


While seeking one of the Shards, get the Mystic
Armor. Get all the Shards and names of the Shad-
owlords. Learn what to do with the Shards. Destroy
the Shadowlords and find their Keep. Get the Sceptre
and Amulet. Complete all the Shrine Quests if you
haven’t already. Get the Sandalwood Box and stock
up on supplies. Rescue Lord British.

Character Creation and Development

The keys to character development lie in the Shrines
and in living up to the virtues. Don’t take food or
crops, kill innocent people or do other unAvatarish
acts that will cost you points in a related Virtue and
inhibit some characters from giving you clues. To
boost Compassion, give one piece of gold to beggars.
Never lie or boast (say no when asked if you're proud
of something, unless asked if you are themost humble).
To boost Karma, complete a Shrine Quest, then re-
turn to that Shrine and give gold. People who will
join the party are mentioned in the “Townes, Castles
and Keeps” sectionand in the Tables. Release prison-
ers in Blackthorn or Yew.

Combat & Magic

Slings and Bows will serve you well until you get
Magic Axes. You can equip with more than one
weapon, such as a Magic Ax and a Short Sword. A
Bow is good until you get a Magic Ax. Don’t forget
you can fire missile weapons diagonally this time.
Use them until the enemy is within arm’s reach. Step
back as the enemy approaches, and they’ll move into
better positions for you to hit them. Line your team
upina pair of columns, keeping missile weapons and
Mages in the back.

General Information

You will be able to reach most places by foot, horseor
Magic Carpet. The In Por spell and the Grapple are
essential for traveling, especially when seeking the
Shards. The exceptions will require a ship or travel
by Moongates. Avoid entering a location when
Shadowlords are present. (You will get an audible
warning; also, the trees will be bare of foliage and the
inhabitants will be reluctant to converse with you. By
using a telescope at night, you can see the location of
the Shadowlords.) Some locations have locked doors
or moats preventing entry during the night. Youmay
have to wait until daylight, cross moats on the Magic
Carpet, or find secret entrances. Inhabitants follow
certain routines and will sleep, open or close shops,
have lunch and so on only during certain hours.
Generally it is best to “hole up” outside until momn-
ing. This also gives you an opportunity to revitalize
spell points, heal and sometimes be visited by Lord
British, who may reward you or caution you to follow
a certain path to meet your goals.

Barkeeps will give you useful clues for a price. If
short of cash, save the game before you bribe a

barkeep; gettheinformation, then restore game. This
may not seem Avatarish, butin the early stages of the
adventure you must be prudent at times. Secret
doors are marked with white dots in the walls, but
these are harder to see on the IBM version. A shipis
needed to reach some places; consult the map before
setting out for a new location to see if this is the case.

Townes, Castles and Keeps

Lord British’s Castle
This castle has five levels: four aboveground and one
below. Like most locations, it can be plotted on a 32
X 32grid. On the ground level (near the stable), talk
to Treanna. You may find items by searching the
level below, where you will find an Armoury and
items to be picked up by searching (but don’t fight
any Guards here). And don'’t take anything from the
locked room down there, since it belongs to Lord
British. On one level above you may find an “orb”
with which you may view the floor the way you
would with a gem. On the second level above you
will find Lord British’s quarters. (Use a Skull Key to
enter, orblow the door off with the cannon). Here lies
the Magic Carpet at the entrance and a secret door
that opens if you play the harpsichord. The secret
door permits you to obtain the Tboebmxppe Cpy.
(Do not save the game here!) You may also meet
Saduj, who may offer to join you. (Don’t let him: he
may cause you to lose the Tboebmxppe Cpy.) In this
room you can also go through the fireplace to a secret
place. Going through fireplaces costs you hit points
so be sure you can take a few hits coming and going.
Thestairway in LB’s quarters leads to an observatory
with a telescope. Don’t go to the roof unless you have
Skull Keys. Japzr
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The Towne of Compassion has an Inn and Armoury.
There are sleeping quarters, terrace and a balcony on
the upper floors. Talk to Anon, Greyson, Terrance
and Guenno.

East Brittany

Here thereis a Healer and a Shipwright. Plans for the
HMS Cape, which permit faster sailing aboard frig-
ates, are in one of the draws in the Shipwright’s
quarters.

North Brittany

There is an Inn, a Stable and a small garden. A little
north of the entrance is a tree stump with three gems.
Talk to Joshua and Leof.

West Brittany

Here you will find two gardens, a Tavern and a
Graveyard. The gravestones have humorous epi-
taphs if you have the patience to decipher them.
Some graves yield corpses and loot if searched.
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In the Underworld: Carry lotsof gems. Go to clearing
due south (as far as you can go on foot). “Blink” into
the clearing to the west, then go northwest as far as
you can walk and view a gem. “Blink” into the
clearing to the north. Then go northand “Blink” over
more mountains. Move west and “Blink” across
more mountains. Go north and “Blink” again. Head
northwest to theclearing, where you'll find the Shard.

The Amulet

The Amuletislocated in the Underworld (go through
the dungeon Destard, then southwest, using Magic
Carpet to avoid poisonous area), among the Graves
of Valiant Warriors (near OE GJ). (See Underworld
map.)

To Descend Dungeon Destard:
You don’t have to enter through the dungeon; just

follow the journal of Lord British’s last trip in the
manual. But you should exit through the dungeon by
reversing these directions. Yell the Word of Power.
From level one head south two, east four, south two,
east four, south two, then descend to level two. From
level two move south two, east four, south two, east
two, then descend (through level three) to level four.
On level four move north two into a room and fight
off the monsters. Then take grate down to level five.
On level five move south two, east two, then descend
to level seven. On level seven head north one, east
one into a room and exit north two, west one, north
two into a room, then descend through grate to level
eight (after battle). Onlevel eight you may Des Por to
the Underworld or travel to the exit. Either way, you
will have to fight your way through two rooms when
youreenter the dungeon. Theexit to the Underworld
(from the ladder) is south six, west two, south two,
west two, and south three to a room entrance and
enter. (Demons and Wispsarein here.) Whenexiting
from this room, take north, east or west exit if going
to the surface. If headed for the Underworld, go
south, use any weapon and hit torch in the middle to
open the south exit and turn that half of room into a
lava field. (You’ll need a high-level party to survive
this and the next room; then exit south, and move one
south to the ladder to the Underworld.

Dungeon Doom: The Final Quest

Heve you will finally meet and rescue Lord British.
The dungeon is located at the exact center of the
Underworld and is reached by descending through
dungeon Shame. Use the Amulet to get through the
dark area to Doom. You must have the Dspxo,
Tdfqusf, Bhvinfuand Word of Power for Doom. You
also need the Tboebmxppe Cpy.

To Descend Dungeon Shame:
Yell the Word of Power. At first you appear to be

locked in, butby attacking rocks on the southern edge

of the level with magic axes, you'll eventually reveal
a southern exit. Go through the exit and take the first
corridor on your left. Follow it around to the descent
to level seven. A sign will inform you that this is the
“deepest” level. On level seven go south four, then
descend to level eight. On level eight go west one
then Des Por to the Underworld. The exit, if you care
to find it, is (from your entrance on level eight) west
two, southone, westone, south two, theneast (through
secretdoor) three. To find Doom, travel east as far as
you can go, then “Blink” to the grassy plain. Cross
the water on the Magic Carpet.

You must have already killed all the Shadowlords
before entering Doom. Also required are the Crown,
Sceptre and Tboebmxppe Cpy. Up and Down spells
cannot be cast here, so you can only exit by saving
Lord British or by being killed. Rings of Invisibility
don’t work well here. It helps to xfbs uif Dspxo.

Dungeon Doom

Level One

Exit the room at (a) by walking up to the edge of the
west wall and using the Sceptre, which clears out the
walls. Follow the hall to the ladder down at (b).

Level Two
From (c), walk to (d) and take the ladder down.

Level Three
From (e), go due east through the secretdoor and east
to the room at (f), where you can go down.

Level Four
You emerge from Level Three at (g), but continue
down the ladder to Level Five.

Levels Five and Four

You emerge at (h) and go east, then climb up the pit
at(i). You'll be at the top of the plus sign-shaped area
(j) on Level Four. Go south and search for the pit (k).
Climb down the pit, and you’ll be in the east/west
corridor on Level Five. If youlook at a gem, this area
looks like a giant grid, with endless hallways in each
direction. Right now you are in between intersec-
tions. (You're about to get bounced around between
levels a few times here.) There are pits going up at
intersectionin thisarea. Goeastto thefirstintersection,
turn north and take the first pit that goes up between
intersections (this is not shown on the maps). You
should come outat (m) on Level Four. Search for the
pit at () in the area’s southwest corner, which takes
you to a ladder that goes down through Level Five
and drops you off at (n) on Level Six.

Level Six
Go west from (n) to the room at the junction, then
move north to the ladder and go down.
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Quest
CODE

se this table to decode
clues. To make this
process more convenient,

photocopy it and place it be-
side the coded sections.

b=a i =h p=o0 w=vV
¢ =b j i q=p X =W
d=c k=j r =q y =x
e =d 1 =k S =1 z=y
f =e m=1 t =s a =z
g=f n =m u=t

h=g 0o =n vV=u

(Origin Systems hereby authorizes you to photocopy this page, and no other
portion of this book, exclusively for this purpose.)






