









































CONVERSATION
Many of the people and creatures you meet have tales to tell. Listening to
them and helping them with their problems are important parts of the game.

Unless a person or creature seems obviously hostile, it is always in your best
interest to try to engage him, her or it in conversation — attacking everything
in sight will lead to failure in your mission and, in many cases, quick death.

You may hold conversations with certain people or creatures. You can talk to
most of the humanoid inhabitants. In general, you cannot speak to someone
who is fighting you, but there are exceptions.

Characters often react to and remember how you treat them in a
conversation. Intimidation may work on some, but may anger others. An
angry creature may attack you, if not now, then later.

In some conversations, you will see the response “Other,” “What about ...” or
something similar. This gives you the option of typing in a specific name,
word or phrase.

Bartering. Some people have equipment and food they are willing to part
with in exchange for things they need — bartering is an important ability, one
you will want to hone as you explore new places. Sometimes in a
conversation a character may ask to see items or you may want to show
items. This is what the Barter Areas are for. The Barter Areas look just like
normal inventory slots. If you want the other character to see an item you
wish to trade, you must put it in one of the circles in your Barter Area.

Placing an item in the Barter Area automatically lights the dot next to the
item. A lit dot indicates an item that is available for trade. Clicking either
button on the item toggles the lit dot off, removing the item from
consideration in a trade. No character can see what another has in his or her
inventory. Put an item or items in your Barter Area and the other character
will see it.

Either you or another character may initiate a barter session. When this
occurs a number of items that the character is offering to trade will appear in
his Barter Area. You may move any items you wish to trade into your Barter
Area. Then, click either button on the items you want to trade for in the other
Barter Area to light their dots, and do the same for the items you are offering
to trade them for in your Barter Area. You can then offer this deal to the
character by clicking either button on a menu line that says something like “I
offer you this trade.”

If he accepts your deal, the items you offered will disappear into his
inventory, along with any items of his you did not bargain for. You may
move the items you traded for from his Barter Area into your inventory. If he
declines, you may change the highlighted items in either Barter Area.
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The same procedure is used to give or show items. For example, you may
want to offer someone a gift. To do this, you must have a highlighted item in
your Barter Area. When you click either button on a menu line like “I wish to
give you this gift,” the character will take the item from your Barter Area.
When a character decides to give you something, the item will appear on
your cursor. You should place it into your inventory.

Some characters are patient with bartering. Others lose interest quickly and
may tire of it after a few unsuccessful offers. They also may require more
profit for themselves before accepting a deal. Some may have different ideas
about the values of items than you do. To avoid making bad offers, or getting
a really bad deal, you may wish to evaluate the relative values of the items
being offered to see if you are getting a good deal or not. To do this, click on a
line that says something like “I must think about this deal.” A line evaluating
the deal will appear in the Message Scroll. For instance, you may see the
words, “You think you are getting a good deal.” The accuracy of the
evaluation depends upon your appraise skill.

One final option in bartering is to simply demand items from the character.
Once the character has agreed to barter and you can see what he is carrying,
you may demand that he give you certain items. This is a very hostile act.
Even if he agrees to give you the items, his attitude toward you will worsen.
If the creature thinks he is stronger than you, he will refuse, and he will
attack you. You must be very careful of whom you demand things.

To end a conversation or bartering session, you must say “farewell” (or the
equivalent) by selecting it from your conversation options. Any items left in
your Barter Area or in the other Barter Area that belong to you at the end of a
conversation appear on the floor in front of you.

REPAIRING ITEMS
You can try to repair damaged weapons or armor
yourself, but you must first find an anvil. Success
depends upon your repair skill level — it is
possible to ruin something by attempting to
repair it! Repairs also take time, and the noise
can attract attention. To repair an item, Use
the anvil as you would any item. Your cursor
turns into a small anvil, which you then
must right-click on the item you wish to
repair. A message appears in the Message
Scroll telling you how difficult the repair
will be for you and asking if you want to
continue. Select the “Yes” option, and you
attempt to repair the item.
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Successful Spellcasting. In order to have any chance to cast a spell
successfully, you must have sufficient Mana and you must be of high enough
level.

Required Mana Level. The cost of a spell, in Mana points, is equal to triple the
level of the spell — for example, a spell of the First Circle costs 3 Mana points
to cast. Your character’s current Mana level is the first of the two numbers
that follow “Mana” on the Character Panel. If you currently have at least 3
Mana points, you can cast a spell.

Your Character Level. To cast a spell, your character level, halved and rounded
up, must equal or exceed the Circle of the spell. For example, to cast a spell of
the Fourth Circle, you must be at least seventh level. If you successfully cast a
spell, your level comes into play again — before you can cast another spell,
you must wait an amount of time determined by your level and the level of
the spell cast.

Unsuccessful Spellcasting. Whenever you cast a spell, there is a chance you
will fail. In general, a failed attempt to cast a spell has no effect. You don’t use
up Mana points — you just waste some time. However, a failed spellcasting
attempt may backfire (especially if your casting level is low). A backfire
damages the caster.

Spell Types. Spells come in four varieties. Some spells are
instantaneous, taking effect as soon as they are cast. Many spells /\
last for a period of time after they are cast — for instance, the

duration of a Light spell is several minutes. Still \

other spells must be targeted to affect a specific / G \
’
4

object on the screen, or hurled like a missile at
a particular creature. These last three spell-
types require a bit of explanation:

Duration Spells. When you cast a duration
spell, its symbol appears on the shelf
to the left of the compass. It is
impossible to maintain more
than three duration spells at the
same time. If you want to cast a
fourth duration spell, you must
dispel one of the existing duration
spells (by left-clicking its duration
symbol on the left-hand shelf).
Right-clicking on the symbol of a
duration spell causes the Message
Scroll to display the name of

the spell, and whether the spell

will continue much longer
(“stable” means time remains,
“unstable” means the spell will expire shortly).

N

/
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Targeted Spells. Several of the spells in the game must be targeted to affect
specific objects. A targeted spell may be cast only at a target within arm’s
length. When you successfully cast a targeted spell (by right-clicking on your
Rune Shelf, or pressing (F8]), your cursor changes to a targeting cursor, a
blue cross. To cast the spell on a specific object, position the cursor on the
object in question and right-click to activate it.

Missile Spells. A missile spell (such as Fireball) hurls a magical projectile at an
opponent. When you cast a missile spell, your cursor changes to a red circle.
To cast the spell, aim the red circle in the direction you want to launch the
missile, and right-click.

If you expect to use magic in a battle, ready your spells prior to the combat,
not during it. Remember that you can leave a spell on the right-hand Rune
Shelf, to be used at any time. Bear in mind that powerful damaging spells
may destroy valuable artifacts near the spell’s target.

Before casting a missile spell, make sure there is some open space in front of
your character — obstacles close by can interfere with the casting.

Area Spells. In addition to the spell-types described above, be aware that some
spells affect individuals (your character or another creature) while others
may affect entire areas.

Some area spells affect all creatures and/or objects in an area; some affect just
one creature and/or object; still others will affect an unpredictable number of
creatures and/or objects. Experiment with area spells to learn which ones
have which effect.

Enchanted Items. As you explore the world you will find powerful magic
items. These give the user amazing magical abilities, unrestricted by level or
amount of Mana.

Some enchanted items (crowns and rings, for example) are meant to be worn.
These take effect as soon as you put them on. Other magic items take effect
only when they are Used.

For example, when you put on a Ring of Speed, the effect lasts as long as you
wear the ring. However, to cast a spell inscribed on a magical scroll, you must
Use the scroll.

Note that enchanted items don’t look any different than ordinary ones. If
your lore skill is high enough, you may be able to determine an item’s magical
function when you Look at it. If you suspect an item is enchanted, but don’t

learn much the first time you Look at it, try again after you improve your lore
skill.
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First Circle

Create Food (In Mani Ylem) This spell causes a helping of
food to appear (instantaneous spell).

Detect Trap (Wis Jux) This spell informs the caster of any
non-magical traps on an object (targeted spell).

Light (In Lor) This spell provides illumination (duration spell).

Luck (Bet Ort In) In combat, this spell improves the odds in
the caster’s favor (duration spell).

Magic Arrow (Ort Jux) This spell fires a magic arrow at an
opponent (missile spell).

Resist Blows (Bet In Sanct) This spell offers the same
protection as a suit of head-to-toe armor (duration spell).

Second Circle

Cause Fear (Quas Corp) This spell can cause an opponent to
lose heart and flee (targeted spell).

Deadly Seeker (Ort Wis Jux) This spell releases a projectile
that tracks down and strikes an opponent (missile spell).

Jump (Uus Por) This spell increases the height and distance of
its caster’s jumping ability (duration spell).

Lesser Heal (In Bet Mani) This spell heals the caster’s minor
wounds (instantaneous spell).

Rune of Flame (In Flam Jux) This spell creates a floating rune
that explodes into flame if disturbed (instantaneous spell,
lasts until disturbed).

Slow Fall (Rel Des Por) This spell briefly allows the caster to
float in the air like a feather (duration spell).

Third Circle

Bleeding (Jux Mani) This spell drains blood from a selected
creature (targeted spell).

Cure Poison (An Nox) This spell acts as an antidote to any
poison currently in the caster’s system (instantaneous spell).

Dispel Rune (An Jux Ort) This spell dispels any magical
runes (targeted spell).

Lightning (Ort Grav) This spell hurls a bolt of arcane energy
at an opponent (missile spell).

Night Vision (Quas Lor) This spell allows the caster to see
without benefit of torch or candle (duration spell).

Speed (Rel Tym Por) This spell accelerates the caster’s
thought and movement (duration spell).

Water Walk (Ylem Por) This spell allows the caster to walk on
water (duration spell).
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Fourth Circle

Flameproof (Sanct Flam) This spell briefly grants a partial
resistance to damage from flame (duration spell).

Heal (In Mani) This spell heals the caster of even grievous
wounds (instantaneous spell).

Missile Protection (Grav Sanct Por) This spell renders the
caster invulnerable to most missiles, and offers protection
from others (duration spell).

Poison Weapon (Nox Jux Ylem) This spell envenoms the
caster’s weapons (duration spell).

Remove Trap (An Jux) This spell negates a non-magical trap
(targeted spell).

Study Monster (Wis Mani) This spell gives the caster
knowledge about a creature (targeted spell).

Fifth Circle

Fireball (Por Flam) This spell hurls a flaming missile at an
opponent (missile spell).

Levitate (Uus Hur Por) This spell briefly allows the caster to
rise vertically into the air (duration spell). ‘

Name Enchantment (Ort Wis Ylem) This spell reveals the
true nature of the object on which the spell is cast (targeted
spell).

Open (Ex Ylem) This spell unlocks a locked door or chest
(targeted spell).

Smite Undead (An Corp Mani) This spell destroys an undead
creature (targeted spell).

Telekinesis (Ort Por Ylem) This spell allows the caster to pick
up a single item and use it from a distance (duration spell).

Sixth Circle

Charm (Quas Rel Wis) This spell causes the target to become
friendly toward the caster (targeted spell).

Daylight (Vas In Lor) This spell provides bright illumination
for extended periods of time (duration spell).

Gate Travel (Vas Rel Por) When cast on one moonstone, this
spell takes the caster instantaneously to another moonstone
(instantaneous spell).

Greater Heal (Vas In Mani) This spell brings the caster back
to his or her original vigor (full Vitality) (instantaneous
spell).

Invisibility (Vas Sanct Lor) This spell causes the caster to
become nearly impossible to detect by normal means
(duration spell).
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Paralyze (An Ex Por) This spell prevents the target from
moving (targeted spell).

Sheet Lightning (Vas Ort Grav) This spell causes a cone of
lightning bolts to erupt from the caster’s hands
(instantaneous spell).

SEVENTH CIRCLE

Magic Satellite (Ort Por Grav) This spell creates an object
that orbits the caster, and that explodes on contact with any
creature (instantaneous spell).

Mass Confusion (Vas An Wis) This spell causes foes to
become disoriented (instantaneous spell).

Portal (Vas Ex Ylem) This spell transports the caster forward
some distance, regardless of intervening objects, as long as
there is an open space to arrive at (instantaneous spell).

Reveal (Ort An Quas) This spell reveals hidden objects and
concealed exits from the caster’s current location
(instantaneous spell).

Shockwave (Jux Hur) This spell causes a devastating
shockwave to expand outward from the caster’s body
(instantaneous spell).

ErcarH CIRCLE

Flame Wind (Flam Hur) This spell unleashes a storm of
fireballs in front of the caster (instantaneous spell).

Fly (Vas Hur Por) This spell allows the caster to fly through
air for a time, and then glide gently to the ground (duration
spell).

Freeze Time (An Tym) This spell stops the flow of time for all
save the caster (duration spell).

Iron Flesh (In Vas Sanct) This spell greatly increases
resistance to damage (duration spell).

Restoration (Vas Mani) This spell restores the caster to full
health, wakefulness and satiation (instantaneous spell).

Roaming Sight (Ort Por Wis) This spell allows the caster to
move his or her point of view at will, regardless of physical
constraints (duration spell).
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SKILL LIST

Acrobat (DX) Experience in the art of tumbling. This skill reduces damage
taken from falls and collisions, and increases jumping ability.

Appraise (DX) Training in perceiving the value of goods. This skill aids you
in correctly evaluating a deal offered you in barter.

Attack (ST) Your skill in offensive fighting. This skill gives a bonus to your
chance to hit when attacking.

Axe (ST) Training in the use of axes. This skill increases your ability to defend
against attack and increases your chance of hitting when attacking with
any form of axe.

Barehand (ST) Training in unarmed combat. This skill gives a bonus to your
chance to hit and to damage when attacking with only your fist.

Casting (IQ) The study of spells. This skill improves the likelihood of a spell
being successfully cast, and often increases the spell’s effects.

Charisma (DX) The ability to influence others for your own ends. This skill
increases your chances of obtaining a good deal when bartering.

Defense (ST) Your ability to defend yourself in combat. This skill applies a
penalty against foes who are trying to strike you.

Lore (IQ) The ability to correctly identify an item. This skill improves the
accuracy of the information you gain when Looking at an object.

Mace (ST) Training in the use of blunt weapons. This skill increases your
ability to defend against attack and gives a bonus to hit when using a mace
or cudgel.

Mana (IQ) Your ability to manipulate magical energy. This skill increases
your maximum number of Mana points.

Missile (ST) Training in the use of missile weapons. This skill increases the
damage you inflict in attacks using bows, crossbows and slings.

Picklock (DX) The ability to use lock-picking tools. This skill increases your
chances of using a lockpick to open a locked door or chest.

Repair (DX) The ability to fix weapons and armor. This skill increases your
chance of using an anvil to repair items successfully.

Search (DX) Training which heightens your perceptions. This skill increases
your chance of detecting hidden doors and traps. It is applied
automatically whenever you Look at something.

Stealth (DX) The ability to move quietly. This skill reduces the amount of
noise you make, making it less likely that creatures will notice you.

Swimming (DX) Training in speed and endurance swimming. This skill
increases your movement rate in water, and postpones drowning.

Sword (ST) Training in swordsmanship. This skill increases your chance of
defending against attack and provides a bonus to your chance to hit when
striking with swords and daggers.

Track (DX) The ability to perceive animal tracks. This skill helps tell you
when creatures are near.

Traps (DX) The ability to render a trap harmless. This skill automatically
disarms any traps you find.
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DESIGNERS® NOTES

In designing the Underworld system, one of the things we attempted to do
was to merge traditional fantasy RPG elements, such as quests and combats
and explorations, with a sophisticated three-dimensional simulation of a
sensible and believable world.

We feel that one of Underworld’s strongest features is its capacity to generate
situations and strategies that we did not script, but that arose from the
scenarios we created. For example: Suppose there’s a Despoiler daemon
guarding the key to that door. Maybe I should come back when I can take
him hand-to-hand ... or bring up my picklock skill ... or throw this sling stone
at him, see if he’ll chase me ... or maybe I can sneak past him — how good is
a Despoiler’s eyesight? And can he swim ...?

We also decided to make Underworld II a non-linear gaming environment.
This means that nearly all the adventuring locales will contain areas that will
be too difficult for you the first time you arrive there. In order to win the
game, you will need to visit and revisit dungeons, exploring new areas each
time. So if your foe seems to be getting the better of you time and time again,
it would be wise to explore elsewhere for a while, until your character is
more powerful.

Here are some of the features of Underworld II we hope you will enjoy:

Depth of Simulation. When the 3-D world gets sufficiently complex, a
player’s choice of actions grows exponentially. We’ve created the world, and
tried to set things up so that you can do what you like in it. (But you're not
the only one in the world — non-player characters have plenty of options
too.)

Realism. Rivers, ice, torches burning out, armor and weapons whose
performance depends on quality, food levels, different lighting levels, and
other elements are designed to maximize the realism and detail. When you
pick up an item, all creatures who care about that item are checked to see if
they notice; when you make noise, creatures will turn to face the noise source,
and if you are still there when they finish turning they will see you, and
decide whether or not they want to attack ....

Multiple Solutions. Well, we know there are at least a couple of ways of
getting through each area/puzzle in the game. However, we don’t know how
many ways you'll discover.
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" ONLINE SERVICES AND
BULLETIN BOARDS

Today’s online services open up exciting new worlds to anyone with a
modem and communications software. You can shop in electronic malls, play
games, participate in special interest forums, make flight reservations and see
the latest stock market quotes. You can view up-to-the-minute news and
weather, subscribe to an electronic mail service and access information stored
in hundreds of newspapers, magazines and other periodicals and databases.
And that just scratches the surface.

Many of the most popular online services provide access to ORIGIN
company news, product updates, release dates, technical support and game
hints. In addition, ORIGIN has established its own electronic bulletin board
as a customer service.

If you already subscribe to an online service, the following information will
guide you to the ORIGIN sections. If you're looking for more information
about online services, phone numbers are also listed below.

America Online: You can e-mail Customer Support at ORIGIN CS or
Marketing at OSI. To reach our Customer Support board in the Industry
Connection, press for “Go to Keyboard.” Then type ORIGIN in the
Keyword window. In addition to reading messages, you can download files
from the “Origin Software Library.” For membership information and a free
starter kit, you can call America Online toll-free at 1-800-827-6364.

CompuServe: To reach our Customer Support board in the Game Publishers
Forum, type GO GAMEPUB at any “!” prompt.Then select Origin Systems. In
addition to reading the messages, you can download files from the “Library
(Files)” menu. To reach our Customer Service department by e-mail, our
address is 76004,2612. For membership information and a free starter kit, you
can call CompuServe toll-free at 1-800-848-8199 and ask Representative #361
for your free introductory membership and $15 usage credit.

GEnie: You can e-mail Customer Support at ORIGIN. To reach our Customer
Support board in the Games RoundTable, Scorpia RT, type M805;1 at any “?”
prompt. Then select Origin Systems at Category 16. In addition to reading the
messages, you can download files from the “Games RoundTable Libraries.”
For membership information, you can call GEnie toll-free at 1-800-638-9636.

ORIGIN BBS: The ORIGIN BBS is located in Austin, Texas and has a
modem support of: 300/1200/2400/9600 bauds with N,8,1. It is operational
24 hours a day, 7 days a week. Full support is provided. Call 1-512-328-8402
to contact. No membership is required and the only cost is any long distance
charges that you may incur.

Internet Address: You can e-mail Origin Customer Support at
ORIGIN_CS@AOL.COM or Origin Marketing at OSIQAOL.COM.
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