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A long time ago, there was a mysterious con­
tinent known as Sosaria. Spread throughout 
its expanse were eight great and powerful 
kiiJgdoms, well as a number of small city­
states. The kingdoms constantly strove"io 
conquer one another. Since the small city­
states were no match for the armie& of fle 
great kingdoms, they were regularly besieged 
and conquered. 



Act.I LORDBRrrlSH 
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Over the years (though people age much 
more slowly in Sosaria than in the world he 
came from), British attempted to return to his 
own world on numerous occasions. Each 
time, however, his efforts were to no avail. So, 
in time, British gained fame for his bravery 

and generosity in his new homeland. Soldiers 
and civilians alike came to look upon him with 
respect. Eventually, he became the distin­
guished leader in the kingdom and the sur­
rounding principalities. 
He became known as "Lord British." 
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I Act.2 MON DAIN 
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Mean !ford Bnt1 was coo,-' 
cerned with Mand 1n s evil plans,. 
On one occasion, grasping the 
silver medallion now hanging 
from his neck as a pendant, he 
prayed for the appearance of a 
young, brave warrior to fight 
against the evil power of Mondain. 



Act.3 MINAX 

The Second Dark Age: Mondain's Disciple, Minax 
For several years after the fall of Mondain, peace ruled in Sosa­
ria, but the time was all too fleeting. Minax, Mondain's young and 
beautiful apprentice, who seemed too inexperienced to be a 
threat after her master's demise, was furious over Mondain's 
death and swore that she would seek revenge. She worked hard 
at developing her magical powers and, as time progressed, 
came to control forces more ominous than those of the black 
ruby. Invoking those powers, she summoned hideous monsters 
and began to conquer all of Sosaria. 
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Act.4 EXODUS 

The Third Dark Age: Exodus: The Curse of 
Mondain and Minax 
A peaceful decade pa - s 
were united and pr . More and more, 
Sosana came to depend upon the wise lead­
ership of Lord British. 
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Then, came reports of a new evil. Sailors told 
terrifying tales of a fiery island of molten lava 
which had arisen in the middle of the ocean. 
Their eyes were wide with terror as they de­
scribed the demonic spirits that inhabited the 
island. 
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VET THEM// . 
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Basic Manual How to Play the Game 

Ultima: The object of the Ga 
Four great adventurers challenging 
Exodus by order of Lord British. What is 
Exodus? Is it human? Is it a monster? In 
order to prevail, the adventurers must 
solve many mysteries and increase their 
own natural abilities. 

Screen Display and informatio 
The screen displays the party 
members on the right, the phases 
of the two moons of Sosaria on 
the left, and the characters in the 
center. 

Ith 

Characteristics 
Hit Points 

Hit Points represent the character's energy level. Energy 
levels can be reduced through injury, poisoning, and other 
types of damage. When hit points reach zero, the character 
dies. 

Food 
This indicates the amount of food the character has. When 
food reaches zero, the character starts to lose hit points. 
Food can be found at grocery stores. 

Health 
The status of the character's health is displayed here G= 
Good, P=Poisoned, C=Cold, D=Dead, A=Ashes. 

Sex 
The character's sex is identified as either M=Male or F= 
Female. A character's sex is determined by his/her occupa­
tion. 
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Race 
This display indicates the character's race: H=Human 
Dwarf, B=Bobit, and F=Fuzzy E=Elf 

Occupation 
The character's occupation is displayed as: A=Alctlfl 
B=Babarian, C=Cleric, D=Druid, F=Fighter, l=lllusion 
Lark, P=Paladin, R=Ranger, T=Thief, and W=Wizard 

Magic Points 
I 

This indicates the character's current level of magic P1 
The point level determines which spells can be cast De' 
ed points will return over time. 

Level 



How to Play the Game 

Garn ules for ''Moon Gates.'' 

I alth 

vel 

ow to Use A Moon Gate 
his chart illustrates the relationship between the two moons. 

() 0 The "Moon-Gates" are teleportals e 0 e 1 2 3 which are activated by the phases of 
the two moons. There are eight 

• • () 0 0 0 () • • • () 0 places where the gates can appear. 
o 2 3 4 s 6 1 o 2 3 The left moon on the chart opens the 

0 Q () 9 gate and the right moon indicates 
4 5 6 7 where you will go. 

O O ()eeeCJO O O()e 
4 5 6 7 0 2 3 4 

is commani:I is used for collecting information from ordin­
people or dealing with merchants. It is possible to use 

is command more than once on the same person. 

lecting this command allows the characters to cast a 
;pell. The party's location can determine the type of spell 
hat can be used. Some magic cannot be cast in towns. 

5 6 7 

Push the select button to access the second 
screen of commands. 

Get 
Characters use this command to open a treasure chest. It 
can also be used to steal a treasure chest from the counters 
of various shops. 

Climb 
Using the "Climb" command allows the party to move up 
and down ladders. 

Food 
race: H=Human, C 

This command allows the party to share food equally 
among all its members. Each character must have food in 
order to keep up his/her strength. Fight 

Jtilizing this command switches the screen to battle mode 
and allows the characters to engage in combat. 

·ed as: A=Alche S 
ghter, l=lllusionist, tatUS 
and W=Wizard. 

:liayers can check on a character's condition, as well as 
;elect the character's weapon and armor. 

eve1 of magic poi Tools 
; can be cast. Depl 

This command enables the characters to use various tools 
n their possession. Use of some tools is restricted by loca­
tion. 

mce. Talking to Lor 
level for each 1 Give 

Selecting the "Give" command allows characters to trade 
items among themselves. 

Gold 
Selecting this command allows charact~rs to transfer gold 
among themselves. It is usually safer to have the last charac­
ter in the party's roster carry the gold. 

Horse 
Utilizing this command causes the character to mount or 
dismount a horse. 

Order 
The order in which the characters stand becomes crucial 
during a fight. Use the order command to rearrange the line 
of the party before entering a battle. 
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Shops & Merchandise List. 

This section illustrates every type of shop 
avai lable in Sosaria. Most items can be pur­
chased at these shops, but not everything 
which will be needed on the journey. 

Hospitals provide a locale for char­
acters to recover energy from an illness 
or poison. 

Having the right equipment gives 
you more of a chance to succeed. 
In addition to the magic key which 
assists in solving puzzles, there 
are many other useful items. 
20 

Item 

torch 

magic key 

gem 

sands of time 

tent 

silver pick 

gold pick 

silver horn 

compass heart 

flower of Ambrosia 

marks 

cards 

This location allows the player to save 
the gam e to play later. 

Price Location 

5/30 gp Guild Shop 

50 gp Guild Shop 

75 gp Guild Shop 

90 gp Guild Shop 

100 gp Guild Shop 

NA Cave of death 

NA Behind the counter of one 
of the guild shops 

NA Requires a certain command 
to locate 1n the circle ol hghl 

NA Give the flower to Sherry 
in the Royal City 

NA Ambrosia 

NA Caves 

NA Ambrosia 

Use 

Provides light 1n dunge: 

Opens doors. Several 
needed 

Maps both surtace and 
dungeon 

Stops time for all exce11 

Used to uncover the 
sword. 

armer. 

Allow you to advance 
certain obstacles. 



Shops & Merchandise List. 

eapons more powerful than a 
Broad Axe" can only be pur­
hased at Dawn's shop. The "All 
1ghty Sword" cannot be found at 

ny shop. 
Level 10 indicates the highest 
ssible damage. 

It will require the best possible armor to protect the charac­
ters from enemy attack. Except for magical armor, any 
armor may be purchased. Some occupations cannot 
utilize particular kinds of armor. 

c u; '§ I 

"' ~ 
c: c 'E c: ~ E ;:; ~ !.! 0 " Qi "' 

Ol ., 
Kind of Armor Price "' al ;;; 2 c .c Remarks 

Ol ~ ~ 
~ N 

§ fl. j t2. 0 
u: C3 ~ 0 ;;: I 

' Lightest material 
Cloth Armor 75 0 0 0 0 0 0 0 0 0 0 0 available. It's better 

than nothing. 

Stronger than cloth 
Leather 195 0 0 0 0 x 0 x 0 x 0 x armor, good for those 

who need to move fast 

Maximum quality armor 
Bronze 575 0 0 x 0 x x x x x 0 x for a cleric. Absorbs 

quite a blow. 
-

Iron 2500 0 0 x x x x x x x 0 x Effective, but expensive 
ermor ---

Steel 6130 0 x x x x x x x x 0 x Nol many characters ca1 
use this armor. 

Dragon Armor 8250 0 x x x x x x x x 0 x The best armor 
money can buy. 

-
The finest armor 

Magical Armor - 0 0 0 0 0 0 0 0 0 0 0 available. Awarded only 
10 the bravest and 

Kind of 
Weapon Price 

most honest fighters. 

Remarks 

>---------+-·-

Dagger 5 
A small blade anyone 

1 0 0 0 0 0 0 0 0 0 0 0 can handle can only be 
thrown once. 

1--- --t--+--+--+-+--t---+-+--t--+-t-+- t -r- - -

Mace 30 2 0 0 0 0 x 0 0 0 0 0 x 
Useful for characters who 
can use will .power magic. 
Only slightly effechve. 

f------+--t-+--+--t-+--+--+-+--t-·-t-+--t--+- ~ -
Sling 60 

Axe 125 

Blowgun 350 

Bronze Sword 200 

3000XXXXOOO X Least expensive long 
range weapon. 

4 o o ox x x x 0 0 0 X Less effecl1ve1hana 
sword. Hand 10 hand only. 

4 o o o x x x x 0 0 0 X An effective weapon tor 
mid-range adventurers. 

·-
Most powerful weapon for 

5 0 0 0 X X X X 0 0 0 X thieves. but not as 
versatile as a blow gun. ---
Most powerful weapon 

Spear 250 6 0 0 O X X X X X 0 O X available at ordinary 

Broad Axe 400 

weapon shops. 

Available only al Dawn's 
7 o o o x x x x x 0 0 x weapon shop. More 

powerful than those hsled 
above. 

Available only at Dawn's 
Bow 1050 7 0 0 O X x x x X O O X weapon shop. Powerful 

Iron Sword 

for long range fighting. 

Most powerful sword tor a 
800 8 0 0 0 X x x x X 0 0 X ranger. Inexpensive, easy 

lo handle. 
t-----+---t-+--+--+-+--+---+-t--+--+-t-+--+---

Glove 1200 

Halberd 2700 

Silver Bow 6550 

s O o o x x x x x 0 x x Expensive but effechve 
as iron sword. 

9 0 0 0 X X X X X 0 X X Expensive and powerful. 

9000XXXXXOX X Most powerful long range 
weapon. 

Most expensive and 
Sun Sword 4550 10 0 0 0 X X X X X 0 X X powerful weapon which 

can be purchased. 

Mysoc 
Sword 

-----
Magical sword awarded 

10 0 0 0 0 0 O 0 0 0 0 0 to heroes. Anyone can 
use 1L 

A character may use any item marked with an "o." 21 



Character Creation 

Character Creation 
In order to be successful in the quest, one must create a strong party. 
Understanding the specific talents held by a particular race and occu­
pation should help in putting together the best possible party. 

The race of the character determines 
the maximum ability. One should 
choose the race based on the type of 
occupation needed. 

An elf has extremely high 
dexterity, making him/her 
valuable at detail work and 
combat. He/she also has 
potential magical ability. 

STRENGTH 75 

DEXTERITY 99 
INTELLIGENCE 75 
WISDOM 50 

Bobits are endowed with a 
tremendous capacity for 
sorcery. They are useful for 
any occupation which 
requires spell casting. 

STRENGTH 75 

DEXTERITY 50 
INTELLIGENCE 75 
WISDOM 99 

22 

------- - --

As the most well-rounded 
race, humans can function 
in any given occupation, but ·' 
will not excel in any particu­
lar choice. 

STRENGTH 75 

DEXTERITY 75 
INTELLIGENCE 75 

WISDOM 75 

A dwarf is the best choice 
for a pure fighter, primarily 
because of strength and 
tactical sense. 

STRENGTH 99 
DEXTERITY 75 
INTELLIGENCE 50 
WISDOM 75 

Mainly useful in a magical 
occupation, but also useful 
in occupations which 
require more dexterity than 
combat. 

STRENGTH 25 
DEXTERITY 99 
INTELLIGENCE 99 
WISDOM 75 

---- --------- __ __________..... 



Character Creation 

ist of Capabilities Based 
n Occupations 

here are eleven different occupations. Each 
ne has a different capability, so careful com­
ination of these into a well-balanced party is 
ssential for successfully concluding the 

adventure. 
• :upatio 
~~ ... 

Character who is useful for stealing 
rnportant items. 

none 

ARMOR to Leather MAGIC-P none 

Rangers are not only useful in combat, but 
they can also use magic and wear armor 
The ranger's magic power and will power 
is always a maximum of one half of either 
his wisdom or intelligence, depending on 
which ability 1s smallest Maximum ability 
is never more than 37. 

half 

all MAGIC-P half 

WILL-P none 

all MAGIC-P none 

Barbarian 

Druid 

Though a barbarian can be very effective 
in combat, he has no magical ability. 

A wizard can help the team with his 
strong magical power throughout the 
entire adventure. 

Dagger WILL-P 

to Cloth MAGIC-P all 

It would be very accurate to describe a 
druid as a "wizard added to a cleric and 
d1v1ded by two." His versatility 1s sl1ghfty 
diminished by lack of magical strength. 
Like the ranger the druid's magic power 
and will power are always a maximum of 
one half of the wisdom or intelligence but 
the dru1d's 1s based on the highest ability. 
Will never exceed 49. 

Although the lark 1s limited to either cloth 
or magical armor, he 1s a valuable char­
acter who can perform magic and en­
gage in combat 

all WILL-P none 

to Cloth MAGIC-P half 

Alchemist 
The alchemist 1s extremely poor at com­
bat, but can cast some spells and perform 
a few duties which demand dexterity. 

Dagger WILL-P none 

ARMOR to Cloth MAGIC-P half 
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Character Creation -Assigning The Attributes I 
Each character will have four different attributes 
which, in turn, will determine the character's 
abilities. In assigning attributes, take the occu­
pation of the character into consideration. 

STR Determines the amount of damage inflicted on an enemy. 
~ - - - -

DEX The ab1l1ty to actually hit the enemy and successfully disarm 
traps. 

- -
INT The more intelligence points you have. the more you can 

cast spells. 
-

WIS It costs wisdom points to invoke a miracle, but they are 
recovered automalically. 

Recruiting a Party 
The best method of recruiting a party is to bal­
ance the characters' abilities. Each group will 
need at least one character who has strong 
magic abilities. Three possibilities for character 
line up are as follows: · 

I Standard 

In the standard lineup, 
those who can fight effec­
tively and disarm traps effi­
ciently precede those who 
are magic users. 
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I Magical 
Emphasis 

In this party, everyone is a 
magic user. This limits the 
combat efficiency at the 
start of the game, but as 
magical power increases, 
this will be a very potent 
party. 

Ps 

Br 

CIE 

·1combat 
: Emphasis 

' ' 

This order places the be: 
pure fighters first in line! 
lowed by a wizard, a~ u 
finally, either a paladin anc 
or dru id. In this formati 0 

the party should use mill' H 

spells to soften up I GI 

enemy, then advance. Ai 



~bat 
has is 
)laces the best 
:; first in line fol­
a wizard, and 
a paladin and/ 
this formation, 

ould use minor 
mften up the 
1 advance. 

Location 

Battles 

- --
5 Battles 

10 Dungeons 

15 Dungeons 

Ascend 20 Dungeons 

Flame 25 Battles 

Trans 30 Surface 

Psi 35 Battles 

Bright 40 Dungeons 

a enc 45 Anywhere 

Poison 50 Battles 

Kill 55 Battles 

60 Anywhere 

65 Battles 

70 Battles 

Death 75 Battles 

Name 

t 
Energy Consumed Location 

Undead 0 Battles 

- -
Open 5 Treasure 

Chests ---
Heal 10 Anywhere 

--·- -
Glow 15 Dungeons 

Rise 20 Dungeons --
Sink 25 Dungeons 

- - --
Move 30 Dungeons 

- ---
Cure 35 Outside battles 

Surface 40 Dungeons 

--
Star 45 Dungeons 

- -
Large Heal 50 Anywhere 

Map 55 Anywhere but 
towns and battles 

Banish 60 Battles 
-

Raise 65 Anywhere 
except battles -- -

Destroy 70 Battles Only 
-

Recall 75 Anywhere 
except battles 

Makes magical monsters disappear. Best used against 
ores and goblins. 

A fireball that inflicts light damage on an 1ndiv1dual enemy. 

Illuminates a dungeon without use of a torch for a 
limited time. 

Teleports the party to the next dungeon level down. 

Teleports the party up one dungeon level or to 
ground level. 

Medium strength fireball directed at an 1nd1v1dual enemy. 

Teleports the party to another place in Sosaria. 

A very strong fireball directed at an individual enemy. 

A stronger Light spell that lasts longer. 

The wizard can use cleric's magic power up to large heal 
when he has 99 magic points. 

Causes light damage to multiple enemies. 

Powerful fireball to be directed against large individual 
monsters. 

Stops time for everyone except the party for a l1m1ted time. 

Damages mulllple monsters. Very good against 
Balrons and Devils. 

Causes severe damage to mulllple monsters. 

Destroys multiple enemies on almost every occasion. 

Effect 
-

Causes "undead" monsters to disappear. Works well 
against skeletons and ghouls. 

Usually disarms traps on a single treasure chest and opens 
it safely. 

Light healing spell (10-30 points) for an individual character. -
Provides a light for a short time. 

Teleports the party up one dungeon level or to ground level. 

Teleports the party to the next dungeon level down. 

Teleports the party to a different dungeon level in order to 
avoid traps. 

---
Neutralizes poison in an individual character. 

Teleports the party to ground level from anywhere in the 
dungeon. 

A longer lasting "Glow." 
-

Heals an individual character completely. 

Maps the surface environs or a dungeon like a gem. 

Very powerful fireball directed against an 1ndiv1dual enemy. 
-

Raises the dead, but turns body to ash if 1t fails. 

Extremely strong offensive spell against multiple enemies. 
---

Revives an individual character who has become ash. 

25 



Monsters 

Monsters 
Monsters fall into several categories. Parties will need to use 
different tactics to defeat them, dependir\J on the characteris­
tics of a given monster category. Note thaf the Strength attri b­
ute determines the level of damage the monsters can inflict 
on the party. "A" inflicts the most damage and"E" is the least 
powerful. '8E STR=STRENGTH HP=HIT POINTS MP=MAGIC 
POINTS SA=SPECIAL ABILITY EXP=EXPt=RIENCE 

These are large humanoids. They 
are powerful in physical combat, but 
have no magical abilities. It is best to 
destroy them before they get close 
to the party. 
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Giants 
STR D 

HP 112 

none 

Hu~ beings which are 
adept at using ranged weap­
ons and will offer the most 
challenge m the beginning. 

Created from the·~·~NI\':~ 
soil, these mas-
Slve humanoids 
are extremelv·m;-~:t\ 

strong, as well. "-'-~~ 

Some humans are not loyal to the 
cause of truth and justice Many 
have betrayed Lon:j_ British and serve 
the enemy. 

An eerie Sh p fu 
of these blood 
thirsty v Ila ns may 
appear 

ns 
d1sh0nest guard$ are mehmes ronger 
than many of lhe monsters. It 1s not neces­
sary to fight these fra1tors. 

Shgtilty stronger than- the R 
category, these creatures 
longer alive, but animated by 
1nable magic. A cleric's U 
spell is an effective tactic 
them. 

EXP 4 



Because of !heir POtent magic, 
they are lhe tougheSI 1n.lhe-ctra-
gon category. -

Monsters 
. 

These demonic creatures sometimes have magical abilities and are always 
capable fighters. 

B 

180 
MP all 

SA Poison 

EXP 10 

TMSe 81111 monsters can 
repeatedly hurl powerful 
magical attacks at the 
party. 

EXP 20 

Only two 
devils may 
aptiear at a 
time, but they 
are formid­
able foes with 
powerful 
magic. 

Small coUS1ns of the dragons. Sea Ser­
pents dlNell in the sea. but can breathe 
names across the waler. 

c 
180 

none 

Poison 

10 

These IJlfJ like 
ga~es, but 
lack magical 
capeblhty. 

SPL-A 

240 

all 

Gigantic moasters that !ttack with 
fangs. Their bite is poisonous. 

These are the dungeon 
dwelling members of this 
category and they are dan­
Q.erous for the same reasons. 

Some monstEl's live in the ocean near 
Sosaria and interfere with peaceful 
sea VO'fages. 

II 
STR A 

HP 240 

Of al I lhe denizens of the MP all 

ocean, lhese are the tough- SA Poison 
est to defeat and 1nfl1ct the EXP 20 most damage. 
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Guide to locations 

a GOLD * INFORMATION 

ONE-POINT 
Hint A doctor in the castle treats people who suffer 
from illness or poison. He also gives blood to patients 
who need it 

Lord British's Castle is a ·· · · ·· 
important resource point fa 
party. This location is where 
British rewards characters 
experience. He promotes 
character to a higher level 
increases his/her hit points 
to a maximum of 2,550) 
ever the character accumu 
enough experience points. 
inn, where players can sa 
game, is also located near 
is the hospital. 



_.. ____ _ 

_...._ ____ ___, 

REA'S GUIDE 

Guide to locations 

Explore the castle with magic 
keys. 

After you are able to obtain several 
magic keys, go to the castle and ex­
plore it. There are nine different doors. 
You should be able to find a mysterious 

-- fortuneteller, frightening dungeons, 
treasure chests, people with important 
clues, and even a ghost ship. 

Try to get information from the 
people in and around the jail. 

There are four jails here. As soon as 
you are able to find some charred 
areas in a maze, talk to the two people 
who are surrounded by volcanic 
rocks and other barriers. They hold 
vital information about the mystery 
town, Dawn. If you need any other 
information, go to Death Gulch. 

; Castle is a ve~ ··············- · ··· · · ·· · · · ·· · · · · ·· · ·· · ·- · · · · · · --- ··· · --- -- · · --- · ·- ---- · · · · · · --- ··· ··· · · · · --- · · --- --· · ----- · ·· ·· ----- -

;~~~~ei~~i~:~~~~~ Solve mysteries at the Fortune 
'ds characters for 
He . promotes the Teller. 
a higher level anc ' 
/her hit points (up 
11 of 2,550) when. 
acter accumulate 
rience points. The 
3.yers can save tha 
located nearby, as 
ii. 

If you go to the left on the small island 
surrounded by the castle's exterior 
wall, you can find the fortuneteller. She 
offers five ranks of clues which cost 
from 100 to 900 gold pieces. It is pos­
sible to solve the mystery of Exodus 
by combining her clues with the infor­
mation you get from other people. 

31 
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Guide to locations 

• GOLD * INFORMATION 

ONE-POINT 

Hint: If you stay at the pub longer, the bartender will 
give you some interesting information. 

32 

This is the city located imm · · 
ately adjacent to Lord Bril1 
castle. It is the first place w 
characters can purchase 
equipment for the adven 
Since the city has no door< 
obstacles, it is possible 
explore it with no risk. When 
the party encounters 
people, it is a good idea tot 
them (more than once) and 
all the information po 
Since this is the party's 1 

visit, do not expect to be a 
purchase the best weapon 
arm or. 



i-ta•ll·H 
ted immedi­
ord British's 
olace where 
·chase their 

adventure 
110 doors or 
)Ossible to 
<. Whenever 
1ters other 
foa to talk to 
ce) and gel 
1 possible. 
arty's initial 
) be able to 
1eaponry or 

.._.._ __ .._ ...... 

Guide to locations 

Pay attention to the forest 
outside of town . 

There are some important characters 
in the dark forest. If the party is cour­
ageous enough to investigate these 
dark and ominous places, there may 
be some significant discoveries. 

Equip the party. 

As soon as the party reaches the town, 
they should go east and find the 
weapons shop. Characters will prob­
ably need to buy basic weapons like a 
blowgun, dagger and sling. They can 
all be used as distance weapons. 

Take the flowers to Sherry. 
Sherry can be found standing along 
the edge of the moat. A patient at the 
hospital in Yew suggested you give 
her flowers. When you give her the 
flowers from Ambrosia, she will give 
you the compass heart. 
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Guide to locations 

• GOLD INFORMATION 

ONE-POINT 

Hint: If you bring a dead character directly to the 
temple, he can be safely revived. 

34 

ADVENTURER'S GUI 
ona 

This city contains two importi pa 
temples. It is a hospitable a poss 
safe environment where sick they 
injured members of the pa the 
can rest and recover. Even if ..... . 
treatment at a hospital sh 
fail, this is another pla 
reserved for recovery. Note 
there is no military equip1111 
whatsoever available in this c 

p1ec 



3quipment 
in this city. 

Guide to locations 

Talk to the bartender at the 
............__ pub. 

If you order more than three drinks at the 
pub, the bartender will start talking to you. 
Even though it costs 10 gold pieces per 
drink, the information is often valuable. It 
is also good to talk to other people in the 
pub. 

r.-.__..._....__ .. 

Talk to the man standing at 
the entrance to the hospital. 

Talk to the man at the entrance of the 
hospital. The clues which he has to offer 
are too fragmented to put together earlier 
in the adventure, but they will be invalu­
able later. 

Converse with the priest. 
A priest who knows some extremely 
important secrets can be found standing 
on a small island just outside the city. If the 
party has collected all the information 
possible from the people inside the town, 
!hey won't have to make two trips to see 
the priest. 

Visit a temple. 
Whenever resurrection surgery fails at a 
hospital, the character can still be saved at 
a temple. However, it costs 900 gold 
pieces for this service. 
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Guide to locations 

• GOLD 

ONE-POINT 
Hint: If the party has enough gold, there is a lot of nice 
equipment available in the guild shop. Don't neglect 
the other shops in town, though. 
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ADVENTURER'S GUID 
This city is located on an isla 
in a lake. Beyond this, it is als 
surrounded by a huge moa 
making the actual area of the er 
relatively small. There are lots 
people to provide clues, ~ 
some of the information the 
provide isn't that important. T 
guild shop is very useful. 
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Guide to locations 

Go shopping. 

As soon as the party enters the town, it 
should stop by the guild shop, located 
right next to the pub. Guild shops sell 
several useful items including: tents, 
candles, magic keys, and gems. It is 
not a bad idea to buy as many items 
as the party can afford. 

Find the treasure chests in the 
southeast of the dty. 

There is a lot of treasure in the south­
east of the city. Although two guards 
are always there, they can easily be 
bribed. It costs 200 gold pieces. When 
you get the treasure, watch out for 
other guards. Several guards will try to 
block the party in the narrow treasure 111!1!!~::::7::-~11111111111 

Gamble. 
There is a small casino at one end of 
the city. If a character can defeat the 
owner at the game of paper-scissors­
rock, the casino pays two-to-one. 
Don't spend too much money if you 
are losing, however. 
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Guide to locations 

• GOLD 

ONE-POINT 

Hint: There are no interesting items to shop for in this 
city. 

ADVENTURER'S GUID 

Montor East, one of the twir 
cities, is not interesting in itse~ 
but some of the people are 
There are some weapon shops 
armories and pubs. All of t~ 
buildings are constructed solidi, 
and there are a number of guarr 
walls in the city. The high wall 
conceal several dark area: 
where important informants ~ I 
characters can be found. St 
.careful not to miss them. 
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Guide to locations 

Don't ignore the outside of 
the dty . 

Since the interior of the city (walled 
section) is so large and the exterior so 
small, the unwalled section may not 
seem important. There are some very 
important characters concealed in the 
block behind the buildings, however. 
Several people are concentrated in 
one location. They could be very 
important. 

Pay attention to the informa­
tion to be found in the weapon 

-..i.._. _ __.___. shops and armories. 

._ ________ ...._~ 

Although these stores look like the 
kind you could find anywhere, the 
information to be found within them is 
quite unique. Also, there are two men 
standing to the north of the city gate. 
Don't forget what they tell you about 
Montor West. 

The people in the dty are 
significant. 

An old man, as well as quite a few 
other people, hold elements of key 
information which are helpful for de­
stroying Exodus. There are five crucial 
clues available here, so talk to every­
one you see. 
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Guide to locations 

a GOLD 

ONE-POINT 
Hint: The biggest problem m Montor West is how to 
get into the jail. Roaming aimlessly around the city will 
not help you find the way to get in. 
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Over all, the city looks similar t 
Montor East. However, this city is 
the only one that has a jail. The 
important clues can only be 
found within the jail. How to ge 
into it is the primary problem. I 
you talked to the right people 1 

other cities, you should have th 
clues necessary to gain en 
trance. The city also contains 
weapon store, an armory, a gro­
cery store and a pub (the pu 
operates exactly like the one i 
Royal City). 
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Guide to locations 

Bribe the guard to get 
into the jail . 

There is a strong guard protecting the jail. 
He can be bribed with a gift which can be 
obtained using the bribe command. If you 
defeat him in a fight a!I prisoners will 
disappear. 

·····----------------------------------------------------------------------------------------------------------------

Talk to a prisoner. 
Use the magic key for the door and talk to 
the prisoner in jail. He was convicted for 
stealing something from a counter in a 
store. Find out what he stole. 

Get clues from 
one of two pubs. 

There are four different rooms in the jail. A 
soldier in the room to the southwest 
knows the most important information. 
Don't forget total k to him more than once. 
The city has two pubs. Both bartenders 
hold the same information, so you can 
save time and money by talking to only 
one of them. 
···------------------------------------------------------------------------------------------------------------------

Find out more about 
the pray command. 

You wi ll need to pray to get the Card. 
However, the pray command is only avail ­
able in the City of Yew. 
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Guide to locations 

• GOLD 

ONE-POINT 

Hint: When you pay 200 gold pfeces at the hospital, 
you can recover up to your maximum hit points. 

ADVENTURER'S GUIDE 
The city is called Yew. It is sur· 
rounded with big trees and this 
makes it difficult to see indivi· 
dual buildings. The screen itsell 
is almost completely blackea 
out. There is a hospital, a restau­
rant, a temple, and a chapel wilh 
a cross-shaped pond located in 
the city. There is also a mysten· 
ous field called the Circle ol 
Light. Because of the trees which 
overshadow the city, it is difficull 
to make one's way through the 
street, even if you use the map ir 
this book. Don't overlook impor· 
tant iRformants or characters 
who may be hiding in the 
shadows. 
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Guide to locations 

Visit the hospital. 

You will need a key to enter a room in 
the hospital. It is worth going into, 
because you will get valuable infor­
mation there. 

Talk to a priest. 

People in Yew are very devout. Those 
who wish to pray should go to the 
temple. It would help to have the Mark 
of Fire. Talking to the priest will enable 
the party to retrieve the pray com­
mand. 

This mysterious area is related to the 
temple. If you are able to use the pray 
command, use it here. You might be 
able to obtain a very useful item. 
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Guide to locations 

Hint: Use the short-cut to the south 1n order to enter the 
city. There are lots of guards at the northern gate. 

ADVENTURER'S GUIDE 
The party will need a ship in 
order to reach this heavily guard· 
ed city. The inside of the city is 
like a maze. It is also in the midsl 
of a forest, so it is very dark 
Therefore, you should study the 
map very carefully. Since the city 
contains extremely valuable 
items, the party should explore 
every possible clue. 
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Guide to locations 

Enter the dty through the 
short-cut. 

It is possible to get past the heavily 
guarded northern gate, but it is much 
easier to use the maze-like path under 
the southern gate. You will need 
magic keys to use the short-cut, 
however. 

Earn some money while using 
the short-cut. 

An armory, which is slightly off the 
short-cut, can be entered secretly. It 
contains several treasure chests. 
If you choose to take the treasures it 
would help to have a compass heart. 

Meet the priest of Fire! 

There is molten lava flowing through 
the city. At this location, the party can 
meet the priest of Fire! If you have the 
Mark of Fire, you can walk safely 
through the lava. If not, you can find 
the same information at a guard­
station. 
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ADVENTURER'S GUIDE 
The city is made of several 
islands connected by bridges. 
The stores are scattered all over 
the city. Although it is not easy to 
collect information in this city, 
there is a significant amount al 
data to be collected. Try not to 
miss any of it. The city also has 
one of the two stables available 
in the entire adventure, so this is 
a good place to buy a horse. 
Note: You can only get to this city 
through the moon gate, which 
can only be entered when both 
moons are in position. 
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Guide to locations 

Buy horses. 

It is a good idea to buy horses. It is 
expensive, but it will certainly be worth 
it, particularly toward the end of the 
adventure. It will allow the party to run 
away from unnecessary battles and 
will reduce travel time. 

Listen to the girl 
at the hospital. 

The girl in the hospital does not move 
at all. She does offer several hints 
about guards to be encountered. She 
says that there is something you can 
do to avoid problems with guards. 
When you look at the command list, 
you will notice that "Bribe" has been 
added. 

Gather information in and 
..................... _.... .... near a pub. 

Whenever you talk to a bartender, be 
certain to talk to others who are 
around, as well. Write this information 
down. Information can also be 
obtained from a nearby shop. 
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Guide to locations 

a GOLD * INFORMATION 

ONE-POINT 
Hint: The hospital provides antidotes, energy recov­
ery, and resurrection using the same prices as those 
in Devil Guard and Yew. 

ADVENTURER'S GUIDE 
Fawn is surrounded by the sea 
There are many shops, but noth­
ing unusual is to be found within 
them. The most important deed 
to be accomplished in this city is 
to talk to people. Many people 
have the necessary clues to 
advance the adventure. The 
hospital charges 200 gold 
pieces for energy recovery. Take 
advantage of it. 
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Guide to locations 

Listen to the gi,rl about the 
Circle of Light. 

A girl will talk to the party about the 
Circle of Light. According to her, 
something good should happen to 
those who pray in the middle of the 
area. If the party has not yet prayed in 
the Circle of Light, they should travel 
there immediately. 

Talk to the owners of 
a weapon shop. 

According to these merchants, you 
cannot find the All Mighty Sword •••• 
without the Silver Pick. They claim that 
the Silver Pick is in the Death Cave to 
the north of Lord British's Castle. 
Explo·re the cave and get the pick as 
soon as possible. 

Learn to repel the red snake. 

The Mark of the Snake is one of the 
items necessary to successfully enter 
Exodus Castle. Search for the mark in 
seven different dungeons. 
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Guide to locations 

• GOLD 

ONE-POINT 

Hint: Make sure you find the gold pick before you 
leave Dawn. Look for it 8 steps west and 35 steps 
south from Lord British's castle. 

ADVENTURER'S GUIDE 
Dawn is located in deep forest in 
the south of Sosaria. Unless you 
are familiar with the location, it is 
very hard to enter this city. There 
is every kind of shop except a 
casino. You may possibly find 
the most vital clue to the mystery 
of Exodus in this city, so it is 
important to talk to everyone you 
encounter. 
Note: Dawn only appears when 
both moons are new moons. 
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Guide to locations 

Save your game at the inn. 
It's a good idea to save your game in case 
you are destroyed in a fight. 

Visit the Fortuneteller. 
This is the second location where a for­
tuneteller can be consulted in ttie adven­
ture (The first is Lord British's Castle). The 
most important clue to be gained is about 
the Card. Remember the clue because 
you will need it as preparation for the final 
battle in the adventure. 

Take advantage of a careless 
merchant. 

As in other cities, you can steal treasure 
chests which are left lying on the counter. 
Simply use the Get command and find 
out what happens. 

Search out the Lord of Time. 
A bartender in Dawn will refer to the Lord 
ofTime. The Lord ofTime lives in the dun­
geon which can only be entered through 
the Time Gate. If you don't talk to him, you 
will regret it later. 

51 



------- -

Guide to locations 

ONE-POINT 

Hint: Bring plenty of gold when you visit Ambrosia 
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ADVENTURER'S GUIDE 
Whenever you see the whirlpool 
in the Sea of Sosaria, sail into it. 
The adventurers will drift ashore 
in Ambrosia. This continent is 
very difficult to travel through 
because steep mountains and 
deep forests cover the entire 
land mass. There are four 
shrines. They are dedicated to 
strength, dexterity, wisdom, and 
intelligence respectively. Only 
true heroes can be successful. 
Therefore, it is difficult to reach 
them and many monsters guard 
the paths. 
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Guide to locations 

Maximize your potential. 
In order to maximize your attributes, you have to donate money at the shrines. The attributes go 
up a level for every donation of 100 gold pieces, so it costs plenty to reach maximum efficiency. 

Starting from the shore, the party should head north taking the 
3rd pathway on the left This pathway will curve around to the 
south. This is the ideal place for the front-line fighters, paladins 
and rangers to reach maximum strength. 

From the shore go to the 1 st pathway on the left The pathway 
will wind around to the right Fight the pirates then cross the lake 
in the east in order to reach the shrine. Here, thieves can 
improve themselves to be able to open the most difficult trea­
sure chests. 

Starting from the shore head north. When you reach the fork, go 
right. Continue north until you reach what looks like a dead end. 
Take the pathway located at 9 o'clock. Use the priate ship to 
sail to the west where you will find the Shrine of Intelligence. 
Wizards and Larks can improve their spell-casting ab1l1t1es. 

The Shrine of Wisdom. 

Starting from the shore head north as if you were going to the 
Shrine of Intelligence. When you reach the two pathways, this 
lime take the one located at 12 o'clock. This will lead you to the 
Shrine of Wisdom. The cleric and 1llus1onist can improve their 
capab11it1es here. 

Pick some flowers . 
There are flowers in the middle of the western 
edge of Ambrosia. Use the Get command to pick 
the flowers. If you take these flowers to Sherry, 
something good will happen. 

Pray in the Shrines. 
Even if you maximize the potential of each char­
acter, the group must still return to Ambrosia. 
Since the prisoner in Montor West suggested that 
the party "Pray in the Shrine," this seems like an 
important clue. 
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Guide to the Dungeons 

Golden 
Cave 

This is the first dungeon in the 
adventure. To find the Mark of the 
King, you need to travel down the 
levels. If you reach somewhere 
between Level 5 and 8 and you 
al ready have the Mark of the King, 
pick up the gold and leave. 
Level 1 . The Mark of the King 
must be somewhere on this level. 
Level 2. There are many poison 
fountains, as well as fountains for 
recovering hit points on this level. 
Level 3. The ladder in the middle 
of the level goes straight through 
from the second level to the 
eighth level. 
Level 4. There is considerable 
treasure available here. You can 
collect almost 1,000 gold pieces. 
Level 5. Be careful of the con­
nected loop. 
Level 6. A strange breeze blows 
through this level. 
Level 7. Trap Level. The only item 
of value is the treasure chest. 
Level 8. There are many hidden 
doors on this level as well as the 
Mark of Fire. Also look for cure 
and recovery fountains. 

Yellow indicates visible doors 
Black indicates hidden doors 
Arrow indicates staircases 
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Guide to the Dungeons 

Death 
Cave 

There is a Mark of the King in this 
dungeon along with many other 
important items hidden within. 
There are many traps, as well. 
Don't enter any area you don't 
need to enter. 
Level 1. Many gremlins will 
appear on this floor. 
Level 2. A hidden door on the 
south side leads you to the room 
where you should discover the 
Mark of the King. 
Level 3. Many treasure chests 
are here and there is a fountain for 
recovering hit points in the south­
east corner of the level. 
Level 4. Every aisle intersection 
has a trap. Watch out. 
Level 5. There are five fountains. 
Three of them are poison. 
Level 6. Three aisles surround a 
room in the middle. Avoid the two 
middle aisles. The outer aisle 
contains good treasures. 
Level 7. This level contains many 
items, as well as traps. 
Level 8. The Mark of the King is 
in a small room in the northwest 
corner. The silver pick can also be 
found here. 
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Guide to the Dungeons 

Blazing 
Fire Cave 

The Mark of Force needed to pass 
by the barrier may be found in this 
dungeon. There are not many hid­
den doors, but there are plenty of 
traps on any level above the fifth 
floor. Advance carefully utilizing 
the map. 
Level 1. There is a room full of 
treasure in the northeast corner. 
Level 2. Watch out for the trap on 
the door to the room which has a 
ladder. 
Level 3. There are no traps or 
treasure chests in this maze. 
Level 4. There are thirteen trea­
sure chests located on this floor. 
Level 5. This level is full of grem­
lins. The ladder at the southwest 
corner takes you to the eighth 
floor. 
Level 6. This level is a nest of 
devils. Get away from it as fast as 
possible. 
Level 7. Use the gem to disarm 
the traps. It's full of poison traps. 
Level 8. The Mark of Force, the 
Mark of Fire and other treasures 
are located on this floor. Also cure, 
recovery, poison, and bad water 
are on this level. 
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Guide to the Dungeons 

Cave of Sol 

There are many fountains in this LEVEL 3 
dungeon. Most of them are poi­
sonous. Only the fountain on the 
seventh level can be used for 
recovering hit points. 
Level 1. The three corner rooms 
which do not have a ladder con­
tain six treasure chests each. 
Level 2. There are messages at 
four corners on this floor. 
Level 3. There are messages at 
all four corners of this floor, too. 
Level 4. All fountains on this level 
are poison. 
Level 5. This level contains ex­
tremely treacherous paths. 
Level 6. All four ladders are pretty 
much the same. 
Level 7. The middle ladders on 
both the east and west sides of 
this level are short-cuts to the 
items you want to find. 
Level 8. Turn right from the south­
west corner, and be sure to get the 
Mark of Snake and Mark of Fi re, in 
order to find the items. Watch out 
for the strange breeze. 

I i VII 1>11' .. 
"~"'f"~~ 

1=1 
\~ ~l r··. 
'1~~~9'""" I .1 ;·H~ 

Wl.~~"1·*~ 
., .. 1'48\"~fil' ll ! <I 

\' ~1 1 l'i~;~ 
·•. 

LEVEL 5 
P..11! 

.. .. 

""' I 

,. 

llO .. r,· "" ~ '" - .. u "'· 
11111 Ill: -- .--

'~ l'i 

Ill ~1 l!'i 

"' ... •- ill 

. . ~- ... . ''· . ...,__.-
"' .> ........ 

LEVEL 7 
- "Jilll-;•-••; 

,j' 11 ~·· Ill ii .ij- Iii .. 

1111 ~ I- • 
..... 

I> :.I' 
• "· ., = .. .. - .. 

"" ""' i i :I ~ 

,_ 

.-. ._,,, I-J.J .... 
, ~ :.i ~· 

II ·=i ... '-•. J ~ 

II I"' 

lie: 

l 'r ,.. 
r.; - ' 

r' _. 

.. !? 
II lo; 

.-, ... 

II 

Iii 

~3 

' ,_ t::' n 

"' :1 ~ ... 
r; 

.J 

' 

LEVEL 2 
·~ .. I I I I I I I 

,, "" - - ··· 
- --:; 

1 _ II 
.1 -

1-. 

• 
~ - '-I -
-·- II ~ :I 

-
: - ~ 

-•" II~~; 

'I .. 
I I 

·- ~ .~ - . " ~ .. .~ 

LEVEL 4 

LEVEL 6 
• ~ .... .-. :~. 11..:'.:.: ~l .. rJ 

-:'j _ .. ,.... I -
t.;i I 

·I El ~ r.i 1 1:: :1 
·~ 11..>l .... ·'"' -· .... ,.. _ 

:Ii :.I it: ll'i 
I II . "' I -~ -- H 

;· ~ ""''"' I 
:;i l'I 1-

~·I ~~ 
t. .. ~ iii 

". -Rf~ ~ ,_ 
f'] 

iJI 

- ~ :" -;./ }:- :-+;_ ,... ....,LJ ~--
c -· -

LEVEL 8 

57 



Guide to the Dungeons 

Cave of 
Madness 

Take the stairs all the way down to 
the eighth level in order to get the 
Mark of Fire. There is only one vis­
ible door after the fifth level, but 
there are plenty of hidden doors. 
Level 1. You cannot get to the 
second level unless you use a 
Descend or Sink spell. 
Level 2. The ladder at the south­
east corner takes you up to the 
first level. 
Level 3. You will find the Mark of 
the King in a small room. 
Level 4. This floor has only a few 
traps, but lots of gold pieces. 
Level 5. This level has confusing 
hallways and a strange breeze. 
Level 6. The room in the south­
west corner has treasure, but 
watch out for the traps. 
Level 7. There is a cure and 
recovery on this level. 
Level 8. The Mark of Fire, the 
Mark of King, as well as some 
gold may be found on this level. 
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Guide to the Dungeons 

Cave of 
Fools 

There is a Mark of Force in this 
dungeon. It is a very confusing 
dungeon beyond the fifth level. 
Level 1. Look for a treasure chest, 
a trap, and a fountain with an anti­
dote to poison. 
Level 2. There is a treasure chest 
in each corner. 
Level 3. You must disarm several 
traps in order to reach the treasure 
chest. 
Level 4. This level contains five 
messages. 

LEVEL 1 

LEVEL 3 ......... ·· ·­•••• •••••••••• • •• • ••••• 
I ••• • ••• I . .. . , ....... . •• ••• ••• •? 

. . . . •· ....... ··· -·· ••• ••• • • ••• • . . -_ .. 
••• ••• • •••• . . . . ... . , ... :• •' 

• • • •••• ·• ... ···-.... '_ ••!i. ·~'-} :~.~~ .. J·~.!~ 

Level 5. There are confusing pas- LEVEL S 
sageways and many traps on this 
level. 
Level 6. The middle room allows 
you to descend to the next level. 
Level 7. The strange breeze is 
here and you should immediately 
descend. 
Level 8. There is a Mark of Force 
in the small middle room. 
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Guide to the Dungeon 

Cave of 
Moon 

The most important matter to be 
accomplished in this dungeon is 
to be instructed by another king. 
He is located on the eighth level 
and your first priority should be to 
reach him. 
Level 1. There are fountains in 
each of two small rooms next to a 
ladder. They are good for recover­
ing hit points. The center holds a 
cure. 
Level 2. There are treasure 
chests in the rooms in the north­
east and southwest corners. 
There are vicious gremlins, as 
well. 
Level 3. The treasure is located in 
the middle room. 
Level 4. This level functions as an 
interim point when the party is 
travelling upward and downward. 
The center has a recovery and a 
cure. 
Level 5. There is gold in the 
middle room. 
Level 6. There is a hidden door in 
between the ladders which leads 
to a short-cut. 
Level 7. Both gold and traps may 
be found on this level. 
Level 8. The most important trea­
sure in the dungeon is farthest 
from the ladder. Also look for the 
Mark of Fire, the Mark of King and 
recovery. 
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