


























































































































































Chapter' 

Points of Interest in the Clouds 

t Great place for a restaurant. How was your flight? 

t This place is really classic. If you know mythology you'll prob­
ably know what to do with a snake and a bridle. If not, you'll 
just have to fake it. 

t The bridle? Oops. Didn't you know about the three wishes? 

Points of Interest on the 
Enchanted Island 

t You aren't yet on the island; you're on a very colorful beach. 

t You must make do with what you find around you, and the 
only thing around here is a net. 

t So, you've got a dying fish, what now? 

t Once in the tower you have only to feed the lion. No, it 
doesn't eat treasure or chicken soup. 

t If you must, you can slay it but that will cost you. 

t The key to getting home is also on the island. 

t Never say Never, just say Home. 

Points Not of Interest 
Sometimes it's fun to live on the edge. Try some of these things, 
but only after you've saved the game. 
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Drink from the Poisoned Lake 
Kiss Hagatha 
Kill the monk 
Kill Grandma 
Open the nightingale's cage 
Let the ghost get you 
Put out the light in Dracula's dungeon 
Walk into the waterfall 
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Chapter 6 ,._ 

Once the chores are finished , you should look around the 
house, but don't take anything yet. Manannan will poof you if he 
finds certain things missing. 

-. Puzzle -. 

King:s Quest Ill wouldn't be much fun if you knew all the answers 
in advance. To help you a little, without giving everything away, 
this crossword puzzle provides some important clues. Complete 
what you can and come back to it as your quest progresses. It 
may be the only way to find out what's in the crow's nest. 

There aren't any answers in the back of the book. We were 
going to put them there but the cat chewed on the paper and we 
had to throw it out. By the way, watch out for that cat-especial­
ly on steps. 
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ia. Points of Interest in the Wizard's House ia. 

This is where you begin and where you'll spend many unhappy 
hours serving the wizard Manannan. The only place you are 
safe is in your bedroom, but if Manannan is out to punish you, 
hiding will only delay his wrath. 

t There are a lot of good things lying about the kitchen. Don't 
take the food until you leave the house for the last time. That 
way if Manannan becomes hungry you'll have something to 
serve him. 

t The microwave is broken, so you'll have to use the fireplace to 
cook. 

t You can't do much until you can get into the laboratory (that's 
laboratory not lavatory) and you can't do that until the wizard 
leaves. 

t Manannan is a busy guy. He is also very punctual. Take note 
of how long he stays away. It's always the same length of time. 
Twenty-five minutes comes to mind. Or is it fifteen? Ten, 
maybe? 

t Once you've figured out Manannan's schedule, you can time 
your explorations by watching the clock at the top of the 
screen. 

t Be sure to give yourself enough time to hide things before he 
comes home. 

t Hiding your goodies isn't enough. You must be sure to put 
everything in the study back the way you found it or 
Manannan will know you're up to no good. 

t You'll have to make at least one trip down the mountain, 
probably several, to collect things. Don't get caught in town 
when the wizard comes home. 

t You must take care ofManannan and there's only one way to 
make him a pussy cat. 

t Spelling is the key to King's Quest Ill; you must learn to con­
jure. See the special section at the end of this chapter on spell­
ing. 
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~ Points of Interest Aboard the Cruise Ship ~ 
t Surprise! Surprise! This isn't a cruise ship, but you can sur­

vive if you lay low. 

t The mice are the key to treasure on the island. You must hear 
the mice tell you where it is and you must "hear" this in the 
same game where you dig for the treasure. (The fact that you 
heard the conversation isn't saved when you save a game.) 

t The treasure is bonus points. You don't have to find the trea­
sure to complete the quest. 

t You can get out of the cargo hold, but you'll have to move 
some of the cargo. Jump to it. 

t You might as well stay below until the proper time. 

t If you don't disable the pirates with a spell, you'll wish you 
had. 

t How you get to shore is your own business. 

~ Points of Interest in the Snowy Mountains ~ 
t Getting to the top of the mountain is like an arcade game. Per­

sistence pays off, eventually. 

t You'll be scaling new heights. 

t The big, ugly dude is a snowman. I'd fly right by him ifl were 
you. He looks mean. 

t Getting down the cliffs is another arcade game. 

~ Points of Interest in Daventry ~ 
t You got this far? Excellent! Rest awhile. Talk to the natives. 

t Somewhere in the clouds you'll find your destiny-and Prin­
cess Rosella. 

t You 'II need to have two spells left to use in the clouds: one 
right after the other. 

t Don't forget to go by and visit your Mom and Dad when it's all 
over. 
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Causing a Deep Sleep 

Three dried acorns 
Nightshade juice 
Magic wand 
Empty pouch 

Transforming Another into a Cat 

Mandrake root powder 
Ball of cat hair 
Fish oil 
Magic wand 

Brewing a Storm 

Cup of ocean water 
Spoonful of mud 
Toadstool powder 
Magic wand 
Empty jar 

Becoming Invisible 

Jar of lard 
Cactus 
Toad spittle 
Magic wand 

Just finding these items is not enough (and finding them 
isn't easy). You have to mix them exactly according to the for­
mulas found in the great book and reprinted in the King's Quest 
Ill booklet. You've lost that too? Okay, here are the directions, 
but take great care to type and spell everything exactly as it ap­
pears. Except for capitalization, everything must match or 
strange things will happen. 

First, you must type TURN TO PAGE n, where n is the 
page number of the spell in the original Book of Spells . The num­
ber is listed here after the spell name. One complication: You 
must type the page number in Roman numerals and you'll have 
to figure those out for yourself because Llewdor College didn't 
teach Latin. Then enter the recipe exactly. 
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Eventually the spell wears off, but you can end it early with a 
special chant. Unfortunately, that chant is missing. You should 
have bought the game.) 

Teleportation at Random (Page 7) 

Grind a spoon of salt in a mortar 
Grind the mistletoe in the mortar 
Rub the stone in the mixture 
Kiss the stone 

(Recite this verse) 
With this kiss, I thee impart 
Power most dear to my heart 
Take me now from this place hither 
To another place far thither 

Wave the magic wand 

(To cast this spell, type 

RUB THE STONE 

You can't, however, choose your destination and it may be no 
better than where you are-it may even be worse.) 

Causing a Deep Sleep (Page 14) 

Grind the acorns in a mortar 
Put the acorn powder in a bowl 
Put the nightshade juice in the bowl 
Stir the mixture with a spoon 
Light a charcoal brazier 
Heat the mixture on the brazier 
Spread the mixture on a table 

(Recite this verse) 
Acorn powder ground so fine 
Nightshade juice like bitter wine 
Silently in darkness you creep 
To bring a soporific sleep 

Wave the magic wand 
Put the sleep powder in the pouch 
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(Recite this verse) 
Elements from the earth and sea 
Combine to set the heavens free 
When I stir this magic brew 
Great god Thor I call on you 

Wave the magic wand 
Pour the storm brew into the jar 

(To cause a terrifying storm, type 

STIR THE BREW WITH MY FINGER 

and then recite 

BREW OF STORMS, CHURN IT UPI 

There is a way to cause the storm to stop early, but the paper on 
which it was written became wet and is now illegible.) 

Becoming Invisible (Page 169) 

Cut the cactus with a knife 
Squeeze the cactus juice on a spoon 
Put the cactus juice in a bowl 
Put the lard in the bowl 
Add two drops of toad spittle 
Stir the mixture with a spoon 

(Recite this verse) 
Cactus plant and horny toad 
I now start down a dangerous road 
Combine with fire and mist to make 
Me disappear without a trace 

Wave the magic wand 
Put ointment in the empty lard jar 

(This vanishing cream can be used in only one place-in mist 
and fire. That's just as well because you have only enough for 
0ne application. To use it, type 

RUB OINTMENT ON BODY 

It lasts only a short time.) 
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Maps for King's Quest III 
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Chapter 7 ~ 

The map of Tamir is divided into two parts: west Tamir 
and east Tamir. West of west Tamir, in the middle of the ocean, 
is a small island. East of east Tamir are high mountains, but 
there is a path through them. It's a good idea to keep track of 
where you are and what you find on the maps; you can never 
tell when you'll pass this way again. 

King's Quest IV is a race against the clock, but the clock 
keeps Tamir time. Many things change when night falls. For ex. 
ample, you can't enter the fisherman's shack after the sun goes 
down. He and his wife are sleeping and don't appreciate being 
awakened. And the witch's hangout is no longer easy to visit. 
Your greatest challenge is doing as much during the day as you 
possibly can. You have just 24 Tamir hours to complete your 
quest. 

This adventure game has numerous animation sequences 
where the computer takes over the story. Be patient, you can't 
use the keyboard or joystick while the computer is talking. 

There's no point in just standing on the beach looking help­
less; start walking. 

• Puzzle • 
King's Quest IV wouldn't be half the fun if you knew all the an­
swers. To help you a little, without helping you a lot, this cross­
word puzzle provides some important clues. Complete what you 
can and come back to it as your quest progresses. It may be the 
only way you learn what weapon to use on Lolotte. 

There aren't any answers in the back of the book. They 
were there, but Rosella threw them out when she cleaned house. 
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~ Points of Interest in West Tamir ~ 
This is a pleasant place populated by a wandering minstrel, Pan 
the flutist, a funny-looking white horse called a unicorn, and a 
fisherman and his wife. The fisherman is poor and lives in a bro­
ken-down house, but he is nice when you get to know him. 
There's not much to fear in west Tamir. 

t Do you know where to drop a gold ball? Read the fairy tale 
"The Frog Prince," or just toss it into a pond. 

t If you locate a man wandering around the woods playing a 
musical instrument out of key, suggest he take up a new line 
of entertainment. Perhaps he'd like to be a Shakespearian ac­
tor, but for that he needs something to study. 

t Minstrels sometimes "borrow" things. 

t Pan lives in this part of the country. Not Peter Pan, but the 
mythological Pan. He plays a flute or pipe. 

t Try playing a duet with Pan to get his attention. Of course 
you'll have to get an instrument first. 

t Everyone knows flute music soothes reptiles. Better hope the 
reptiles know it. 

t Swimming west from the beach where you began will take you 
to the Good Fairy's island. 

t Sometimes Cupid hangs out around the Roman pool. If you 
surprise him he may leave you something. 

t The fisherman is a kindly man, but he is often too busy to no­
tice you. 

t You might try a little fishing from the pier if you can barter 
for a pole, and if you have bait. 
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-. Points of Interest in the Haunted House ~ 
t Look at the picture in the parlor. Anyone you know? 

t There are lots of unhappy ghosts here. Each wants something 
that was buried with his or her body. 

t Playing the organ is a cryptic experience. 

t You've got to find a secret panel to get anywhere in this 
house. 

-. Points of Interest in the Swamp -. 

t Just getting to the swamp is dangerous. 

t The cave maze is fairly simple, but you have to avoid the troll 
and that may be the most difficult task in this game. Patience 
pays off, but remember, you now have less than 24 hours. 

t There's only one way to get across the swamp, now hop to it. 

t Don't leave your bridges behind you. 

t You'll be sorry if you didn't take something from the troll 
cave. 

Points of Interest on the 
-. Good Fairy's Island -. 

t Actually, this island doesn't have much of interest. The only 
thing to see is a sick fairy. 

t You might pick up something outside the castle. 

t Swimming off this island can be an engulfing experience. 

t The only way back is to swim, so you better practice your 
backstroke and hope for the best. 
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~ Other Points of Interest ~ 
(Also known as scoring) 

King:~ Quest IV gives you points for finding and using items, 
and for delivering things to Lolotte. But the property you 
gave her was not yours, so you'll get bonus points for putting 
it back. If you do everything correctly, the maximum score is 
230. 
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Appendix A -. 

Down 

2. Spell used to disable the pirates 
3. Inscription on bowl 
4. Your way to top of cliffs 
6. Magic map is hidden behind these 
7. Home of the three witches 
8. Used to harness the snake 

11. Ingredient found in desert 
12. Used to kill Dracula 
16. Belonging to leprechaun king 
17. Location of diamonds 
18. Found in witch's house 
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20. Used to chop grabbing trees 
22. Two ways to get rid of a lion (2 

words) 
23. Played by wanderiang minstrel 
24. Substance mixed with cookie to 

change wizard 
25. Form of air transponation 
28. Used to get rid of troll 
29. Used as a step ladder in ship's hold 
30. Cupid's weapon 
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King's Quest II 
Why won't the mermaid appear? 
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Where is the magic wand? 

~){29b9tftniton2iti~'{bJJ129rftni2itl 
~U9rle>lood9rlt'I69moniton2i1i 

~nirlt9mo2x'.)0Inuo1'{9X.69v.srlot9v.srllliwuox 
.moo'Ib9d9rltnignirlt9mo2loqotnoei'{9X9rlt 

How does Gwydion make a spell? 

~9Id.st9rltlotno1lni2bn.st29rl~d.sl9rltot29og9H 
~ab99n9tf9g.sq9rftotxood9rft2n9qo9rf 

.xood.srltiw29ob9not.srlw29ob9tfn9rltbn.s 

124 









most-asked questions 124-25 
points of interest 75-76, 83 
scoring 83 

King's Quest IV 8, 91-104 
crossword puzzle 92-93 
getting started 91 
making of 13-26 
maps 98-104 
most-asked questions 125 
points of interest 94-98 
scoring 98 

King's Quest V 107 
Kingdom of Neptune 61 

map of66 
Kolyma 55 

maps 63-65 
northeast points of interest 59 
northwest points of interest 58 
southeast points of interest 50 
southwest points of interest 59 

Land of the Clouds 46 
map of 52 

Land of the Leprechauns 47 
map of49 

lines of instruction 20 
Llewdor 71 

eastern points of interest 75 
maps of 85-86 
western points of interest 75 

Lolotte's Castle 97 
map of 104 

memory 16 
Monastery 59 
music 20-22 
music card 21 
Mystery House 6 

Ocean 97 
Ogre Family House, map of 102 

128 

parser 34-35 
picture editor 14 
pixel drawings 15 
priority bands 15 

to reveal 25 
pronunciation guide 113 

rooms 13, 20 

saving 36 
SCI (Script Interpreter) 16-17 
scoring 47 

values 115-21 
screens 41, 55 
Sierra On-Line 6-9 
Snowy Mountains 76 

map of 88 
spells 73-82 
STATUS command 35 
Swamp 96 
SYSOP 32 

taking 34-35 
talking 34-35 
Tamir 91-92 

eastern points of interest 95 
maps of 98-100 
western points of interest 94 

teleportation 24 
testing the game 22-23 
Time Zone 7 
Troll's Maze, map of 102 

view editor 14 

Williams, Roberta and Ken 6-9 
Wizard's House 74 

map of 84 

ZAP command 24 









The King's Quest IV team. Left to right, standing: Chris Hoyt, Ken Koch, 
Carolly Hauksdottir, Chane Fullmer, Jeff Stephenson, Eileen Fisher-Stew­
art, Robert E. Heitman, Teresa Baker; left to right, sitting: John Hamilton, 
Roberta Williams, William Skiroin. (Photo courtesy of Larry Owens) 

Ken Koch and Chane Fullmer, both SCI programmers, discuss a change 
with Roberta . (Photo courtesy of Larry Owens) 
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