Press any key to go to the 
sound and music configuration screen . 

Sound and Music Cards 
1 . To hear digitized voices, you need to have one of the sound cards 

listed on the left side of the screen . Press the letter of the sound card 
you want to use for voices. 

2 . To hear music, you need to have one of the sound cards listed on the 
right side of the screen . Press the number of the sound card want to 
use for music. 

3. If you want to save your changes, press X. If you want to quit w ithout 
making any changes, press Q. 
You can later return to this configuration program to change your 
selections. First type CD\HKMJ and press ENTER, and then type 
HKCONFIG and press ENTER. Then begin again above at Step 1. 

Note: In addition to sounds from your sound card, some sound 
effects may be emitted from your PC speaker. 
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Starting Hong Kong Mahjong Pro 

Note: You must have your mouse driver installed to play Hong 
Kong Mahjong Pro/ 

To start playing Hong Kong Mahjong Pro, follow these instructions: 

l At the DOS prompt, type the name of the hard drive you installed the 
· game onto (example: C:), and press ENTER. 

2. Type CD\HKMJ and press ENTER. 
3 . Type HKMJ and press ENTER. 
4 . Two rows of tiles appear. Read the message to determine the correct 

tile (refer to chart on next page}. Click the left mouse button on 
that tile on the screen. 

5 . The title screen appears and the credits begin. Click the left mouse 
button to see the Main Menu and begin to play. 

Note: To run the tutorial instead, type HKMJTUTR and press 
ENTER. For a description of using the Tutorial, see Using the 
Tutorial in the on-line documentation . 

TROUBLESHOOTING 
If you are having a problem installing or playing the game, we want to help. 
First, please make sure you have read the Installing Hong Kong Mahjong 
Pro section of this user's gu ide thoroughly, and make sure you have at least 
4 .8 Meg free on your hard drive. Also, refer to Problems With The Game at 
the back of this manual. 

If you have followed the directions in the documentation, and are still having 
trouble installing or operating the software, here are some hints that might 
help solve the problem . Before attempting any of the following suggestions, 
please make sure you are familiar with the MS-DOS commands being used, 
or consult your MS-DOS manual for more information. 
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ANSWERS TO COPY PROTECTION QUESTION~ Notes on Graphics cards 
Once Hong Kong Mah;ong Pro has finished installing, the configuration 

Page Tile Page Tile Page Tile 

program (HKCONFIG.EXE) is loaded, and begins examining your system . The 
configuration program checks for 160,000 bytes ( l 60K) of expanded memory 

II 
(EMS) and for a Super-VGA graphic adapter with chipsets manufactured by 

l, 35 12 lll 23 

I~ 
Tseng Labs, ATI Technologies Inc., Paradise™, or Video Seven . If both EMS and 

0 
compatible Super-VGA graphics adapter are found, a confirmation screen 

I appears. 

till Ii ~ 
If both conditions are not met, the configuration program reports what it has 

2, 36 13 24 
found . If it detects EMS only, a green text message reports the amount found. If 

I no EMS is found , a red text message appears. To find out more about EMS see 

lN ti; (! 
the Conventional, Extended and Expanded Memory section in Problems With 

3,37 14 26 
The Game/Product Support/Limited Warranty section at the back of this 

I manual. 

•• ~ 1·· • If none of the Super-VGA chipsets are found , a text message appears. If you 

4,38 • •• 15 27 have a graphics adapter with the correct chipset, the configuration program 

•• should detect it. If the program is unable to identify your card, and you are 

••• ~ tr 
positive that your card contains one of these chipsets (either through physical 

5 , 39 ••• 16 28 
inspection or through the documentation), you can attempt to force the game to 

®®@ recogn ize your card using a command line option . 

NORTH 

~l 
®® 

6, 40 17 
®® 29 

To use a command line option, type one of the following options after the 
®® 

VIND ®® program name when loading the game: 

~ Ill 
TS Tseng Labs 

7, 41 
•• ATI ATI Technologies Inc. 

18,25 Ill 30 •• PAR Paradise™ 

•• V7 Video Seven 

8 ~ 19 Ii 31 ~ Example: to force the Tseng Labs video mode, type HKMJ TS 
~ ® and press ENTER. 

9 0 20 I! 32 Ll 
If the monitor fails to display the program correctly, then your adapter does not 

0 follow the standard setup by the respective chipset manufacturers . 

10 ln 21 (g 33 ~ Notes on Sound Cards 
In the configuration program, if you select Sound Blaster, Thunderboard, or 

~ E; Ii 
compatibles for your Voice Board, but find that the game doesn' t use your card, 

11 22 34 
you might have different addressing . You must specify the correct IRQ and 1/0 

® address for the card. The defaults are IRQ5, and 1/0 address 220h, which are 
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the standard defaults for most voice boards. If you have different settings on 
your board, change it in the configuration program. To do so, press S, type 
the correct values for your card, and then press X to save the change. You 
can also press Q to quit without changing . 

In the configuration program, if you select Roland for your Music Board, but 
find that the game doesn't use your card, you might have different 
addressing . You must specify the correct address for the card . The default is 
330h, which is the primary default address for Roland . If you have different 
settings on your board, change it in the configuration program . To do so, 
press R, type the correct values for your card , and then press X to save the 
change. You can also press Q to quit without changing . 

Consult your sound card manual for more information . 

Memory requirements 
Due to the high resolution graphics of Hong Kong Mahiong Pro, we require 
640K RAM min imum installed on your computer. You also need to have at 
least 562K free RAM (571 ,000 bytes) to run Hong Kong Mahiong Pro. 

Color Display Mode Free Memory Required 

256 color with EMS 57 1,000 0ytes free 

1 6 color with EMS 557,000 bytes free 

1 6 color without EMS 567,000 byte.; free 

Example: If you have enough EMS available, and you 
type CHKDSK then press ENTER, and a message states: 
"568,000 bytes free ", you will only be able to run the 
program in 16 color mode. To get 256 colors, you 
would need to free up an additional 3000 bytes of 
memory. To find out more about freeing memory see 
Freeing Up Additional Memory Using A Boot Disk at the 
back of this manual. 11 
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How To Find It: 

• If you have MS-DOS 5.0: type mem /Can? ~~ess ENTER. Look 
for the line, "Largest Executable program size . 

• If you don't have MS-DOS 5 .0 , type CHKDSK then press ENTER. 
Look for the line, "bytes free". This number must be equal or 
greater than the amounts shown above to run in that many colors . 

T find out more about EMS see the Conventional, Extended and 
E~panded Memory section at the back of this manual. 

Disk caching and software 
Hong Kong Mahiong Pro is compatible with disk caching, such as 
SMARTDRV.SYS or PCKWIK.SYS. The game will automatically take 
advantage of it, providing you with faster smoother play. 

Note: For general information on optimizing your system, 
consult your MS-DOS manual. IMPORTANT: Be sure to 
create backups of your CONFIG.SYS and ~UTOEXEC.B~T 
files before you start editing them. Some ed1t?rs automatically 
do this for you; check the manual of your editor for more 
information. 
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THE GAME SCREEN 

This is the Mahjong table. 

Discarded 
Tiles 

Left 
Opponent's 

Playing Area 

Triangle 

Your 
Playing 

Area 

Menu 
Button 

Self. 
Picked 

Tile 

SOFTWARE © 1992 NINE DRAGONS SOFTWARE 
ALL RIGHTS RESERVED. 
MANUAL BY MARTI McKENNA 

Dice 

Your Chips 

© 1992 ELECTRONIC ARTS. ALL RIGHTS RESERVED. 
Portions © Genus Microprogramming Inc. 1988-1991 . 
All images © 1992 Nine Dragons Software, except Oriental Garden Photo 
© 1991 Event Horizons. 
LHarc version 1. 1 Jc© Haruyasu Yoshizaki , 1988·89. 

Right 
0pponen(s 
Playing 
Area 

Unless indicated otherwise, all software ond documentation is © 1992 Electronic Arts . 
All Rights Reserved . 
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GETTING STARTED 

SYSTEM REQUIREMENTS 
To play Populous II, you need an IBM PC or compatible computer with a 
hard drive and a mouse. You must have a minimum 11 MB of free space 
on your hard disk, and your system must be running MS DOS 3.3 or 
greater. Expanded Memory (EMS) is required. The minimum amount of 
base memory and EMS you need depends on the kind of display you 
select and the sound source you have: 

Low-Res 320x200 256 colors with: 

No Sound 

Internal Speaker 

Sound Blaster 

Base 

485,376 bytes 

539,649 bytes 

543,744 bytes 

POPULOUS II 

EMS 

272K 



Hi-Res 640x480 16 colors with: Base EMS 

No Sound 558,480 bytes 1040K 

Internal Speaker 613,600 bytes 1040K 

Sound Blaster 617,760 bytes 1040K 

Populous II requires Expanded Memory. If you do not have memory 
manager software on your system you will not be able to use EMS. In 
high resolution mode you need 1040K of EMS and in low resolution 
mode, you need 272K of EMS. See Conventional, Extended and 
Expanded Memory section in Problems With The Game at the back of 
this manual, or consult your memory manager documentation if you are 
not sure how much EMS you have available. 

If you are using MS DOS 5.0's EMM386, you can select the number of 
Kilobytes of EMS at the end of the EMM386 entry in your CONFIG.SYS 
file as shown here. 

For 1040K of EMS, the line would read: 

DEVICE=C:\DOS\EMM386.EXE 1040 

For 272K of EMS, the line would read: 

DEVICE=C:\DOS\EMM386.EXE 272 

INSTALLING POPULOUS II 
ON YOUR HARD DRIVE 
The install program included on your game CD-ROM does three things: 

• Creates a directory on your hard disk for the game. 

•Copies the necessary game files into the directory. 

• Creates a batch file containing the graphic and sound configuration for 
your computer. 

POPULOUS II 

To install Populous II: . 
1. Insert CD-ROM into the appropriate CD-ROM dnve. 

Switch to the drive you inserted the disk in. For example, if you 
2· inserted the disk in drive D, type D: and press Enter. 

Note: You must switch to the CD-ROM drive before you execute the 
INSTALL command -you can't simply type D: INSTALL. 

3. Type CD\ POP2 and press Enter. 

4 Type INSTALL D: C: (substitute the correct drive letter~ f?r your 
· CD-ROM and hard drives) and press Enter. Populous II 1s installed to 

the POP2 subdirectory of your hard drive. 

LOADING POPULOUS II 
To load Populous II: 

l. Boot your computer as you normally would. 

2. Make sure that your mouse driver is loaded. 

3. Switch to the drive you installed the game on. For exEample, if you 
installed the game on the C drive, type C: and press nter. 

4. Type CD\ POP2. Press Enter. 

5. Type GO and press Enter. An animated intro plays. Watch the intro, 
or press any key to go to the Game Menu. 

SPECIAL PARAMETERS 
You can start the game in high resolution graphics or with a different 
sound mode by adding a few extra characters (called arguments) to the GO 

start command. 

Example: Let's say you wanted to start the game in high resolution 
graphics mode. You'd type GO/Has your start command. 
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The order of the extra arguments doesn't matter as long as there's a 
space between each argument. Here are the arguments you can use: 

/H 

/SI 
/SS 

/SN 
IL 

High resolution graphics mode. You must have a VGA 
graphics card to run the game in high resolution 
graphics mode. 

Internal speaker sound effects. 

Sound Blaster sound effects. You must have a Sound 
Blaster sound card. 

No sound effects. 

MCGA graphics mode. 

NOT ENOUGH DISK SPACE? 
After you've installed the game, you may find that you need space on 
your hard drive for other things. You can free up the animated intro to 
the game - this has no effect on gameplay, though you'll no longer be 
able to watch the animated intro. 

Assuming for a moment that the game is located on the C drive, the two 
files you must delete are: 

C:\POP2\INTRO.EXE 

C:\POP2\DATA\INTRO.DAT 

Once you've deleted the files, you can start the game as usual with the 
GO start command. You'll notice a "Bad Command" error message when 
you enter the command - pay no attention to it, the game will load and 
the Game Menu will appear shortly. 

POPULOUS II 

KEYBOARD EQUIVALENTS 

Pause 

Quit 

Full Screen/Normal View 

Scroll Map 

People Effects 

Vegetation Effects 

Earth Effects 

Air Effects 

Fire Effects 

Water Effects 

Divine Intervention Commands 

Effect On/Off 

Effect Description (Help) 

Fight 

Go To Papal Magnet 

Gather Together (Join) 

Settle 

Query 

Game Requester 

Speed up gameplay 

Slow down gameplay 

Change conquest game to custom game 

FlO 

Shift-Esc 

(when Game Menu is showing, this acts as a 
"Quit to DOS" command) 

F7 key 

cursor up, down, left, right or keypad 

Fl key 

F2 key 

F3 key 

F4 key 

FS key 

F6 key 

1-5 (keyboard not keypad) 

Hold down Tab and left-click on icon 

Hold down Hand left-click icon 

F 

G 

J 

s 
I or? 

R 

plus ( +) (keyboard not keypad) 

minus (-) (keyboard not keypad) 

Alt-C 

Software© 1991 Bullfrog Productions, Ltd. All rights reserved. 
Documentation© 1991 Electronic Arts. All rights reserved. 
Populous is a registered trademark of Electronic Arts. 
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INSTALLING THE GAME 
You will need a minimum of 5MB of free hard disk space. 

1. Insert the CD-ROM into the CD-ROM drive. 
2. Type the drive letter followed by a colon (Example D:), then <ENTER>. 
3. Change directory to Savage. Type CD\SAVAGE <ENTER>. 
4. Type INSTALL D: C: (substitute the correct letters for your CD-ROM & hard drive) <ENTER>. 

All contenB copyright © 1990, 1994 by ORIGIN SysteITT.>, Inc. All righB reserved. Reproduction without permission ~strictly 
prohibited, and pun~oble by sending o Tyrannosaurus Rex to eat your mother. Origin, Ultimo, Worlds of Ultimo, The Savage Empire, 
and We Create Worlds ore registered trodemorks ond Ultimate Adventures and Avatar ore trademarks of ORIGIN SysteITT.>. Lord British 
~ o registered trodemork of Richord Garriott. 
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NOTE: You MUST use expanded memory in order to hear the Savage Empire musical soundtrack. Sound 
effects will ploy with or without expanded memory installed. See Expanded Memory below. 

CHANGING YOUR CONFIGURATION 
If you ever upgrade to a different graphics modes, odd RAM memory, or add a sound board, follow the 
directions above and re-installed Savage Empire by typing INSTALL in the \SAVAGE directory. Press 
<ENTER>. 

Saving Additional Games 
The Savage Empire remembers one saved game at a time. If you wish to keep other saved games, copy the 
contents of the \SAVEGAME subdirectory to another subdirectory or to a floppy disk. To restore that game 
later, copy those files bock to the \SAVEGAME subdirectory. See your DOS manual for further information on 
copying files. 

Restarting with Another Charader 
If you wish to start your quest again from the beginning type INSTALL from your hard drive's \SAVAGE 
directory. Press <ENTER>. One of the menus in the INSTALL program allows you to choose between 
Create New Charader and Keep Existing Charader. Select Create New Charader. 

Memory Usage 
Regardless of the amount of RAM memory in your machine, you must hove 558,000 bytes free to run 
Savage Empire. Run the DOS program, CHKDSK, and look at the lost line of the information presented. This 
tells you how much RAM memory is free. For example, CHKDSK might tell you that your 640K system hos 
575,239 bytes free. If you hove less than 558,000 bytes free, you do not hove enough free RAM and the 
game will not run. 

To make more RAM available for your system, you may wont to remove from your AUTO EXEC.BAT and 
CONFIG.SYS startup files any memory-resident programs that ore unnecessary for system usage. If you do 
not wont to reconfigure your system, we suggest making a bootoble DOS system floppy disk to start your 
computer prior to ploy. Refer to your DOS manual for the procedure to create a startup diskette. 

Expanded Memory 
Memory beyond 640K con be allocated as "expanded memory" which the game uses to ploy the musical 
soundtrack. (Remember, you also need a sound cord installed for the musical soundtrack.) During the install 
process and when loading the game, you will be told if expanded memory was detected. Expanded memory 
is notthe some as "extended memory." 
To access expanded memory, you must use on expanded memory manager program. Two of the most 
common ones ore QEMM.SYS (which comes with Quarterdeck's Desqview) and EMM386.SYS (which comes 
with Microsoft Windows), but there ore others. These memory managers ore installed by adding a line to the 
CON FIG.SYS file on your computer. Consult your expanded memory manager's documentation for 
information about installing expanded memory and determining how much expanded memory is available 
for use. 

TROUBLESHOOTING 
PROBLEM: Savage Empire fails to load or run properly: 

• You may not hove sufficient free RAM memory. Run CHKDSK to check your computer's available In 
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RAM. Compare this to the amount of free RAM required for your computer/sound board system. 
Free up RAM if needed. . . 

• You may have a memory-resident TSR program that conflicts with the game. ~oot the computer 
from 0 DOS system floppy or remove memory resident programs before runmng t~e gom_e. Refer to 
Problems With The Game at the bock of this manual or your DOS manual for mstruct!ons .. 

• You may have chosen an invalid configuration during the install process. Check your configuration 
and if necessary, reinstall Savage Empire. 

• You' may hove filled all free space on the active disk drive. Use the DOS "DIR" command to check 
available disk space. 

• You may have incorrectly answered a copy protection question. This returns you lo DOS and you 
must begin again. 

PROBLEM: The mouse pointer doesn't respond properly: . . 
• The game supports the Microsoft Mouse and Microsoft Mouse dnver, version 7 .0. Other mouse 

brands and drivers may not be compatible. 

PROBLEM: The game runs slowly: . . 
• You may have hod too little free space on your hard dnve to unpack the game files. Free up 5 

megabytes of hard disk space and re-install 
• PC speaker sound effects slow ploy. Select "No Sound" whe~ installing. . . 
• Your computer may not be fast enough to run the game efficiently_. The pref_erred mm1mol 

configuration is a 10 megahertz 286-based IBM PC/1~0% compatible ~achme. Some older and/or 
slower machines may not be powerful enough to provide the full experience. 

PLAYING THE GAME 
From the hard disk prompt (Ex. C> ), type the following command: CD \<path>: where <path> is the 
name of the subdirectory used during instollat~on. If you ~lecte~ the default choice, you would type. 
CD \SAVAGE. After selecting the game subdirectory or disk dnve, type SAVAGE <Enter> to begm. In 
order to ploy Savage Empire, you must be able to correctly answer questions the Shoman asks you. The 
page numbers referenced on the screen ore no longer applicable. 

The following lists the questions and their correct answers. 

Q: What expedition hos returned? 
A: Wild River 

Q: What kind of cover does Jimmy's notebook hove? 
A: Weatherproof 

Q:: Who is shown on the cover of Ultimate Adventures magazine? 
A: Cootlicue 

Q: In your dreams, what was ii you locked? 
A: Memory 

Q: In your dreams you sow birds. What sort of eyes did they have? 
A: Reptilian 
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0: In your dreams, whot did you think of os on old ond trusted friend? 
A: Knife 

0: Who! does Professor Rofkin think the volley is akin to? 
A: Time Capsule 
0: Who! does Rofkin soy happens frequently between tribes? 
A: Clashes 
0: What is the first tribe Rofkin discusses in his notes? 
A: Nohuotlo 

USING THE INTERFACE 
The Savage Empire allows for the use of a mouse and/or keyboard during ploy. All movement ond icon 
seledions con be handled using either of these devices. In general, the left mouse button is the seled or "do­
it" button. The right mouse button con be used to seled a "shortcut" command, allowing a commonly used 
command to be odivoted whenever the right button is clicked. On the keyboard, the <Enter> key is used to 
confirm seledions. For the exod uses of each device during game ploy, refer to the appropriate sedion 
below. 

SCREEN LAYOUT 
The game screen is divided into four regions - the Mop, the Status Display, the Message Display and the 
Command Icons. 
THE MAP 
The largest region, on the upper left side, is the Mop. This shows the world you ore moving through, with the 
view centered on you (or another member of your party if they ore in Solo mode). Above the Mop, the 
current position of Eodon's sun or moon is shown, along with the face of the Fobozz. 
With o mouse, move your choroders around by positioning the pointer over the Mop until it becomes on 
arrow pointing in the diredion you wish to move. Then, click the left button. You moy press and hold the left 
button to move continuously, controllin_g your diredion by steering the pointer. Some odions ask you to 
seled a point on the Mop where to perform on odion. (You may fiove to soy where you wont to drop on 
item, for example). To select o location, click on it with the left mouse button. If you ore using the keyboard, 
move by pressing on arrow key, or one of the eight keys around the "5" on the numeric keypad. If asked to 
seled a point on the Mop to perform on odion, use these keys to move a set of crosshoirs on the screen to 
the desired location and press <Enter> to initiate the odion. 
You con poss your turn and do nothing by ~ositioning the mouse pointer over your choroder and clicking the 
left mouse button, or by pressing the spocebor. 

THE MESSAGE DISPLAY 
At the lower right of the screen is the Message Display. All text describing things you see and hear, as well as 
the results of your odions, is shown here. When a message is too long to fit on the scroll, a flashing, 
downward-pointing arrow oppeors at the bottom of the Display. Press the spocebor or click in the Message 
Display to view the rest of the message. 
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THE STATUS DISPLAY 
1 the upper right-hand corner of the screen is the Status Display. This normally displays a roster of all the 
~embers of your party, along with each choroder's figure and curre~t health point~. A ~horader whose 
health points ore displayed in red is hurt badly; one whose ~eolth pom!s ore green 1s poisoned. , 

• If you click on a chorader's name (or press a fund1on key which corresponds to a choroder s 
position in the party [Fl-Fl]) you will be shown their Inventory. 

• If you ore using the keyboard, the first time you press <Tab> the cursor shows on the Mop. 
Pressing the <Tab> key again moves the cursor from the mop lo the Status Display, you con then 
move to any item or button using the arrow keys or numeric keypad, ond press <Enter> to seled 
ii. 

• The Plus ( +) and Minus(-) keys display the next and previous charade rs respedively. 
• Pressing Fl 0 or I returns to the main Porty Display. 
• The asterisk(*) key will toggle between a choroder's Portrait and his Inventory Display. 

Character Statistics 
STR (Strength) - determines how much a chorader con carry, ond how effedively they con strike with 
bludgeoning weapons. It also offeds your Health Maximum (HM). 
DEX (Dexterity)-determines how fast they ore (foster choraders get to move ond/or attack more often), 
and how effedive they ore with non-bludgeoning weapons such as bows and swords. 
INT (Intelligence)- determines the choroder's effediveness in costing spells, and in using certain objeds. 

HP (H ealth Points) - indicates how healthy you currently are, and how much damage you have token in 
combat. If a charader's HP reaches 0, he collapses unconscious. 
HM (Health Maximum) - indicates the maximum amount of health points your charoder con have. If your 
HP is the some as your HM, you are perfedly healthy. 
Lev (Levell - increases as you gain experience points. Each time your Level goes up, you increase one of 
your attributes (STR, DEX, INT), and usually increase your maximum health. You must rest (see REST below) 
to increase your level. 
Exper (Experience Points)- increases as you accomplish things in the gami:. You g~in Experience Points for 
defeating hostile creatures in combat and completing quests. You lose Experience Pomts when you are 
knocked unconscious. 

INVENTORY DISPLAY 
To view a charader's Inventory, seled one of the figures to the left of the rosier by clicking the mouse or 
pressing Fl -F7. 
On the left side of the Inventory Display is a figure showing all equipment that is readied for immediate use 
- either held in the charader's hands, or being worn. If Jou are holding something that requires both hands, 
you will not be allowed to put anything in the other hon . On the right side of the Inventory Display are all 
other items carried by by the charader. To ready or unready on item, just click on it with the left mouse 
button. To look inside a container in your inventory, such as a bag, just click on ii. Click on it again to return 
lo the main Inventory Display. 
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Below the figure are two weights, measured in stones: 
E: shows how much the ttems you currently have Equipped weigh, compared to the maximum weight 

you can have Equipped. 
I: shows the total weight of your entire Inventory compared to the maximum weight you con possibly 

carry. 

Al the lower left of the Status Display are five buttons. From the left to right, their functions are: Show 
previous character, Return to Party Display, Switch between Portrait and Inventory Displays, Show Next 
Character, and Change Combat Mode. You con change a character's combat mode at any time, even in the 
middle of a battle. At the lower right, the character's current combat mode is displayed. To change modes, 
click the Change button, or if using the keyboard, press <lab> and then press - . 

The four combat modes are: 
Close- Charge and attack nearest enemy. 
Retreat-Avoid combat. 
Range - Stay at a safe distance and attack with ranged weapons. 
Command- Lets you control that character's actions each turn, just as you do for your own character. 

THE COMMAND ICONS 
Underne?lh the Map are nine Command Icons. To use a command from the keyboard, simply press the first 
letter of its name. With the mouse, move the pointer to the Command Icon you want to use and click the left 
mouse button. Then select the object or person you want to use the command on. For frequently used 
commands, such as Get, Look, Attack or Use, you can set o command as the "shortcut" command for use 
with the right mouse button. Click with the right button on a Command Icon, and a box will appear around ii. 
From then on, clicking th~ right button on any shape on the Map or in your Inventory Display will execute 
that command on that ob1ect. You can change the shortcut command at any time. For all functions other 
than executing the shortcut command, the left mouse button should be used. 
The nine main commands are: 

MOVE (M) is used to push an ttem or to transfer it between characters in the party. If you select an item on 
the Map, you can sometimes push tt to a pasttion adjacent lo where ii is. If it is something alive, though, it 
may not let you! This command can also be used lo move things in and out of containers or from one 
character to another. For example, if you wish to give something in your inventory to somebody else, you 
select "Move," then select the object you want to give, then select the character you want to give it to. 

GET (G) lets you pick up an object on the Map. You must be standing next to ii. If ii isn't too heavy to 
carry, and you have room for it, it will be put into your inventory. 

DROP (D) con be used to lighten your load by getting rid of ttems you no longer want to carry. First, select 
the item in your inventory, then choose a spot on the Map to place it. 

USE (U) operates any object that has some function. Among other things, it will let you open and close 
doors, cast a spell wtth a magic totem, mount riding creatures, light or extinguish fires, eat or drink food and 
beverages, or apply cloth bandages to wounded characters. 
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TALK (T) lets you converse with the people you encounter in the game. You can also speak with the other 
members of your party. After selecting TALK, you then select the character on the Map you wish lo speak 
with. Their portrait will appear in the Status Display while they are speaking, and the Map window will 
change to display the conversation. You talk by typing single words on the keyboard and pressing <Enter>. 
Most words may be abbreviated to the first four letters (e.g., "dinosaur" may be abbreviated lo "dino"). 
Most people will respond to the words "name," "job," "tribe," "bye." (The "bye" command ends a 
conversation. You can accomplish the same thing by pressing <Enter> without typing anything.) Some 
people will also respond to the words "join" and "leave;' allowing you to add members to your party or 
remove them from you party. 
During the course of conversation, people can give you an idea of what they're interested in talking about. 
You may activate the Help function (which defaults as ON when you start the game) and the subjects they 
want to talk about will appear in a different color on the screen; if help is off, you'll have to figure out the 
key words in their conversations. You can turn the Help function on or off by pressing control-H. Be aware 
that some people will also respond to other subjects not highlighted by Help mode. 
LOOK (L) allows you lo identify anyone or anything at the location you select, on the Map or in your 
inventory. When you use the LOOK command on an object you are adjacent to, you will also search it. This 
will reveal the contents of packs, bags, etc. 
ATTACK (A) is used lo fight monsters, animals, or people, or to attempt to destroy objects. After choosing 
the AITACK command, choose a target on the Mop that is in range of the weapon you have readied. 
REST (R) lets your party set up a camp, recover health, and gain experience levels. To make comp, you 
must be in a relatively large, clear area. You can rest until sunrise or sunset, or specify a number of hours ( 1 
to 9). A character will not regain health if they do not have food. 
BEGIN/BREAK OFF COMBAT (B) switches back and forth between party mode and combat mode. In 
party mode, the members of your party automatically follow you around. In combat, each character will 
behave according lo the combat mode you have selected for them on their Inventory Display. When you 
begin or break off combat, the image of Fabou at the top of the view screen changes to indicate whether 
you are in party (calm face) or combat (angry face) mode. 

USING SHAMANISTIC MAGIC 
Only trained shamans such as Triolo may invoke the spirits. To cast a spell, "Use" the desired totem (skull) in 
the shaman's inventory. You will then be asked which offering to use. Select the offering from the 
character's inventory. The table below lists the combinations of totems and offerings and their magical 
effects. 

TOTEM OFFERING 
CHOCOLATL PINOLE YOPO 

HfLUll(Human Skull) Light Eagle Eye Detect Hostile 

APHAZZ(Gorilla Skull) Charm Enemies Heal Protection 
MOTAZZ (Jaguar Skull) Summon Animal Curse Enemy Battle Frenzy 
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KEYBOARD COMMANDS 

• CTRL-S 

• CTRL-R 

• CTRL-Q 

• CTRL-H 

• CTRL-Z 

• 1 through 7 

• 0 (zero) 

• Escape 

• F 1 through F7 

• • 
• I or FlO 

• 
• + 

• 
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Save Game . 

Restore Saved Game. 

Quit lo DOS (Nole: The game is NOT saved when you select this option) . 

Toggle Help Mode ON/OFF . 
(Help highlights key words in conversations.) 

Toggle Music & Sound ON/OFF . 

Activates Solo mode for corresponding party member. In Solo mode, one party 
~em_her can move around and perform actions while the rest of the party wails 
mact1vely. You cannot talk lo people or enter caverns while in Solo mode. 

Returns lo Party Mode . 

Aborts most game functions . 

Activates Inventory Display for corresponding party member . 

Toggle between Portrait and Inventory screens in Status Display. 

Display Party Rosier. 

Change Combat Mode . 

Move lo next character's Status Display. 

Move lo previous character's Status Display . 

Valley of the Lizards 
Chapter One: Strange Departures 

by "The Avatar" 
The roar-a shrill bellow like metal dying in the 

f crushing machinery-broke the stillness of the 
'. 

0 
startling birds into flight , waking me from sleep. 

-~~i the forest was strange. Huge. thick trees like 
ted palms blotted out the sunlight: giant fems 

5 
rily devoured what little light made it to the forest 

,g . 'th h >r. The fleeing birds were misshapen. w1 s ort, 
,by wings, long-plumed tails, beaks filled with teeth, 

cold. reptilian eyes. 
And I didn ' t know why I was here. I had no memory 

:oming to this place, of ever having seen it before. 
Quickly, I rose and took stock of the situation, of 

self. 
I was dressed for the occasion: I wore durable 

ng pants, a rugged safari-style shirt, and high boots 
ich could withstand a lot of abuse in the field. On 
belt was a sheathed Bowie knife, an old and trusted 
nd. And I was-I was-
That brought me up short. l dido 't know who I was. 

• name and my reason for being here were unerly 
1e. There was a hard pocket of vacuum where my 
mory should be . 
That distant scream sounded again , startling me out 

ny reverie. I began moving in that direction. 
naps, where things were happening. I'd find some 
1 to the memories which were locked away from me. 
Was this a dream? I pinched myself, and wished I 

hl't; it smarted. I concentrated on my surroundings. 
I the level of detail I perceived didn ' t suggest a 
am. I saw hundreds of light-slivers penetrating the 
en canopy above, I felt the oppressive. humid weight 
lhe air, I smelled the myriad odors of a living jungle. 
his was a dream, it was dangerously real. 
Ahead, the jungle opened into a clearing. Branches 

I fronds above lengthened Lo block out the sun, 
:ept for one dazzling shaft of golden sun light which 
•ck down at the center of the glade. I moved 
ward, Laking advantage of available cover, trying to 
>t whatever thing had made that terrible cry. 
As I reached the edge of the glade, I sponed 

•vement: A silhouette, a lithe form moving gracefully 
ough the clearing, carrying a spear at the ready. The 
lire brushed past the shaft of light and was 
1111inated. 

It was a young woman. 
She was part of this place. no outsider like myself . 

Her abbreviated garments were cul from leopard­
spolted furs. The head on her spear was stone. The 
coppery tone of her skin suggested the aboriginal tribes 
of the Americas. And her fealures-

She didn ' t have the pouty, perfect features 
preferred by modeling agencies. but oh, she was 
beautiful. Her brown eyes were alert, and there was 
intelligence and concentration in them. Her lips. 
slightly parted. carried no expression. but looked as 
though they were made to curl into a heart-rending. 
happy smile. Her dark hair was a wild, tumbling 
mass-a look natural and effortless for her. and which a 
thousand hair stylists could never duplicate. She had 
the balanced and confident step of an athlete. She was a 
jungle cal reincarnated as a woman. 

J must have made some noise, for the woman 
turned, on guard, the shaft of light spilling across her. 
She turned her face in my direction. It was unlikely she 
could see me, but her eyes seems Lo fix on me. Like one 
arrested by the gaze of a panther, J froze. 

Then that metallic scream sounded again-from just 
the other side of the glade. The woman whipped around 
Lo face il, and both she and I saw the source of the 
scream. 

It lumbered out of the gloom, a si lhouene as tall as 
a two-story house: giant reptile moving on two massive 
legs. It was all in darkness, except for its Leeth. a double 
row of serrated fangs picked out by a stray shaft of 
light. 

It charged the woman, moving like a hungry 
express train. Not thinking, I did the same, 
hoping-what? To catch her up and outrun that eating 
machine on legs? To drag the reptile down and butcher 
it with my pitiful knife? I didn't know. I dido 't think. I 
moved. 

But in an instant, the light faded. except where J 
stood. Gone were the noise and humidity .. . all vanished 
as though someone killed the lights and struck the set in 
one second. I slopped. alert. trying to slow my breathing 
in spite of the adrenaline that had just jolted through me. 

"The place is real." 

Please see the Savage Empire on-line 
documentation for the continuation of "Valley of the 
Lizards-Chapter One" and other stories. 
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Sevett Cities of Golb TM 

Tabl~ of Cottt~ttts 

Jttstallh15 the Game ....................................................... 1 

Starfitt5 A Game ............................................................. 3 

Selectitt5 Optiotts ..............................•............................. 3 

Gcttitt5 Starteb: The ~itt Mettu ................................ 4 
Object of the Game ......................................................... 4 

Game levels .................................................................... ; 
Problems With The Game ............................................. ; 

lttstallitt5 Sevett Cities of Golb 
You will need at least 3.5MB of free hard disk space for this game. 

1. Insert the CD in your CD-ROM drive, type D: (or your CD-ROM letter) and press 
Enter. 

2. Change directory to ?CITIES. Type CD\7CITIES and press Enter. 
3. Type INSTALL and press Enter. 
4. Once the install program loads, the installation screen will appear. 

There are a number of options listed at the bottom of the installation screen that are 
available prior to installation. Press the appropriate FUNCTION key to use on option: 

F 1 Help: This gives you EA' s customer support phone number . 
F2 Visit DOS: Go to a DOS shell. Type EXIT to return to the install program. 
Fl System Summary: This will give you a hardware summary of your computer. 
F9 Exit: Quit the installation program and return to DOS. 

If you do not want to use any of the FUNCTION key options, you can begin to install 
7COG onto your hard drive. The installation menu lists these three options: 
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Install Seven Cities of Gold - Commemorative Edition 
Configure Sound 
Exit 

To leave the installation program and return to the DOS screen, highlight "Exit" and 
press Enter. To begin installation, highlight "Install Seven Cities of Gold -
Commemorative Edition" and press Enter. You'll then be asked what subdirectory 
you'd like lo install the game lo, and you'll see a list of available hard drive 
partitions. Highlight the drive you want and press Enter. 

5. Next, en~er a name for the ?COG subdirectory. The default name is ?CITIES. If you 
accept this name, press Enter lo begin installing the game. If you want to rename the 
sub~ireclory, press backspace over the default name and type in a name of your 
choice. Remember lo use a valid 8-character DOS name for the subdirectory. 

6. Once the installation is complete, you can set up the game to run properly with your 
sound board. 

Highlight CONFIGURE SOUND and press Enter. If you have the SET BlASTER variable 
in your AUTOEXEC.BAT file, the installation will detect this and prompt you that ii has 
been found. You can then run a lest lo verify that the game will run properly with the 
current sound settings. If you hear the digitized sound effect when you run the fest 
then everything will be fine when you play Seven Cities. ' 

If the SET BlASTER variable isn't set in your AUTOEXEC.BAT file, you will have to 
manually select and configure the game for your sound card, using the following 
steps: 

• Highlight the sound board installed in your computer and press Enter. 

• Enter the Digital Audio Port that your sound card is set lo and press Enter. In most 
cases, this will be 220, the default selling. If you have changed this selling please 
highlight and select the correct port address and press Enter. ' 

• Enter the I RQ number that your sound card is set lo and press Enter. Please 
highlight and select IRQ 5 for Sound Blaster and press Enter. 

• Finally, you can lest the settings you have selected. Press Y to execute the sound 
lest. If you hear a digitized sound effect, then everything is set up correctly and the 
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game will run properly with your sound card. If there is a problem, a message will be 
displayed. You should then re-enter the port and I RQ settings and run the test again. 
Refer to the manual that came with your sound card for assistance. 

7. Once you have completed installation and sound configuration, the program will 
return lo the main menu. You can now quit the installation and start a game. See the 
Starting A Game section of this manual (immediately following) for information. 

StartittS A Game 

l. Type C: and press Enter. (This assumes that your hard drive letter is C. If ii isn't, type 
t~e appropriate letter and press Enter.) 

2. Type CD\7CITIES and press Enter. If you gave the subdirectory a name other than 
?CITIES, type the directory name after CD\ and press Enter. 

3. Type 7COG and then press Enter lo start playing Seven Cities of Gold. 

Selectitt5 Optiotts 
In most cases, you select Options as described below. Any exceptions lo this are noted. 
(NOTE: There is no mouse support in Seven Cities of Gold.) 

Witl1 A l<c'iboar~ 
The Ctrl key is the main action key in the game. 

Use.the up/down arrow keys, or 8 and 2 keys on the numeric key pad lo highlight 
Options. To select a highlighted option, press Ctrl. 

P~ess. Alt lo execute the last Exploration option you selected. For instance, if you recently 
h1ghhghted and selected See Map, press Alt to See Map again. 

Witl1 A Jo'istkk 
Press the joystick up/down lo highlight the Options. To select a highlighted Option, press 
joystick button l . 
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Press joystick button 2 to execute the last Exploration option you selected. For instance, if 
you recently highlighted and selected See Map, press joystick button 2 ta See Map again. 

G~ttitt5 Start~b: Th~ Maitt M~tt~ 
There are five options from which to choose at the beginning of the game. 

Start New Historical Game 
Begins the historical Seven Cities scenario. This scenario takes place in North & South 
America. 

Start New Rattbom Worlb Game 
Sets up and begins a random game. Your computer will generate land masses, populate 
them with Natives, and stock them with Resources. 

Restore Saveb Game 
Restarts a previously saved game. This option appears only if you have a saved game. 

Vse Jo\istick 
Switch from keyboard controls to joystick controls. After you select this option, press 
button l on your joystick to activate ii, or press Esc to cancel the option. 

Vse Kelfboarb 
Toggle keyboard controls on/off. This selection will appear only if you select Use 
Joystick. 

Quit to DDS 
Return to the DOS screen and quit playing Seven Cities of Gold. 

Object of tl1e Game 
The object of Seven Cities of Gold is to explore a New World, find and gather resources, 
trade with Native peoples, and establish Missions, Forts, and Settlements to spread the 
rule of the King & Queen you serve. 

Sevett Cities of Goh, 

Game levels 
There are three difficulty levels in Seven Cities of Gold: Novice, Journeyman, and Expert. 
The Level Selection requester will appear immediately after you select the kind of game 
you want, Historical or Random. Select the game level you want at this time. 
Game Level determines the amount of gold you have at the beginning of the game. 

Novice 2500 gold 
Journeyman 2000 gold 
Expert 1500 gold 

Probl~ms Witl1 Th~ Gam~ 
To free up additional memory refer to the Problems with the Game section at the end of 
this manual for information on creating a DOS boot disk. DOS 6.0 users can alternately 
set up a multi-boot configuration. Refer to your DOS manual for information. 

When creating a DOS boot disk or a multi-boot setup, make sure the following lines 
oppear in your CONFIG.SYS file: 

DEVICE=C:\DOS\HIMEM.SYS 
DEVICE=C:\DOS\EMM386.EXE l 024RAM 
DOS=UMB 
DOS=HIGH 
FILES=40 
BUFFERS=40 
DEVICEHIGH=C:\SB 16\DR'A<CD-ROM Driver> 
(DOS 6.0 Doublespace users should include the next line) 
DEVICEHIGH=C:\DOS\DBLSPACE.SYS /MOVE 
SHELL=C:\DOS\COMMAND.COM C:\DOS /P 

Don't forget to include the SET SOUND= and SET BLASTER= lines in your AUTOEXEC.BAT 
file so you will hear sound while playing Seven Cities of Gold. Also include Prompt SPSG 
and the line that begins "Path=C:\ .. ". 

Seven Cities of Gold is a trodtmorlc al Eledroni< Al1I. Sahware © 1993 Ozorlc Saltscape ond Eledronk Am. All Rights Reserved. 
© 1993 Eledronk Am. All Righ~ Reserved. 
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you are running a disk cache such as Smartdrive, you will need to disable it 

ior to installing Shadowcaster to insure a clean installation. This only affects 

e installation, Smarrdrive will work normally during gameplay. 

Insert CD-ROM into CD-ROM drive. 

Type the letter of your CD-ROM, a colon, then press !Enter). 

Type CD\SHADOW !Enter) then type INSTALL I Enter I. 
The Main Menu appears: 

INSTALL SHADOWCASTER 
CONFIGURE SOUND 
EXIT 

To select a menu item, use[!) and (I) to highlight the option you want. 
Select Install Shadowcaster. 

The highlighted option appears as blue text in a gray box. 

Press [Enter] to select a highlighted option . 

jo~righr 1993, ORIGIN Systems, Inc. Shadowcasrcr is a trademark of ORJGJN Systems, Inc. Origin 
d c ckrcacc worlds arc registered trademarks of ORIGIN Systems, Inc. Electronic Ans is a registered 

emar of Electronic Arcs. 
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5. 

6. 

7. 

8. 

Orher options on rhe screen: 

[ill HELP 
(ED VISIT DOS (for small tasks) 
(£IJ SYSTEM SUMMARY 
(ill TO QUIT 

You musr install Shadowcaster on a hard drive. The insrallarion program derecrs w 
drives have enough free space and lists chem. Use(!] and GJ or type the letter of th 
drive on which you want co install Shadowcasrer. 

Note: DoubleSpace drives will prompt a warning message. Select Y and continue. 
Shadowcaster has been fully tested with the DoubleSpace disk compression utility that D. 
shipped with MS-DOS version 6.0. We cannot guarantee the compatibility of our garn, 
with other disk compression utilities. 

Press I Enter J ro select rhe default directory, or choose another by typing the 

L I PERFORM A MUSIC TEST USING PORT XXX AND lRQX? 
sHAL 

1v1 hear the music rest, press@ ro return ro the Main Menu, or press 
Press L!.J ro fVI ·11 h b · f ~ · rhe insrallarion program. If you press L0· you w1 ear a ne 
~roeXlt 

f: You are then returned ro the Main Screen. 
fan are. . 

J t hear either the music or sound effect, consult Troubleshooting and/or Jfyou ao no 
General MIDI. . . 
When insrallarion is complete, select EXIT ro return ro DOS. You will be m the 
directory in which you installed the game. To play, rype SHADOW. 

f have never played Shadowcaster before, consult the TUTORIAL 
I you . 1 . ryth" 
WALKTHROUGH in the on-line documentanon that exp ams eve mg 

d [o know roger starred. If you encounter any difficulties, consult rhe you nee . 
Troubleshooting section. If problems persist, call ORIGIN Product Support. 

directory name and pressing !Enter). The default directory will be SHADOW, , G YOUR CONFIGURATION 
unless rhere is already a SHADOW directory on your chosen hard drive. In wHANGIN d ( h f d d co another) you will 
case, the default will be CASTER. : you ever add a sound car or c ange rom one soun car 

eed ro reconfigure your sound system. 
Once the program begins installing files on your hard disk, you may aborr d . d d" h · railed rhe game and rype 
insrallarion b ressin an ke . imply return ro the nve an ireccory w e~e you ms . . 

y p g y y STALL. This allows you co change the select10ns you made when you ongmally 
When you return co rhe Main Menu after installation, the CONF.!GURE SOU!l:sralled Shadowcaster. Select CONFIGURE SOUND from rhe menu and follow Seep 8 
option is highlighted. Press I Enter J co configure sound. Your options: I all . 

·om nst auon. 
SOUND BLASTER PLUS GENERAL MIDI DEVICE (Sound Blaster plays your soum 

effects and General MIDI plays the music.) )PTIMIZING YOUR SYSTEM 
SOUND BLASTER ONLY (Sound Blaster plays borh your sound effects and • . · blems running Shadowcasteror do nor have the appro-. : you are expenencmg pro . 
music.) riare amount of memory, it might help to create a separate boot disk or decrease 
GENERAL MIDI DEVICE ONLY (General MIDI plays music, and you will have 1e number of memory-resident programs (TSRs) you have loaded. 
sound effects.) fill l l "th 

(Y ·11 h ·th d cc · ) )o not delete your AUTOEXEC.BAT or CONFIG.SYS es compete y-w1 -NONE ou w1 ave ne1 er soun euects nor music. 

1 1 h ut them, your computer will not function. Once rhe digitized sound configuration information is avai ab e, r is next 
screen appears. 

:REATING A BOOT DISK 
SHALL I PERFORM A SOUND EFFE~S TEST USING PORT XXX ·0 create a separate boot disk, insert a blank high densiry disk in your A: drive. 
AND IRQ X, AND DMA CHANNEL X. r th DOS om e prompt, rype: 

Press lYJ co hear the sound effects test, press@ co skip it, or press@fillKl to FORMAT A:/s !Enter) 

exit the installation program. If you press (YJ, you will hear a "shimmery" >nee you have completed the instructions below (in this section) and ar_e r~ady co 

sound effect. se your new boot disk, rum your computer off, insert your new boot disk m your 
If you chose either option involving General MIDI, you will be presented\\,: drive and turn your computer back on. The boot disk should run and automari-
screens asking you for the correct port and IRQ for your General MIDI ally take you into Shadowcaster. 
device. Then rhe following box appears. 
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Modifying CONFIG.SYS . AUTOEXEC.BAT file does not vary with different memory drivers.) 

To modify the CONFIG.SYS on your boot disk, when the format is complete ,_he l ,, environment may vary if you change the configuration of the Sound 
h "' t Baster t e DOS prompt returns, type: e d card. 

asrer soun 
EDIT A:\CONFIG.SYS I Enter I s16" is the default directory name in which the Sound Blaster software was 

The boot disk's CONFIG.SYS should resemble the following: iralled. 
DEVICE=C:\DOS\HIMEM.SYS SCDEX.EXE CD-ROM driver is located in a directory char was created when your 
DOS=HIGH ~-~OM hardware was installed. MS-DOS 6.0 user: the MSCDEX.EXE driver is also locat-
FILES=30 in the C:\DOS directory. 
BUFFERS=30 
SHELL=C:\Dos\COMMAND.COM c:\DOS /p >U may also add SMARTDRV.EXE to the above configurations to improve sys-
DEVICE=C:\SB 16\DRV\<CD-ROM DEVICE DRIVER> rn performance, to theAUTOEXEC.BAT add: 
(Users with DBLSPACE should include the next line) ( "c:\DOS\SMARTDRV.EXE 2048" or 
DEVICE=C:\DOS\DBLSPACE.SYS /MOVE "~H c:\DOS\SMARTDRV.EXE 2048" 
(Users with DRVSPACE [DOS 6.22 only] should include the next line) cit and save the AUTOEXEC.BAT by typing: 
DEVICE=C:\DOS\DRVSPACE.SYS /MOVE ~ 

<CD-ROM DRIVERS) depend on your individual CD-ROM drive. Consult your C 
ROM installation guide for more information. 

0 
(YJ 

EMS memory is not necessary to play Shadowcaster! :boot your computer with the boot disk in your floppy drive, then play the game! 

Bus Mastering Hard Drive Controller users may need to load SMARTDRV.EX}'isk Cache Set-Up 
double buffering driver in che CONFIG.SYS if they encounter graphic distonio~fore installing Shadowcaster, it is recommended char you DO NOT install. the 
Example: "Device=C:\DOS\SMARTDRV.EXE DOUBLE_BUFFER" une with SMARTDRV.EXE active - put it in afterwards. To disable your disk 

Exiting CONFIG.SYS and Modifying A UTOEXEC.BAT 

After ryping these lines, you should exit and save your file: 

@!ill 

0 
(YJ 

Next you need an AUTOEXEC.BAT file on your boot disk: 
EDIT A:\AUTOEXEC.BAT !Enter) 

Type at the new screen: 

.che rype REM ISpacebarJ before the e:\DOS\SMARTDRV.EXE line in your 
UTOEXEC.BAT file. This will cause the computer to skip that line when it reads 
<C AUTOEXEC.BAT. To enable your disk cache after installation, delete the 
ldicion. 

sers with only 4 megabytes of RAM should not specify more than 256K on the 
V1ARTDRV.EXE driver line in the AUTOEXEC.BAT. 

sers that have more than 16 megabytes of RAM may have install problems due to 
MA functions only being able to access up to 16 megabytes. If you have a prob­
m, try using a large SMARTDRV.EXE cache and/or RAMDRIVE.SYS ram drive 
• crick the game into thinking that you have less memory. 

fouse Set- Up 
PATH=C:\DOS, C:\ 
@ECHO OFF 
PROMPT $P$G 
LH C:\SB16\DRV\<MSCDEX.EXE DRIVER> 
(Insert your mouse device driver here) 
SET BLASTER=A220 15 Dl H5 P330 T6 (defaulc settings) 
SET SOUND=C:\SB16 (defaulc) 

e sure that you are using a 100% Microsoft-compatible mouse driver-a Microsoft 
!~sion 7.0 or higher mouse driver is preferable. If you are using a boor disk, this 
·1ver muse be loaded within your boor disk configuration. Since the command 

C: 

4 S HADOWCASTE R 

1e may differ from mouse to mouse, consult your hard drive's AUTOEXEC.BAT 
·your mouse user's guide. 
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One example: 
C:\MOUSE\MOUSE.COM 

Be sure to include your specific mouse driver line in the AUTOEXEC.BAT file 
your boot disk. When you want to play Shadowcaster, insert this boot disk in th 
A: drive and start or restart your computer. 

Expanded Memory 

Expanded memory is not crucial to play Shadowcaster-once running there is n 
difference between base RAM, EMS and XMS. But an upper memory manager\' 
such as Quarterdeck's QEMM386.SYS and Microsoft's HIMEM.SYS is require; 
These memory managers are installed by adding the device line to the 
CONFIG.SYS file on your computer. 

Do not change EMS or XMS configuration once you've started playing 
Shadowcaster. There is a possibility that mid-game reconfiguration may preve 
you from continuing the game. 

STARTING SHADOWCASTER 
1. From the hard disk prompt, (example C:), type CD\SHADOW or the name t 

the subdirectory where Shadowcaster is installed. Press I Enter J. 

2. Type SHADOW I Enter). 

TROUBLESHOOTING 
Q: My mouse is not working with Shadowcaster. My mouse works with all ofn 

other software applications; why not with Shadowcaster? : 

A: If your mouse is not working with Shadowcaster, you should make sure you 
mouse has been loaded in DOS (in your AUTOEXEC.BAT file) or onto th: 
boot disk you are using co play the game. Windows and many other "multi­
tasking" environments load their own built-in mouse driver. These moused 
vers will not operate outside of their shell environment. Loading a mouse dr 
ver into the DOS environment can be as simple as ryping MOUSE !Enter) ac ci: 
command prompts. For example: · 

6 

C:\>MOUSE !Enter) 

This command can differ from mouse driver to mouse driver . Please consu' 
your mouse user's guide and Mouse Set-Up for further details. 

SHADOWCASTER 

M game rims slowly and occasionally locks up. 

'Y may be loading other software that is not compatible with 
As you . 
Shadowcaster. First, cry running your game from a system boot disk. Refer co 
O cinilzing Your System to create a boot disk. Shadowcaster is only compaci-

l
p ·th Microsoft DOS 5.0 or higher. Also, it is not compatible with 286 

b eWI 
pCs. You must use a 386-33, 486 or faster PC. 

Why does my game crash when I try to play Shadowcaster while I am logged 

into our LAN (local area network)? 

LAN software often cries to cake over the same system resources that 
Shadowcaster uses. Often the two can coexist, but occasionally they can't. If 
ou have strange problems with Shadowcasterwhile your LAN drivers are 

ioaded, try booting from a clean boot disk that does not load your LAN dri­

vers. Please refer co Optimizing Your System. 

Why does the game crash when I try to play Shadowcaster through Microsoft 
Windows (Windows NT, IBM OS/2, Desqview, etc.)? 

"Multi-caking environments"- Windows, Desqview, IBM OS/2, and so 
forth-often conflict in their use of memory and ocher system resources with 
Shadowcaster. We do not recommend playing Shadowcaster under these cir­
cumstance. Even if you do run the game under a mulci-tasker, do not swap co 
another application while playing. In general, we recommend that you exit 
Windows (or similar applications) and play from the DOS prompt. 

During installation, an error message reported that I have a "DOS 
Error- CRC Data Error reading drive x:" 

This error message indicates that you have a bad or corrupted CD. Review the 
warranty information listed in the back of the manual and call Creative Labs 

Customer Service. 

I have a 100% compatible sound card, but I'm not getting any speech or 

sound. Why not? 

Your sound card may have co be put into "SB" (Sound Blaster) emulation 
through its software or a switch setting on the card. Consult your sound card 

manual or its manufacturer. 
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A: Ic's also possible chat you specified incorrect values during sound configur;-. A A.A E REFERENCE 
cion. Please recheck your sound card documencacion for the proper values ,;;J..f'\JY ._ . 
try reconfiguring sound. G RUNNING, SWIMMING. Press and hold left ~ouse button while 

'J\L~l':l y· Window. The farther from the center of che window your cursor 
A: Your General MIDI soundcard may not support the MPU-401 instructi%rsor ts m iew ve The shape of che arrow determines direction. 

See General MIDI below. che faster you mo · 
G p 5 the right mouse button while jump icon is selected and the cur-

, JMPIN ·v·res w· dow Your speed determines how far you jump. 
Q: Shadowcaster still doesn t work after I made a boot disk and/or modified >r is in the iew rn · 

CONFIG.SYS andAUTOEXEC.BATfiles. OMBAT. Left-click on a hand, foot or ocher attack icon to activate it, then 

A: Copy ~ow~ the error code and information the computer dis~ l ayed pie-click on your target. 
when. n exited to DOS. Then see ORIGIN Product Support in the ROPPING OBJECTS. Ri ht-click on obJ"ecr ro 
of chis manual. (CKING UP AND D . . d gd b. 

· Right-dick near bottom of View Wm ow to rop o JeCt. ck 1c up. 

GENERAL MIDI SING THINGS. Activate icon or hand-with-object by left-clicking, then right-
ick cursor over target. 

Shadowcaster has joined che next generation of sound qualiry wich ics support of 
General MIDI standard as defined by the MPU-401 instruction set. At the timecPENING AND CLOSING. Right-click on object. 

publishing, only a few cards support MPU-401. These cards include the Roland w· d N · · 1 1 d 
SCC-1, Roland RAP-10, and the Creative Labs Sound Blaster 16 with the attachURSORS. White Arrow inside View rn ow. 0 opnon is current Y se ecce · 

Wave Blaster daughterboard. Ocher manufacturers have already or are planning t • Black and Red Crosses. Hand/appendage is selected. 

• Orange and Black Circles. Abiliry is selected. release sound cards chat utilize the MPU-401 instruction sec. However, sound ca1 
chat use a memory-resident program (TSR) to emulate MPU-401 may not work 
chis software. • Glowing Blue Cross. Abiliry is selected. 

Note: some General MIDI sound cards offer digitized speech or sound effect cap 
ities. However, in the case of sound cards like the Roland RAP-I 0, customers will 
need to use a second sound card such as a Sound Blaster, Sound Blaster Pro or W 
compatible sound card foe digitized speech and effects. Review your sound card d 
mencacion or contact the manufacturer if you have any questions. 
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MAIN GAME SCREEN 

Altitude Bar 

AND HIS METAFORMS 
RT b Id face type do not use Power. 
ties 1n ° 

Kick 
Jump Attack Morph 

(Click al lop la surface 
while swimming( View Window Portrait Panel 

Power Bar 
Life Bar Faster, can stand more punishment and can deal out much more 

Altitude Gem 
!Click above gem 

lo go higher; 
click below gem la 

go lowerl 
!Click al ballam 

la dive while 
swimming! 

(Holds weapons, 
readies "hand" 

for aclionl 

Selection Bar 

Text Bar 

SHADOWCASTER 

Inventory 
Boxes 

Inventory 

Cat damage than a Jump Sight 

human. Drowns 

quickly. 

Ineffective fighter, 
but heals approx­
imately 10 times 
as quickly as a 
human. 

Jump S'!f'e~f 1 Light Shield 

Sneak Distant Insect 
Grab Swarm 

Ineffective fighter, 

powerful 
Fireballs it:f %1 S/:fa'% ~~r7gj 

spell caster. 

Slow Death 
Time Blast 

Surprisingly tough, can breathe underwater. Good in hand-ro-flipper 
Sonic combat. Shock Attack 

Can both take and inflict enormous damage. Has a powerful tail attack. 
Tail 

Attack Fire 

Overview Button:-=--------------------------.....------
IDisplays items ~II forms are<~OST Can punch through some stone walls. Almost impervious to physical 

~~ ks ~ 
attac . Can quake Paralysis 

survive extremely 
hot environments. 
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KEYBOARD CONTROLS 
Use of the mouse may be supplemented by the following keyboard 
commands 

Mouse 

Left Click 

Right Click 

Game System 

~ 
ISpacebar) 

Toggle between Normal mode 

and Mega mode [Tab) 

Options [ill 
Sound (EI] 
Music (ill 
Movement 

Fly/Swim Down G 
Fly/Swim Up @ 
Move Ahead ff) 
Turn Left 8 
Turn Right 8 
Back Up [±) 

(Keypad) 
Move Ahead rn 
Move Ahead Left 0 
Move Ahead Right (ID 
Turn Left @] 
Turn Right ® 
Sidestep Left OJ 
Sidestep Right @] 
Back Up (I] 

SHADOWCASTER 

Selection 

Up 

Left 

Right 

Down 

Open/Close 

Pick Up/Put Down 

Auto map 

Left "Hand" 

Right "Hand" 

First Ability 

Second Ability 

Space Hulk™ 
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Problems With The Game? .... . ..... ... ......... 7 

loading Instructions 
Before playing Space Hulk™ you need to install the program on your com­
puter's hard drive. The hard drive must have 8 .5 megabytes of free 
space. 

1. Boot the computer with DOS (any version above 3 .3) . 

2. Insert CD-ROM into your CD-ROM drive. 

3. Type the appropriate drive letter and press <ENTER> . 

4 . Type CD\HULK and press <ENTER> . 

5 . Type Install D: C: and press <ENTER> . Substitute the appropriate 
drive letters for your CD-ROM and hard drive. 

Space Hulk 



Starting the Game 
To play Space Hulk, your computer needs at least 580k of free base 
memory and a minimum of 260K of EMS. Configuring more EMS gives 
you more sound effects and makes the game run faster. For more inforrno 
lion on configuring Expanded Memory, see the Boot Disk instructions in 
Problems With The Game section in this reference. 

1. Type C: and press <ENTER> . (If Space Hulk was not installed on the 
C drive, enter the correct letter.) 

2 . Type CD\HULK and press <ENTER> . 

3 . Type HULK and press <ENTER> . 

4 . The introduction sequence begins. To skip the intro press the left 
mouse button . 

Essential Information 
This computer adaptation of Space Hulk contains a number of very 

different features which you have not seen in other games. The following 

section details everything you need to know about the characters you 

control and the processes that act upon them . 

Space Hulks 
The Hulks of today are the space craft of yesterday. Scarred by the cold 
and debris of deep space they resemble giant monoliths of twisted metal, 
rock and ice, blended together by an eternity of warp travel. 
It is these drifting relics which aid the Genestealers in their striving for de­
struction . The Space Hulks hold colonies of Genestealers, waiting until the 
gravity of a nearby planet draws the craft in. The discovery of a Space 
Hulk signifies the beginning of the destruction of any rival life forms. 

For more information, see the Mission Descriptions section in the Space 
Hulk on-line documentation. 

Terminators 
First there were the Space Marines. Superbly powerful, bio-engineered 

,A:arriors whose vigilance defended the lmperium from any menace that 

y SpaceHulk 

h to disrupt the peace. When the Genestealers were first discovered, 
c ose . h h the Space Marines met their mate and many a squad were overw elmed 
and destroyed as they searched through the cavernous depths of the Space 

Hulks. 
The elite Terminators were called upon to purge the foe from the face of the 
hnperium. Their immense armored suits gave them defense against the 
claws and teeth of the Genestealers. The Storm Boilers'" at their side robbed 
the enemy of life and their Lightning Claws'" were a match for the close 
combat effectiveness of the Genestealers failing limbs. 

For a detailed description of the Terminators, see the Mission Descriptions 
section in the on-line documentation . 

Genestealers 
The Genestealers. Even the thought of them invoked a fear of the unknown, 
a fear of the process which had earned them the name. 
Their claws could rip through steel with ease, and their tough hides were 
capable of deflecting the hardest projectiles. It seems they were controlled 
by some hideous higher power, coordinating their attacks through some 
psychic link to strike again and again at the weakest points in any at­
tacker's defenses. In combat they were unbeatable-until now. 

For a detailed description of the Genestealers, see the Mission Descriptions 
section in the on-line documentation. 

Your Role in the Game 
In this computer adaptation of Space Hulk, you assume the role of an Impe­
rial Captain of the Dark Angel Chapter of Space Marines. From the circling 
Space Marine warship, you view and control the movements of the Termi­
nator squad. Cocooned in the control room you view the action through 
cameras mounted on the armor of each Terminator. Watch the View 
Screens as your men face threats in Real Time. Evaluate the situation and 
use the Planning Screen and the Freeze Time option to plan and transmit 
the orders to your squad. If any of the Terminators come under pressure, 
you are able to give them direct instructions in Real Time. This enables you 
to, in effect, take control and manipulate his moving and shooting actions 
as if you were the Terminator. 

SpaceHulk + 



For more details, see the Planning Screen, Terminator View Screens & 
Giving Orders in the Space Hulk on-line documentation . 

Overwatch 
Controlling an elite squad of five battle-hardened Terminators would be 
even harder if it wasn 't for the Overwatch mode. 

Overwatch translates as "being aware of the surroundings!' 
Imagine a Terminator moving through a corridor while in Overwatch . He 
is aware of anything in his path . If the Terminator senses that a threat is 

nearby, he stops, waits for the menace to show itself and fires until the 

Genestealer has been destroyed, then continues to his destination . lmag. 
ine the same Terminator moving without Overwatch . A Genestealer 

shows itself for an instant, but possibly due to the poor light, appears to 
dissolve into the shadows. The Terminator does not react, continues on his 

route and stands a greater chance of being killed . 

Overwatch is the default mode for moving . This means that every order 

you construct is in Overwatch unless you choose otherwise. Terminators in 
Overwatch mode only react to threat within their line of sight. 

For further information, see Giving Orders, Planning Screen & Terminator 
View Screens in the on-line documentation . 

Freeze Time 

In Space Hulk, you can move between Real Time and Freeze Time with 

the press of a button . Freeze Time gives you the chance to pull everything 

together and take a breath. Switch to Freeze Time and then go to the 

Planning screen to take a look around the map, identify potential problem 

areas and respond by giving orders. Freeze Time is not a pause. At the 

start of every mission you are given a limited amount. As soon as Freeze 

Time is activated, the amount begins to decrease. When you switch back 

to Real time, your Freeze Time amount increases. The amount you have is 

displayed on the Freeze Time Allocation bar. 

For more information, see Giving Orders, Planning Screen & Terminator 
A:iew Screens in the on-line documentation . 

y SpaceHulk 

Quick Start 
Q · k Start guides you through the first basic tutorial. It enables you to 

Th: u~ ic understanding of how to make a Terminator move and fire . To 
ga~n a fu~:her understanding of the game you need to read Giving Orders 
gain a 
and Game Tactics . 

L d Space Hulk by following the instructions at the beginning of this 
l . :~nual. When the Mission Selection screen appears, left-click on Mis-

sion Training . 

N te: At any time during the mission selection and preparation process a 
pr:vious screen can be accessed by right-clicking. 

2. Now left-click on Start Basic Tutorial. This takes you into the briefing 

phase. 

3. The Imperial Commander welcomes you and explains the basic 
mission plan. Left-click after every sentence and then move to the de­
tailed mission briefing. Using the map of the Hulk that appears on the left 
of the screen, the Commander goes through the initial points of deploy­
ment, objectives and pick-up areas for the victorious squad . Left-click to 
end the briefing . You are now transported to the Space Hulk. 

4 . Only one of the View Screens is active. The display gives you a view 
from Terminator number 1 (note the number in the top left of the display) . 
The letters next to the Terminator number tell you what weapons he is 
carrying . The Terminator in this mission carries a Storm Bolter (SB) and a 
Power Glove'" (PG) . 
For a list of the abbreviations see Weapon Descriptions. 
Left-click on the Freeze Time On/Off button to bring the game out of 
Freeze Time and into Real Time. When the game is in Real time, every­
thing happens at its normal speed . 
Example: A Genestealer that becomes "frozen" by the use of Freeze 
Time can start to thunder down the corridor towards you during Real 
Time. 
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5 . Control the Terminator by using the mouse or cursor keys. As you 
move the mouse pointer to the edges of the View Screen, it changes into 
a directional arrow indicating the possible command - to move in that di­
rection left-click. Using the mouse control, move the Terminator down the 
corridor to the door. As you move, watch the Scanner. The green blip is 
the Primary Terminator. As you move, the Scanner follows your progress 
through the Hulk. 

6 . Press the UP cursor once to open the door. Practice turns and walking 
backwards to get the feel of the controls. Notice the scanner in the left 
of the screen moves as you do. 

7 . Move the mouse pointer into the center of the View Screen . The arrow 
changes to a cross-hair. Left-click and watch a bolt from your Storm 
Bolter shoot off down the corridor and explode against the wall. 
Move your Terminator back to the original starting position. Left­
click the Freeze Time button . 

8 . Right-click on the scanner to go to the Planning Screen . Left-click 
on the Move icon and left-click again at the end of the corridor 
you' re in . The program decides the quickest route, red arrows show 
the movement you have constructed . 

Left-click at the end of the corridor near the two doors. The Planning 
Screen should now show a route from the starting point down to the 
fur-thest door. 

Finally left-click in the grey square at the bottom right of the map. 
This is the pick-up square that the Imperial Commander mentioned in 
the detailed briefing . 

9 Right-click on the Overhead Map to return to the Viewer Screen . 

Left-click the Freeze Time button to exit into Real Time play, and 
watch the Terminator follow the route you have set out. 

10. When he enters the rescue square, the tutorial ends and you receive 
the Mission Debriefing . 

Here endeth the lesson . + SpaceHulk 

Keyboard Commands 

f1-F10 

F 
Cursor Keys 

p 

SHIFT (hold down) 

T 
SHIFT-Q (only in 
pre-mission screens) 

SPACE BAR 

Select Terminator 

Switch between Freeze Time & Real time 

Scroll view or control Primary Terminator 

Pause 

Link/Duplicates orders. Select Terminators 
while holding SHIFT key 

Quit Mission 

Quit to DOS 

Swap squads (two squad mission only) 

Problems With The Game? 
If you are having a problem installing or playing the game, we want to 
help. First, please make sure you have read the installation and start-up 

section of the manual thoroughly, and make sure you have at least 8 .5 
megabytes free on your hard drive. If you have followed the directions in 

the documentation and are still having trouble installing or operating the 

software, refer to the Problems With The Game section at the end of 

this manual. Before attempting any of the suggestions, please make sure 
you are familiar with the DOS commands being used . Consult your DOS 

manual for more information . 
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DOS Boot Disk 
If you are having trouble installing, experiencing unusual lockups, or 
other problems that do not appear normal, we suggest you try starting up 
your system with a DOS Boot disk. Here are the steps for creating a DOS 
Boot disk. Please follow these steps exactly. 

1 . To create a DOS disk you will need a blank disk the same size as 
your A: drive. 

2. Type C: and press Enter. 

3. Place the blank disk into drive A: 

4. Type FORMAT A:/S and press Enter. Note: If you are formatting low 
density disks on a high density drive, use the Following commands: 

5 .25 inch low density disk: FORMAT A: /s /n :9 /t:40 

3.5 inch low density disk: FORMAT A: /s /n:9 /t:80 

You will be prompted to insert a blank disk into drive A. Do so if you 
haven't. Press the Enter key when you are ready. 

5 . Once the disk is finished formatting you will be asked whether you 
wish to format another disk. Answer N and press Enter. 

6 . You now have a DOS boot disk. 

Freeing Up Additional Memory Using the DOS Boot Disk 
Users WITHOUT a memory manager: It is not possible to free up much 
more base memory without using a memory manager, which allows one 
to access Expanded Memory (EMS) or Extended Memory (XMS). Most 
memory ambitious games require Expanded Memory (EMS) while Win­
dows usually uses Extended Memory (XMS). 

Users with MS DOS 5: Rather than change your permanent system soft­
ware configuration, you can use the Boot Disk and the EMM386 memory 
manager software included with MS DOS 5 .0 to temporarily free up 
available memory. + SpaceHulk 

ead This Section Completely Before You Begin 
~ configure the Boot Disk to free up OVER 61 OK of available base mem-

and to set up Expanded Memory (EMS) : 
ory 

Back up your CONFIG.SYS and AUTOEXEC.BAT files before 
l . editing them so that you can return to the originals if you 

have any problems. To back up the files type 
"COPY C:\CONFIG.SYS C:\CONFIG.BAK" and press Enter, then type 
"COPY C:\AUTOEXEC.BAT C:\AUTOEXEC.BAK" and press Enter. 

2. Copy the CONFIG.SYS and AUTOEXEC.BAT files from the root 
directory (C:\) on your hard drive to the root directory (A:\) on the 

Boot Disk that you have just created . 

Example: At the C: prompt, type "COPY C:\CONFIG.SYS A:\" and 
then press Enter. To copy the AUTOEXEC.BAT file, type 
"COPY C:\AUTOEXEC.BAT A:\" and press Enter. 

3. Open the copy of the AUTOEXEC.BAT file using the EDIT program 
from MS DOS 5.0: 

i. Type "CD\DOS" and press Enter. 

ii . Type "EDIT A :\AUTOEXEC.BAT" and press Enter. 

4. From the Boot Disk copy of the AUTOEXEC.BAT file, delete all lines 

except the following: 
@ECHO OFF 
PROMPT $P$G 
PATH=C:\DOS 
LH C:\SB 16\DRV\<MSCDEX.EXE driver> 
LH <PATH>\MOUSE.COM (or insert other mouse device driver here) 
SET BLASTER=A220 Dl 15 H5 P330 T6 (default settings) 

SET SOUND=C:\SB 16 (default directory) 

<PATH> is the directory in which your mouse driver is located, 
usually C:, C:\MOUSE, C:\DOS, or C:\WINDOWS. 

Example: C:\DOS\MOUSE.COM 
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NOTE: Your mouse line may be different if you are NOT using the 
MOUSE.COM mouse driver. Do not change this line if it looks different. 

Drivers that have a .SYS extension will be loaded through the 

CONFIG.SYS file and you should leave that line there when you are 

editing that file. If you have other questions about loading your particular 
mouse driver, consult your mouse or DOS manuals. 

SET SOUND may vary if you did not use the default name of SB 16. 

SET BLASTER may vary if you changed your sound card's 
configuration . 

5. Save the edited AUTOEXEC.BAT file and open the Boot Disk copy of 
the CONFIG.SYS file from within EDIT. 

To save, press Alt-F to bring down the File menu and press the "S" 
key. 

To open, press Alt-F, press the "O" key and then type 
"A:\CONFIG.SYS" and press Enter. 

6 . While still in EDIT, delete all lines from the Boot Disk copy of the 

CONFIG.SYS file EXCEPT the following : 

DEVICE=C: \DOS\HIMEM.SYS 

DEVICE=C:\DOS\EMM386.EXE 1024 RAM 

DOS=HIGH,UMB 
FILES=40 

BUFFER5=40 

DEVICEHIGH=C:\SB 16\<CD-ROM Driver> 

(Users with DOS 6.0 and doublespace include the next line) 

DEVICEHIGH=C:\DOS\DBLSPACE.SYS /MOVE 
SHELL=C:\DOS\COMMAND.COM C:\DOS /P 

If you do not have these lines, enter them now. If the HIMEM.SYS 

and memory manager file are not located in the DOS directory, re­
place DOS with the name of that directory in the first two lines of the + SpaceHulk 

above example. If you have not moved these files, then they will be 

located in the DOS directory and your file should look identical to 

the two lines above. 

Note: If you are NOT using the EMM386 memory manager, consult 
your manufacturer's manual for more information on the proper way 

to load the program through the CONFIG.SYS. 

7. Save the edited CONFIG.SYS file and Exit the EDIT program. 

To save, press Alt-F and then press the "S" key. 

To Exit the EDIT program, press Alt-F and then press the "X" key. 

8. You now have a boot disk which will free up over 61 OK of available 

base memory and set up Expanded Memory (EMS) . You can start 

your computer from this disk by inserting it into the A: drive and 

restarting your machine. Your computer will boot up to the A:\ 
prompt. Type "C:" and then press the Enter key to return lo the hard 

drive. 

For more information on editing your CONFIG.SYS and AUTOEXEC.BAT 

files, or on changing your startup configuration, consult your DOS man­

ual. 

NOTE: Users with DOS 6 .0 : If you are using DoubleSpace lo increase 

the storage capacity of your hard drive, you must copy the DoubleSpace 
device driver information from the CONFIG.SYS file on your boot disk. If 

the DoubleSpace driver is not loaded when you start your computer using 
the boot disk, you will not be able to access any compressed areas on 
your hard drive. 

©1993 Nick W ilson, Electronic Arts and Gomes Workshop LTD. All RIGHTS RESERVED. Freeze Tlme is a 

trademork of Electronic Arts. Storm Bolter, Assault Cannon, Heovy Flammer, lightning Claws, Power Glove, 
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Ultima: III 
THE BLACK GATE TM 

Installation 
l. Insert the CD-ROM into your CD-ROM drive. 
2. At the DOS prompt, type the letter of your CD-ROM drive then <Enter>. 
3. Type CD\ULTIMA7 <Enter>. 
4. Type INST ALL D: C: <Enter>. Substitute the correct drive letters for your 

CD-ROM and hard drives. 
5. Once installation is complete, type UL TIMA 7 <Enter> to play. 

Voodoo 
Ultima VII uses a special memory manager called "Voodoo." This manager, 

created by ORIGIN, comes with your Ultima VII game. Voodoo will run on any 
386SX or higher IBM PC compatible computer. It uses extended memory, so it can 
co-exist with the HIMEM.SYS driver. However, HIMEM.SYS is not necessary for 
Voodoo memory to function. 

Expanded Memory (e.g., QEMM, 386MAX or EMM386). 
The other popular memory manager, called Expanded Memory (EMS), is not 

compatible with Voodoo. If you are using an expanded memory manager (such as 
QEMM, 386MAX or EMM386) you must remove it to run Ultima VII. If you do not 
know how to do this (and if the following instructions don't help you) , please call 
ORIGIN Customer Service for assistance. If you are familiar with this process, 
disable the EMS memory manager. The acceptable minimum configuration is an 
empty AUTOEXEC.BAT and a CONFIG.SYS with the lines: 

FILES=20 
BUFFERS=25 
DEVICE=C:\MOUSE\MOUSE.SYS* 
*Your mouse driver may be located on another path. Replace C:\MOUSE with the 

correct path if necessary. 

If you wish to retain your original CONFIG.SYS fi le, refer to your DOS manual 
for how to copy it to another file name before making the changes. 
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HIMEM.SYS or XMM. e-Iostalling . . 
As mentioned above, an extended memory manager (XMM) such as ll At some ume you may want to re-install the game (generally, to change or add a 

IIlMEM.SYS (which is compatible with MS-DOS 3.3 or higher) is compatible w· L d card. or to adjust the IRQ/DMA settings). Follow these directions. (You won't 
ll11 soon ROM th . ) Voodoo, and does not require disabling. d to use the CD- e program is on. 

. nee J. Type the Jetter of the hard drive where you have installed Ultima VII. 
Disk Caches z. Change directory to where the Ultima VII files are (e.g. type 

If you have more than two megabytes of RAM, a disk cache will improve UPot CD\UL TIMA 7 <Enter>). 
extended memory and increase the speed of the game. However, if you have a disk Type INST ALL <Enter> 
caching program that caches the floppy drive, we recommend that you disable the 

3
· Follow the instructions for changing any of the Ultima VII settings. 4. 

floppy caching before installing or running the game. 
. ~~~~ 

Available Memory Listed here are a few common problems and their solutions. 
Your computer must have at least 640K of RAM plus one megabyte of ex-

tended memory to play ULTIMA VII The Black Gate. Regardless of the amount of Speech fails to work after playing for only a short while. 
RAM your computer possesses, there must be 524,000 bytes free to run the game. You may have chosen an incorrect IRQ setting for your sound card. Reinstall 
Sound and speech options can push this total to 561 , 144 bytes of DOS memory. the game from your hard disk to change the IRQ. 

To find out how much free RAM your computer has before installation, run the h k" s lines of dialogue. 
DOS program, CHKDSK, by typing "CHKDSK" at the root directory prompt (e.g., Spee~o~ !ay have an IRQ conflict. This means that another card is operating on the 
C:\>CHKDSK). On some machines, CHKDSK may be located inside the \DOS IRQ as your sound card. 
directory. When you run the program, the last line of the information presented telli same 
you how much free RAM there is. For example, the last Line might tell you that the Ultima Vil fails to load or run properly. 
system has 565,239 bytes free. You may not have enough free RAM. Run CHKDSK to determine your 

If you have less than the required amount of free RAM, you will not be able to computer's available RAM. Free up RAM if necessary. 
run the game until additional memory is freed . If you are not familiar with this pro- You may have a memory-resident TSR program that conflicts with the game. 
cess, please call ORIGIN Customer Service. Boot the computer from a DOS system floppy disk or remove memory-resident 

Freeing RAM 
If you are familiar with this process, you can: 
• Remove any TSRs and disk caches from your configuration. 
• Use the DOS=lllGH command if you use DOS 5.0 or above. 

programs before running the game. See Voodoo earlier in this manual and Making a 
Floppy Boot Disk at the end of this manual. 

You may need to remove your expanded memory manager. 
You may have filled all free space on the active disk drive. 

•Remove from your AUTOEXEC.BAT and CONFIG.SYS files any memory- The mouse pointer doesn't respond properly. 
resident programs that are unnecessary for system usage. You can alter these Ultima VII supports the Microsoft Mouse and Microsoft Mouse Driver, version 
files with the text editors included with MS-DOS. Consult your DOS manua 7.0. Some other mouse brands may not be compatible. 
for information on bow to do any of these. Th 

• Create a floppy boot disk (see the Problems with the Game section for bow e game runs too slowly. 
t d th. ) B t · 1 d · CONFIG SYS fil th ·nf ,; n Your hard drive may be fragmented . Run an optimization program, such as o o 1s . e sure o me u em your . 1 e e 1 ormauon o DOS 6,s DEFRAG. 
page I . 

You may be able to use a disk caching program. If you have 4+ megabytes on 

Never delete your AUTO EXEC.BAT or CON FIG.SYS files completely,for your machine, a disk caching program can speed up your game. 

without them, your computer will not function as you expect it to. None of the suggestions seem to help. 
Refer to ORIGIN Technical Support information at the end of this manual . 
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Playing the Game 
In order to advance beyond a certain point in the game, you must be able to 

correctly answer the questions that are asked of you. The following will enable You 
to easily answer the questions and advance in Ultima VII. The answers follow each 
question and are printed in bold type. 

What is the latitude of the northernmost point of Spektran? 120 

What longitude bisects the island Skara Brae? 60 

What longitude bisects the island Terfin? 120 

What latitude bisects Dagger Isle? 0 

What latitude bisects Skara Brae? 30 

What latitude bisects the Deep Forest? 60 

What latitude bisects Buccaneer's Den? 60 

According to the Book of Archaic Knowledge, how many times must ginseng 
be reboiled in order for it to be properly used as a magical reagent? 40 

On what page of the Book of Archaic Knowledge is the spell known as 
An Zu explained? 42 

According to the Book of Archaic Knowledge, how many places may the 
Mandrake Root naturally be found? 2 

Getting Started 
To load Ultima VII, go to the drive that contains your game, then go to the 

. ctofY containing your game (e.g. CD\ULTIMA7). Type ULTIMA7 to start the 
dire 

garneAfter the game loads, an introductory sequence automatically begins, but it may 
b skipped by pressing Escape. Then the main menu appears, listing four options: 
e VIEW INTRODUCTION 

START NEW GAME 
JOURNEY ONWARD, and 
VIEW CREDITS 
To select one of these options, single-click it with the mouse or use the arrow 

keys and press Enter. To exit the introduction, character creation or credits, press 

Escape. 

View Introduction 
The introduction reveals how and why the Avatar™ has returned to Britannia. 

information presented here is very relevant to your quest. This scene is the same one 
that you see the fust time you run the game. 

Start New Game 
This is where character creation takes place. It must be selected the fust time 

you play the game. When you are asked to name your character, type the desired 
name (up to 14 letters) at the flashing cursor and press Enter. Next, you determine 
the gender of your character. With the mouse or space bar, select the gender of your 
choice and press Enter. 

Journey Onward 
After you fust create a character, this option takes you to the beginning of the 

actual game. In future sessions, this option returns you to your last saved game. 

In the Book of the Fellowship, how many bandits can be seen surrounding the View Credits 
old man in the illusion on page three? 6 This option lists all of the many people who worked on Ultima VII. 

According to the Traveller's Companion, how many parts of the body should 
one wish to protect with armour? 6 

According to the Book of Archaic Knowledge, fewer than how many pearls in 
10,000 are black? 1 
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Introductory Walkthrough 
This section guides you through the first few minutes of Ultima VII. It doesn ' t 

reveal any deep secrets, but it does introduce you to all of the basic actions you may 
perform in the game. It assumes you are using a mouse, which is highly recom­
mended by both Iolo and Lord British . 

. The scene opens as you, the Avatar, step out of a red Moongate into the 
Bntannian town of Trinsic. Before you stand your old friend Iolo and the stable 
master, Petre. 
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Conversations. When Iolo addresses you, read each line of text and then clic~ 
the left mouse button (" left-click"). Continue until Iolo has finished speaking, at 
which point he automatically joins your party. 

Next, Mayor Finnigan approaches you. Again, left-click after each line of text. 
Finnigan asks you to investigate the Trinsic murder. Position your mouse cursor 
(represented by a green arrow) over the word "Yes" and left-click to answer him. 

Finnigan asks if you ' ve visited the stables. Put the cursor on the word "No" and 
left-click. He suggests that you visit the stables and you can begin moving around. 

Moving. You (the Avatar) are always in the center of the screen. The stables ar1 
through the doorway to your north (i.e., toward the top of the screen). Position the 
cursor so that it points upward (northward) and right-click. You step to the north. 
Continue moving the cursor and right-clicking until you enter the building. 

Examining Things. When you (the Avatar) enter the stables the roof disap­
pears, allowing you (the player) to see inside. A horrible murder has occurred! You 
can look at each object in the stables by left-clicking on it. Place the cursor over the 
gold key (lying just west of the body) and left-click. The word "key" appears (to 
identify it, if you couldn't tell what it was). 

Perhaps the key will provide a clue. Move the cursor to the left of the key and 
click the right mouse button twice ("double-right-click") . You walk to that location. 
Notice that moving around is accomplished by right-clicking, and all other actions, 
like talking and examining objects, are accomplished by left-clicking. 

Using Things. You don't want to be disturbed during this investigation, so 
close the door by placing the cursor on it and double-left-clicking. 

Taking Things. The key may be a clue. Place the cursor so that the tip of it 
overlaps the key. Click and hold down the left mouse button ("left-click-and-hold"). 
As you continue holding, move the cursor around. If the mouse was properly posi­
tioned, the key is attached to the cursor. Don't let go yet! 

To give yourself the key, move the cursor (and key) over your character and 
release the left button. The key will vanish. 

Examining Yourself (and other things). Find out if you have the key by 
double-left-clicking on your character. An image of your character appears (your 
Inventory Display), with blue lines indicating the locations of equipment and cloth­
ing. The key is in your right hand. 

Put the cursor on the large red check mark and left-click-and-hold. This lets yoi 
move your inventory window; move it to the upper right corner of the screen by 
dragging it in that direction. Release the button when you are satisfied with the new 
position. You can remove your Inventory Display by left-clicking on the red check. 

Talking to People. Perhaps your companion Iolo knows more about the mur­
der. To speak with him, double-left-click on him. His portrait appears, along with 
speech. Responses you may select appear in the center of the screen. Left-click 
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" rder" to discuss the murder with him. 
r.fu When you are finished talking to lolo, left-click on "Bye" to end the 

nversation. 
co Further Investigations. There are other things you might try while inspecting 
the stables. It' s a good idea to examine everything. Be sure to check out the dead 

goyle at the north of the stables, as well as the bag lying on the ground. You can 
g~ the bag' s contents by double-left-clicking on the bag. Try removing items from 
s~e bag, such as the torch. Once the torch is on the ground, you may double-left-click 
t 

0 
it to light it. Double-left-click on it again to extinguish it. (Note that while the 

0 
rch is lit you cannot move it into any container.) In general, open the inventory of 

~:eryone in your party and both si.ngle- and double-left-click on every object. You 
rnay discover all sorts of handy things. 

When you ' ve finished here, you'll want to leave. You can walk continuously by 
right-click-and-holding. You always walk in the direction the cursor points. The 
farther the cursor is from the center of the screen, the faster you travel. Luck be with 
you as you journey onward! 

Commands 
Ultima VII is an entirely mouse-driven game. All action commands are con­

trolled by the two mouse buttons. However, for those who do not have a mouse, all 
commands may also be performed from the keyboard. 

Using the Mouse 
The key point to using the mouse is knowing that the left button is used to 

perform actions involving the hands, and the right button is used to perform actions 
involving the feet. The mouse will generally appear in one of two forms: a green, 
straight arrow for normal activity or a red, jagged arrow for combat. 

Left Button Right Button 
Click Look Take One Pace 
Double-Click Use(falk/Attack Find a Path 
Click-and-Drag Move Items Walk Continuously 

Moving Your Character (Right-Clicking) 
To make yourself walk, simply point the arrow in the direction you wish to 

travel and right-click-and-hold . The farther the arrow is from you, the longer it gets, 
and the faster you travel. To stop moving, release the right button . 

When danger is near, your speed is limited in proportion to your dexterity. 
Double-right-clicking on a point on the screen makes you walk to that location, 

providing no obstacles bar the way (e.g., a locked door). 
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Manipulating Objects (Left-Clicking) 
The left mouse button is used to look, move, use or attack. 
Look. To bring up a short description of an object, left-click on it. 
Move. Many objects may be moved from one location to another. To move 

shomdethi~gd~at is portable, left-click-and-hold on the object. The cursor changes to a 
an to m icate that you are holding an object. Move the cursor over the desired 

destination and release the mouse. 
Releasing the item over a character places the item inside that character's inv 

tory. If his Inventory Display is open, dropping the item on a container within tbe en. 
display places the item inside of that container (see Inventory Display). 

If a c~ntai~er is. not in anyone's inventory, it must be open (its display visible) 
to drop an 1t~m mto 1~ . If an object is t.oo heavy or to? large to fit inside a container, 
or 1f you can t reach 1t, a message saymg so appears m red above the object. 

Use. To use an object, double-left-click on it. Each type of item functions 
uniquely when used. For example, using an unlit lamp will light it; using a lit lamp 
will extinguish it. 

s .om.e objects may be used on other objects (e.g., a bucket on a well). Double­
left-clicki~g on such an item turns the cursor into green cross-hairs. Moving these to 
the target item and left-clicking uses the first item on the second. 

~ouble-l~ft-clicking on many usable objects brings up a display that provides 
more mformat1on about that object. For example, double-left-clicking on a chest 
brings up a display that reveals the contents of the chest. The contents may then be 
moved and manipulated like any other object within the world. The bodies of fallen 
foes are treated like chests for these purposes. 

In addition, the displays themselves may be moved in the same manner as 
moving an object - left-click, drag, release. Single-clicking on the red check at the 
left side of the display or pressing Escape will close that display. 
. "Using" a person has several meanings. Double-clicking on a person while not 
m combat will initiate a conversation with that person. (For more information on 
how c?nv.ersations work, see Screen Display .) However, doing so whi le in combat 
mode md1cates that you wish to attack that person. If you are clicking on a member 
of your party while in combat mode or while your Inventory Display is up, that 
member's Inventory Display will appear. 

"Using" the Avatar will bring up your character's inventory (see Inventory 
Display). 

To use a cart, double-left-click on a chair in the cart. Once all of the characters 
are seated, ~o:e the cart as if you were moving the Avatar. A boat operates under 
the same pnnc1ple, but you must double-left-click on the sails instead of a chair. To 
stop using a cart or boat, double-left-click again on the chair or the sai ls 
respectively. ' 
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Attack. While in combat mode, double-left-clicking the cursor on another 
rson who is not in your party or on an object initiates an attack on that person or 

p~ject. If you are in combat mode, and in any attack mode other than Manual Mode 
fsee Combat), you automatically attack any nearby hostile foes. 

Vsing the Keyboard 
Though using a mouse is highly recommended, the keyboard may be used as a 

substitute if you have no mouse installed. 
Walking. The arrow keys may be pressed to walk one step in the desired direc­

tion . Holding the shift key down while pressing an arrow key will allow the Avatar 
to take three steps instead of one. If Numlock is on during play, every step will be a 
triple one. 

Manipulating Objects. Press Spacebar to make the hand cursor visible. Now 
the arrow keys will move the cursor instead of the Avatar. Holding down Shift will 
increase the rate at which the cursor travels. 

Treat Control as if it were the left mouse button. For example, a single "click" 
identifies an object, while a "double-click" uses it. 

If you are in any attack mode, there is no red cursor to remind you, but "double­
clicking" sti ll initiates an attack. 

Key Function Mouse Equivalent 

c Turns combat mode on and off left-click on the Dove/~word icon in the 
Avatar's Inventory Disp oy. 

I Opens up the lnhentory Display of each party member, 
beginning with I e Avatar. 

Double-left-dick on each party member. 

z Ope.ns ~p th~ St~istics Display for each party member, Left-click on the he~rt icin within the 
begmmng with I e Avatar. Inventory Display o eoc party member. 

s Opens up the Save/Load Window. 
Left-click on the disk icon in the Avatar's 
Inventory Display. 

A Turns all audio effects on and off. 
~It-click on bJ'h Sound Effects and Music in 
t e Save/Loo Window. 

v Djsploys a scroll showing the version number of your copy of (None) 
U limo VII 

Alt-X Exits Ultimo VII and returns to DOS. (None) 

H ~honges 'tr 'horidedn1s' of the mouse by sw~pint the (None) 
. unctions o the elt on rigl,t m~ute b~~o~. e le button 
IS now r t& moven:roun , on I efft1g I utto~ to 
mo~pu ate o jects. ~ 'H" toggle a ects only I e mouse, 
not ey oard common s. 

Esc Closes ~ove/Lriod winj.owi ii it is op~nd If Save/Load is not Left-click on each large red check. 
open, c oses a I open 1sp ays and wm ows. 
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Displays 

Other 
character's 

portrait 

Avatar's 

portrait =l!iJi!i!iJ~iilii 

Screen Display 

Other character's 
conversation 

In Ultima VII, the entire screen is devoted to displaying the map. Any messages 
or other relevant information appear over the game map, at various places. 

During conversations, a portrait of the character you are speaking to appears in 
the upper left comer of the screen, with all of his text appearing to the right of the 
portrait. If any other characters interject, their portraits appear in the lower left cor­
ner of the screen with their text just to the right of their portrait. During conversa­
tions, your portrait appears in the center of the screen, with your word options ap­
pearing to the right of your portrait. Selecting a word or phrase from your options 
initiates a response from the character you' re talking to. 

Text that identifies an object appears just above that object. Text that appears 
just above a character icon means that that particular character has spoken. 

Inventory Display 
When you double-left-click on yourself, your Inventory Display appears. This is 

also true of any character in your party, as long as you have first brought up your 
own Inventory Display. 

Dove/Flaming Sword. At the left of the Inventory Display is either a dove 
(non-combat mode) or a flaming sword (combat mode) icon. Left-click on this icon 
to switch from one mode to the other. During play, the color of the cursor arrow 
indicates whether you are in non-combat mode (green) or combat mode (red). 

Containers. Double-left-clicking on any container in your inventory reveals the 
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ontents of that container. 
c Disk. On the right side of the Inventory 
Display is a disk icon. Left-clicking on this 
brings up a window that permits you to load or 
save a game, turn sound and music on and off, or 
exit the game. 

Heart. Below the disk is a heart. Left-
clicking on this icon reveals the Status Display. 

Numbers. At the bottom of the Inventory Disk 

Display is a number next to another number 
(e.g., "24/36"). The number on the left is the 
weight that the character is carrying expressed as Curre111 auack mode Numbers 

stones. The number on the right is the maximum 
number of stones that the character can carry. When buying items from shopkeepers, 
you are told if an item is too heavy for you to carry. . 

In addition to weight, items also have volume. Sometunes you are told that you 
cannot carry an item because your hands or your packs are full. By rearranging your 
equipment (e.g.,putting a weapon in your pack or buying another backpack), you 
may be able to carry the new item. Buckle marks 

Current Attack Mode and Protected selected spell 

Halo are described in Combat. 

Spell Book 
Double-left-clicking on the spell book 

in your Inventory Display brings up its 
display. To cast a spell, double-left-click on 
that spell's icon. To select a spell without 
casting it, left-click on its icon in the spell 
book. The buckle on the bookmark moves Si.xr/J Circle spells 

to that spell. 
There are six spells (Fire Blast, Paralyze, Lightning, Explosion, Death Bol~ and 

Sword Strike) that may be cast in combat by double-left-clicking on a target as tf 
attacking it. If the spell book is in your hand and the book was closed while that spell 
was selected (the bookmark's buckle was on that spell), using the mouse to attack 
causes you to cast that specific spell (as long as you have the spell points and re­
agents necessary). Also, if you (the Avatar) are not in Manual Mode and have your 
spell book ready (in hand), you cast spells automatically. 
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Status Display 
The Status Display lists a character' s current 

attributes, both primary and secondary, and 
whether that character is unconscious, poisoned, 
charmed, hungry, protected, cursed or paralyzed. 

Primary Attributes 
Strength, Dexterity and Intelligence are the 

primary attributes, with values ranging from range 
from 1 to 30. The higher an attribute is, the better. 
The remaining attributes are secondary statistics. 

Strength determines several things, includ­
ing how much you can carry, how much (if any) 
additional damage you do with a hand-to-hand 
weapon, and how many Hits you can take before dying. 

ara/Yll, 

Dexterity affects such things as how fast you are and how well you pick locks. 
Faster characters can move and attack more often than slower ones. Dexterity deter­
mines your Combat skill. 

Intelligence determines several things, including your Magic skill and bow well 
you cast certain spells. 

Secondary Attributes 
Combat. Your base combat skill is derived directly from your dexterity. It 

determines how likely you are to hit in combat with normal weapons. 
Magic. Your base magic skill is derived directly from your intelligence. It 

determines the maximum number of Mana points you can have. 
Hits are derived directly from your strength. They are reduced by damage, 

poison and hunger. When your Hits reach 0, you are unconscious. 
Mana records the current number of Mana points you have at that moment. The 

less active you are, the greater the rate at which Mana points return . 
Level indicates your overall prowess. As you gain experience (see below), your 

level increases. As your level increases, you have the opportunity to raise one or 
more of your primary attributes. In addition , Hits usually increase as your level does. 

Experience points (Exp) are a measure of your accomplishments. Every time 
you solve a quest or slay a monster, each member of your party gains experience 
points. After earning the required number of points, a character' s level increases. 

Training points are accrued with experience points. To increase strength, 
dexterity, intelligence, combat or magic, you must find a trainer who teaches exper­
tise in that specific attribute. If you pay the trainer' s fee and "trade in" training 
points (representing your study and practice with the trainer), the attribute you are 
concentrating on increases. 
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Combat 
In the lower left comer of each character's Inventory Display is an icon repre­

senting the attack mode for that character w~en he is in combat. The following attack 
Jllodes are available (refer to chart on opposite page) . 

If the Avatar' s attack mode is anything but Manual Mode, he selects targets on 
his own (according to the rules of his attack mode) and figh~s those opponents _with­
out any further input from the player. The player may_ ov~mde ~ontrol at an~ tune 
(by double-left-clicking on a specific target to attack 1t, nght-chck-and-holding to 
lead the Avatar in a certain direction, etc.) . . . 

When not in Manual Mode, the Avatar does not select fleeing or disabled 
(sleeping, paralyzed or unconscious) targets on his own, and breaks off an attack 
once any of these conditions are met. To make the Avatar pursue an enem_y to the 
death, double-left-click on the opponent after it has already fled or been disabled. 

Flee Mode 
If a party member is seriously injured, he may flee. Neither the Avatar nor party 

members in Berserk Mode will ever flee. Normally, fleeing characters might drop 
some of their possessions. Party members who have been set to Flee Mode will make 
an orderly retreat and will not drop any of their possessions. 

Protected ''Mode" and Protect Mode 
You may designate a party member to be protected by clicking on the "halo" 

just above that character' s attack mode icon. It turns gold, indicating that this party 
member is to be protected. Only one person in the party may be protected at any one 

time. 
Note that if you have not designated any party member to be protected ("turned 

his halo on"), an injured party member may tum his own halo on and call out to 
other party members for protection. Any party members that are ~n Protect _Mode 
will follow this injured character around and attempt to protect him. Effectively, any 
protecting character's main concern is for the welfare of the protected individual , 
and he will fight anyone who attacks the protected character until there is no longer a 

threat. 
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Icon 

II 
II 
II 
II 
II 
II 
a 
a 
fl 
II 

Available to 
Avatar 

Yes 

Yes 

Yes 

Yes 

Yes 

No 

No 

No 

No 

No 

Available to 
Other Party 

Members 

No 

Yes 

Yes 

Yes 

Yes 

Yes 

Yes 

Yes 

Yes 

Yes 
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Attack Mode 

Manual 

Attack 
Weakest 

Attack 
Strongest 

Defend 

Attack 
Nearest 

Berserk 

Flee 

Random 

Protect 

Flank 

Description 

You may direct each 
-

combat action. 

The character will attack the 
weakest opponent. 

The character will attack the 
strongest opponent. 

The character will be less 
effective at hitting and more 
effective at dodqing blows. 

The character will attack the 
nearest opponent. 

The character will never 
flee, regardless of wounds. 

The character will retreat 
from anrc o~ponents in an 
orderly as ion . 

The character will attack a 
random foe. 

The character will attempt to 
protect the party member in 
Protected Mode. 

The character will attempt to 
flank the enemy (to either 
side). 

Spell casting 
/ 

£ r 

The mage is able to cast spells when the three elements - spellbook, reagents 
and words of power - are combined in one unique and fluid action. The mind of the 
mage must be properly focused, as some spells affect just one person, others affect a 
group of people and still others affect a specific area. As a mage's experience in 
casting spells increases, so too will the potency of many of his spells. Outside dis­
tractions and interference, as well as the intended target's natural resistance, might 
prevent the successful casting of any spell. 

One factor over which the mage has no control is the state of the ethereal waves 
when a spell is being cast. While the ethereal waves are often subject to turbulence, 
such turbulence is a temporary condition. 

Magical Spells 
Once again, the author takes it upon himself to warn his readers that the follow­

ing is included as nothing more than a matter of historical record. It is a statement of 
absolute fact that most of these spells do not work and many will turn back upon the 
user. The use of magic is strongly suspected to be the cause of a strange mental 
deterioration that can affect anyone who has practiced magic. The reader is strongly 
discouraged from experimenting with the spells listed here. 
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Linear Spells 
There are certain spells that a mage will immediately be able to learn upon 

completing his apprenticeship. They are called Linear spells because they do not 
directly correspond to any of the eight circles of magic that exist in the ethereal 
waves. Linear spells are the only types of magical spells that require no reagents to 
cast. 

AN ZU (A waken) 
This spell awakens one sleeping or unconscious creature. 

AN FLAM (Douse) 
This spell extinguishes any small, non-magical fire. 

BET ORT (Fireworks) 
This spell creates an impressive display of multicolored moving lights. When the 
mage ?ecomes more experienced, he can use these lights to frighten his enemies, 
sometlmes causing them to flee. 

BET LOR (Glimmer) 
This spell creates a small light source that lasts for a short period of time. 

KAL LOR (Help) 
This spell resurrects the mage and his party and teleports them to Lord British's 
castle, where they will be fully healed. Remember that this spell is usable only once 
by any mage. 

IN FLAM (Ignite) 
This spell generates a tiny missile of sparks that can ignite flammable material. 

VAS KAL (Thunder) 
This spell causes a single thunderclap to be heard, as if a terrible storm is imminent. 

REL HUR (Weather) 
This spell can create a storm or cause an existing storm to stop. 

The Circles of Magic 
There are eight circles of magical spells, each successive circle representing a 

more powerful level of magical energy. The ethereal waves are made up of eiaht 
rings or circles which correspond to the levels of the spells. Each circle is one" of 
eight ~wirling vortices. all spinning one within another and expanding out through 
the universe. The more powerful the spell a mage casts, the deeper into the inner 
circles of the ether must the concentrated psychic energy of the mage penetrate. 
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Required for the mage are many, many hours of meditation, the strength of 
concentration, and the will to reach into one of the higher circles with his psychic 
energy. Every mage is fully aware that a backlash would upset our physical world, 
possibly harming the mage and those around him. 

The First Circle of Magic IN WIS (Locate) 
Reagent: Nightshade 

VAS AN ZU (A waken All) 
Reagents: Ginseng, Garlic 
This spell awakens all unconscious members 
of the mage' s party. 

IN MANI YLEM (Create Food) 
Reagents: Garlic, Ginseng, Mandrake Root 
This spell creates enough food for the mage 
and each member in his party to have one 
meal. 

AN NOX (Cure) 
Reagents: Ginseng, Garlic 
This spell cures poison and restores a person 
afflicted with paralysis. It has also been 
known to work against an assortment of 
other malicious maladies. 

WIS JUX (Detect Trap) 
Reagents: Spider 's Silk, Nightshade 
This spell reveals the location of all traps 
within sight of the mage and his party. 

VAS AN FLAM (Great Douse) 
Reagents: Garlic, Spider 's Silk 
This spell is a more potent version of the 
Linear spell Douse. It extinguishes all 
dousable items within a certain area. 

VAS IN FLAM (Great Ignite) 
Reagents: Sulfurous Ash, Spider 's Silk 
This spell is a more potent version of the 
Linear spell Ignite. It will cause all 
flammable items within a certain area to 
burst into flame. 

IN LOR (Light) 
Reagent: Sulfurous Ash 
This spell is a more potent version of the 
Linear spell Glimmer. It creates a source of 
light that will illuminate a darkened area. 
This light source can travel with the party 
and lasts for a significant amount of time. 

This spell reveals the sextant position of the 
mage, even when underground. 

The Second Circle of Magic 

AN JUX (Destroy Trap) 
Reagents: Sulfurous Ash, Blood Moss 
This spell destroys any one specific trap 
upon which it is cast. 

ORT YLEM (Enchant) 
Reagents: Black Pearl, Mandrake Root 
This spell causes up to an entire bundle of 
arrows or bolts to become enchanted and 
glow blue. Enchanted missiles will always 
hit their target and do significantly more 
damage than normal. 

VAS FLAM (Fire Blast) 
Reagents: Sulfurous Ash, Black Pearl 
This spell causes great jets of flame to burst 
forth from the mage and strike his target. 

VAS LOR (Great Light) 
Reagents: Sulfurous Ash, Mandrake Root 
This spell is a more potent version of the 
First Circle spell Light, and has a substan­
tially longer duration. 

VAS AN NOX (Mass Cure) 
Reagents: Mandrake Root, Garlic, Ginseng 
This spell cures the mage and all members 
of his party at once. 

UUS SANCT (Protection) 
Reagents: Sulfurous Ash, Ginseng, Garlic 
This spell temporarily makes its subject 
more difficult to strike in combat, as well as 
rendering him invulnerable to traps and 
other hazards. 

ORT POR YLEM (Telekinesis) 
Reagents: Blood Moss, Mandrake Root, 
Black Pearl 
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This spell allows the mage to manipulate 
objects without touching them. 

POR ORT WIS (Wizard Eye) 
Reagents: Blood Moss, Nightshade, 
Mandrake Root, Sulfurous Ash, Black Pearl, 
Spider's Silk 
This spell enables the mage to extend his 
sight out over great distances, passing 
through any barriers that exist between 
himself and anything he wishes to look at. 

The Third Circle of Magic 

DES SANCT (Curse) 
Reagents: Sulfurous Ash, Nightshade, Garlic 
This spell is a minor curse that temporarily 
makes an enemy easier to hit in combat, 
while making it harder for him to strike the 
mage or any member of his party. 

MANI (Heal) 
Reagents: Ginseng, Garlic, Spider 's Silk 
This spell heals half the injuries that its 
subject has sustained. 

AN POR (Paralyze) 
Reagents: Spider's Silk, Nightshade 
This spell paralyzes an enemy in his tracks 
for a short period of time. 

VAS WIS (Peer) 
Reagents: Nightshade, Mandrake Root 
This spell gives the Mage a look at the entire 
world as well as showing his location in it. 

IN NOX (Poison) 
Reagents: Nightshade, Blood Moss, 
Black Pearl 
This spell enables a mage to poison one 
enemy. 

VAS UUS SAN CT (Protect All) 
Reagents: Sulfurous Ash, Ginseng, Garlic, 
Mandrake Root 
This spell is the equivalent of casting the 
Second Circle spell Protection on everyone 
in the mage 's party simultaneously. 

lN ZU (Sleep) 
Reagents: Nightshade, Spider 's Silk, 
Black Pearl 
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This spell causes the enchanted person to 
fall asleep. 

KAL BET XEN (Swann) 
Reagents: Nightshade, Mandrake Root, 
Blood Moss 
This spell summons swarms of insects to 
attack the enemies of the mage from all 
directions. 

The Fourth Circle of Magic 

KAL XEN (Conjure) 
Reagents: Spider 's Silk, Mandrake Root 
This spell summons a wild beast that will 
fight for the mage against any enemy. 

ORT GRAV (Lightning) 
Reagents: Black Pearl, Sulfurous Ash, 
Mandrake Root 
This spell enables the mage to cast a bolt of 
lightning that will strike his target. This 
lightning is so destructive that no armor can 
protect its wearer from it. 

KAL POR YLEM (Mark) 
Reagents: Mandrake Root, Black Pearl, 
Blood Moss 
This spell creates a magical (but invisible) 
"mark" on any of eight specific colored 
stones. The Fourth Circle spell Recall can 
then be cast on that stone. 

VAS DES SAN CT (Mass Curse) 
Reagents: Sulfurous Ash, Nightshade, 
Garlic, Mandrake Root 
This spell is similar to the Third Circle spell 
Curse, but it affects an entire group of the 
mage' s enemies. 

KAL ORT POR (Recall) 
Reagents: Mandrake Root, Black Pearl, 
Blood Moss 
This spell is a minor spell of teleportation. 
Casting it on a Marked stone takes the mage 
and his party back to where the Mark spell 
was cast on that stone. 

WIS QUAS (Reveal) 
Reagents: Sulfurous Ash, Blood Moss 
This spell makes visible all things that were 
invisible within a specific area. 

gAL WIS CORP (Seance) 
Reagents: Blood Moss, Mandrake Root, 
Nightshade, Spider's Silk, Sulfurous Ash 
This spell allows the mage to speak to all 
recently dead ghosts, until sunrise. lf one 
were travelling to Skara Brae, the wise mage 
would have a healthy supply of appropriate 
reagents to cast this spell many times. 

EX POR (Unlock Magic) 
Reagents: Sulfurous Ash, Blood Moss 
This spell unlocks magically locked items, 
including doors and chests. 

The Fifth Circle of Magic 
AN XEN EX (Charm) 
Reagents: Black Pearl, Nightshade, 
Spider's Silk 
This spell can be used either to ensorcell an 
enemy or creature into doing the mage's 
bidding, or to free one who is under the 
effects of a charm. 

POR XEN (Dance) 
Reagents: Mandrake Root, Garlic, 
Blood Moss 
This spell makes everyone in sight (except 
the mage and bis party) start to dance. 

AN GRAV (Dispel Field) 
Reagents: Garlic, Black Pearl, Sulfurous 
Ash, Spider 's Silk 
This spell can dispel any type of magical 
field, such as a Fire Field. 

VAS FLAM HUR (Explosion) 
Reagents: Mandrake Root, Sulfurous Ash, 
Black Pearl, Blood Moss 
This spell creates a ball of flame that rushes 
toward the mage's intended target and 
explodes. 

lN FLAM GRAV (Fire Field) 
Reagents: Black Pearl, Sulfurous Ash, 
Spider 's Silk 
This spell creates a wall of fire between the 
mage and his enemies. 

VAS MANI (Great Real) 
Reagents: Ginseng, Spider 's Silk, Mandrake 
Root, Garlic 

This spell completely heals an injured 
person. 

SANCT LOR (Invisibility) 
Reagents: Nightshade, Blood Moss 
This spell renders the mage undetectable, 
not only from sight but to all means of 
normal detection. There are certain creatures 
that, for various reasons, are capable of 
seeing invisible objects or people. 

VAS ZU (Mass Sleep) 
Reagents: Ginseng, Nightshade, 
Spider 's Silk 
This spell is a more potent version of the 
Third Circle spell Sleep. It puts to sleep a 
group of targets that are not in the mage' s 
party. 

The Sixth Circle of Magic 
QUAS WIS (Cause Fear) 
Reagents: Nightshade, Mandrake Root. 
Garlic 
This spell causes such a wave of fear that 
each man and creature who is not in the 
mage's party might flee as if in danger of 
death. 

lN QUAS XEN (Clone) 
Reagents: Sulfurous Ash, Spider's Silk, 
Blood Moss, Ginseng, Nightshade, 
Mandrake Root 
This spell creates an exact duplicate of any 
mortal creature, who will then fight on the 
same side as the original. 

K.AL FLAM GRAV (Fire Ring) 
Reagents: Sulfurous Ash, Black Pearl, 
Mandrake Root, Spider 's Silk 
This spell create a ring of fire that will 
encircle the mage' s target. 

VAS IN FLAM GRAV (Flame Strike) 
Reagents: Sulfurous Ash, Black Pearl, 
Blood Moss 
This spell creates a field of fire at the feet of 
all the mage's enemies that are within sight. 

VAS ORT HUR (Magic Storm) 
Reagents: Mandrake Root, Nightshade, 
Sulfurous Ash, Blood Moss 
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This spell summons a swirling storm that 
will randomly attack the enemies of the 
mage with powerful bolts of lightning. 

IN NOX GRAV (Poison Field) 
Reagents: Nightshade, Spider 's Silk, 
Black Pearl 
This spell creates a field of energy that will 
poison aJJ who come into contact with it. 

IN ZU GRAV (Sleep Field) 
Reagents: Ginseng, Spider's Silk, 
Black Pearl 
This spell creates a thick wall of energy 
fi~ld where the mage desires. All who enter 
this energy field will fall asleep. 

VAS POR YLEM (Tremor) 
Reagents: Blood Moss, Sulfurous Ash, 
Mandrake Root 
This spell creates violent tremors in the 
earth that will cause the mage' s enemies to 
tremble ?"a~ti~aJJy. The effects of this spell 
will not mh1b1t the mage or his party. 

The Seventh Circle of Magic 
REL YLEM (Create Gold) 
Reagents: Mandrake Root, Spider's Silk 
This spell changes a chunk of lead into ten 
gold nuggets. 

CORP POR (Death Bolt) 
Reagems: Black Pearl, Nightshade, 
Sulfurous Ash 
This spe!J enables the mage to project a bolt 
of lethal energy at a specified target. 

TYM VAS FLAM (Delayed Blast) 
Reagents: Mandrake Root, Sulfurous Ash, 
Black Pearl, Blood Moss, Spider's Silk 
This spell causes whatever it is cast upon to 
VIOiently explode, destroying much of the 
surrounding area. The explosion is delayed 
long enough to give the mage and his party 
lime to get out of range of the blast. 

IN SANCT GRAV (Energy Field) 
Reagents: Mandrake Root, Spider 's Silk, 
Black Pearl, Sulfurous Ash 
This spell creates an electrical field that 
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protects the mage by harming aJJ who 
attempt to pass through it. 

IN HUR GRAV YLEM (Energy Mist) 
Reagents: Mandrake Root, Nightshade, 
Sulfurous Ash, Blood Moss 
This spell causes an electrified mist that 
flows_ from the caster, enveloping his 
enenues and_ h~ng them as long as they 
remam within 1t. 

VAS AN XEN EX (Mass Charm) 
Reagents: Black Pearl, Nightshade, Spider's 
Silk, Mandrake Root 
This spell is_ similar to the Fifth Circle spell 
Ch~, but it_ affects an entire group of the 
mage s enemies. 

IN VAS POR (Mass Might) 
Reagents: Black Pearl, Mandrake Root, 
Ginseng 
Th_i~ spell doubles the strength and combat 
ab1ht1es of everyone in the mage's party. 

VAS MANI (Restoration) 
Reagents: Ginseng, Garlic, Sulfurous Ash, 
Mandrake Root 
This spell instantly heals all injury, dispels 
all harmful magic and cures all poison or 
paralysis inflicting the mage and his party. 

The Eighth Circle of Magic 
VAS KALAN MANI IN CORP HUR 
TYM (Armageddon) 
Reagents: Black Pearl, Blood Moss, Garlic, 
Gt~sen,g, Mandrake Root, Nightshade, 
Spider s Silk, Sulfurous Ash 
This spell is believed to be so powerful that 
1~ ~ay b~ capable of destroying all known 
hvmg thmgs in the entire world. Fortu­
nately, this spell has never been cast! 

VAS CORP HUR (Death Vortex) 
Reagents: Mandrake Root, Nightshade, 
Sulfurous Ash, Blood Moss 
This spell creates a swirling black vortex at 
the point the mage designates, which wi!J 
thereafter move at random. Everyone within 
th1s vortex will be continuously struck by 
lightning. 

VAS SANCT LOR (Invisibility All) 
Reagents: Mandrake Root, Nightshade, 
Blood Moss, Black Pearl 
This spell is the equivalent of casting the 
fifth Circle spell Invisibility upon the mage 
and everyone in his party. 

VAS CORP (Mass Death) 
Reagents: Garlic, Ginseng, Mandrake Root, 
Nightshade, Blood Moss 
This spell causes everyone in sight (except 
the mage and his party) to instantly drop 
dead. 

IN MANI CORP (Resurrect) 
Reagents: Garlic, Ginseng, Spider 's Silk, 
Sulfurous Ash 
This spell, when successful , empowers the 
mage to restore life in one who has died. 

Cosmology 

KAL VAS XEN (Summon) 
Reagents: Mandrake Root, Garlic, 
Blood Moss 
This spell summons a powerful creature that 
will fight for the mage and his party. 

IN JUX POR YLEM (Swordstrike) 
Reagents: Black Pearl, Nightshade, 
Mandrake Root 
This spell creates a deadly pinwheel of eight 
spinning swords that sails toward the 
designated target. 

AN TYM (Time Stop) 
Reagents: Mandrake Root, Garlic, 
Blood Moss 
This spell stops the passage of time for the 
entire world, with the exception of the mage 
and his party. 

There was once a time when much consideration was given to the phases of the 
moon and the movements of the heavens. There was much concern over an event, 
the reoccurrence of which is eminent, called the "astronomical alignment." It was 
said that the astronomical alignment would create a gateway between this world and 
another. In recent times the astronomical alignment has been all but forgotten. With 
the end of the time of magic, it is doubtful that such an event will have any signifi­
cance to anyone but astronomers . 

During this time of magic, a strange form of travel existed, through doorways of 
light that were often called "Moongates." There were at least two types of 
Moongates-blue and red. Blue Moongates sprang up wherever fragments of extra­
terrestrial rocks called "moonstones" were buried. These gates allowed magical 
travel from one gate to another. 

Red Moongates are generated by the powerful artifact known as the Orb of the 
Moons. A red Moongate can take a traveller anywhere in Britannia. It has even been 
said that it can also be used to travel to other worlds. There have only been two red 
Moongates in all of known existence-one used by Lord British, and the other by the 
Avatar. 

Little is known about these gates, but like magic spells, Moongates no longer 
function as they once did. Use of Moongates today cannot be discouraged strongly 
enough. They are dangerous and their use in this less-than-reliable state has resulted 
in numerous fatalities. 
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U Ualtimcr Id n erwor 
'Che 5t:ys1on Al?yss 

SyJtem Requiremen& 
Computer. A 386SX or higher IBM-PC or 100% compatible system. 
Video Card. A VGA or compatible video card with 256K of video RAM. 
Free RAM. At least 640K of low RAM (memory) . Of that 640K, at least 522K 

of low memory must be availabk at the DOS prompt to run the mininuun game 
configuration. Other configurations may require as much as 557K free . 

EMS. In addition to 522-557K of free RAM, you must have at least 480K 
(491520 bytes) of expanded imnwry available at the DOS prompt. The game won't 
run with less than that. Expanded memory above 480K (up to a maximum of 1 
megabyte) is used to speed play. 

Hard Disk. You must have at least 8 megabytes of hard disk space available. 
This allows you to install ULT/MA Underwor/J in its smallest configuration. Other 
configurations require as much as 13 megabytes of hard disk space. 

Note: ULT/MA Underwor/J has not been fully tested with DBLSpace, 
DRVSpace, Stacker, and other disk compression utilities. We cannot guarantee the 
compatibility of this game. We recommend you use a hard drive without disk 
compression. 

lnJtallation 
1. Insert the CD-ROM into your CD-ROM drive. 
2. Type the letter of your drive followed by a colon, then press Enter. For example, 

if your drive is drive D , type "D: " <Enter>. 
3. Type "CD\ UW" to change to the Underworld directory. 
4. Type "INSTALL D: C:." Substitute the appropriate drive letters for your 

CD-ROM and hard drives. Ultima Underworld is installed to your hard drive 
directory "UW." 

5. From the UW directory, run "UWSOUND" to set up your Sound Blaster. Select 
"Save and Exit" to save the settings. 

6. Type "UW" <Enter> to start Ultima Underworld. 
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Memory UcJage 
Requirement.I 

ULT/MA U11Jerivor!J requires 640K of main RAM and at least 480K expanded 
memory. Of the 640K, at least 522K must be available at the system prompt. The 
game will not run with less. 

• M11Jic and Jotuzd ef/ectJ alone require additional free RAM. 
0 

PC Speaker (sound effects only) requires approximately BK over the base 
522K (a total of 530K). 

0 
The Sound Blaster and Sound Blaster Pro require approximately 31K over the 
base 522K (a total of 553K). 

0 
The Roland LAPC-1 and Roland MT-32 require approximately 20K over the 
base 522K (a total of 542K). 

• Digi1iuJ<1peech alone requires additional free RAM. 
0 

The Sound Blaster and Sound Blaster Pro require approximately 6K (a total of 
528K). 

• Mu.Jic, J01111J effect.I and Jigitiud <1peech together require the most memory. 
0 

The Sound Blaster and Sound Blaster Pro require a total of approximately 
557K to run music, effects and speech. 

0 
Using a Roland MT-32 and LAPC-1 for music and effects with either Sound 
Blaster board for speech requires a total of approximately 549K free. 

Availabl.e RAM 

To find out how much memory you have available, run CHKDSK or MEM, 
two DOS programs designed for this purpose. If you use CHKDSK, look at the last 
line of the information presented. If you use MEM, look for the line describing the 
largest executable program size. This tells you how much RAM memory is free. For 
example, CHKDSK might tell you that your 640K system has 519490 bytes free. 

Continuing the Sound Blaster example above: You must have 557K free to 
play the game with both sound and speech. (That's 570368 bytes.) If CHKDSK 
tells you that you have 519490, for example, you don 't have enough free memory 
and the game will not run. 

Freeing RAM 

If you don't have enough memory to run ULT/MA Underivor/;J, you may 
want to remove memory-resident programs that are unnecessary for system usage 
from your AUTOEXEC.BAT and CONFIG.SYS start-up files. 

You can view these files by using the DOS TYPE command. (Enter "TYPE 
AUTOEXEC.BAT" at your DOS prompt to view your AUTOEXEC.BAT file.) 
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To edit your AUTOEXEC.BAT or CONFIG.SYS files, use any commercial 
xt editor or word processor capable of saving files as "text only." Either EDIT, 

teh text editor included with DOS 5.0, or EDLIN, the text editor included with 
te alC"C • earlier versions of DOS, will do the job. Consult your DOS manu mr mmrmahon 
about modifYing files with EDIT or EDLIN. 

Do not delete your AUTOEXEC.BAT or CONFIG.SYS files completely -
without them, your computer will not function. 

Making a New Fl.oppy Boot Duk 
If you need more free RAM, but do not want to reconfigure your system, make 

a bootable system floppy disk to start your computer prior to play. Refer to th.e 
Problems with the Game section at the end of this manual for more informahon on 
making a boot disk. 

Expanded Memory 
Memory beyond 640K can be allocated as e..1:pa11ded memory. Expanded memory 

is not the same as e..'\:tended memory - if your computer has extended memory, 
reconfigure it as expanded memory. 

To access expanded memory on 386 systems, you must use an expanded 
memory manager program. Two of the most common ones are Quarterdeck's 
QEMM.SYS, and EMM386.SYS (which comes with Microsoft Wuzdo~VJ an~ DOS 
5.0) but there are others. These memory managers are installed by adding a line to 
the CONFIG.SYS file on your computer. 

The Microsoft memory manager allocates only 256K of expanded memory 
unless you specify a greater amount. Consult your documentation and allocate at 
least 480K of expanded memory - SOOK to l megabyte is even better. (Note that 
you must have 480K of availnhle expanded memory. Memory resident software can 
use up some of the available memory, so you may have to allocate more than the 
minimum 480K in order to run ULT/MA UnJer.vorlJ.) 

In addition, you must have HIMEM installed to use the Wtizdowa memory 
manager. Your CONFIG.SYS file should include the following lines in this order: 

DEVICE=<PATH>\HIMEM.SYS 
DEVICE=<PATH>\EMM386.SYS 480 

''<PATH>'' is the directory in which these files are found (usually 
C:\WINDOWS, if you use Windows or C:\DOS, if you use DOS 5.0). The number 
480 indicates the amount of memory you want to access as expanded memory. You 
should allocate more, if you can. 

Consult your hardware dealer or your expanded memory manager's doc~en­
tation for more information about configuring expanded memory and deterrrurung 
how much expanded memory is available. 
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Hard Di.lie Space 
ULT/MA Underwor/J requires at least 8 megabytes of hard disk space to install. 

As you add features, however, the space requirement grows. Additional features 
require extra hard disk space, as follows: 

•Animating Cut Scenu require an additional 3 megabytes of hard drive disk space. 
• Mt1Jic and Sound ElfectJ require an additional 300K of hard drive disk space. 
•Digitized Jpeech requires an additional 2 megabytes of disk space on your hard 

drive. 

To determine how much free hard disk space you must have to install the 
game, add the number of megabytes required for each option you want to the 
minimum of 8 megabytes. 

For example, the full game - including animating cut scenes (+3 megabytes), 
Roland sound (+300K) and Sound Blaster digitized speech (+2 megabytes) -
requires a little more than 13 megabytes of free hard disk space. 

In addition to the space required to install the game, you must have an 
additional 700K free to begin play. This space is required for saved games. If you 
don't have this 700K free when you try to play, the game will not run. 

Trouhluhooting 
ULT/MA Underwor/J fails to load or run. 
• You may not have .1ulfici.ent free RAM. Run the CHKDSK or MEM program 

included with DOS to check your computer's available RAM. To do this, type 
"CHKDSK" or "MEM" after the prompt for the drive in which you have 
installed the game. In CHKDSK, compare the last line on-screen to the 534,528 
bytes of free RAM required. In MEM, consult the third line ("largest executable 
program size"). Free up RAM if needed. 

• You may be UJing a rmnwry manager program that tlJU up too much ba.1e RAM to rwz 
ULTIMA Underworld. For example, depending upon your system configuration, 
EMM386.SYS (the Expanded Memory Manager included with Microsoft 
WindowJ) may use too much of your 640K to permit ULT/MA Underwor/J to run. 

• Your CONFIG.SYS fik may need to be nwdijud. If you get a message that reads, 
"Internal Error" or "Underworld can no longer run. Error code####," edit your 
CONFIG.SYS file so the line reading "FILES=##" reads "FILES=20" (or more) . 
This should allow you to play the game. 

• You may have a rmmory-ruiJent TSR program that conflict:J with the garm. Boot the 
computer from a DOS system floppy (as in "Making a New Floppy Boot Disk," 
above) or remove memory-resident programs before running the game. 

• You may have chOJen an invalid configuratum during the inJtaLl procuJ. Check your 
configuration and, if necessary, re-install the game. 
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• You may have filled aLlfree Jpace on the active di.Jk drive. Use the DOS DIR command 
to check available hard drive space. You need at least 8 megabytes on your hard 
drive to install the game and 700K of free hard disk space to run it. 

My mouse pointer doesn 't respond properly. 
Some rare combi.11atw1ZJ of hardware and <1oftware catlJe nwUJe conflictJ that freeu the on­

Jcreen pointer. If your mouse pointer ever stops moving, press Alt-F4 to free the 

010use and allow the pointer to move normally. 

My game runs too slowly. 
Your computer may not be ftut enough to run the garm e/fici.ently. The minimum 

configuration is a 16 MHz 386SX, but movement and animation are faster and 
smoother on a faster computer. From the main game screen, select the Options icon, 
followed by "Detail." Experiment with the various detail levels until you find a 

balance between speed and detail that suits you. 

When I select PC Speaker sound effects all I get are "Beeps" and "Boops". 
There J nothing 1vrong 1vith your Jpeaker or your game. The PC .1peaker Jound e/fectJ are 

not intended to be reali.Jtic. They do, however, provide important feedback (whether 

you hit a creature in combat, for example). 

I want to play different characters in different games. 
ULT IMA Underworld allow.i you to Jave up to four Jifferent ganzu at once. You can 

save four different points in a single character's adventure or you can save one 
character's adventure in the first saved game slot, another character's adventure in 
the second slot, and so on. Any combination of characters and saved game slots is 

possible (up to the maximum of four). 

I've tried saving my game, but I keep getting a message that says, "SAVED GAME 

FAILED." 
Each Javed game taku up approximately 300K of hard di.Jk <1pace. If you don't have that 

much availab/,e, you can't Jave. To get around this, you can save your new position over 
an existing saved game. Select the Options icon from the main game screen, 
followed by the "Save Game" option. Then, simply select a saved game slot you've 
already used. When you are asked to enter a name for the game, press e to use the 
same name as the old game, or type in a new one. In addition, you must have 700K 
of free hard disk space available when you begin a session. 

None of the suggestions above seem to help. 
If you get an error nzu.1age you don't wzderJtand, or you can't Jolve an UL TIMA 

Underworld probl£m, call ORIGIN Ct1Jt0tru:r Service. Refer to the Problems with the 
Game section at the end of this manual for contact information. 
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Reference Section 
Beginning Play 

Install the game, following the 
directions in the Install Guide. Type 
CD\UW to change to the directory and 
type UW <Enter>to begin play. 

The first time you play, typing UW 
takes you to the title screen, followed by 
the introduction. Press Esc to bypass 
the titles and/or introduction and go to 
the Main Menu. 

If you have played (and saved) the 
game, typing UW takes you to the Main 
Menu. 

Command Icons 

Options 

Talk 

Get 

Look 

Fight 

Use 
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Main Menu 
To select an option with tk mouse, 

click on it. With the keyboard, use the 
arrow keys to highlight it, then press 
Enter to select it. 

Create Character. Choose before 
you begin a new game. Use the mouse 
or arrow keys and follow the directions 
on-screen to make selections. 

Introduction. Allows you to watch 
the introduction. (Press Esc to exit at 
any time.) 

Acknowledgements. Lists the 
people who created ULT/MA Underivor!J. 

Journey Onward. If you have 
saved games, a list appears when you 
select Journey Onward. Move the 
pointer to the game you wish to play 
and click either button. (With the 
keyboard, use the arrow keys to 
highlight your choice and press Enter.) 

Main Game Screen 
When you Journey Onward, the 

main game screen appears. 

3-D View Wmdow. The view window 
shows what you see: 
• As you move, the view changes to 

reflect your new position. 
• When you take damage in combat, the 

window shakes. 
• When you are critically wounded, the 

screen flashes red. 
• When you are drowning, the screen 

flashes blue. 
Normally, you look straight ahead, but 
you can look up and down: 
• To look down, press 1 repeatedly. 
• To look up, press 3 repeatedly. 
•To return to the "straight ahead" 

position, press 2. 

Character Panel. Three panels share 
this position, and you can switch from 
one to the other at will. 
• The inventory panel shows all items 

you are carrying and wearing. From 
the inventory panel: 

- Left-click the rune bag in your 
inventory to flip to the rune display. 

- Click on the pull chain to flip to the 
statistics panel. 

• The statistics panel displays detailed 
information about your character's 
skills and current condition. Click on 

the pull chain to return to the 
inventory panel. 

• Your rune display shows all of the 
runes you own. Click on the pull 
chain to return to the inventory panel. 

On these panels, the right mouse-button 
triggers the action specified by the 
command icon selected; the left button 
selects, moves or uses an object. 

Vitality and Mana Flasks. Shows your 
current Vitality or Mana as compared to 
your maximums. If the Vitality flask is 
green, you are poisoned. 

Rune Shelf. Click on runes in your rune 
display and they appear here. Click on a 
rune here to cast the spell represented 
by the runes on the shelf. 

Compass. Indicates the direction you 
are facing. The red dot always points 
north. The arrows on the base of the 
compass allow you to use Easy Move 
mode. Clicking on the compass itself 
gives you an indication of your 
character's condition and overall 
situation. 

Message Scroll. Displays messages and 
results of commands. 

Power Gem. In combat, the gem glows 
red, then yellow, then green, then 
sparkles as you put more power into an 

attack. 

Current Spells. Icons represent active 
duration spells. 

Command Icons. Access the game 
option panel. and determine whether 
the right mouse-button allows you to 
Look, Get, Use, Fight or Talk. 
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Gargoyle. Above the view window is a 
gargoyle. During combat, the glow in its 
eyes changes as the condition of your 
foe changes: 
• Green eyes mean your foe is still 
strong. 
• Yello111 means the foe is hurt. 
• &d means the foe is seriously injured. 

Movement 

Walking, Running, Swimnllng. Press 
and hold the left mouse-button while 
the cursor is in the 3-D view window. 
The further from the center of the 
window your cursor is, the faster you 
move. The shape of the cursor deter­
mines direction: 

1' Move forward 

""a f" Turn right or left while 
moving forward 

""'I fl' Turn right or left with no 
forward movement 

..,_ ..... Sidestep right or left 

+ Move backwards 

Jumping. Press the right mouse-button 
while the left button is down. (In fight 
mode, press J or Sbi&-J on your 
keyboard.) Your speed determines bow 
far you jump: 
• Standing still, you jump straight up. 
•Walking or running, you jump in the 

direction of your movement; distance 
jumped increases with speed. 

Flying. Cast a Fly or Levitate spell, or 
use an appropriate magic item. Use E to 
rise into the air. Use normal movement 
commands to determine your direction 
of flight. Use Q to lower yourself. 
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lnteracti119 with the WorUJ 

Default Mode. If no icons are high­
lighted, you are in Default Mode. 
(To "un-select" a highlighted icon, click 
on it.) 

Talk. Put the cursor on the person or 
creature and briefly right-drag the 
mouse. 

Get. Position the cursor on the object, 
press and hold the right mouse-button. 
If the object is "get-able," it will be put 
in-hand when you drag the object some­
where on the screen. Release the button 
to drop the item. 

Look. Right-click on the creature or item 
you want to examine. 

Fight. Move the cursor to your inven­
tory and click on the weapon in your 
weapon-hand. Click on the weapon 
again to exit fight mode. 

Ut1e. To use an object in your inventory, 
left-click it. To use an object in the view 
window, position the cursor on the 
object, and briefly right-drag it. 

Note: To access the game options menu 
you must click on the Options icon or 
press the appropriate keys on the 
keyboard. 

Icon Mode. Use the right mouse-button 
to interact with things in the under­
world. The command icons determine 
what the right button does. 

OptiortJ Icon. Click on this to bring up a 
list of game-related functions and to 
pause the game. Click on the function 
you wish to access: 

•Save Ganu. Preserves your current 
game state. You can have up to four 
saved games at once. Each saved 
game requires about 300K of hard 
disk space. Always save before 
ending a game session. 

• Rutore Game. Begins the game at a 
point you saved. Click on this option, 
then on the roman numeral that 
matches the name of the saved game. 

• Mut1ic. Toggles music on or off. 

• Sound. Toggles sound effects on or off. 

• Detail Increases or decreases the level 
of graphic detail. 

•&turn to Ganu. Resumes play when 
you're done selecting options. 

• Quit Game. Returns you to DOS. (This 
does not save the game.) 

Talk Icon. Left-click this icon, then 
right-click the character you want to 
talk to. 

Get Icon. Left-click this icon, then right­
click the object you want to pick up. 

Look Icon. Left-click this icon, then 
right-click the object or area you want 
to look at. 

Fight Icon. Left-click this icon. To attack, 
right-click and hold until you 're ready 
to attack, then release the right button. 

Ut1e Icon. Left-click this icon, then right­
click the object you want to use. For 
actions that require a target, left-click 
this icon, then right-click the object you 
wish to use (putting it "in-hand"). Move 
the object in-hand over the "target" 
object and right-click again. 

Healing 
To regain lost Vitality (or shake off 

the effects of poison), you must eat and 
sleep, or cast healing magic. 

The healing spells are W.Jer Heal, 
Heal and Greater Heal, in order of the 
Vitality they restore. These do not 
restore Mana. 

To regain Vitality and Mana, you 
must sleep. Press FlO or use a bedroll. 
When you awaken, you regain some 
percentage of lost Vitality and Mana. If 
you are hungry, sleep does less to 
revitalize you. 

Paa.Jing the Game 

With a mouse, click on the Options 
Icon. This pauses the game and brings 
up a menu of options. To unpause, click 
on "Return to Game." On the keyboard, 
press Fl to pause, Esc to unpause. 

Magic 
Magic requires three things: 

Mana. The Mana point cost of a spell is 
triple the Circle of the spell. 

Character Level. Your character level, 
halved and rounded up, must equal or 
exceed the Circle of the spell. 

Rillu Sto1U!.1. The rune stones required to 
cast each spell are listed below. 

Casting Spells. If the three conditions 
above are met, you can attempt to cast a 
spell. To do so, click on the runebag in 
your inventory, then click on each rune 
required to cast the spell, in order. 
When the runes appear on the rune 
shelf, left-click anywhere on the rune 
shelf. 
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Targeting Spells. Some spells must be 
targeted. When you left-click the rune 
shelf to cast such a spell, a targeting 
cursor appears on screen. For combat 
spells, the targeting cursor is a red 

circle. For non-combat spells, the cursor 
is a blue cross. 

When a targeting cursor appears, 
position it on the person, creature or 

object you wish to target, then right­
click to unleash the spell. (You may or 
may not succeed.) 

Spell Lilt 
First Circle Fifth Circle 

Create Food IMFN Cure Poison H-
Light I~ Fireball Kr 
Magic Arrow ~~ Missile Protection X '1 K 
Resist Blows [>' '1 Name Enchantment ~N~ 
Stealth '1~ Open Mftl 

Second Circle Sixth Circle 

Cause Fear ~" Daylight /\I~ 
Detect Monster NM Gate Travel /\RK 
Lesser Heal I BM Greater Heal /\IM 
Rune of Warding It Paralyze ~MK 
Slow Fall RIXIK Telekinesis ~K~ 

Third Circle Seventh Circle 

Conceal [>'1 ~ Ally IMR 
Lightning ~x Confusion /\~N 
Night Vision ~~ Fly /\~K 
Speed RtK Invisibility /\'1 ~ 
Strengthen Door '1f Reveal ~~~ 

Fourth Circle Eighth Circle 

Heal IM Flame Wind r~ 
Levitate J>K Freeze Time ~t 
Poison i-M Iron Flesh 11\ '1 
Remove Trap ~f Roaming Sight ~KN 
Resist Fire t..ir Tremor /\K~ 
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Comhat 

l]sing a Hand Weapon. 
J. Click on a weapon in your weapon 
hand (or on the Fight icon) to enter 

fight mode. 
z. Position the cursor on your target. 
:;. Hold down the right button until the 
weapon is drawn back (You can 
continue to move by pressing the left 
button while the right button is 

pressed.) 
4. With the weapon drawn back, the 
power gem begins to brighten, indicat­
ing how much power you are putting 

in to the attack. 
5. Release the mouse-button to attack. 
(If the gem is still red when you release 
the button, your attack is aborted .) 

Types of Attack. 

B(L}h. Press the right button when the 
cursor is high in the view window. 

S!a.Jh. Press the right button when the 
cursor is in the middle of the view 
window. 

Thru:.Jf. Press the right button when the 
cursor is low in the view window. 

Missile Weapons 
1. Ready a missile weapon by placing it 
in your hand on the Inventory panel. 
Make sure you have ammunition in 
your inventory. Enter fight mode. 
2. Press and hold the right mouse­
button to initiate an attack (screen 
location doesn't matter). 
3. When the jewel is green, your 
weapon is ready to shoot and a red, 
circular cursor appears. 
4. Move the cursor where you want to 
aim your weapon. 

5. Release the mouse-button to unleash 

the attack. 

Conver.Jation 

To talk to a character or creature: 

1. Click on the Talk icon. 
2. Position the cursor over the character 
you wish to talk to, then press the right 
mouse-button to bring up the conversa­
tion screen. The other person's com­
ments appear on the large scroll in the 
center of the screen. Your response 
options appear on your message scroll. 
3. Move the yellow cross onto the 
option you want and click either button 
(or press the number of the statement 
you want to make). 
4. Read the other person's response and 
pick one of your own. If you see the 
word "[MORE]" at the end of a 
comment, click either mouse-button or 
press any key to see the rest of what the 
other person has to say. If you see the 
word "Other" in your List of choices, 
you have the option of typing in 
something that isn 't on your list. 
5. If you have the last word in the con­
versation, you return to the main game 
screen automatically. Otherwise, click 
either mouse-button or press any key. 

Bartering 

1. Select the option on your conversa­
tion option list that says you want to 
trade items. 
2. Get items you are willing to trade and 
put them in your barter area. 
3. Click on items in either barter area to 
select or deselect them for the current 
trade. 
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4. Offer the deal by clicking on the 
appropriate menu line, or click on "I 
must think about this deal" to use your 
appra/Je skill. 
5. If the person or creature with whom 
you are trading accepts the deal, any 
items you offered disappear into your 
trading partner's inventory. Now, you 
may move traded items from his barter 
area into your inventory. 
6. If the deal isn't accepted, you can 
change the highlighted items in either 
barter area and try again. 
7. At the end of a bartering session, any 
items that now belong to you appear on 
the floor in front of you. 

Giving and Getting Items 

1. Place the item you wish to give or 
show in your barter area. 
2. Select a conversation option like "I 
wish to give you this gift." The charac­
ter takes the item from your barter area, 
or simply looks at it, depending on the 
circumstances. 
3. If a character gives you something, it 
appears on your cursor, allowing you to 
place it in your inventory. 

Repairing Items 
Some characters in the Abyss offer 

to repair items. To have a broken item 
repaired, place it in your barter area 
before you select the option requesting 
the repair. 
To repair damaged weapons or armor 
yourself: 

1. Use an anvil as you would any item. 
2. When your cursor turns into an anvil, 
click on the broken item. 
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3. A message appears telling you how 
difficult the repair will be and asking if 
you want to continue. 
4. Select "Yes" or "No." 

Keyboard Control! 

When using a keyboard, note that 
the game is case sensitive - Shift-A is 
not the same as A. 

Also, there are some keyboard 
commands for which there are no nwuJe 

equivalents - even mouse users must 
use these. These commands are listed 
below in itali.CJ. 

l\'ienus 

~ Up to next option above 
(I] Down to next option below 
@ Left one column 

(2-column lists only) 
@) Right one column 

(2-column lists only) 

~ TopofList 
or Home Top of List 
@ge Down) Bottom of List 
or I End) Bottom of List 

Normal Movement 

~ Run Forward 
!Shift~ &uy Move Run Forward 

@) Walk Forward 
!Shift@) Easy Move Walk Forward 

@ Turn Left 
(Shift0 Easy Move Left 

@:] Turn Right 
!Shift(]) Easy Move Right 

(I] Slide Left 
@) Slide Right 
(RJ Walk Backwards 

!Shift@ &y Move Back1Mrd<J 

Other M ovement 

@) Fly Up 
(9) FlyDown 
CD LookDoul/Z 
(I] Center View 
rn Look Up 

(ShiftQJ Standing Long Jump 
QJ Jump 

Combat Mode Keys 

[fl Bash 
Q Slash 
O Thrust 

Special Function Keys 

CD Game Options/Pause Game 
(I] Talk Mode 
rn GetMode 
@] LookMode 
[ID Fight Mode 
@:) UseMode 
[I) Flip Character Panel 
(ID Cast Spell 
@ UJe Track Skill 
@) Sleep 

Game Options 

~ SaveGame 
!Control@ Restore Game 
!Control@] Change Music 
!Control[£) Change Sound Effects 
(Control I]) Change Detail Level 
~ Return to Game 

-IC_o_n-tro-l~IQ~J Quit Game 

Cursor Movement Keys 

~ Move cursor one hot area 
right 

!Shift(Tubl Move cursor one hot area 
left 

Numeric Pad 
[D-@ Cursor Direction 

@) Left Mouse-Button 
0 Right Mouse-Button 
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INSTALLATION 

Memory Requirements 
A2 meg machine is required. (However, we recommend 4 megs of memory to play Wing 
()Jmmander Academy.) A minimum of 5MB hard drive space is required. By typing MEM ac the 
DOS command prompt (C:\>), you can see how much memory is available on your computer. The 
game needs 586K (600,064 bytes) of DOS memory available (3rd line reported by mem) and 
800,000 bytes of available EMS memory. 

Some sound cards require additional EMS memory. Sound Blaster, Sound Blaster Pro and Ad Lib 
require no additional EMS memory. Using a Roland card requires 848K (868,352 bytes) of available 
EMS memory (total, not additional). When you use a Roland card for music and a Sound Blaster (or 
Sound Blaster Pro) for speech, you must have 9 l 3K (934,912 bytes) of available EMS memory (total, 
not additional). 

Note to 2 meg owners: If you have a 2 meg machine, you will not be able to ftee enough EMS 
memory to use both a Sound Blaster Pro and a Roland. You must choose between the Sound Blaster Pro 
and the Roland. 

Note: Wrng Commander Academy has been fully tested with the Double Space disk com­
pression utility that shipped with MS-DOS version 6.0. We cannot guarantee the compatibility 
of our games with other disk compression utilities. 

On-Line Help 
lielp with the installation process is available at any time by pressing [BJ. 
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Quick Installation 
1. At the DOS prompt, insen CD-ROM disk into your CD-ROM drive. 

2. Type the lener of the CD-ROM drive, followed by a colon, then press I Enter~ 
3. Type CD\WCA and press !Enter). 

4. Type lNSTAll D: C: and press (Enter~ Substitute the correct drive letters for your CD-ROM arid 
hard drives. 

Installation Menus 
If you change your hardware configuration, you can run INST ALL from the WCA sub-directory 

of your hard disk. The installation process is menu-guided. Use(!) and(±) to select among the 

options on each screen, then press I Enter). If the install program detects a condition that will pre­
vent installation (e.g. not enough disk space), the program will stop and notify you of the nature 
of the problem. You muse fix the program before installation can succeed. 

Main Menu 
After an introductory screen, the main menu appears. From here you can select an install option: 

lnscall the game. This option anempts co inscall the game onto the hard drive or drive partition 

you specify. 
Change the hardware configuration. Run chis option of the install program any time you 

change the hardware configuration of your machine after Wing Commando Academy has been 
installed, so chat the game can use the new configuration. Once you have given the specifications 
and have verified that they are correct, you are finished. You can now exit the install program. 

Abort installation. This option allows you to cancel che install process. (You may also abort 
the installation process at certain other points while the files are being copied to the hard drive 

by pressing~. 
You will be asked to verify all abort requests, giving you a chance co change your mind and 

continue with the installation. 

Machine Specifications 
After you have selected an install option from the main menu, the inscall program will attempt co 
determine some specifics about your machine. What it finds will be displayed as defaults to the leh 
of the screen. If the defaults are incorrect, you can change them with the following menu options 
(after answering NO to the question "Are you satisfied with the current configuration?"): 

Source drive. This is the drive that currently contains the CD-ROM containing Wing 
Commander Academy. 
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D tination drive. This should be che hard drive (or partition) onto which you are installing 

~ommander Academy. le muse have at lease 5MB of space free for installation. 
lf'inbestination directory. If you are not satisfied with the defa~c ~rectory ( \WCA), select NO, 

d enter your preferred directory. The direcco.ry "."ill be created 1f 1c does not already eiusc. 
ill Sound card. A list of possible sound cards 1s displayed. Choose the card chat most clos:ly 

ch the one in your machine. For example, if you have a 100% Sound Blaster compat1ble 

lfla~' y~u would choose SOUND BI.ASTER. The auto-detect featur.e will o~y decec.c sound cards ~t 
car. default settings. If your sound card is noc ac its default serung, the mscallat1on program will 
their · "Ar · fi d 'th th · AD UB In this case you should answer NO co the question: e you satlS 1e w1 e 
detect 1c as · . 

C COnfiguration~" Then manually select the appropriate sound card from the opt1on menus 
curren · . lcTI ) · nfi 
described below. If you have trouble with the installation that the on-line help (l£1...J or 1 orma-
000 on this guide cannot help you with, please contact ORIGIN Customer Semce (see 

r roubleshooting). 

Th following menus handle sound card configuration information: 
e J/0 port setting. This setting defaults to 220H. Other possible values are 21 OH, 230H, 240H, 

z50H and 260H. . 
JRQ setting. This menu gives you a choice of 3, 5, or 7 (5 1s the default for most, but not all, 

Sound Blaster cards). 

For more information on these settings, see your Sound Blaster documentation. 

Note Sound Blaster Pro Users: IRQ l 0 is not supported due co technical constraints. 

Optimizing Your System . . 
If you are experiencing problems running Wing Commander Academy, 1t rrughc help to create a 
separate boot disk or decrease the number of memory-resident programs (TSRs) you have loaded. 

Creating a Boot Disk . 
To create a separate boot disk, insert a blank high density disk in your A: drive. From the DOS 

prompt, cype: 
FORMAT A:/s !Enter] 

Modijjing CONFIG.SYS 
When the DOS prompt returns and the format is complete, type: 

EDIT A:\CONFIG.SYS !Enter] 

WING COMMANDER ACADEMY 3 



4 

Your boot disk's CONFIG.SYS should resemble rhe following: 

DEVTCE=C:\DOS\H!MEM.SYS 
DEVTCE=C:\DOSIEMM386.EXE 2048 /I=BOOO-B?FF RAM 
DOS=lJMB 
DOS= HIGH 
FlLES=30 
BlJFFERS=30 
SHELL=C:\DOS\cOMMAND.COM C:\DOS /p 
DEVTCEHIGH=C:\SB16\<CD-ROM DRIVER> 
(Users wirh DBLSPACE should include rhe next line) 
DEVICEHIGH=C:IDOS\DBLSPACE.SYS /MOVE 
(Users wirh DRVSPACE [<DOS 6.22 only] should include rhe next line) 
DEVTCEHIGH=C:IDOS\DRVSPACE.SYS /MOVE 

C:\<CD-ROM DRIVER> will vary depending on your partiucular CD-ROM drive. If your 
CONFIG.SYS file does not contain this line, please consult your CD-ROM documentatio n. 

Exiting CONFIG.SYS andModi.fYi11gAUTOEXECBAT 
After typing rhese lines, you should exit and save your file. Do so by typing: 

@ill) 
0 
(Yl 

Next you need an AUTOEXEC.BAT file on your boot disk. Type: 
EDIT A:\AlITOEXEC.BAT I Enter I 

When rhe new screen appears,type rhese commands shown 
@ECHO OFF 
PROMPT $P$G 
PATH=C:IDOS 
LH C:\SB16\DRV<MSCDEX.EXE driver> 

LH <parh>IMOlJSE.COM (or insert orher mouse device driver here) 
SET SOlJND=C:\SB16 (default) 
SET BLASTER=A220 Dl 15 H5 P330 T6 (default sertings) 
C: 

"SB 16" is rhe default directory in which Sound Blaster software is installed. Insert rhe 
appropriate directory name if you chose not to use rhe default. 

SET BLASTER variable may vary depending on wherher you changed rhe configuration of 
your Sound Blaster sound card. 
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£tir and save rhis file by typing: 

@£) 
0 
[YJ 

Oisk Cache Set-Up 
If you have a 4 Meg machine or greater, you can install SMARTDRV.EXE (a disk cache pro­
gram). We recommend you allocate 1024K of memory to the disk cache. We also recommend 
using rhe SMARTDRV versions from Windows 3.1 or DOS 6.0. If you decide to install 
sMARTDRV, you need to add rhe following line to the beginning of your AUTOEXEC.BAT 

file: 
e:\DOS\SMARTDRV.EXE 1024 

Mouse Set-Up 
For ease of gameplay, we recommend the use of a mouse in addition to a joystick. Be sure rhat 
you are using a 100% Microsoft compatible mouse driver. If you're using a boot disk, rhis driver 
must be loaded within your boot disk configuration. Since the command line may differ from 
mouse to mouse, consult your hard drive's AUTOEXEC.BAT or your mouse user's guide. One 
example is: 

C:\MOlJSE\MOlJSE.COM 
Be sure to include your specific mouse driver line to rhe beginning of rhe AUTOEXEC.BAT file 
of your boot disk. When you want to play Wing Commander Academy, insert this boot disk in rhe 
A: drive and start or restart your computer. 

Installation Fails 
In rhe unlikely event rhat installation fails, an error message should tell you rhe nature of rhe 
problem. See Troubleshooting below for solutions to some common problems. 
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TROUBLESHOOTING 
Q: My mouse is not working with WO!. My mouse works with all of my other software applications; 
why not with WO!? 
A: If your mouse is not working with WO!, you should first check to see of your mouse has been 
loaded in DOS (in your AUTOEX.EC.BAT file) or onto the boot disk you are using co play the 
game. Windows and many other "multi-tasking" environments load their own built-in mouse dri­
ver. These mouse drivers will not operate outside of their shell environment. Loading a mouse dri­

ver into the DOS environment can be as simple as typing MOUSE I Enter J at the command 

prompt. For example: 

c:bMOUSEi EnterJ 

T his command can differ from mouse driver sofrware to mouse driver sofrware. Please consult 
your mouse user's guide for further details. 

Q: Why doem 't my joystick work correctly? It works with WC andWCII. 
A: Be sure that your joystick has been calibrated correctly. Once within a mission, press Q) or 

iShittQ] to recalibrate your joystick. Also, because of the close interaction between the mouse and 
the joystick, be sure that your mouse driver is 100% Microsoft-compatible. Please consult your 
mouse user's guide for further details. 

Q: When I boot the game, it says "Expanded memory not detected," but I have two megs of RAM. 
Whats wrong? 
A: First, not all types of extra RAM are equal. There are two basic kinds-exTENded and 
exP ANded. If you have no expanded memory, you must configure your extended memory as 
expanded memory. If you have expanded memory but WO! still won't acknowledge it, most like­
ly some other piece of sofrware, such as a disk cache or RAM disk, is using up all your expanded 
memory. Check your CONFIG.SYS and AUTOEX.EC.BAT files for such programs, and consult 
the documentation that came with those programs to find our how to reduce their memory con­
sumption. Also, consult Optimizing Your Systems. 

Q: WCA threw me out to DOS. It said I had an "Out of memory error. " When I tried to re-start, it 
did it again. 
or 
Q: My copy ofWCA is defective. Every time I play, it throws me to DOS with a Memory Allocation 
Error. 
A: Both are trying to play with less than 586K (60 1,000 bytes) free. If the game does this, use the 
DOS command CHKDSK and read the lase line of output. It should say "XXXXXX bytes free." 
This is the amount of free RAM available. If this number is less than 601,000 bytes, modify your 
AUTOEXEC.BAT and CONFIG.SYS files. 
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'{ou may want to use a system boot disk instead of modifying ~e ~?NFIG.SYS and . . 
f,UTOEXEC.BAT files on your hard drive. Please refer to Opummng Your System for mstrucnons 

00 rnaking a system boot disk for the WO! game. 

Q: The game still doem 't work after I modified my~ UTOEXE~.BA T and CONFIG.SYS files. 
/\; Copy down the information the computer provided when 1t dumped you to DOS, then see 

ORIGIN Customer Service at the end of this manual. 

Q: My game runs slowly and occasionally locks up. . . . . 
A: You may be loading other sofrware that is not cornpaable with WO!. First, tty runrung your 
game from a system boot disk. Refer to Optimizin~ Your Syste.m to crea.te a boot <l'.5k. The WO! 
game is only compatible with Microsoft DOS versions 5.0 or higher. This sofrware is not compat­

ible with 286 PCs. Please use a 386 or 486 PC. 

Q: Why does my computer crash when I try to play WCA while I am logged into our LAN (local area 

network)? . 
A: LAN sofrware often tries to cake over the same system resources that WO! uses. Someames th~ 
rwo can coexist, bur often they can't. If you have strange problems with WO! while your LAN dri­
vers are loaded, tty booting from a clean boot disk that does not load your LAN drivers. Please refer 

co Optimizing Your System. 

Q: Why does my computer crash when I try to play WCA through Microsoft Windows {or 0512, 
Desqview or DOS 5. OT ask Swapper)? 
A: "Multi-casking environments"- Windows, Desqview, Software Carousel, DOS ~ . O Task Swapper, 
and so forth-often conflict in their use of memory and other system resources with Wing 
Commander Academy. We do not recommend playing WO! under.th~ circurnscani:es· Even if you 
do run the game under a multi-casker, do not swap to another appltcauon while playmg. Your sys­
tem will crash if you tty co suspend WO! to run another program. In general, we recommend chat 

you log our of Windows (or similar applications) and play from the DOS prompt. 

COMPUTER CONSOLE 
Configuring Your Mission 
The large view screen in the upper half of the console is rhe "drawing board" of the simulator: 
The green triangle in the center of the screen represents your "ship." You are free to place :ar1-
ous combinations of enemy ships, capital ships, space stations, obstacle fields and other obieccs 

around your ship. 
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Nov Paint Currently 
Being Drawn 
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Hostile Fighter 

COMPUTER CONSOLE 

SELECTION BUTTONS 

' r 0 select a specific kind of opponent, hazard or object, click on the appropriate button located 
below your view screen. 

, A single click on one of the buttons causes a rotating graphical representation of the object to 
appear in the window at the lower left of the console. The thin box just above the rows of but­
rons identifies the object you chose. 

, Select the particular ship or object you wish to include in the mission you are configuring by 

clicking on it. Hitting I Enter J selects any object currently located under your cursor. 

, You must also specify the difficulty level (intelligence level) of each hostile ship before placing 
it in the action sphere around your fighter. Use the arrow keys of the difficulty level option at 
the bottom left of your console to choose an intelligence (from 1 to 4) for each hostile ship. 
The higher the intelligence number, the more accomplished your opponent will be. 

• Once you have decided where you want this hostile fighter or object to appear relative to you, 
single-dick on the desired position on your view screen. 

• If you have positioned a hostile fighter, a red triangle appears to indicate its position. 
• Capital ships and the friendly space station are identified by a red uiangle surrounded by a 

circle. 
• Asteroid fields appear as large red circles on the mission display screen. 
• Mine fields appear as yellow circles on the mission display screen. 
• Data pods and ejected pilots are represented by yellow diamonds. 

• You may place up to eight different objects in the action sphere around your ship. You can only 
place one obstacle field and a maximum of four Ralathas in each action sphere. (No ship has 
enough ammunition to desuoy more than four of these formidable fighters .) 

• As mentioned above, moving the cursor over each object causes a description to appear in the 
thin box between the drawing board and the rows of buttons. 

• If you made a mistake or you simply decide to remove a particular object from the action 
sphere, click on remove in the bottom row of the object buttons. Then move your cursor to the 
ship or object you want to remove and single-click on it. Clicking on the clear button in the 
right column on your option menu (or typing C) removes all objects you have placed in the 
action sphere surrounding your ship at the currently selected nav point. If you hit clear again, 
the simulator will ask you whether you want to clear all nav points. Press Y to clear all nav 
points. 

• You may want to configure a mission with a variety of objectives at different nav points. Once 
you have placed all desired objects in Nav 1, select Nav 2 with the nav button to the upper left 
side of your console. Selecting a new nav point automatically clears your "drawing board" and 
allows you to design a new sub-mission. You can configure missions with anywhere from one to 
four different nav points in this manner. 
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Randomizer and Gauntlet Options 
If you prefer the unexpecred, rry the Randomizer and Gauntlet options. The Randomizer burton 
is located in the bonom row ofbunons. Selecr the RND button, click anywhere on the view 
screen and this feature will generate unpredictable panerns of objects and hostile ships at the 
selected nav poinr. This option is particularly useful in preparing you for the unpredictability of 
combat in space. 
The GAUNTLET option button, locared in the top lefr corner of your simulator console, introduces 
you to yet another kind of combat experience. Using this option, you fly against wave afrer wave 
of enemy fighters. You can fly up to fifteen different levels comprising three waves each, although 
few students ar the TCSN Academy have successfully completed the gauntler even once. As you 
progress from wave to wave, difficulry will increase along with the skill of your formidable 
opponents. 

Selecting Your Ship 
Pressing the SELECT SHIP button, in the upper right corner of your console, (or hining ®on your 
keyboard) brings up an option screen with the different ships you can choose to fly. When you 
select a particular ship by single-clicking on ir, the screen will also indicate the ship's weapon load­
out. Once you have decided which ship you wanr to fly this mission, and have clicked on it, hit 
SELECT to save and return to the main option screen. Press CANCEL if you wanr ro return ro the 
main option screen without saving your choice. 

Selecting Your Wingman 
The WINGMAN bunon located in the right column on your console (or~ on your keyboard) calls 
up an option screen with five different wingmen options. If you choose NONE, you will fly this 
mission alone. Selecting one of the wingman names by single-clicking on ir shows you a poruait of 
the pilot and informs you about piloting and dog fighting skills as well as artitude. Choose the 
pilot you wanr on this particular mission (or choose NONE) and hit ACCEPT ro save your choice. 
CANCEL returns you to the main screen without saving a wingman choice. 

Saving a Mission 
If you have creared a mission thar you wish to save, you must first rype a name for the mission into 
the slot allocated in the top lefr corner of the console. When you selecr the slot (press~ until you 
highlight the slor you want, or click on the slor), a cursor will appear. You can now use !Backspace) 
to erase the current name in the slot. Enter the new mission name and selecr the SAVE bunon in rhe 
right hand column of your computer screen (or hit@ on your keyboard). A new option menu wirh 
numbered slors will pop up. When you click on a numbered slot, the mission name you just entered 
will appear. You are also free to move this mission to any slot you wish by dragging it. (Click-and-
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d the inter on the name, drag the pointer to your preferred slot, and release the m~use button.) 
bOl ~ placed the mission name in the desired slot, hit SAVE to return to the mam consol:. 
ooce you ave cal f24 . this manner If you decide to save a new mission in a slor which 
'{ u may save a to o games m · . · · 
0 d · nuss· 1·0 n name the simulator will overwrite the old data with the new rruss1on. 

;ilre:I y coma.ms a ' . . If ch e 
will be asked whether you want to overwrite the currently saved nuss1on or n~t. you ~g 

'{ou . · afr all to the mam screen by chck-mind and decide not to save your rruss1on er , you can escape yaur 
jog CANCEL 

5C1Ving a Mission on a Floppy Disk 
ou want to save a mission onto a floppy disk, you must first save the mission in one of the.allo­

!f y ed slors Nore the slot number(s) of the mission(s) you are transferring to a floppy, then eiot to 
~~S on che simulator computer and insert a disk inro the desired disk drive. From the C: prompt, 

cype: 
co\wCA\MISSIONS 

If ou installed the game in a directory other than the default. dire~tory, .rype the name of ~at 
( · y · d f"wCA" here and anywhere else it appears m this secnon.) You are now m the 
di'.e~rory mbstdie.a o fWCA At the prompt typing DIR will provide you with a list of all avail-
nuss1ons su rectory o · • . 
able saved missions. The missions are listed by numbers and nor by theLr names, ~o you ~use 

b the slot number of the mission you wish to save. To copy onro your disk, rype. 
remem er d · · d. 

COPY c:\wCA\MISSIONS\MISSION.<mission number> < esunauon nve> 

For exampl.e, you might type: 
COPY C:\WCA\MISSIONS\MISSION.007 B: 

Wh 1 d this mission from disk and save it as a certain mission number, insert en you want to up oa 
che floppy disk into the disk drive and rype: \ <desired mission 

COPY <source drive>:\MJSSION.<mission number> c:\wCA\MISSIONS MISSION. 

number> 

For exampl.e, you might type: 
COPY B:\MJSSION.007 C:\WCA\MISSIONS\MISSION.008 

(If you inserted the disk inro drive A:, enter A:. ~ste~d of B: as rhe source drive.) 
Now the saved game will appear as a saved rruss1on m slot number 8. 
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Loading a Mission 
If you wanr ro play a mission thar was previously saved, you can rerrieve ir by clicking on the LO>.o 

burron, in the righr column of your com purer console (or ryping [)on your keyboard). The new 
option screen will show you 24 numbered slors wirh the saved missions. Selecr the game you want 
to load and click on LOAD ro confirm your choice. This will return you ro the main menu on the 
console. If you change your mind, you can always go back to the main screen by hitting CANCEL. 

Other Console Functions 
CANCEL. Should you decide you are nor ready ro fly a mission righr now, you can click on the 

CANCEL burron, in the right column of the computer console, (or hir ~on your keyboard) to 
deactivare the simularor. You can exercise this option if you wish ro re-configure your Music and 
Sound FX. selections in the wall panel of the simularor room or if you want ro leave the simulator 
room through the DOS area of the Academy. 

EXECUTE. Selecting the EXECUTE burton (or typing 0 will let you fly the mission you have just 
configured or loaded. The walls of the simroom light up and then fade away. In a few seconds you 
find yourself in the cockpir of the ship you have chosen ro fly. 
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REFERENCE SECTION 

CONSOLE COMMANDS 
Select !Enter) Sekm feature currently under cursor 

Next ~ Moves to next command button 

Clear @) Ckars action sphm 

Ship ® Sekcts ship 

Wingman ~ Sekcts wingman 

Load (I) Loads game 

Save [ID Saves mission 

Execute IBJ Runs mission 

Escape ~ Returns to simulator room 

SPACEFLIGHT COMMANDS 
To Fire 

Gun/Tractor 

Weapon 
Targeting Comp. 
Lock Target 

Chaff 

To Fly 
Afterburners 
Stop 
Autopilot 

Damage 
Communications 

Video 

Messages .. 
"Attack my target. 
"Break and arrack." 

Tab 
Backs ace 

0 
@ 
@) 
~ 

Request wingman damage report 

"Keep formation." 

"Form on my wing." 
"Help me out here." 
Random taunt to targeted enemy 

Cycks through guns (or tractor beam) 
Cycks through weapon systems 
Sekcts targeting computer/changes target 
Locks targeting computer (or activates !ITS, if availabk) 

Fires chaff pods 

Fires afterburners for as long as key is pressed 
Brings ship to immediate stop 
Engages autopilot 
Displays ship '.r damage screens . . . . 
Sekcts communications panel (or ckars mcommg communication) 

Enabks or suppresses comm video 
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Simulalor Options 
Message Duration @ Changts message duration Slower JAitJ+I Slows speed of game 
Music JCtrlJMI Toggks music on/off Faster ~ lncrtam speed ofgamt 
Sound JCtrlJSI Toggks sound effects on/off WI JAit IXI Exits to DOS 
Score (ID D;,piays score (in gauntkt mode) Eject JCtr1JEI Ejects from ship and 

on right VDU returns to simulator room 
Pause ® Pausesgamt 

Camera V-iews 
Front (ill Front view Chase [ill Chau plane view 
Left rm Lefi view I go to lefi tu"tt Battle (ill Battkview 

ifavailabk Tactical (ill T actica/ view 
Right (ill Right view I go to right tu"tt Missiles !ill Missik camera viml 

ifavailabk Tailing (ill Tailing view; cycks Rear (ffi Rtaroiew I go to rear tu"et through ship 
ifavailabk 

USING A KEYBOARD 
Between Missions. Use(±), (!J, EJ, and 8 (or the numeric keypad) to move che arrow pointer. 

When the pointer's shape changes into a cross, press (Enter) to select functions. 

In Space. Both the numeric keypad (with (Num Lock) off) and arrow keys are active for controlling 
flight. 

For sharp turns, climbs and dives, press (Shift) simultaneously. 

Numeric Keypad: 

Dive 

Right 
Left 
Climb 

Roll Right 
Roll Left 
Decrease Speed 

Increase Speed 

Fire Selected Missile 

Fire Afterburner 

Hold for wnger bum 
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Other Keys: 

Fire Afterburner 

Decrease Speed 

Increase Speed 

Fire Selected Gun 

Decrease Speed Quickly 
(Spacebar) 

I Backspace) 

USING A MOUSE 
Between Missions. Move che mouse to maneuver che arrow-shaped pointer around the on-screen pic­
rure. When the pointer's shape changes into a cross, press the left mouse button co select game func­
tions. 
In Space. When you move the mouse, a white, circular pointer appears in che view-screen. Your ship 
homes in on che pointer. Maneuver by moving the mouse until the pointer is where you want to go. 
You travel in that direction until you move the mouse to a new position. 

Mouse Only: 

Forward 
Right 

Left 
Back 

Left Button 

Dive 

Turn right 
Turn kft 

Climb 

Fire sekcted gun 

USING A JOYSTICK 

Mouse and Right Button: 
Forward 
Right 
Left 
Back 
L & R Buttons 
Double click & hold 
Right Button 

Increase spud 
RoU right 

RoUkft 
Decrease spud 

Fire sekcted missik 
Ajkrburnm 

Between Missions. Move the joystick to maneuver che arrow-shaped pointer around the on­

screen picture. When the pointer's shape changes into a cross, press button #1 to select function. 

In Space: 

Joystick Only: 
Forward 
Right 
Left 
Back 

Dive 
Turn right 

Turn kft 
Climb 

Joystick and Burton #2: 
Forward Increase spud 
Right RoU right 
Left Roll kft 
Back Decrease spud 
Button l & 2 Fire sekcttd missik 
Double click & hold Ajkrburnm 

©Copyright 1993, 1994 ORJG!N Systems, Inc. Wing Commander, Origin and We create worlds asc registered trademasks 
ofORJGlN Systems, Inc. Academy is a tradcmask ofORJGIN Systems, Inc. Electronic Ans is a rcgiscercd trademask of 
Electsonic Ans. 
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* YEAGER ' S AIR COMBAT * 
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WELCOME TO GENERAL CHUCK YEAGER'S 
AIR COMBAT 

INSTALLING YEAGER AIR COMBAT 
You need at least l.4MB of free hard disk space. To play Yeager Air Combat, the CD must be inserted in your CD-ROM 
drive, you need 640K of memory, and a CGA, EGA or VGA compatible video adapter. 

Use the Install utility included on the CD-ROM to install the game on your hard drive. The install utility creates a 
directory named YEAGER on your hard disk. 

I. Boot your computer with DOS (any version from 2.1 or later) 
2. Insert CD-ROM into your CD-ROM drive. 
3. Type 0: and press Enter. (Type the appropriate drive letter of your CD-ROM drive.) 
4. Type CD\YEAGER and press Enter. 
5. To install, type Install followed by the CD-ROM drive letter you are installing FROM and the drive letter you are installing TO. 

For example, to install from drive 0: to drive C:, you would type INSTALL 0: C: and press Enter. 
6. The game is copied into the YEAGER subdirectory on your hard drive. 

To START YEAGER AIR COMBAT 
I. Type C: and press Enter. (If your hard drive isn 't C:, enter the correct letter.) 
2. Type CD \YEAGER and press Enter. 
3. Type YEAGER and press Enter. To answer the question on the screen, find the correct answer in the Airplane Description 

section, type the answer, and press Enter. There is no time limit, and ii you answer incorrectly, you get two additional 
chances. 

4. The game will load and you'll see the title screen. Press the spacebar to continue. 

The program automatically detects the best graphics mode for your computer and starts the game in that mode. If you want to play 
the game in a different graphics mode or use an Adlib music card, see Startup Parameters for instructions on these options. 
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--­Note: You may.need to remove TSRs presen'. in your system (terminate-and-stay-resident programs, such as Sidekick·) before startin 
Yeager Air Combat. You can temporarily avoid these TSRs by booting from your original DOS disk. See Problems with g 
Game/Technical Support/Warranty section for information on removing TSRs. 

At any time during the game, you can press Ctrl-P to pause the game, and any key will resume. You can also press Ctrl-C to quit th 
game (press Y to confirm). e 

STARTUP PARAMETERS 

When you start Y.eager Air Combat, the pmgram automatically detects the best graphics mode for your computer and 
starts the game 1n that mode. However, 1f you want to start the game in a different graphics mode, you can do sob 
adding a few extra characters {called arguments) to the start command. Y 

EXAMPLE: Let's say you want to load the game with EGA graphics mode and use a joystick. You'd type YEAGER EGA 
JOYSTICK and press Enter. 

The order of the extra arguments doesn't matter as long as there's a space between each argument. 

These are the arguments you can use: 
EGA Loads game with EGA graphics. 
MCGA Loads game with MCGA graphics {Same graphics as VGA but slower. Maintains 

VGA 
SLOWCARD 

FASTCARD 
JOYSTICK 
KEYBOARD 
MOUSE 
MOUSE2 
LOW 
MEDIUM 
HIGH 
NOSOUND 
NOSPEECH 
PC 
ADLIB 
BLASTER 
ALL 

CAMPAIGN 

compatibility with PS/2 25 and 30). ' 
Loads game with VGA graphics. 
When you are in MCGA or VGA mode, if the game freezes on startup, or if you get 
sound but the wrong colors or no colors at all, try this parameter. It slows down the 
interface between the computer and the video card. 
Deactivates Slowcard. 
Loads game with joystick flight control. 
Loads game with keyboard flight control. 
Loads game with mouse flight control. 
Loads game with high-resolution mouse flight control. 
Loads game in low graphics detail mode {less detail speeds up game play). 
Loads game !n medium gr~ph1cs detail mode {less details speeds up game play). 
Loads game in high graphics detail mode. 
Loads game with sound turned off. 
Loads game with digitized speech turned off. 
Loads game with PC internal speaker sounds. 
Loads game with Adlib sound card sounds. 
Loads game with Sound Blaster sound card sounds. 
If you want to be able to play all missions without having to win each one, type this 
parameter to make all m1ss1ons available immediately. This is a default parameter. 
Starts new campaign. In order to advanced in Campaign Mode, you will need to 
land ~afe.ly at your home base after successfully completing each missions. {See 
"Playing in Campaign Mode" in the on-line documentation) 

• GEN. CHUCK YEAGER'S AIR COMBAT 

* AIR COMBAT* 

Note: when you quit the game, the program remembers all of that game's startup parameters, and all the items 
checked on the drop-down menus. The next time you start the game, just type YEAGER and press Enter, and those 
same parameters and menu items will be in effect. Also, if you quit the game in the middle of a Campaign, and you 
want to return to where you left off, be sure not to select the Campaign parameter the next time you start up the game, 
as that will put you at the beginning of a new campaign. 

KEYBOARD PROCEDURES FOR NON MOUSE USERS 
Tab Moves cursor arrow sequentially through options buttons. 
Spacebar Selects option beneath cursor arrow. 
Enter Selects option with >"text"< {arrows) on either side. Note: this may be different 

Esc 
Backspace 
"Hot keys" 

than the button the cursor arrow points to, so you can hit Enter to save time 
Exit to previous screen. 
Backup one screen when creating a custom mission. 
Most options can be selected by pressing the first letter of the first word. For 
example, "Test Flight" is selected from the main menu by pressing T. 

Note: On the Historical Mission Selection screen, pressing I, 2, or 3 will select the first, second, or third mission visible on the screen. 

YEAGER AIR COMBAT KEYBOARD REFERENCES 

VIEWS 
Fl 
F2 
F3 
F4 
F5 
F6 
F7 
F8 
F9 
FlO 
Shift-Fl 
Shift-F2 
Shift-F3 
Shift-F4 
Shift-F5 
Shift-F6 
Shift-F7 
Shift-F8 

· Shift-F9 
Shift-FlO 
{Cursor Arrows) 

Forward 
Back 
Left 
Right 
Up {look up at 45· from forward view) 
Down {Look down at 45" from forward view) 
Plane to target 
Target to plane 
Map {in playback screen, this activates the "3D box view") 
Fly-by 
Behind your airplane, looking forward 
In front of your airplane, looking back 
Alongside the right wing of your airplane 
Alongside the left wing of your airplane 
From below looking up at underside of your airplane 
From above looking down at the top side of your airplane 
Target's cockpit 
Following target 
Circling external view or airplane 
Following missile . . . . , 
Slew view angle. If you 're using the keyboard to control the flight stick, or 1f you re 
on the FILM PLAYBACK screen, then you have to press Ctrl along with the arrow keys. 
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Ctrl-PgUp/PgDn 

+ 

FLIGHT CONTROLS 
1to5 
6 
7 
8 
G 
F 
B 

COCKPIT CONTROL 
Backspace 
l 
[ 

Spacebar, Button A 
Enter, Button B 
'(apostrophe) 
9 
0 
R 
, (comma) 
. (period) 
w 
Shift-W 
Shift-E 
Ctrl-R 
Ctrl-F 
D 

After you 've selected "fly-by-view" these keys will change the altitude of 
your view position. 
Decrease view magnification 
Increase view magnification 

Set throttle (0%, 25%, 50%, 75%, 100%) 
Afterburner (Vietnam Era aircraft only) 
Throttle -5% 
Throttle +5% 
Landing gear up/down 
Flaps in/out 
Air brakes and wheel brakes on/off 

Display/Hide instrument Panel 
Select previous weapon 
Select next weapon 
Fire weapon 
Select next target to right of current target 
Select target closest to center of screen 
Fire chaff (on MiG-21 and F-4 only) 
Fire Flare (on MiG-21 and F-4 only) 
Radar on/off (on MiG-21 and F-4 only) 
Decrease RWR magnification (on MiG-21 and F-4 only) 
Increase RWR magnification (on MiG-21 and F-4 only) 
Next waypoint 
Previous waypoint 
Eject 
Change HUD (Heads Up Display) color 
Toggle flight info on/off 
Show how much damage you 've absorbed (as% of max damage) 

MISCELLANEOUS - DURING FLIGHT 
Esc Toggle flight menus on/off 
Ctrl-P Pause 
Ctrl-S Sounds on/off 
Ctrl-Q End mission 
Ctrl-A Direction to nearest friendly plane 
Ctrl-Z Direction to nearest enemy plane 
T Toggle time compression (lx, 2x, 4x) 

• GEN. CHUCK YEAGER'S AIR COMBAT 

-
MENU COMMANDS 

Esc 
Left, Right (arrows) 
Up, Down (arrows) 
PgUp,PgDn 
Home, End 
Enter 

HELP FUNCTIONS 
Ctrl-1 
Ctrl-E 
Ctrl-l 
Ctrl-U 
Ctrl-T 
Ctrl-B 
Shift-1 
Shift-2 
Shift-3 
Shift-4 

* AIR COMBAT* 

Toggle flight menus on/off 
Previous/Next menu 
Previous/Next item 
Previous/Next item group ("group"=one or more items separated by line) 
FirsULast item 
Make selection and remove menus 

Invincibility on/off 
Easy Aiming on/off 
Easy landings on/off 
Unlimited ammo on/off 
Target information on/off 
Blackouts and redouts on/off 
Map window on/off 
Flight envelope window on/off 
Target view window on/off 
Yeager window on/off 

Note: Using a help function will prevent you from advancing in Campaign Mode. The Nearest Friend (Ctrl-A) and 
Nearest Enemy (Ctrl-Z) features do not count as Help Features in Campaign Mode. KEYBOARD AND MOUSE USERS: 
Because it's more difficult to aim while controlling your airplane with the keyboard or a mouse, you can select Easy 
Aiming from the Help Menu and still complete a Campaign. 

FILM PLAYBACK SCREEN 
p 
Home 
End 
; (semi-colon) 
' (apostrophe) 
[ 

l 
5 (keypad) 
Left Arrow 
Right Arrow 
Pg On 

Ctrl-(Cursor Arrows) 

(Function Keys) 

Brings up film playback screen when in flight 
Go to start of film 
Go to end of film 
Move back five seconds 
Move forward five seconds 
Move back I/20th of a second 
Move forward I/20th of a second 
Stops film 
Play in slow motion 
Play in normal speed 
Play at 2x normal speed 

Slew view angle (Also activated by the tab key and by moving the cursor arrow. 
These can also be used to rotate perspectives in Box View). 
Set the view mode. All commands remain the same as, except that F9 activates BOX 
VIEW instead of MAP VIEW, which is not available on the Film Playback screen. 
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Enter 
+ 

L 
s 
Esc 

Next Target button (only works in Review Film on main menu) 
Zoom in 
Zoom out 
Load film (only works in Review Film on main menu) 
Save film 
Exit Film Playback Screen 

The following commands work only in "Box View." 
F9 Activates Box View 
H Always follow plane's heading (default=off) 
P Always follow plane's position, keeping player centered in the box (default=off) 

EXITING TO DDS 
Ctrl-C Exit to DOS. You will be asked to confirm this by pressing Y. 

GAME NOTE 
ln.ca.mpaign Mode and Ace's Challenge you MUST come to a full stop at your home base to get credit for a completed 
m1ss10.n. In some m1ss1ons (notably escort missions) the scenario will end after the bombers have reached their final 
waypo1nt. You must land at your home base before they reach their final waypoint 

AIRPLANE DESCRIPTIONS 

REPUBLIC P-47 D THUNDERBOLT 
Specifications: Type: Single seat fighter-bomber; Power plant: One 2.300 Pratt &Whitney R-2800 Double Wasp 18-
cyl1nder .two-row radial ;. Wmg~~an: 40.8 ft; Length: 36.l ft; Height: 14.2 ft; Weight: 19,400 lbs; Maximum Speed: 428 
mph; .c11mb: 2,800 tum1n; Ceilmg; 43,000 ft; Range: 590 miles; Armament: Eight 0.50 in Colt-Browning M-2 machine­
guns 1n w1ngs. 

NORTH AMERICAN P-51 D MUSTANG 
Specificat~ons: T!pe: Single-seat fighter; Power plant: One 1,590 hp Packard-built Rolls-Royce Merl in V-1650-7 liqu id­
cooled eng!ne; W~ngspan: 37.0 ft; Length: 32.2 ft; Heig~t: 13.7 ft; Weight; 7,125 lbs; Maximum Speed: 437 mph; Climb: 
3,475 fUm1n; Ceilmg: 41,900 ft; Range: 950 to 2,000 miles; Armament: Six Browning MG53-2 machine-guns in wings. 

BOEING B-17E Fl YING FORTRESS 
Specifications: Type: H!gh altitude bomber; ~ower Plant: Four 1,200 hp Wright R-1820-97 Cyclone nine-cylinder 
radials with e~haust driven turbocharge~s: Wmgspan: 103.8 ft; Length: 73.8 ft; Height: 19.l ft; Weight: 31,150 lbs 
(loaded); M~x1mum Speed: 317 mph; Cellmg: 35,000 ft; Range: 1,100 miles; Armament: 13 0.50 machine-guns and 
17,600 lbs 1n bombs. 
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* AIR COMBAT* 

FOCKE-WULF FW-190A-B 
Specifications: Type: Single-seat fighter-bomber; Power Plant: One 1,700 hp BMW 801 Dg 18-cylinder two-row radial 
engine; Wingspan: 34.5 ft; Length: 29.0 ft; Height: 13.0 ft ; Weight: 7,055 lbs; Maximum Speed: 408 mph; Climb: 2,350 
tumin; Ceiling: 37,400 ft; Range: 497 miles; Armament: Two 13mm MG 131 machine-guns above engine, four 20mm 
MG 151/20 cannon in wings. 

MESSERSCHMITT ME-109E EMIL . . 
Specifications: Type: Single seat fighter/fighter-bomber; Power Plant: One 1,3.00 hp Daimler-Benz DB 601E 1nverted-V-
12 liquid-cooled engine; Wingspan: 32.4 ft; Length: 28.3 ft; Height: 7.5 ft; Weight: 4,330 lbs; Maximum Speed: 390 
mph; Climb: 3,100 tum in; Ceiling: 38,000 ft; Range: 350 miles; Armament: Two 8mm cannon MG-17 mach1ne-guns 
above engine, one 20mm MG-151 cannon in propeller hub. 

MESSERSCHMITT ME-11 OB ZERSTORER . . 
Specifications: Type: Two-seat/three-seat fighter; Po_wer Plant: One 1 , 10~ hp Daimler-Benz DB 601.A eng1ne; . 
Wingspan: 32.4 ft; Length: 28.3 ft; Height: 7.5 ft; Weight: 4,3301.bs; Maximum Speed: 349 mph; Climb: 2,255 ft. m1n; 
Ceiling: 32,800 ft; Range: 559 miles; Armament: Two 20mm Oerilkon MG FF can.non 1n nose, four 7.92 mm MG-17 
machine-guns in nose, one 7 .92mm MG-17 manned mach1ne-gun 1n rear cockpit. 

MESSERSCHMITT ME-163 KOMET 
Specifications: Type: Short-range fighter-intercepto.r; PowerPlant:.One 16,67 kN 3,748 lb thrust Walter 109-509A-2 
rocket motor; Wingspan: 30.6 ft; Length: 18.6 ft; Height: 9.0 ft; Weight: 4,191 lbs; Maximum Speed: 596 mph; Climb: 
16,400 tum in; Ceiling: 54,000; Range: 50 miles; Armament: Two 30mm MK 108 cannons, twenty-four rockets 
underwing, to vertically discharged rockets within the wing. 

MESSERSCHMITT ME-262 STURMVOGEL 
Specifications: Type: Single-seat fighter: Power Plant: Two 1,980 lb thrust Junker Jumo 004B single-shaft axia.1 
turbojets; Wingspan: 41.0 ft; Length: 34.8 ft; Height: 12.6 ft; Weight: 8,820 lbs; Maximum ~peed: 540 mph; Climb: 
3,940 !Umin; Ceiling: 37,565 ft; Range: 652 miles; Armament: Four 30mm MK 108 cannon 1n w1ngs. 

STINSON L-5 SENTINEL 
Specifications: Type: Two-seat short-range aircraft; Power Plant: One 141.6 kW 190 hp Lycoming 0-435-1 engine; 
Wingspan: 34.0 ft; Length: 24.l ft; Weight: 2,158 lbs; Maximum Speed: 129 mph. 

NORTH AMERICAN F-B6E SABRE 
Specifications: Type: Single-seat interceptor-fi~hter; Power pla~t: One 5,200 lb thru~t General Electric J-47-13 
turbojet; Wingspan: 37.0 ft; Length: 37.0 ft; Height.· 14.0 ft; We1~ht: 10,555 lbs; .Maximum Speed: 679 mph; Climb: 
4,760 !Umin; Ceiling: 47,000 ft; Range: 925 miles; Armament; Six 0.50 1n mach1ne guns. 

MIKOYAN-GUREVICH MIG-15 FAGOT 
Specifications: Type: Single-seat fighter; Power Plant: One 5,005 lb thrust. RD-45 Rolls-Royce Nene turbojet; . 
Wingspan: 33.l ft; Length: 36.3 ft; Height: 11.1 ft; Weight: 8,820 lbs; Max1mu.m Speed: 668 mph; Climb: 10,500 tum1n; 
Ceiling: 51 ,000 ft; Range: 1,115 miles; Armament: One 37mm NS-37 cannon 1n nose, two 23mm NS-23 cannons 1n 
nose . 
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YA:P~~~i~:.iJn~~Ty~e: Single-seat fighter; Power Plant: One 1,014 kW 1360 hp Klimov Mi-105P f-3 engine; Wingspan: 

32.8 ft· Length: 28.0 ft; Height: 8.8 ft; Weight: 7,055 lbs; Maximum Speed: 368 mph; Climb: 2,400 ft/min; Ceiling: 
32,800' ft ; Range: 875 miles; Armament: One 20mm cannon, one 12.lmm machine-gun. 

BOEING B-29C SUPERFORTRESS 
Specifications: Type: High altitude heavy bomber; Power Plant: Four 2,200 hp Wright R-3350-23 Duplex Cyclone 18-
cylinder radials each with two exhaust-driven turbochargers; Wingspan: 141.3 ft; Length: 99.0 ft; Height: 27.8 ft; 
Weight: 135,000 lbs (loaded); Maximum Speed: 357 mph; Ceiling: 36,000 ft; Range: 3,250 miles; Armament: One 
20mm cannon, one twin 0.50 cal. machine-gun, 22,000 lbs of bombs. 

MCDONNELL DOUGLAS F-4E PHANTOM II 
Specifications: Type: Two-seat fighter; Power plant: Two 17,900 lb thrust General Electric J-79-GE-17 A turbojets; 
Wingspan: 38.4 ft Length: 62.8 ft; Height: 16.5 ft; Weight: 28,000 lbs; Maximum speed: 1,386 mph; Climb: 61,400 
ft/min; Ceiling: 71 ,000 ft; Range: 786 mph; Armament; One 20mm M61Al rotary cannon, four AIM-7 Sparrows, four 
AIM-9 Sidewinders. 
AIM-7 Sparrow: Guidance: Semi-active radar homing; Propulsion: Solid propellant rocket; Warhead: 88 lbarthelet 
continuous rod; Length: 12 ft; Weight: 503 lbs; Diameter: 8 in; Wingspan: 3.3 ft; Maximum Speed: 3.5 Mach; Range: 
30+ miles. 
AIM-9 Sidewinder: Guidance: Infrared homing; Propulsion: Solid propellant rocket; Warhead: 25 lb fragmentation; 
Length: 9.4 ft; Weight: 190 lbs; Diameter: 5 in; Wingspan: 2.08 ft; Maximum Speed: 2.5 Mach; Range: 5 miles. 

REPUBLIC F-1050 THUNDERCHIEF 
Specifications: Type: Single-seat fighter-bomber; Power Plant: One 17,200 lb thrust Pratt & Whitney J-75-19 turbojet; 
Wingspan: 34.9 ft; Length: 67.0 ft; Height: 19.8 ft; Weight: 27,500 lbs; Maximum Speed: 1,226 mph; Climb: 34,500 
ft/min; Ceiling: 48,500 ft; Range: 800 miles. Armament: Dne 20mm cannon, two 3,000 lb bombs, and four Sidewinder 
missiles. 

MIKOYAN-GUREVICH MIG-21 MF FISHBED 
Specifications: Type: Single-seat fighter; Power Plant: One 11,240 lb thrust Tumansky single-shaft turbojet; 
Wingspan: 23.5 ft; Length: 48.0 ft; Height: 14,8 ft; Weight: 11,464 lbs; Maximum Speed: 1,285 mph; Climb: 36,090 
ft/min; Ceiling: 59,050 ft; Range: 683 miles; Armament: Two 30mm NR-30 cannon, four AA-2 Atoll missiles. 
AA-2 Atoll : Guidance: Infrared or semi-active radar homing; Propulsion: Solid Propellant Rocket; Warhead: unknown; 
Length: 9.1 ft; Weight: 155 lbs; Diameter: 4.75 in; Wingspan: 1.7 ft; Maximum Speed: 2+ Mach; Range: 4 +miles. 

MIKOYAN-GUREVICH MIG-17F FRESCO 
Specifications: Type: Single-seat fighter-interceptor; Power Plant: One 5,952 lb thrust Kilmov VK-1 single shaft 
centrifugal turbojet; Wingspan: 31.0 ft; Length: 36.3 ft; Height: 11.0 ft; Weight: 9,040 lbs; Maximum speed: 711 mph; 
Climb: 12,795 ft/min; Ceiling: 54,460 ft; Range: 870 miles; Armament: Three NS-23 cannons under nose, up to eight 
rockets. 
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BOEING B-52 STRATOFORTRESS · · 3W 
Specifications: Type: Strategic Heavy Bomber: Power Plant: Eight l~,750 lb thrust Pratt a~d Wh;neyj5J6~-4 h· 
turbo'ets· Wingspan· 185 oft· Length: 157.6 ft. Height: 40.7 ft; Weight: 480,000 lbs; Maximum_ pee_: mp , 
Ceili~g: 551000 ft; Range: 9,000 miles; Armament: Two 20mm cannon in remotely controlled tail pos1t1on, 20 SRAM 

missiles, bombs. 

ALL SOFTWARE AND DOCUMENTATION IS© 1991 ELECTRONIC ARTS 
ALL RIGHTS RESERVED. MANUAL BY David Luoto 

© 1991 ELECTRONIC ARTS. ALL RIGHTS RESERVED. 
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PROBLEMS wml THE GAME 
If you ore having a problem installing or playing the game read , on. 
First, make sure you have read the installation and storHi Ii f I 
sure you have free hard d· k d d. p sec on o your manuo ' and make 
lowed th d· ecli . th isdocspace, ~ rng on the game you are installing. If you have fo~ 

e ir ons rn e umentotion, and are still having trouble in fa,,. . 
soffwore, here are some hints that might help solve the p bl B fo s rng or operating the 
I . . lea ro em. e re attempting any of the fo~ 
~1ngltsuggesDOtioSns, p se make sure you are familiar with the DOS commands being used 

onsu your manual for more information. · 

TSRs/DEVICE DRIVERS/DOS SHELLS 

TSR stands for Terminate and Stay R ·d t A TSR . 
when ou s es1 en . is a program that automatically executes itself 
AUTO~XEC ~~~~,r°~ c~mpDu~r from a hard drive. They are generally installed in your . 

. e. ev1ce rivers and DOS shells are also loaded lo ti lly, d 
usually installed in your CONFIG.SYS file Th TSR d . d . au ma :a ' ~n are 
with games, or toke up valuable memory ~e ge~~e mays o~~1caendr1.vt~rs sometilmlyes interfere 
mended that h • 1 is genera recom-
or play a go~~~ not run any sue programs, device drivers, or shells when attempting lo install 

DOS BOOT DISK 

!~~~~~r;0~~n~:~~;1:~n;:~~~~::~r :;~;a;o~x=~e;.ckingBloc1 kups, othr other prfooblems •. we 
a DOS boot d . k Pl foll is . e ow ore e steps r creating 

is . .ease ow these steps exactly IMPORTANT: To create a DOS boot d. k 
you need a blank disk the same size as your A: drive. is 

1. Type C: and press <ENTER>. 

2. 

3. 

4. 

5. 

Insert a blank disk into drive A: 

Type Format A:/S and press <ENTER>. 

tN~ If you aredfo:ma
1
tting low density disks on a high density drive use the fol-

owmg common s m pace of Step 3: ' 
5.25 inch low density disk: 

Type: Fonnat A: IS IN:9 IT:40 and press <ENTER> 
3.5 inch low density disk: 

Type: Fonnat A: IS IN:9 IT:BO and press <ENTER> 

Yodu ore prompted lo insert a blank disk into drive A:. Do so if you haven't air dy 
on press ENTER. ea 

Olnce the disk is finished formatting, you ore asked lo label (name) the d· k i; . 
a obel or press <ENTER> for no label. is . ype in 
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6. You ore now asked whether you wish lo format another. Type N and press ENTER. 

7 Follow Freeing Up Additional Memory using a DOS Book Disk (below) . 

CONVEN110NAL, EXTENDED, AHD EXPANDED MEMORY 

Most IBM and 100% compatible computers come with at least 640k of RAM. The first 640K 
RAM area is referred lo as Conventional Memory. RAM memory starting at 1 MB is known as 
Extended Memory. For example, if you have a system with 2MB RAM, you have 640K of 
Conventional Memory and 1 MB of Extended Memory available to your applications. Many 
games utilize Expanded Memory (EMS) in order to provide you with 256 colors with your 
Super-VGA cord. 

Note: The area of memory between 640 and 1024 is referred lo as Upper Memory Block or 
UMB. If you ore using MS DOS 5.0 or a memory manager such as QEMM or 386MAX, it 
will toke advantage of this area of memory. For more information, consult the manual of your 
memory manager. 

Extended memory con be converted lo expanded memory by using an expanded memory 
manager (soffware) that complies with the LIM 4.0 standard. EMM386 EXE from MS DOS 
5.0, QEMM.SYS from Quarterdeck, and 386MAX from Quolitas ore some examples of ex­
panded memory monger (EMM) soffware. In order lo toke advantage of your memory man­
ager, refer lo the next section. 

Freeing Up Additional Memory Using A DOS Boot Dislc 

Note: Please make sure that the game you are trying to run does not require EMS memory in 
the respective game references before making a boot disk. If the game does not require EMS 
memory, please follow the individual references or below for allocating EMS memory. 

USERS WITH MS DOS 5.0 OR HIGHER: Rather than change your permanent system soffwore 
configuration, you con use a Boot Disk and EMM386 memory manager soffwore included 
with MS DOS 5.0 or higher to temporarily free up available memory. 

Note: If you ore NOT using EMM3 86 memory manager, consult your manufacturer's manual 
for more information on the proper way to load the program through the CONFIG.SYS file. 

Read This Section Completely Before You begin: 

1. Back up your CONFIG.SYS and AUTOEXEC.BAT files before editing them so that you con 
return to the originals of you have any problems. To back up the files type: "COPY 
C:\CONFIG.SYS C:\CONFIG.BAK" and press ENTER. Then type "COPY 
C :\AUTOEXEC.BAT C:\AUTOEXEC.BAK" and press ENTER. 

2 .Copy the CONFIG.SYS and AUTOEXEC. BAT files from the root directory (C:\) on your 
hard drive lo the root directory (A:\) on the Boot Disk that you have just created . 
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Example: At the C: prompt, type "Copy C:\CONFIG.SYS A:\" and press ENTER. To copy 
the AUTOEXEC.BAT file, type "COPY C:\AUTOEXEC.BAT A:\" and press ENTER. 

3.0pen the copy of the AUTOEXEC.BAT file using the EDIT program from the MS DOS 5.0 or 
higher: 

a) Type "CD\DOS" and press the ENTER key. 

b) Type "EDIT A:\AUTOEXEC.BAT" and press the ENTER key. 

4. From the boot disk copy of the AUTOEXEC.BAT file, delete all lines, except the following: 

@ECHO OFF 
PROMPT $P$G 
PATH=C:\DOS 
LH C:\SB 16\DRV\<MSCDEX.EXE driver> 
LH <path> \MOUSE. COM (or insert other mouse device driver here) 
SET BLASTER=A220 D 1 15 H5 P330 T6 (default settings) 
SET SOUND=C:\SB 16 (defaul~ 

<path> is the directory in which your driver are located. 

The MSCDEX.EXE CD-ROM driver is located in a directory that was created when your CD­
ROM hardware was installed. M~S 6.0 user: the MSCDEX.EXE driver is also located in 
the C:\DOS directory. 

SET SOUND may vary if you did not use the default name of SB 16 

SET BLASTER may vary if you changed your sound card's configuration. 

The mouse driver is normally located in one of the following directories: C:\MOUSE, 
C:\WINDOWS, C:\ or C:\DOS. If you do not have a line that loads your mouse driver you 
must load a mouse driver before running the programs which require a mouse. All the en­
closed games, except Seven Cities of Gold, require a mouse. 

Example: LH C:\MOUSE\MOUSE.COM. 

Note: Your mouse line may be different if you are NOT using the MOUSE.COM mouse driver. 
Do not change this line if it looks different. Drivers that have a .SYS extension will be loaded 
through the CONFIG.SYS file and you should leave that line the same when you are editing 
the CONFIG.SYS file. If you have other questions about loading your particular mouse driver, 
consult your mouse documentation or DOS manuals. 

5.Save the edited AUTOEXEC.BAT file and open the Boat Disk copy of the CONFIG.SYS file 
from within EDIT. 

To save, press Alff to bring down the File Menu and press the "S" key To open, press ALT­
F, press the "O" key and then type • A:\CONFIG.SYS" and press the ENTER key 
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6.While still in EDIT, edit your boot disk copy of the CONFIG.SYS file to resemble the 

following: 

For Hong Kong Mahjong Pro, Populous II, Seven Cities of Gold, Space Hulk, and 

Yeoger's Air Combat. 

DEVICE=C:\DOS\HIMEM.SYS 
DEVICE=C:\DOS\EMM386.EXE 1024RAM 

DOS=HIGH 
DOS=UMB 
FILES=40 
BUFFERS=40 
SHELL=C:\DOS\COMMAND.COM C:\DOS /P 
DEVICEHIGH=C:\SB16\DRV\<CD-ROM Devi~e Driver> 
(Users with DBLSPACE should include the next line) 
DEVICEHIGH=C:\DOS\DBLSPACE.SYS /MOVE . 
(Users with DRVSPACE [DOS 6.22 only] should include the next line) 

DEVICEHIGH=C:\DOS\DRVSPACE.SYS /MOVE 

Savag E . Ulti"ma Underworld and Wing Commander Academy. For e mpire, ' 

DEVICE=C:\DOS\HIMEM.SYS 
DEVICE=C:\DOS\EMM386.EXE 2048 /l=B000-B7FF RAM 

DOS=UMB 
DOS= HIGH 
FILES=30 
BUFFERS=30 
SHELL=C:\DOS\COMMAND.COM C:\DOS /P 
DEVICEHIGH=C:\SB 16\DRV\<CD-ROM Devi~e Driver> 
(Users with DBLSPACE should include the next line) 
DEVICEHIGH=C:\DOS\DBLSPACE.SYS /MOVE . 
(Users with DRVSPACE [DOS 6.22 only] should include the next line) 

DEVICEHIGH=C:\DOS\DRVSPACE.SYS /MOVE 
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For Ultimo VII and Shadowcaster: 

DEVJCE=C: \DOS\HIMEM.SYS 
DOS=HIGH 
FILES=30 
BUFFERS=30 

SHELL=C: \DOS\COMMAND.COM C: \DOS /P 
DEVICEHIGH=C:\SB16\DRV\<C" "OM D . D. 

V'f\ ev1ce river> 
(Users with DBLSPACE should include the next line) 
DEVICE=C:\DOS\DBLSPACE.SYS /MOVE 

bu;;;~~Cth - \DDRVOSSP.\~CE [DOS 6.22 only] should include the next line) 
- · DRVSPACE.SYS /MOVE 

<CD-ROM DRIVER> will vary d d' 
your CD-ROM documentation. epen ing on your particular CD-ROM drive. Please consult 

If the HIMEM.SYS and memory manager file are not located . th . 
DOS with the names of that directory in th fi t 1· f th boin e DOS directory, replace 

e rs mes o e a ve example 
7. Save the edited CONFIG.SYS file and exit to th . 
then press the"S" key. To exit the EDIT e EDIT program. To save, press ALT-f and 

program press ALT-F and then press the •x• k 
B. You now have a Boot Disk. Your computer will boo th . . ey. 

passes the AUTOEXEC.BAT and CONFIG SYS on t up toh e A: prompt. This boot disk by­
puter in as clean a DOS · · . your ard drive and starts up your com­

env1ronment as possible. 

For more information on editing your CONFIG.SYS d A . 
your start up configuration, consult your DOS manua~.n UTOEXEC.BAT files, or on changing 

PRODUCT SUPPORT 
For these games: 

Hong Kong Mahjong Pro 
Populous II 
Sewn Cities ol Golcl 

Electronic Arts Technical Support 
(415) 572-ARTS (572-2787) 
Monday thru Friday 
9:30 a.m. lo 4:30 p.m. Pacific Time 

Space Hulk 
Yeagen Air Combat 
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Have the following information ready, if possible: product name, lype of computer you own, 
any additional system information (like lype and make of monitor, video card, sound card, 
mouse, elc.), DOS version number or lype of operating system, description of the problem you 
are having. 

If your question is not urgent, please write lo Electronic Arts Technical Support , P. 0. Box 
7578, San Mateo, CA 94403-7578. Please include the above information in your letter. 

For these games: 
Savage Empire 
Ultima VII 

Wing Commander Academy 
Shadowcaster 

Ultima Underworld 

ORIGIN Product Support 
(512) 335-0440 
(512) 331-8559 Fax (24 hours) 
Monday- Thursday 9:00 to noon and l :00 to 5:00 
Friday 9:00 to noon and l :00 to 4:30, Central Time 

ORIGIN Bulletin Board Service 
(512) 331-4446 
!W:iit, no parity, l stop bit 
Seven day/week, 24 hours 

Have the following information ready, if possible: DOS version number, free RAM (from the last 
line of the CHKDSK info), mouse and mouse driver lype, graphics card, machine lype, sound 
board, content of your CON FIG.SYS and AUTOEXEC.BAT files, whether you are using Win­
dows, Desqview or a DOS shell. 

Online Services and Bulletin Boards 
Many online services provide occess to ORIGIN company news, product updates, release 
dotes, technical support and game hints. In addition, ORIGIN hos established its own electronic 
bulletin board as a customer service. 

America Online. You con e-mail customer Support at ORIGIN CS or Marketing at OSI. 
To reach our Customer Support board in the Industry Connection, press~ for "Go to 
Keyword." Then lype ORIGINCS in the Keyword window. In addition to reading messages, 
you con download files from the "Origin Software Library." For membership information and a 
free starter kit, you con coll America Online toll-free at 1-800-827-6364. 

CompuServe. To reach our Customer Support board in the Game Publishers Forum, lype GO 
GAMAPUB at any "I" prompt. Then select Origin Section (12). In addition to reading mes­
sages, you can download files from the "Library (Files)" menu. Our Customer Service depart­
ment e-mail address is 76004,2612 (or you can post a message in the Origin Section) . For 
membership information and a free starter kit, coll CompuServe toll-free at 1-800-848-8199 
and ask Representative #361 for your free introductory membership and usage credit. 
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ORIGIN BBS. The ORIGIN BBS has modem support of. 300/1200/2400/9600/14,400 bps 
with N,B, 1. It is operational 24 hours a day, 7 days a week. Full support is provided. No mem­
bership is required and the only cost is any long dislance charges that you may incur. 

Internet Address. You can email ORIGIN at the following addresses: 
Product Support Internet address: support@origin.ea.com 
Marketing Internet address: marketing@origin.ea.com 
Origin Web page: http://www.ea.com/origin.html 

UMR'ED WARRANTY 
Creative Labs, Inc. warrants lo the original purchaser that the physical software Co.ROM and the 
physical documentation enclosed are herein lo be free of defects and workmanship for a period 
of sixty (60) days from the date of purchase. In the event of a defect in material or workmanship 
during the warranty period, Creative Labs will replace the defective media or documenlation 
when the defective product is returned to Creative Labs, Inc. by the owner. The remedy for this 
breach of warranty is limited lo replacement only and shall not cover any other damages, includ­
ing but not limited lo the loss of profit, special, incidental, consequential, and other similar claims. 

This warranty shall not be applicable and shall be void if the defect has arisen through abuse, 
mistreatment or neglect. 

Creative Labs, Inc. specifically disclaims all other warranties, whether oral or written, express or 
implied, including but not limited to implied warranties of merchantability and fitness for a partic­
ular purpose with respect to the defects of the products and program license granted herein. 
With respect lo the use of this product, in no event shall Creative Labs, Inc., be liable for any loss 
of profit or any commercial damage, including but not limited lo special, incidental, consequen­
tial or other damages. Some slates do not allow the exclusion of limilation of liability for conse­
quential or incidental damages, so the above limilation may not apply to you. This warranty 
gives you specific legal rights. You may have other rights that vary from slate lo slate. 

The software is protected by federal copyright law. Copying software for any reason other than 
lo make a backup is a violation of law. Individuals who make unauthorized copies of software 
may be subject lo civil/criminal penalties. 

For information on replacing defective media or documentation for these games, contact 
Creative Labs Technical Services. 

NOTICE 
=~·and ORIGf\I Syslems .........., !he righls lo make im~ in !he pmduct described in lhis manual at any time and 

This manual, and !he software described in lhis manuol, is CX>Dllriahlad. Al 'l!,."':' ,..,..,._j. No part cl lhis manuol or !he d& 
.aibed software may be oopied, ~. lranslalad or r8clucid lo 'i""f ic medium or mOchin&n>adable form whut lhe 
prior wri1en consent cJ Eledronic Arts, lQ Bax 7578, San IW:ileo, California 9440J.7578, Alln: C~ Support. 

© 199().1995 ELECTRONIC ARTS/ORIGIN SYSTEMS. All RIGHTS RESERVED. 
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