
UltimC{I[ 
SERPENT ISLE™ 

INSTALL AND REFERENCE GUIDE 

Co ngratulations on your purchase of U LT! MA Vll Pan Two: Se rpent l sle. The following 
instructions describe how lo get Serpent Is le from the floppy disks onto your hard disk drive . Don't 
worry if you've neve r installed a game on your hard drive before. You can safely slop the 
installation process al any lime. You can also re-run the install program al any lime. If you ha ve 
any trouble installing the game, see Troub leshooting. Remember, you can safely quit and start 
over at any Lime! 

We strongly recommend that you mahe a floppy boot dish to play Serpent Isle! 
Note: ORIGlN does not test or support use of dish compression utilities 

0UICK INSTALLATION 

1. Turn on your computer and wait for the DOS prompt. 

2. lnsen disk l into a nappy drive. 

3. Type the letter of that drive [a ll owed by a colon and press !Enter]. 

(For example, A: !Enter ]) 

4. Type INSTALL and press [Enter [. 

5. Follow the instructions provided by the ins ta llation program. For more details , 
see Installation Options , be low. 

Note: AL the beginning o[ the insta llation process, Lhe program will determine whether 
you have a 386-based computer, and whether the chip is a "Step B" version o[ the 
Intel 386. The Step B c hip , an early version or the 386, has proved Lo be 
incompatible with some PC software and may prove unreliable when you play 
Serpent Isle. H you do have a Step B chip , you will be asked whether you wish to 
continue. You may wish Lo see your dealer about a CPU upgrade. 

INSTALLATION OPTIONS 

The ins tall program asks where to put 
Serpent Isle on your ha rd disk, and asks 
w hich , i[ any, sou nd card(s) you have. 
Press I~] at any Lime LO sa[e ly cancel the 
installation process. 

Fi rst, follow Steps 1 through 4 of Quick 
Installation . Then: 

l. Choosing a Disk Drive 
The nrst installation screen lists disk drives 
that can contain Serpent Isle. Press the letter 
correspond ing LO the hard drive of your 
c ho ice. or no disk drive has a t leas t 25 
megabytes available, you can not install the 
game umil you free more space.) 

2 . Creating a Directory 
Next you are asked Lo name the d irecwry 
that wi ll contain Serpent Isle. 1f you want a 
directory nam e o th er than \SERPENT, 
backspace and type a new name. Press 
[Enter I when you are ready Lo continue . .. 



3 . Selecting a Music and Sound Effects 
Card 

ext you are asked what sound cards , ir 
any, you have. To hear Serpent Isle's speech, 
sound effects or music , you must have a 
sound board. The PC speaker is not 
supported. Use(!] and rn LO se lect among: 

• No sound card 

• Ad Lib 

• Sound Blaster 

• Sound Blaster Pro 

• Roland MT-32 or LAPC-1 (Selec t this if 
you h ave only a Roland or both a 
Roland and Sound Blaster/Sound Blaster 
Pro and wish to use the Roland ror 
music and the Sound Blaster for 
digitized speech.) 

Press (Enter ! when you have hi ghlighted 
your choice. 

Ir you select Roland, ano th er screen 
appears , asking w hich card you wish Lo use 
for digitized speech. Use(!] and GJ lo 
select among: 

• I don't have a speech card 

• Sound Blaster 

• Sound Blaster Pro 

4 . Assigni n g IRQ and DMA umbers 
(Soun d Blaster and Soun d Blaster Pro 
on ly) 

If you choose Sound Blaster in Step 3 
(either originally or after selecting Roland), 
you wil l have to t e ll the installation 
program the "Base 10 " and "!RQ" seuings 
for your sound card . If you have a Sound 
Blaster Pro, you w ill also need to know 
w h a t OMA ch anne l it uses. The factory 
default seuings are Base 10: 220H , ! RQ7 
and OMA channe l 1. Use (!] and GJ Lo 
highlight each appropriate se lection, th en 
p ress (Enter J. 

If you are not certain wha t se lection to 
make, use the default seuings suggested by 
the in sta ll ation program. See 
Trou b leshooting for more information. tr 
any difficulties arise from incorrect sound 
board seuings (e .g., you hear no sound, 

speech stuuers or the game aborts) , re-run 
the installation program from the hard 
drive and change you r selections. 

5. Confirming Your Configuration 
You will be asked if th e options you 
selected are correct. If they are, press [YJ 
("yes") ; if not, press (ffi ("no"). Pressing (ffi 
does one of two things: If you're insta lling 
the game from nappy disks, this option 
returns you Lo Step 1 (Choosing a Disk 
Drive), as described above; ir you're re­
running the installation program from your 
hard drive (to c h ange one of your 
configuration settings, for examp le), 
pressing (ffi returns you lo Step 3 
(Selecting a Music and Sound Effects 
Card). 

When you press [YJ, the program begins 
copying files from the noppy disks lO your 
hard drive. After the game is installed, a 
window appears comparing your 
configuration with that required to run 
Serpent Isle. If the two are compatible, the 
window ind icates such wi th an "OK. " 

However , if your configuration does not 
match that required by the game, you may 
need to make some changes. The two most 
common prob lems are not enough DOS 
memory (see Availab l e Memory and 
Freeing RAM) and incompatible memory 
managers (see VOODOO). Problem areas 
are noted with the words" OT OK." If this 
happens, you have one of two options: 

• You can let the install program make a 
"bootable floppy" for you. Th is is a 
nappy disk with a usable configuration 
on it (see Making a New Floppy Boot 
Disk). Turning your compu ter on wi th 
this disk in your "A" drive will al low 
you to play without c h a n ging you r 
normal system configuration. 

• You can a lter your computer' s 
configuration yourself. The following 
sections provide information you wil l 
need to do this. If you are unfamiliar 
with DOS, be careful if you ch oose to 
alter your configuration. Always consu lt 
your DOS manual before making any 
change you don't fully understand. 

CHANGING YOUR 
CONFIGURATION I 

RE-INSTALLING 

At some point, you may want to re-install 
the game (i n o rd er Lo c h a n ge or add a 
sound card, or Lo adjust the 10/JRQ/DMA 
se ttin gs, for examp le). To d o this, you 
don ' t need lO use the noppy disks that 
came with th e game - you will be re­
installing from files and data a lready on 
your hard disk. 

1. Type th e letter o f yo ur hard drive 
foll owed by a colon and press [EnterJ (for 
example, C: [Enter !). 

2. Type CD\ fol lowed by Serpent Isle's 
directory name (C D\SE RPE NT, if you 
chose the default directory), then press 
(EnterJ. 

3. Type INSTA LL and press (Enter J. 

4. Fo ll ow th e instructions under 
Installation Options , above. 

When yo u re- install the game from the 
o ri gina l floppy disks, yo u h ave the 
opportunity to DELETE th e games you 
have a lready saved, o r SAVE them. Selecting 
the second option a ll ows yo u to ch ange 
your configuration but does not overwrite 
any save d games, m ai ntai nin g the n.1 for 
your continued adventuring 

VOODOO AND 386 
(OR HI G HER) SYSTEMS 

Only processors as powerful as the 386 and 
486 are capab le of handling a game as 
advanced and complex as Se1pe11t Isle. The 
game wor ld is more detailed than ever , 
requiring more and faster access to a ll 
system memory Expanded Memory 
Specification (EMS) perm it s access to 
memory , but is too slow when working with 
large amounts of data . On a 386/486, 
special software is necessary to convert 
Extended Memory into EMS memory, which 
is a slow process. To deliver the best gaming 
worlds to players in this world , ORIGIN has 
always pushed th e limits of game 
technology. With VOODOO techno logy, 
ORIGIN is able to take full advantage of the 
power locked inside your 386/486 system . 

VOODOO 

Serpent Isle uses a special memory manager 
ca lled "VOODOO." This manager, crea ted 
by ORIGIN, comes w ith yo ur Serpent Isle 
game. VOODOO will run on any 386SX or 
hi gh er IBM PC compatibl e computer. It 
uses ex tended memory, so it can co-exist 
with the HIMEM .SYS driver. Howeve r, 
HIMEM.SYS is not necessary for VOODOO 
memory to funct ion . 

Expanded Memory (QEMM, 386"MAX or 
EMM386). Expanded Memory (EMS) is not 
compatible wi th VOODOO. lf you are using 
an ex panded memory manager (suc h as 
QEMM, 386"MAX or EMM386) you must 
remove it to run Se rpent Isle . (A n easie r 
alternative is LO boot from a noppy disk that 
ignores your insta lled memory manager -
see Making a ew Floppy Boot Disk. ) If 
you do not know how Lo do this (and if the 
following instructions don't help), please call 
ORIGIN Customer Service for assistance. 

lf you are familiar with this process, disable 
the EMS m em ory manager. The acceptable 
minimum configuration is a n 
AUTOEXEC.BAT with this line in it : 

C \MOUSE\MOUSE.COM 
and a CONFlG.SYS file with these lines: 

FLLES;25 
BUFFERS;25 

lf you wish LO re tai n you r original 
CONFlG.SYS fi le, refe r Lo yo ur DOS 
manual for how to give it anothe r file name 
before making Lhe changes n ecessary LO run 
Serpent Isle. 

H lMEM.SYS an d XMM. As mentioned 
a bove, a n exten d ed memory manager 
(XMM) s uch as HIMEM. SYS (w hi c h is 
compatible with MS-DOS 3.3 or h igher) is 
compatible with VOODOO, and does not 
require disab ling. 

Disk Caches. U you have more than two 
megabytes of RAM, a hard disk cache will 
inc rease the sp eed at which the game runs. 
However, if you have a hard disk caching 
program that a lso caches the floppy dri ve, 
we recommend that you disable the noppy 
caching befo re installing o r running the 
game. Again, if you a re unsure, co nsu lt 
your documentation or ca ll OR IG! 's 
Customer Service department for assistance. 

Ill 



AVAILABLE MEMORY 

Your computer must have al least 640K of 
RAM plus one megabyte of extended 
memo ry to p lay ULTIMA V II Part Two: 
Serpent Isle. Regardless of the amount of 
RAM in your computer, you musl have 
535,000 bytes (523K) free lO run the game. 
Sound and speech o pti ons can push this 
to tal lO 587,000 bytes (573 K) 

To find ou t how much free RAM your 
computer has, run the DOS programs 
CHKDSK, by tyµing CHKDSK at the root 
directory prompt (e .g., C: C HKDSK), or 
MEM , by tyµing MEM. On most machines, 
CHKDSK and/or MEM will be located in 
the \DOS directory. When you run 
C HKD SK, look a t the las t line of the 
information presented lO see how much 
free RAM you have; when usi ng MEM , the 
third line provides the desired information. 
For exam ple, CHKDSK or MEM might te ll 
you that the system has 565,239 bytes free. 
This would be enough lO run the game 
without sound or speech, but nol enough 
w run the full sound/speech installation . 

If you have less than the required amount 
of free RAM , you wi ll not be ab le lo run the 
game until additional memory is freed . 

MAKING A NEW FLOPPY 
BOOT DISK 

I[ you do not want to reconfigure your 
system, yo u can m ake a bootable DOS 
system noppy disk lO start your computer 
prior to play. The installation program 
gives you this option; if you select it, the 
program will create a bootable noppy disk 
for you. Boot your computer with this disk 
in drive A and you shouldn't have lo worry 
about avai lab le memory or memory 
management issues. 

lf the boot disk created by the installation 
program doesn't free up enough memory, 
DOS 5.0 owners can add the HlMEM.SYS 
and DOS = HIGH commands lo the 
CO FIG.SYS file on their boot disk , as 
described in Free ing Ram , below. 

FREEING RAM 

lf you are familiar with the process 
involved in freeing memory, you can: 

• Remove any disk caches from your 
configuration. 

• In your CONFlG.SYS fi le, use the 
DOS=HlGH command, if you use DOS 
5.0. Make sure the "DOS=H lGH " line 
appears after the lin e 
"DEVICE=HlMEM .SYS" and that you 
include the proper path for the 
HIMEM .SYS file. (Fo r example, if 
HI MEM.SYS is found in your \DOS 
directory, the line in your CO FIG.SYS 
file would re ad: " DEVICE= 
C:\DOS\H IMEM.SYS".) 

• Remove from your AUTOEXEC.BAT 
and CONF IG.SYS files any memory­
resident programs ("TSRs") that are 
unnecessary for system usage . You can 
view these files with Edlin or Edit, the 
text editors included with various 
versions of MS-DOS. 

Consult your DOS manual for more 
information on these procedures. If you are 
not familiar with the process of freeing 
RAM, please call Electronic Ans Customer 
Service before changing your system 
configuration. 

Never d e lete yo ur AUTOEXEC.BA T o r 
CONFIG.SYS fil es comp lete ly 
wi th o ut the m , yo ur computer wi ll not 
function . 
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TROUBLESHOOTING 

Ser"pent Isl e fails to load or run properly . 

• Yot1 may need to remove your expanded 
memory manager. (See VOO D OO: 
Expanded Memory , above.) 

• You may not have enoug h free RAM. 
Run C HKD SK or MEM to determine 
your computer's avai lab le RAM. Free up 
RAM if necessary. (See Avai lab le 
Memory.) 

• You may have a memory-resident TSR 
program that conflicts with the game. Boot 
the computer from a DOS system nappy 
disk or remove memory-resident 
programs before running the game. (See 
VOODOO and Maki ng a New Fl oppy 
Boot Disk.) 

• You may have fi lled all free space on the 
active disk drive. Al th e DOS prompt 
(e.g., "C:"), type DIR lO check avai lable 
hard drive space. This lists a directory of 
your drive's contents and, following the 
directory, states how many bytes a re 
free. Remember , you need at least 25 
megabytes free on your hard drive lo 
load Serpent Isle and 535,000 lo 
587 ,000 bytes of free RAM lO run the 
game. 

• Some disk compressors, like Stacker, may 
not be compatib le with Serpe nt Is le. 
Uti liti es lik e S tacker require a 
substantial amount of low RAM (often 
as much as 45K). To play Serpent Is le 
using a disk compressor, you must free 
enough RAM lO meet both the game's 
needs and the needs of your disk 
compression utility. To determine how 
much free RAM you need , add the 
requirements for the game (listed above) 
to th.e requirements for your 
compress ion utility (co nsult the 
documentation that came with the disk 
compressor yo u u se). Running a 
comp ression utility wi th a full 
installation o f Serpent Isle may require 
more RAM than you can free - try re­
installing the game with no sound, a 
configuration that requires less memory. 

Music and sound effects are too so ft o n a 
Sound Blaster Pro. 

• Use the "SBP-SET.EXE" program lo 
increase the FM level of your Sound Blaster 
Pro. We recommend a minimum setting 
of 12 (oul of 15) for this purpose . 
Consult the documentation that came 
with the Pro for more details. 

Speech fails to work a fter playing for a 
s hort while. 

• You may have chosen a11 incorrect IRQ 
setting during installation. Re-run th e 
install program lO change the !RQ. (See 
C hang in g Your Co nfi gura ti o n I Re­
ins talling .) 

Speech s kips lin es of di alogue. 

• Yot1 may have an IRQ conflict. This means 
that another ca rd is operat ing on the 
same IRQ leve l (e.g., both the sound 
card and the printer are se t al "IRQ 7"). 
This problem is especia lly common with 
mouse cards and fax cards. Re- install 
the game from the hard disk and change 
your sound board's IRQ selling so it 
doesn't connict with o th er hardware. 
(See Chan ging Your Confi gura tion I 
Re-Ins talling .) 

The m o u se pointer does n ' t r es p o nd 
properly. 

• Se rpent Isle supports the Mi crosoft mouse 
and Mi crosoft mouse dri ve r, version 7.0. 
Some other mouse brands and drivers 
may not be compatible. 

T he game runs too s lowly . 

• Your hard drive may be fragmented. Run 
an op timi zation program. See your 
retailer about an optimizati on program 
if you don 't have one. 

• Your computer may nol be fast enough to 
run the game effective ly. The minimum 
co nfigu ratio n is a 16 mega he rtz 386-
based IBM PC or 100% co mp a tible 
machine, but the game was optimized 
for 386DX+ machines. Some o ld e r 
a nd/or s lowe r machines may not be 
powerful enough for maximum game 
performance. 



• You may be ab le to use a disk caching 
program. If you have four or more 
megabytes on your machine, a disk 
caching program can speed up your 
game. See your re tailer about such a 
program. 

None of the above suggestions seem Lo 
help . 
If you cannot solve a problem with Serpent 
Isle, please call Electronic Ans Customer 
Service al 0753 549442, Monday th rough 
Friday , during norma l business hours. 
Have the following information ready, if 
possible: 

• which version of DOS you use, 

• free RAM (from CHKDSK or MEM), 

• you r mouse and mouse d ri ve r type, 

• you r graphics card , 

• your machi ne type, 

• your sound board(s), 

• the contents of your CONFIG.SYS and 
AUTOEXEC.BAT files, 

• w hether you use Windows or a DOS 
shell. 

If you own a copy of Lhe ORIGIN FX Screen 
Saver, you can seL iL up so iL can access the 
introduction and endgame from your 
Serpent Isle game. You may seL up your 
screen saver Lo include an from Serpent Isle 
al any Lime after both Serpent Is le and 
ORIGIN FX Screen Saver have been insta lled 
on your hard drive. To configure ORIGIN 
FX so you can view seleclions from Serpent 
Isle, first make sure that ORIGIN FX is nol 
current ly running. Then: 

1. Install both Serpent Isle and ORIGIN FX 
(if you have noL already done so). 

2. Run Windows and bring up the Program 
Manager, as you would normally. 

3. Pu ll down the "File" menu and select 
"Run. " 

4. Whe n the Run window appears, type 
the letter of t he drive in which you 
ins tal led Serpent Isle , fo ll owed by a 
co lon and a backslash ("\"), then the 
directory inlo which Serpent Isle was 
insta ll ed, th en another backslash and 
t hen the word "setup" (e.g . , 
C:\SERPE T\SETUP). Select "OK." 

5. When prompted, enter the name of the 
direcLOry in which you installed ORIGIN 
FX Screen Saver. Type the drive leuer, 
colon and backslash , fo ll owed by the 
name of the directory (e.g., 
C:\ORIGINFX). Select "OK." 
The Setup p rogram wi ll automatically 

mod ify a ll the necessary game and screen 
saver files, allowing your ORIGIN FX Screen 
Saver Lo display images from Se1·penl Isle. 

Contact Electronic Ans Customer 
Service if you encounter any problems or 
have any questions. 

UltimctIIT sERPENT 1sLETM 
~ PLAYER REFERENCE GUIDE 

QUICK REFERENCE 

Mouse pointer Hand .................. .. ......... ............ Woiting far you to toke some action. 
Green arrow ..................... ......... You con move, or get an object. 
Green cross hairs ....................... You con Use the first item you selected on a second item. 
Red arrow ................................. Combat mode - you con move or fight . 
None ........................................ .Wait till game gives you o pointer. 

Talking (green arrow) Double-left-click on someone to begin o conversation. 
Left-click ....................... ............ Displays any additional text or 

Selects your response. 

Looking (green arrow) At yourse\L .............................. Double-left-click on yourself. 
At another party member ............ Double-left-click on member while your own Inventory Box is open. 
At on item ............. .. ............ ...... Left-click on it. 
Opening an Inventory Box .......... Double-left-dick on character or item. 
Moving an Inventory Box .......... .Left-click-ond-drag on it. 
Closing an Inventory Box ............ Left-click on red check. 
Close all Inventory Boxes ........ .... ~ (keyboard). 

(You can't move if an Inventory Box is open.) 
Reading samething ................ ..... Double-left-dick on it. 
Reading further ......................... Left-dick on it. 

Taking (hand) Leh-dick-and-drag the item to the character or the Inventory Box receiving it. 

Using Double-left-click on the item. 
(green arrow/cross hairs) (Some items con not be Used unless one of your party members is holding them in a hand.) 

To Use one item on another, double-left-dick the first item, then left-dick the green cross hairs that 
appear on the second item. 

Moving (green arrow) Point the green arrow in the direction desired, and right-click. 
Right-dick-and-hold far continuous movement. 
Double-right-dick on o specific location to move to that location. 

Attacking (red arrow) Double-left-dick on someone or something to attack that person or thing. 
(If you are not in Manual Combat mode, your party also attacks any nearby foes .) 

Inventory Display Dove/ Flaming Sword .... .. ............ Nan-combat/ Combat modes (toggle) 
Disk ...... ........................ ............ Load, Save, toggle sound, exit 
Heart ........................................ Statistics Display 
Crossed Swords ..................... ..... Combat Status Display 
Numbers ..... .............................. Current load/ maximum load 

Spell Book Open book .............................. ... Double-left-click on it. 
Turn page ...................... .... ........ Left-click on upper corner. 
Cost spell. .................................. Double-left-dick on spell. 

(Must have mono, reagents.) 
Select spell ............... ...... ......... .. Left-click on spell. 
Cost spell in comboL ................. See Guide. 

Combat Status Display Click on choracter. .. .................... Disp\ays character's Inventory Box. 
Halo ................ ........ ................. .Toggles any one character into/ out of Protected Mode. 
Strategy ......... ........................... Cycles through possible modes far the character. 

In All Circumstances ITJ temporarily pauses the game and the green cross hairs appear. A single \eh-dick with the cross 
hairs now replaces any al the double-left-dicks listed above - you con Talk (in Non-Combat Mode), 
Look, Use or Attack (in Combat Mode). 

Electronic Arts, 90 Heron Drive, Langley, Berkshire, Sl3 SXU, 
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To load Ultima VII Pa rt 2: Serpent Isle, go to the 
dnve that contains your game. (I f it is in the C:\ drive, 
type C: !Enter ).) T h en go to the subd irectory 
conta1nmg you r ga me. ( If yo u chose our default 
di rectory, type CD\SERPENT I Enter ).) Fi nally, type 
SERPE T I Enter) to begin the game. 

THE MAIN MENU 

After the game loads, an int roductory sequence 
auto mati ca ll y begin s . Th is may be ski pped by 
pressing~- After the introduction , the Mai n Menu 
appears, listing four options: 

• VIEW INTRODUCTION 
• START EW GAME 
• JOURNEY 0 WARD 
• VIEW CREDITS 

To select one of these opuons, single-click it with 
the mouse or use the arrow keys and press I Enter ). 

P ress ~ a t an y point du ring the int roducu on , 
character creation , creditS or endgame (after you have 
wo n th e game, o f course!) LO retu rn to the Main 
Menu. At the menu, press~ to return LO DOS. 

V IEW I NTRODUCTION 

The introduction reveals how and why the Avatar 
travels LO Serpent Isle. In fo rrnation presented here is 
relevant to your quest. This scene is the one you see 
automatically the fi rst time you run the game. 

START NEW GAME 

This is where character creation takes place . You 
must select this option the first Lime you play. 

Click either mouse buuon with the pointer over 
the word "Name." Then type your desired name (u p 
to 14 leuers) at the nashing cursor and press I Enter ). 

This setS the name you will have as Avatar in Sei·pent 
Isle and moves yo u to the nex t o pti o n : yo ur 
character's appearance. 

To deterrnine what your character looks like, make 
sure the word "Portrait " is highlighted . If it isn't, move 
the pointer ove r the wo rd and click eithe r mouse 
bu u o n . Press the spacebar or c lick o n the wo rd 
"Portrait" (or on the port rai t itSelO to cycle through 
the available choices. When the portrait you want 1s 
displayed , press I Enter ) to select it. 

Press !Enter ) o r click on "Return to Menu" to go 
back to the Main Menu; click on ''.Journey Onward" to 
go di rectly to the game. 

DURNEY ONWARD 

Afte r you have created a character , this option 
ta kes you to the begi nning o f the actual ga me. In 
future sessions, this op tion returns you to your last 
saved game. 

V IEW CREDITS 

This option listS the many people who worked on 
Ullima VII , Part Two: Serpent Isle. 

INTRODUCTORY 
WALKTHROUGH 

This section is designed to guide you through th e 
beginning of your adventu re on Serpent Isle. While It does 
not reveal any hidden c/11es, ii does introduce yo11 lo the 
basic actions you will perform throughout the game. This 
wa lhthrough assumes you are using a mouse, wl1ich is 
l1ighly recommended. 

The s tage is set as you r shi p arrives u pon th e 
shores of Serpent Isle , having been transported there 
magica lly. You are the Avatar and with you are your 
three closest companions, Iolo, Shamino and Dupre. 

Conve rsations. When Iolo begins speaking LO you, 
read until you have completed all o f the on-screen 
text. Then click the left mouse button ("left-click") to 
disp lay any addi t iona l text. Fo ll ow the same 
proced u re whe n Du p re interjec ts with h is own 
commentS. Continue until Iolo has fin ished speaking. 
Shortly after Iolo's portrait disappears, members of 
your party will begin nash ing text (called "barks") 
over their characters. Unli ke conversations, you may 
move about while the barks appear, but do not fo rget 
to pay attention to what is said. 

During th ese and all o th e r con ve rsa t io ns , pay 
careful auention LO the shape of your mouse pointer. If 
the mouse pointer is shaped like a hand , the game is 
waiting fo r you to take some action - for exam ple, 
click the left mouse button once to advance LO the next 
screen of conversation texl. Ir the pointer is a green 
arrow, you can move your character or get an object; if 
it is a red arrow, you are in combat mode and can 
move or fighL If there is no mouse pointer on-screen, 
don't press any mouse bu ttons. The absence of a 
pointer means a scene or event is taking place that is 
ou t of you r contro l. These are usuall y important 
eventS and you don't want to miss them. If you press a 
mouse bu tton d uring one of these scenes, you may 
miss something. Wait until the hand or arrow pointer 
reappea rs before you click a mouse but ton . 

Exa111 ining Yourself. After everyone in your party 
says his piece, take a moment to look at what you are 
carrying in your inventory. Position the cursor over 
yo ur c harac ter and cl ick t he left bu tt o n twice 
('"doub le-left-cl ick"). An image of you r character 
(called your "Inventory Display") appears, leu ing you 
see all of your equipment. Move the cu rsor over an 
object you wish to look at and left-click. A description 
of the object appears. 

If the inventory window is blocking something you 
wish to see on the screen, put the cursor over any 
port ion of the window and left-click-and-hold the 
button . As long as you hold the button, moving the 
cursor wi ll move the window on the screen . When 
you are satisfied with the new location , release the left 
buuon. 

Close the Inventory Display by left-cl icking on the 
red check mark . Un tt l a ll in ve ntory win dows are 
closed , your character wi ll be unable to move . 

Moving. Since your way is blocked by mountains 
to the north, leave the sh ip and head south (i.e ., 

toward the bottom of the sc reen). Nouce that your 
character is in the center of the screen. Moving you r 
mouse moves a green , arrow-shaped cursor. Position 
the cursor so that It pointS in the direcuon you wish 
to travel and right-cl ick - you take a step to the 
south. Press and hold the right button until you wish 
LO stop walki ng. The further from the center o f the 
screen you place the cursor, the longer the arrow getS 
and the faster you move. 

Yo u won ' t ge t fa r be fo re be ing engulfed in a 
magica l s to rm th a t ca uses yo ur compa ni o ns to 
disappear, leaving behind sparkles of red light which 
soon fade! As you take a few more steps, the storn1 
affectS you , too. Sparkling green lightS surround you. 
But you di dn ' t di sappea r - wha t e ffect did the 
magical storrn have upon you? 

To fi nd out, take a closer look at yourse lf, as you 
did earlier (see "Examining Yourself," above). You \vi ii 
noti ce that many of the possessions you had when 
you arrived on Serpent Isle are now missing, replaced 
by foreign ones. This is a mystery you wi ll so lve later. 

Ta /11ing ro People. As you continue walking south , 
a figure appears magically and begins speaking to you . 
This is a monk, Thoxa. As she completes each portion 
of he r text, your possible responses ap pea r in the 
center of the screen , LO the right of your port rait. Left­
click on the response you choose and then read her 
res po nse. Pay close attention to th e shape and/or 
absence o f the mo use pointe r , as ex pl a ined in 
Convcrsalions, above. 

Thoxa gives you important in fo rrnation about an 
hou rglass and a red bush . She also tells you much 
about why you are here and what you must do. When 
you no longer wish LO speak with Thoxa , left-click on 
"bye " to end the con ve rsa ti o n . Endin g the 
conversation doesn't end your encounter with Thoxa , 
however . Be fo re eithe r o f you can leave , another 
monk, Karnax , appears and soon you are witness to a 
great magical battle. (Again , be careful not to cl ick a 
mouse button unless the mouse pointer is visible.) 

Examining lte111s. After the battle, walk south until 
yo u find Sh am ino . Like Th oxa , h e initiates a 
conversation , mentioning that his inventory has been 
changed . He tells you he has compiled a list of the 
unusual items and adds your new equipment to it , 
giving the list to you. Double-left-click to open your 
In ve nto ry Disp lay . Do u b le- le ft -cl ick o n your 
backpack and a window appears displaying all of itS 
co nte nt s . Do uble- le ft -cli c k o n an y conta in e r 
(includ ing ba rrels , sacks, chests and even hollow 
trees) to see what's ins ide. To examine Shamino's 
inventory , double-le ft-click on his figure while your 
own inventory window is on screen. 

Ins ide yo ur pac k yo u find a va ri e ty o f items, 
including two sc roll s. Read o ne by d ouble- le ft ­
clicking on it. This brings up a window that displays 
what it says . Some scrolls are longer than a si ngle 
page . To read fu rther in a scroll , left-click it like you 
would LO display further conversation text. Read the 
two scrolls and you will discover that both are listS of 
items. Compare Lord British's and Shamino's scrolls 
LO the items you are carrying. Remember, to idenufy 

something, left-chck on it and text 'vi ii appear above 
the item, naming it. 

To close you r inventory window and Shamino's , 
click on the red check marks attached to each open 
window. 

Continue south to the red bush. Thi s hides the 
entrance to a cave . Even though you see a mountain 
blocking your way, move to the right of the bush and 
then to the north . You will pass right through an 
illus io na ry wa ll ! Wa lk aro und th e cave, lett ing 
Shami no talk about some of the items you see. 

Taking It ems. When Shamino ale rts you LO the 
use fuln ess of a bed ro ll , add th e bedro ll to your 
possessions by placing the cursor over the item and 
le ft -cl ick-and -hold ing . Whil e ho ld ing, move th e 
cu rsor around . If the bedroll moves with the cursor, it 
is auached. If it does not, try again . Once you have 
the bedroll , keep the mouse button pressed LO move it 
around . Do not release the button yet! 

Move th e cu rso r (and the bed ro ll ) ove r your 
character and re lease the le ft button . The bed roll 
vanishes. Check your Inventory Display and you will 
see it there, most likely 111 your backpack. 

Using It ems. PartS of the cave are very dark. You 
will want LO light the torch that Shamino mentions. 
Move the to rch into your in ventory (as explained 
above) and d rop it over one of your character's hands. 
Place the cursor over the torch when it is in-hand and 
doubl e-le ft -click . The room will become brighte r. 
This same procedure opens and closes doors, opens 
chests , lets you eat food and so fo rth . If you look 
around and fo llow Shamino's ins tructions, you will 
find many useful objectS here. 

Note that you can only hold one item in-hand at a 
tim e. To move an ite m fro m yo ur hand to , say , 
Shamino , left-click-and-drag the item from your hand 
LO Shamino's figure and release the mouse button . 

Sea rch all of th e chests in th e cave. If th ey're 
locked , use lockpicks to open them or go into combat 
mode (see below) and bash them open. 

You should also try lowering the bucket you find 
into the we ll and ge tt ing some wa te r . To d o thi s , 
double-left -click the bucket. When green cross-hairs 
appea r, left-click on any part o f the rope hanging 
from the well. Your character will walk LO the well 
and get some water. Using items on o ther items or 
characte rs is an important sk ill , one you will use 
throughout the game. 

When you are through exploring the cave , head 
south through the illusionary wall once again . 

Initiating Conver·sations. When you leave the cave , 
find the bear skeleton (and Shamino's bow) nearby. 
Then head east until you approach a walled city. On 
the far side of the city gates is a guard . Unlike your 
companions and Thoxa the monk , the guard doesn't 
initi ate conversa ti o n - yo u have to auract hi s 
attention. 

To ask him to let you in , move the cu rsor over him 
and double-left -cl ick . His po rt rait appea rs and he 
begi ns ta lki ng . Yo u ca n a lso s pea k to yo ur 
companio ns at any tim e in thi s way . However, 
remember that double-le ft-clicking on a companion 



while an lnvenLOry Display is visible (usual!)' , but not 
alway , the Avatar's d isplay) will make that chara Ler's 
inventory window appear, instead of beginning a 
conversauon. 

By now you have noticed that moving around is 
accomplished by nght-cliching, and all other acuons. 
such as talking and examining, are accomplished by 
left-clicking. This simple rule will guide you through 
most siLuauons you encounter during Lhe game. 

Once you a re inside the gates, you want LO find 
Lord Marsten, as wel l as begin investigating the cll)'. 
Remember that you always walk in the direction that 
the cursor is pointing. Good luck as you continue 
your advenLUre! 

C O MMAND S 

Serpent Isle is an entirely mouse-driven game - all 
action commands can be controlled by the two mouse 
buuons. However, for those who do not have a 
mouse, all commands may also be performed from 
the keyboard. 

U S ING TH E M ou E 

The key point to using the mouse is knowing that 
the left bunon is used LO perform actions in volving 
th e hands or eyes, and the nght bunon is used to 
perform actions involving the feet. The mouse 
genera ll y appears in one of two forms: a green, 
straight arrow for normal activi ty or a red, jagged 
arrow fo r combat. 

Action 
Click 
Double-dick 
Click-&-hold 

Left Bullon 
Look 

se/Talk!Attack 
Move items 

Right BuLLOn 
Take one step 
Find a path 
Walk continuously 

M OVING Y OUR CHA RACT ER (RIGHT-CLICKl G) 

To make yourse lf walk, 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 bunon. 

When danger is near, your speed is limited by your 
dexterity and your encumbrance. 

As a shortcut, double-right-clicking on a point on 
the screen makes you walk Lo that point, providing no 
obstacles bar the way (e.g., a wall). 

MA IPULAT I G OBJECTS (L EFT-CLICKlNG) 

The left mouse buuon is used to Look, Move 
(other objects), Use or Attack. 

Loolz. To bring up a short description of an object, 
left-click on iL 

Move. Many objec ts can be moved from one 
location to another. To Move something, left-click­
and-hold on the object. The cursor changes to a hand 
to indicate that you are holding something. Move the 
cursor over the desired destination and release the 
bunon. 

Releasing the item over a character places the item 
somewhere inside that character's inventory. If your 

mventory (see Inventory Display) is open , dropping 
the item on a container \vithin the display places the 
item inside that container. 

If a container is nm m anyone's inventory, tt must 
be open (its display visible) to drop an item into it. 

If an object is too heavy or too large to fit inside a 
container, or if you are unable to reach the object, a 
message saying so appears in red above the object. 

Use. To Use an object, double-left-click on iL 
Each type of item functions uniquely when Used. 

For example, Using an unlit lamp lights it; Using a lit 
lamp extinguishes il. 

Some objects can be Used on other objects (for 
example , a bucket on a well or food on a hungry 
character). Double-left-clicking on such an item turns 
the cursor into green cross hairs. Moving the cross 
hairs to the target item and left-clicking causes the 
first llem to be Used on the second. 

Double-left-clicking on a usable object may bring 
up a display that proVldes more information about 
that object. For example, double-left-clicking on a 
chest brings up a display that reveals the contents of 
the chest. The contents can th en be moved and 
manipulated like any mher object within the world . 
The bodies of fallen foes are treated like chests for 
these purposes. 

The displays themselves can be moved in the same 
way you would move an object - click, drag, release. 
Single-cl icking on the red check at the left side of the 
display closes Lhal display . You can close all open 
displays at once by pressing~. 

"Using" a person has several meanings. Double­
chcking on a person while not in combat initiates a 
conversation with that person. (For more information 
on how conversations work , see Screen Display.) 
H owever, doing so while in combat mode indicates 
that you wish to attack that person. If you click on a 
member of your party while in combat mode or while 
your inventory display is up, that member's mventory 
display will appear. 

"Using" you r character, the Avatar, brings up your 
inventory (see Inventory Display). 

To Use the boat, double-dick on a chai r. To Use 
the barge, double-click on the engine. To Use the ice 
ra ft , double-dick directly on the raft surface. Once all 
characters are in place, move the barge or raft as if 
you were moving your character. To stop Usmg either 
the barge or the ice raft , double-dick in the same 
place a second time. (The boat moves and stops 
automatically.) 

A uach. While in any attack mode, the arrow cursor 
turns red. Double-left-clicking th e red cu rso r on 
another person who is not in your pany or on an object 
initiates an attack on that person or object. If you are 
in any attack mode othe r than Manua l mode (see 
Combat), you automaticall y enter into battle with any 
nearby hostile foes. 

U SCNG THE KEYBOARD 

Though using a mouse is highly recommended, the 
keyboard may be used as a substitute tf you have no 
mouse installed. 

Wa lhi11g. The arrow keys may be pressed Lo walk 
one step in the desired direction . If you hold @!ill!) 
down while pressing an arrow key. you will take three 
steps instead of one. If INum Lock ) is on dunng play, 
every step 'viii be a triple one . 

Ma11 ipulali11g Objects. Press ISpacebar) LO make the 
hand cursor visible. ow the arrow keys will move 
nm the Avatar, but the cursor. Agam , holding clown 

KEYBOA RD " H OT KEYS" & M OUSE EQUIVALENTS 

Key Function 

0 Turns all audio effects on and off. 

(ID Brings up spell book display, if Avatar has spell book in inventory. 

@!ill!) will increase the rate at which the cursor travels. 
Treat @!ill as if Lt were the left mouse button . For 

example , a smgle "click" will identify an object, while 
a "double-chck" will se 11. 

If you are m combat mode, you can also use @!ill 
to initiate an attack . Do this by pressing x and usmg 
the arrow keys Lo move the hand pointer over the 
target. Then. "double-click" the @!ill key. 

Mouse Equivalent 

Left-click on, sound effects, music and speech 
in the Save/ load Window. 

Double-left-click on spell book. 
----

@) Turns combat mode on ond off. Left-click on the dove/ sword icon in the 
________ _,_A_va_tar's Inv~ Window. 

[BJ Changes the "handedness' of the mouse by swapping the functions of the left and righl (None) 
mouse buttons. The left button is now used to move around, and the right button to 
manipulate objects. This H toggle affects only the mouse, nol the keyboard command_s. ~,_____ 

CO Opens up the Inventory Display of each party member, beginning with the Avatar. Double-left-dick on each party member. 

0 Brings up Serpenl Jawbone display if Jawbone is in Avatar's inventory. Double-left-dick Serpent Jawbone. 

IIJ Brings up the Combat Status Display, revealing the vital statislics of lhe entire party and Left-click on the crossed-swords icon in the 
permitting you lo change each party member's attack strategy (see Combat). Inventory Display of any party member. 

----
(§) Opens up the Save/ load Window. Left-click on the disk icon in the Avatar's 

--~----+-l_nv_enlory Display. 
[IJ Brings up a targeting cursor and pauses the game so you can talk lo a fast-moving (None, but roughly equivalent to double-left-

character, use any object or attack. click functions.) 

[Y) D~plays a scroll showing the version number of your copy of Serpent Isle. (None) 

lIJ Opens up the Statistics Display for each party member, beginning with the Avatar. Left-cl ick on the heart icon within the Inventory 
Display of each party member. 

--+--
Left-click on the quil button in the Save/ load @UR) Exits Serpent Isle and returns to DOS. 
Window. 

~ Toggles the frame limiter on and off. The game runs slower with ihe frame limiter on. (None) 
----~--

[Ml Brings up map of Serpenl Isle if in inventory. Double-left-dick on map. 

DISPLAY S 

S CREE DISPLAY 

Other character's 
portrait 

Avatar's portrait 

m 

In Serpent Isle, the entire screen is devoted to 
displaying your location . Any other messages or 
relevant information appear over this display, in 
various places. 

Other character's 
conversation 

Avatar's 
response options 



During conversations, a ponrall o f the character 
you are speaki ng to appears in the upper lert comer of 
the screen , with all or the speaker's text appearing lO 

the ri ght of the portrait. If any other characters 
interject, their portraits appear in the lower left comer 
o r the screen with 1l1e1r text JUSl to the nght of 1lieir 
portrait. When it 's appropriate fo r you to respond, 
your portrait appea rs in the lower left of the screen, 
with your conversational opti ons appearing to the 
right of your portrait. Left-cl icking on a word or 
phrase rrom your options elicits a response from the 
character you're talking to. 

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

I NVENTORY DIS PLAY 

When you double-left-click o n you rse lf, your 
Inventory Display appears. To bring up the Inventmy 
Display of another party member, you must first bring 
up yoLir own lnvento1y Display. With your Inventory 
Display visible, double-left-click on other characters 
on the screen to view th eir in ve ntories. You can 
examine and move iten1s into or out of any party 
member's invenLOry, as you wish. 

Crossed 
Swords 

Container 

Numbers 

Heart 

Disk 

Dove/Flaming S wo rd. At the lower left com er of 
the Inventory Display is either a dove (non-combat 
mode) or a flaming sword (combat mode) icon . Left­
click on this icon LO swi tch into o r out of combat 
mode. Dllling play, the color of the cursor arrow 
indicates whether yo u arc in non-combat mode 
(green) o r combat mode ( red). 

Co11ta i11 ers. Double-left-clicking on any container 
in yo ur inventory revea ls the co nte nt s or th at 
container. 

Disk On the right side of the Inventory Display is 
a floppy disk icon . Left-cl icking on this brings up a 
window that pennits you to load or save a game, tum 
sound and music on and off, or exit the game. 

To save a game, left-clic k in one of the rectangles in 
this window. When a dark triangle appears on the 
le ft-hand side, type a n ame that will remind you 
where you were in the game when you saved. Click 
on the save butwn to save the current game position 
LO your hard disk. If all saved game slots are full, click 
on an already existing one (type a new name or not, 

as you wish) and click on save LO replace the old 
saved game with your current position. Click on "Yes" 
or" o" or press CT] or ffi), as appropria te, when asked 
1f you want to save over an existing game. 

To load a game, click on any named saved game 
slot. When the dark triangle appears, click on the load 
bunon to restore the game position represented by the 
saved game slot you selected. Click on "Yes" or " o" 
or press CT) or ffi), as appropriate, when asked if you 
want to load an ex'isting saved game over your current 
game position. 

To turn music or sowid 011 or off, click on the 
appropn ate bunon or press (Kl. 

To exit the game, click on the quit bunon. You will 
be asked if you really want Lo quit Lo DOS. Click on 
the yes box Lo exit o r the no box LO continue playing. 
(You can also press CT) or@.) 

H eart. To the le rt of the disk 1s a heart. Left­
click ing o n thi s icon or pressing (I) reveals the 
Statistics Display. 

Crossed Swords. At the bonom of the display, near 
the center, is a pair or crossed swords. Click on this or 
press [I] lo b1ing up the Combat Status Display. This 
display reveals the vital combat statistics of your entire 
party at once, and permits you LO change each party 
member's attack strategy (see Combat). 

um be rs. Al the bonom or the Inventory Display 
are two numbers separated by a slash (e.g., " 18/36"). 
The number on the left is the weight the character is 
carrying exp ressed in units called "stones." The 
number on the right is the maximum number o r 
sLOnes the character can carry. When buying aems 
r rom shopkeepers, an item that is LOO heavy for your 
character LO carry is placed in the mvenLOry or other 
pany members or at the reel of the purchaser. 

In addit ion to weight, items also have vo lume. 
Sometimes you are told that you cannot carry an item 
because you r hands (or packs) are full. By rearranging 
your equipment (e.g., puuing a weapon in your pack 
o r buying another backpack), you may be able to able 
to carry the new item. 

SPELL B OOK 

When you acquire a spell book, you will be able to 
use powerful magic. Double-left-clicking on the spell 
book in your Inventory Display brings up its display. 

CRIATI FOOD 
IHlll II) 
CURI 
t'I. IJ 

J!.l.TIC T TRAP 
u 1'4t 
GRIAT DOUSE 
/\~F"1,1:»f:"' 

Left -dick here lo dose 

Sixth Circle spells 

GRIA HIT. 
AP ""{ 

UGH I ~ 

lOCA ~+ 

Buckle marks selected spell 

To tum the pages of your spell book, left-click on 
one of the dog-eared upper com ers or the book until 
the spe ll you wish to cast is visible on the page. 

IE 

To cast a spell , you must have enough spell points 
(ma11a) and the proper ingredients (reage111s). Then 
double-left-click on the icon in your spell book that 
represents the spell. 

To select a spell without casting IL, left-click on its 
icon in the spell book. This places a bookmark m the 
appropnate place tn the spell book and keeps the spell 
ready, should you ever need it. Only one spell can be 
readied in this wh)' at a time . 

Six spells (Fire Blast, Paraly~c, Ligh111i11g. Explosio11, 
Death Bolt and Sword Suilw) may be cast 111 combat by 
double-left-cl!ck1ng on a target as 1f you we re 
attacking the target normally. If the spell book is in 
your hand and the book was closed wh ile that spell 
was selected (the bookmark was on that spell), using 
the mouse to auack causes you to cast that specific 
spell (as long as you have the spell points and reagents 
necessary). Also, if your character is not in Manual 
Mode and you have your spell book ready (m hand), 
you cast spells automatically. 

During the course of your adventure , you may 
acquire magical scrolls . These one-Lime-use objects 
a ll ow you to cast spel ls even if you lack mana or 
reagents. To use a spell scroll , double-left-click on the 
scroll to open it. Then , double-left-click over the icon 
that idenufies the spell on the scroll to cast it. 

If you know how to cast the Tra11soibc spell, you 
can copy spells from a scroll into your spell book. 
When you cast Tm11sclibc , targeting cross hairs appear. 
Target the scroll holchng the spell you wish Lo copy, 
lert-click on it, and 1L will be transrerred, automatically, 
into your spell book. The scroll then vanishes. 

There a re, of course, magical secrets you will 
uncover as the game goes on, but their nature and use 
must be lean1ed through experimcntauon. 

STATISTICS DISPLAY 

The Statisucs Display li sts a character's curren t 
p rimary and second ary au ributcs. It also shows 
w hether that character ts unconscious, poisoned, 
charmed, hungry, protected, cursed or paralyzed. 

Paralyzed 

Cursed 

Unconscious Poisoned Chormed Hungry Protected 

The color or the StallSlles Disp lay indicates how 
cold the character IS. If the background of the display 
is brown, the weather m the vicinity 1s warm and the 

character 1s comfo rtable. If Lhe background is blue, 
the character is cold and the potential ror frostbite is 
great - dress accordingly. The darker the blue of the 
background, the colder the indl\~dual is. Give him or 
her warm clothing as soon as possible. 

PRJMA RY A TTRJBUTES 

Strength, dexterity and intelligence are a character's 
primary attributes, with values ranging from l to 30. 
The higher an attribute is, the better. 

S trength detennines several things, including how 
much you can carry, how much (if any) damage you 
do wllh a hand-to-hand weapon. and how many hi ts 
you can take before dying. 

Dexterity affects such things as how fast you are 
and how wel l you pick locks. Dexterny determines 
your combat skill. 

Int ell igence determines several things, including 
your magic skill and how well you cast certain spells. 

The remaining numbers describe seco nd a ry 
attributes. 

S ECONDARY ATT/l/BUTES 

Combat skill detennines how likely you are to hil 
an opponent in combat with no1mal weapons. 

Mag ic skill, derived directly from your intelligence, 
detem1ines the ma:x.1mum 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 score reaches 0, you are unconscious. 

Ma na records Lhe cu1i-enl number of magic poinLS 
you have. The less acuve you are, the greater the rate 
al which mana poims return . 

Exper-ie11 ce points (EXP) are a measure o r your 
accomplishments. As the game goes on, each member 
or your pany gains expe rience points. After earning a 
predetermined number of points, a character's level 
increases. 

Tra inin g po ints are accrued with experience 
points. To increase strength , dexterity or combat, you 
must find a tra111er who leaches experuse in that 
specific a ttribute, on the training fields al Monitor. 
(Your intelligence and magic are already a l th e ir 
maximum possible values.) If you pay the trainer's fee 
and "trade in" Lraining points (representing your study 
and practice with the trainer), the anribute you are 
concentrating on increases. 

Level indicates your overall prowess. As you gain 
expenence (see below), your level increases. As your 
level increases, you have the opportunity Lo raise one 
or more of your pnmaiy annbutes. 

COMBAT STATUS DISPLAY 

This display shows the vital combat SLalisLics o r all 
part)' members at once. Below each portrait are listed 
that character's combat ski ll, number or hits remaining, 
auack strategy and pro1ec1ed mode toggle (see 
Pro tected "Mod e" and Protect Mode). If applicable 
to the character, magic skill and mwia will also appear. 



Icon Available to Avatar Available to Other Party Memben 

II Yes No 

II Yes Yes 

II Yes Yes 

II Yes Yes 

II Yes Yes 

No Yes 

a No Yes 

a No Yes 

II No Yes 

II No Yes 

1r the Avatar's attack mode is anything but Manual 
Mode, the character selects targets intelligently and 
fi ghts those opponents without any further input rrom 
you (according lO the rules or the attack mode you 
chose). You can override your character's decision at 
any Lime (by double-Iert-clicking on a specific target 
to attack it, right-click-and-holding to lead the Avatar 
in a certain direction , etc.). 

When not in Manual Mode, the Avata r will not 
select targets that are neeing or disabled (sleeping, 
paralyzed or unconscious), and wi ll break off an 
attack once any or these conditions are met. To make 
the Avatar pursue an enemy to the death, double- lefr­
click on the opponent arter it has already ned or been 
disabled. 

F LEE M ODE 

If a pany member (but not the Avatar) is seriously 
injured, he may nee. However, party members will 
never fl ee if th ey are in Berserk Mode . Fleeing 
characters may drop some of thetr possessions to 
enable them lO run faster . Party members who have 
been set to Flee Mode will make an orderly retreat and 
will not drop any of their possessions. 

It is possible to change the attack s t rategy and 
protected mode s tatus rrom this display . It is also 
possible to call up a character's inventory window by 
clicking on the ponrail at the lop or that character's 
Combat Stallls D!Splay. 

COMBAT 

In the center row or the Combat Status Display is 
an icon representing the attack mode ror that 
character when in combat. The ro ll owing attack 
modes are available: 

Attack Mode Description 

Manual You may direct each combat action. 

Attack weakest The charocter will attock the weokest 
opponent. 

Attack strongest The character will attock the strongest 
opponent. 

Defend The chorocterwill be less effective at hitting 
and more effective at in blows. 

Attack nearest The character will ottock the neorest 
opponent. 

Berserk The character wil never Ree, regardless of 
wounds. 

Flee The charocter will retreat rrom ony 
opponents in an orderfy fashion . 

Random The character will attock o random foe. 

Flank The character will attempt to ottock enemies 
rrom the side, OS opposed to 0 rrontol assault. 

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

P ROTEC TED S TATUS AND PROTEC T M ODE 

You may designate a party member to be protected 
by clicking on the "halo" just below that character's 
attack mode icon. When the halo turns go ld , this 
party member is protected. Only one person in the 
pany may be protected at any one time. 

Note that if if you have not designated any party 
member to be protected (in other words, you haven't 
'· lllmed anyone's halo on"), an injured party member 
may go into Protected Mode automatically and ca ll 
out to other party members for protection. Any pany 
members that are in Protect Mode will follow this 
injured character around and attempt to keep him or 
her safe. Effectively, any protecting characters' main 
concern is for the welfare of the protected individual , 
and they will fight anyone who auacks the protected 
character until there is no longer a threat. 
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