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W) Wear armour — Qutfits a player with the armor ;hy choice, if ov
for defence in combat.

N QT ATVRIVEL BRI NBI T

",y Attack — . ack attempts to damage foe with “ready weapons”, must be

llowed by the direction of thy foe.
X) Xit — That’s exit, dismount horse or leave frigate.

.'5 Board — Board a frigate or mount a horse.
(L) Cast — Cast a magic spell; must be followed by the player number
xcept during combat), spell type (W/C) when needed, and the spellletter. Z) Ztatus — Displays a players status, attributes, and possessions.
“return” key scrolls through list and “esc” returns to normal play.

Y) Yell — Allows player to yell any word one feels, may be useful.

©) Descend — Climb down a ladder to the next lower dungeon level.

T ' Enter — Go into places such as town, castles and dungeons.

DIRECTION OF MOVEMENT KEYS

1 Fire — Fire a ship’s cannons (once thou hast boarded), in direction

dicated in an attempt to obliterate thy foes.
) “Return” or “ " — North or Forward

(5 ) Get chest — Open chest; must be followed by the player number who will “« " or“ W » _ South or Retreat
“« %

arch for traps, open the chest and acquire contents. " _ East or Turn Right

{) Hand equipment — Trades equipment between two players; followed by “ 4 7 — West or Turn Left

series of prompts to determine what is to be traded between which players.

1\; Ignite a torch — Lights a given players torch. | SPECIAL KEYS
.)) Join gold — Gives all gold in party to player indicated. 0-4 Indicates player number when asked (0 indicates no player).
K) Klimb — Climb up a ladder to the next higher dungeon level or surface. Space — Pass one game turn while taking no action.

L+ Look — Identifies object in given direction.

1) Modify order — Exchanges the positions of any two players indicated
ithin the party. :

Copy Utility — To create a Scenario disk, press “C” as you turn or

computer and follow the prompts.

) Negate time — Stops (negates) time for all outside of th . Negate . ]

} . quireg a special item.p (neg v party. Neg . Press the space bar during the boot-up sequence to proceed immedia

() Other command — Allows a player to enter a command not givenin this
3t but rather determined during game play.

the main menu.

?) Peer at a gem — Players with certain special items may see ical o .
v ‘terrain, one ute per tem. o eeamaeTme : WEAPONS & ARMOUR

f current terrain, one use per item.
(a partial list)

() Quit and Save — Saves the current game progress to disk; thou may
»ntinue or power down. Upon thy next play, the game will resume where

ou last saved the game or entered a town. : 7 . i
R Weapons Equipment Armour
% ) Ready weapon — Equips a player with the weapon of thy choice, if .
~ned, for use in combat. Hands A Skin
. Dagger B Cloth
S :.s:’tf:‘l t—h ::i:zm:;;i:o steal chests from behind store counters, success Mace C Leather
s v Sling D Chain
“t ) Transact — Allows a player to trade with shops or talk to townspeople in Axe E Plate
rder to collect clues vital to winning the game. Bow F
yi) Unlock — Opens doors if you have a key. Unlock must be followed by Sword G
- e direction of the door and whose key is to be used. One use per key. 2-H-Sword H
H J . /\/
7 I~



EXODUS: ULTIMA 111 ’

Weicome back, oh illustrious adventurers! LLong has been thy sojourn in this
strange realm, though ‘nis u fithing respite for great heroes. Glorious are the names of
thuse adventurers who slew the nughty Wizard Mondain and his euil consort Minaa

Lord Brinsh's munstrels still sing thy prases for the epic batties waged in the
wrerthrowmg ot those 1w o crimson necromancers. The chrome les of Ultima | and
Ulnma I bear witness 1o thine effects on benall of the yood subiects of the realm of
S(lb(”l(l.

The time of thy rest 1s now o'er. Thou wouldst not be here if thou hadst not heard
the distant braying of the war horns, or felt in thy blood the cry of kinsmen in dire

penl. Thouart Called, and from such a Calling none of the People may turnaside. It is
thy duty and thy destiny

PREPARING FOR THY JOURNEY

Guther close while thou art briefed on what chunges hast transpired since lust
thou quested torth. A new, much lurger Siege Perilous has beer discovered. The
gateway will now hold four adventurers instead of just one. Two paths thus radiate
out before thee. Thou may choose to venture forth alone, in hopes of recruiting
retainers once thou arrives in Sosaria. Or. thou may gather together up to three
other adventurers of the People who rest here, and sally forth with thern at thy side.
Bare is the back who hast not kin 1o protect it! Decide quickly, the horns seem
louder.

Some ritual preparation s needed before thy journey can begin. First, study what
s contamed withun this square pouch The black disk is double sided. Iris thy key to
open the gateway. Guardir well, lest harm betall thy party. Before exumining the disk
eren once, create a copy of Side B of the dish marked Player Master . To do

this, ttdize the strange oo ers of the Tt oo bune, and i one e wpellotthe copy

.~

utihty descnbed on the piaver reference cond «ﬁ -~
I —



MAGIC:

Each character, that is allowed magic, has a maximum Magic Point level, whichis
displayed with the Party statistics. A cleric with a Wisdom attribute of 25, wilt have a
maximum Magic Point level of 25. If thou art a Ranger whose Inteiligence i1s 15, and
whose Wisdom is 10, then thou will be able to only cast second rank, (B), spells. Thy
Magic Point level is only 5, half of 10 (lower level of the rwo attributes). Every spell
costs a different amaount of energy to cast. A character replenishes that energy at a
rate of one point per turn on the surface, and one pomt every four turns in a town or
dungeon. Druids regain two points per turn, which is quite an aduantage. Initial
charucter races must be chosen carefully, or thy characters may never develop
enough mystical force withn them to succeed on thy quest.

Hauing chosen thy companions, and formed a Party, a tew last words of aduice.
The situation on Sosaria is worsening rapidly. The darkness of eul hungs like apallur
over the Lord Bruish's realm.

MOVEMENT:

Without the special items that can be Peered into, a party can now only see that
part of their surroundings as is not obstructed fromview. Anything out of direct sight
is shown blank. Trees, mountains, walls, and other such barniers will block thewr
vision. This new viewpoint may seem somewhat confusing at first, but it rapidly
becomes fanmuliar. Remember (o check out each part of an areu carefully. Many
things are hidden just out of sight.

Movement outside dungeons is different from inside dungeons. Qutside, the
direction keys (Refer to Player Reference Cardj, move the partv North, South, East

and West. In the dungeons, the same heys are used, but they maove the party
Forward, Retreat, Turn Right, and Turn [eft respeciively

COMBAT:

As thou dost travel in a party, so doth the monsters. When combat is joined, a
special combat screen appears. On this new screen, each member of the aduenture
Party 1s shown separately, as is each monster. Each plaver may ndividually control
their character during combat, moving, fighting, or casting spells. Beware, the
monsters are permitted to attack on the diagonals, while a character can only attack
horizontally or vertically. Warch out for moster formations where two or three of
them can attack a character at onceinacrossfire. Few can suruive long against such
a withering assault. To Attack, (A), or Cast, (C), a spell against a monster whenit is
thy character’s turn, thou must give a direction far thine attack to be launched. If a
Fighter wishes to attack an obnoxious Orc that is next to him on the right, he can
swing his sword by typing (A}, then (East Directiony. One can almost hear the thunh

of steel against the Orc’s foul hide. Bows and spells can be used very ejfectively
across the entire battlefield. Be careful of thy Daager thouah Tr o comsicdoro i
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if the enemy is ‘e than a square away. Many a Wizard has been slain by being
‘overeager in comoat and throwing thy Dagger away. Each time a monsier dies, the
charucter who struck the fatal blow receves experience pomts for the deed. When a
plaver accumulates enough experience points, thou will automatically rise in levels.

Thou shouldst consider all parties on the surface as being malevolent. All the good
citizens of Sosaria dwell within the towns and castle. Any party encountered on the
surface, or in a dungeon is thus an enemy. If thou art strong enough, attack
immediately. If thou art new, or sutfering from grievous wounds, consider trying to
run away. Once a combat s wned, only one survivor emeryes.

CHESTS:

When a monster group is vanguashed on land, a treasure chest will usually be left
behind. Some chests have much treasure i them, while others may be empty. Many
of the chests both above ground and below ground are trupped. Either a Clerical
“APPAR UNEM spell must be casi to disarm the trap, or a Thief must attempt to
disarm the chest. Some of the traps include: Acid (injures only the character opening
the chest), Poison (samej, Bomb (desiroys the contents of the chest und hurts
everyone in party), and Gas Trap (affects the entire party).

DUNGEONS:

The dungeons have, of late, become particularly treacherous and deadly. Explore
carefully and slowly. Map everything. Secret doors abound throughout the different
dungeons. Magical winds how! down the corridors, blowing out all ight. If thou walks
slowly, glimpses of faint mystic writings may be noticed periodically. Recently a
rumor has surfaced of an apparition that haunts a deep level of a hidden dungeon.
There also exist many traps and pufalls for the unwary. A Thief is an excellent choice
to have in a party. If the party puts the Thief in the front of the Party, he will have an
excellent chance of spotting traps, before the party trips them. Many strange and
wonderful places are hidden within different dungeons, such as fountains. Some

fountains are beneficial, while others are poisonaous. Always drink carefully at a
fountain.

»

TRANSPORTATION:

Most of thy Party’s progress will be on foot. If thou art fortunate, thou couldst
capture some of the wild horses that roam the plains. Travel on horsebuack is much
fuster than on foot.

Ships are very scarce. The Pirate fleet has sunk most of the regular ships. When
thou hast a ship, thou needst to maneuver it. To sail a ship, one must learn the ways

of the wmds Thy ship ma; not saxl agamsr a wmd but musl tack around it. Watch
1] o g . . i LR
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This view shows the party in a deep dark deadly dungeon heading sout-
room 30 feet deep and 20 feet wide. Two mystenous treasure chests e u .
room, and three doors beckon. A downward ladder stands in the western «
and a passage continues to the south. A ladder leading both up and down s..

the eastern corridor.
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Flere the party is shown traversing the lands near a castle and a town. A
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The greate  -ansport are the hidden Moon Gates. They ure similar, but less
powerful, to tl iege Perilous that hast brought thy Party hither. Fassing through
a Moon Gate when it is active will teleport thy Party to hidden powers. Access to
many glens of the old knowledge are restricted by the Moon Gates. No creature of
the Dark can ever break through the wards that protect them. The coming and going
of the Moon Gates is somehow related to the twin Moons, Trammel and Felucca,
that grace our skies. The cartographer, Hawkwind, was supposedly greatly excited
about a discovery concerning the true nature of the Moon Gates, when he was
attacked. The success of thy quest may well hinge on thou solving this ancient
mystery.

At the top of thy screen, the phases of the twin moons, Trammel and Felucca
are represented by numerals as follows:

. 0 - New moon O 4 Full moon
O 1 - Crescent waxing O 5 Gibbous wamng

O 2 - Furst quarter D 6 lLast quurter
O 3 - Gibbous waxing 0 7 Crescent waning

LAST MINUTE COUNSEL:

{#hen thou enters the plains of Susana, thou art starh naked without a weapon in
thy hands. Immediately Wear, (W), thy Cloth armor and Reudy, (R), thy Dagger
before doing anything. Quickly look for a town and enter it. Inside the town, thy
purses of gold will buy better weapons and armor. Thy party’s ability 10 survive
depends as much on the quality of its equipment as on the quahty of its leader. Forget
not ta obtain enough Food. Towns are widely scattered. and starvation is always so
unpleasant to watch.

If ever there occurs a need to just rest in one place until a certain time, thau may
repeatedly hit (SPACE BAR). This does not do anything but pass time rapidly. Of
course, remember that the monsters are stillmouving and that food is being consumed
quickly.

Despite one’s finest efforts and diligence, it is not possible ta complete thy
aduventure on a single foray. Do not be dismayed, all that has been accomplished is
not lost. As Lord British’s champions, thou art aided by his great Wizard. Every time
thou enters or leaves a place, the state of thy.souls s reflected in the great mirror that
hangs in Lord British’s chamber that he might view thy progress. When thy party

Journeys Onward next time, the Wizard will invoke a nughty spell and Restore
Game automatically. Thy party will resume adventuring at the last pluce visited, or
the last location thou used the command Quit (Q). .

Thou art now as prepared as possible to face the trials of thy quest. Drink deep of
the fellowship of thy companions, for the morrow may tring thy purting. Now, from
the Main Menu, Jaurney onward (J). May the Gods of the People grant thou victorv.

THE REALM OF SOSA A

This be a digest of town shops, citizens and monsters. Refer to it often, e-
the monster section — KNOW THINE ENEMY!

TOWN SHOPS:

The Weapons Shop

Buy and sell superbly handcrafted weapons. Each weapon is
guaranteed not to break fur 1,000 fights, or thy next of kin gets
double thou purchase price back.

The Armory

Buy tine armaour, v nade i captured boon tor gald Pledse note
that cnctimie thot dosi Sed aomotin Gr teedpons. (ou nevdst 1o

recagien thusell atternicand \



The Grocery

The Pub

While the typical fare here wouldst never be considered gourmet,
the food does not spoil on long adventures. Relax from a hard campaign and enjoy a cold draught. Bartenders

hear strange rumors some times. A few pieces of gold may loosen a
tongue. Remember though, gossip is rarely torally truthful.
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The Guild Shop .
The Thieves’ Guild offers, at a high price, tools of therr trade. The The Healers
Guild shops are difficult to locate as most towns have dnuven them
out. In remore arcas mav be found Healer Kiosks Ther restoraive

powers can be purciased, dithaougtt the sarirt s Sivep



CITIZENS:

Merchants

)
9)

. TERERN The manstay of Sosaria’s pros:
, ‘ £ | o %o e They operate the shops in town -

e N A benefit of all. Some are not very .

; COTE T N K \ and if a sharp Thief is in thy Party, 1
oS X . ‘ L chest or nwo nught be stolen from .
the Merchant's nose. If thy Thiet s

2 o _ _ _ : stealing, the entire town guard will .,
: - i . . .
. . -) ] M thee
e ." . WK
The Stable :

In two towns the fine horses of Lord Bnitish may be
However, they are only suld in lots that match the
party, su they are quite expensive.

s

purchased. : Guards
number of the
' Thev resemble big bouncers at tough bars
all brawn and no bramns. If a crime is
detected within a town, or Lord British’s
castle, each Guard will pursue thee 1o the
boundaries of the pluce. Most Guards are
very difficult 10 overcome, but rumors
have been circulating that some Guards
— - — are not completely honest.

. 4

Jesters

"1 ol O N

They entertain Lord British with
anncs. QOccasiwonally they cuen i,
UISILOT s

s

Player Type

The Oracle *

Any of the regular Player types

appear in the towns and castle. Sy
In secluded sections of some towns dwell gifted Oracles. Whth then ail ¢t ihem, some hold valuable .

viston they can provide much understanding of the occurrences i the ivcanions of hidden items.

the world around thee. Knowledyge s a costly thing, so bring a heaty
purse Monster Type

Veery rarely are renegade monsters seen in
towns. These monsters no longer serve !

>
)

£



Plaver Types

Any of the regular Player types may have
fallen under the spell of Darkness and now
Lord British serve their evil Masters,
The august ruler over all the People.
Widely regarded as a fair ruler, he will
nchlv reward those who serve by hus side.

Thieves - Cutpurses - Brigands

These are the worst of the human trash
thar pollute the countryside. Thieves can
steal any weapon or armour that thou
hadst, except for those with which thou

- art equipped  The Brigands man  the
Prate Ships and fiercely control the
QCeUns.

MONSTERS: LAND

- Giants - Golems - Titans

’\[ N LA \
g J\j‘ These creatures have nao sp

attributes, but their huge size makes. .

Orcs - Goblins - Trolls 2 - /','x; < i f very formidable vpponents. Watch o
S ;- the force of their War Hammers.

These three creatures of evil are the result N A 77 ,

of long ugo muration wrought by magic. R H =l & %

As they were created by magu, so cana - o AT = gg

Wizard's spell dispel them from this plane. N> - e .

Pinchers - Bradles - Snatchs

Any bite from these creatures 1is
poisonous. If a character is bitten, only a
Prayer or a Healer, can cure the poison
that is running in thy character’s vemn.

Skeletons - Ghouls - Zombies

All Undead creatures are an abomination
betore the light of Truth. A Clenic with thy
Party can Turn these Undead creatures.

Every step the character takes, lowers the
character’s hit level by one. If thou art far
from u Hedler, thou dost travel with u
walking dead maun. \




SR
MONSTERS: SEA

Gargoyles - Manes - Daemons

Be very caretul deuling with these munor
daemonic legions. They can hurl powertul
mayic altacks across the arena at thee,
ntheting grear dumuage.

Pirate Ships

Be extremely cautious when one of these
ships s sighted if thou art onland. A Pirate
Ship can fire its cannons at thee three
squares away. If the shot hits, all members
of thy Party take damage. Most beginning
Purnies cannot sustain more than a few
shots before the Party is wiped out. If the
Pirate Ship stays offshore, shelling thee,
nothing can be done to get him. [f,
houever, he touches the coast, thou
coulddst then attack him.

Griffins - Wyverns - Dragons‘

These credtures can  hurl mystical
Fueballs at thy Party rom atar. They are
the only creatures that can wreck havoc
upon thee when ot n Conflict Mode. Any
Party luckless enovugh to venture within

Sea Serpents

Small cousins of the Great Earth >
these creatures can destroy an

ship. In conflict mode, they can hur’,
across water, making it hard to figh:

three squures of one of these creatures
will be subject to an awesome attack. The
Great Dragons can destroy a Party before
the Purty ever enigages in combat with the
Dragon!

Man-O-Wars

Devils - Orcus - Balrons
These are the most feared of all the
denizens of the oceans. There long giant
tentacles are poisonous, and they can hurl

_magic. Because of their nature, Man-O-
Wars can take vast punishment without
dying. A Party attacked by such as these,
hus a very slm chance for suruial.

f thou attempts to overcome these
nightly warnors of the Dark, then thou
iadst best be protected by all means
)ossible. Anything less will mean thy
1stant destruction. These archfoes are so
led with evil, that they can hurl poisoned
nagic bolts from across the arena. The
lightest hit may potsan thy character and
ap their vitality.




. THE ADVENTURE

With the ;u:i of Mondain and Minax, peace had flowed like molten honey around all
of Sosarwa. Everywhere, Lord British’s subjects were huppy and prosperous. A great
cancer had been exoarcised from the world body. The People were cleansed again,
and there was much rejoicing in the towns. Even the Orcs had disappeared from
sight dfter the fall of Minax’s castle, as chronicled in Ultima ll. Twenty years the
peace lasted. Twenty years is also the time needed for an infant to become aperson.

From the ruins of Minax’s castle hus come several fragments of a manuscrpr
which hines at a dark secret. There appears 1o have been an unholy allignce
between Mondam and his young apprentice, Minax. Sometiung had fructtiod trom
that umon. but whether that sumething was of Man, Monster, or Dacimon, the
manuscnpt fragments were eerdy sdent What nad become of the hell born
prodigy? No clues existed.

Time passed, und the omens began o be troubled. Cumets (lushed across the sky
and rumbies were heard deep in the ground. Then one day, n a tiery birth of molten
lava, anisland rose up in the middle of the ocean. Norie could approchit for the heat
and steam were tou great. Some drunken sailors Ciamed to hat e hud a glmpse of
the islund when the steam was momentarily blown auway by a strong wind. They
. swore that a castle existed 1 the muddle of that mterno, but thou knows how reliable
s the word of a drunken sailor.

Then, the sweet flowing rhythm of country life was shattered. Orc drums began to
pulsate through the hills and mountains, und the hornble raids began. The outlying
seftlements all moved in to the safety of the viliage turiresses. Shorily thereafter, a
Prrate Fleet appeured suddenly, and commerce was swept from the seas. An eul
power was nising in the West, and all the earth grouned to its flexing. When tules
emerged that the Great Earth Serpent had risen from its long slumber at the bottom
of the ocean, people began to cry that the End of the World was at hand.

Lord British sent his most trusted and talented aduisor out to uncover the facts
behind these wild rumors. Weeks passed, then a shattered man was found
wandering in the groves outside the castle. Some ternble sight had blasted his
reasoning. He just kept repeating, “From the depth of Hell . . . He comes for
vengeance.” What he/she‘it was, remained uncleur. The spread of its eull powers,
however, was very clear. Lord British sent out a Cail for all of the Heroes of the
People to rally. That is why thou art here today. Thou heard the Cull and answered
it.

Thy task before thee is not easy. Evil walks theland openly, attaucking all travelers.
Thou and thy companions will need to grow stronger rapidly if thy Party is to survive.
Seek among the ancient paths for long forgotten Truths und powers.

One possible clue as to the identity of thy nemesis has been discovered. A derelict
merchant shup was recently towed into por!. No crewmen were abourd, alive or
dead. Everyone had vanished, as if plucked by some euvii torce off the boat. The only
thing found was a word written in blood on the deck EX O D U S.

ROE R. ADAMS, llI
8/2/83



