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ULT/MA.// WELCOME 

Welcome to tfie universe of Oltima II. In your package, besides the handbook you're reading, you'll find a warranty 
return card, two disks and three program sides, a player reference card, and a cloth time map of tfte world according 
to Lord British; 

TIIE WARRANTY CARD 

SienaOn-Line wants yoilf con#~ued business. If you fill outthe enclosed product registration card and retum it to 
us (we ftave already paid the postage), you are covered 6y out watranty. If your disk should fail within 90 days, 
return it to your deakr ~L~irectly to us, and wcu;ill replace it<~ee. After 90 days, enclose 15 and return tfte dis{{ 
directly t0 llS. Sorry, UJtt1out the registration ,ard you cire not covered by the warranty. 

TIIE lfANDBOOlf. 

In this b9oklet, you will n:nd the ini.tructions for gef ting al?ng in the Ultima universe and the story of how it all 
came about. Now, absolu~ely no one expec.ts go~ .to ~ant torea4 the story, or even all the instructions, before you 
take a good loof.atlVhat goll've got whifh meaµs tutnlnffpn ~olln.computer and taking a look at the disks. So, be 
kind enough to r~~d this ~ege a.nd the next; and ~ou'Upe UR anq p~aytng Ultima II in no time. The story contains 

· the background «µd hints you 11 eventl[ally want to ~notµ/ ~u( you can worry about them later. 

In Oltima. , you' . friends a1;td monsters, royal · · ts. and musty dungeons, action and adventure. You'll be 
instructed to create youf own player who wilLru.n a . und· the Oltima universe for you. 
Now, let's look at tfie disks. 

DISK 1 SIDE 1: T LTIMA II PROG MASTER . .Tliis is tfte disk that you must use to start the 
game. 
DISK 1 SIDE 2: TH TER. The Player Master contains the prototype seed 

ly he.nurtured once, NEVER USE THIS DISK TO 
· nee for evay adventurer you would like to create. Be 

· side of the disk. 

ns in detail all of outer space and the nine plane 



pple and Atari owners must follow .tfie instructions under tfie respective fieadings to -get started. 

APPLE ADVENTURERS 
BEFORE YOU DO ANYTHING ELSE, MAKE AT LEAST ONE COPY OF THE -PLAYER 
MASTER {DISK 1, SIDE 2)! 

You can use any program tfiat will copy ordinary unprntected disks, sucfi as, CopyA from your DOS Apple ,: 
System Master Disk ( see below) or Super Disk Copy III. Tfie step-by-step instructions to copy tfie Player Master 
using tfie Copy A program are as ·follows: 

- Turn on your computer and pltJce ypur DOS ~ystem Master Diskin your disk drive. -Tfiis disk was included in 
your Apple Computer Package. -

After tfie Apple DOS System Master Disk .fias been completely loaded, and tfie cursor fias appeared, type tfie 
following: [RUN COPYAJ. Tfien press [RETURN]. 

Follow tfie instructions on tfie screen to set-up your drive(s). A one drive system would fiave slot 6, drive 1 for 
hotfi original and duplicate. A two drive system would fiave slot 6, drive 1 and slot 6, drive 2. Or, slot 6 drive 1, 

slot 4 drive 1, if tfie computer fias two controller cards installed, one in slot 6, and one in slot 4. 
If you fiave a single disk drive, remove tfie DOS System Master from tfie drive and replace it witfi tfie original­
Player Master. Tfien prets [RETURN].• {Tfiis is Ultima II, disk 1, side 2.) 
In tfie instructions tfiat Nl!ow, "duplicate disk" refers to tfie blank disk tfiat receives tfie copy; "original disk" 
refers to tfie sending disk tfiat is copied. 
If you fiave two disk drives, remove tfie DOS System Master from tfie drive, and replace it witfi tfie original 
Player Master, prior to answering tfie prompt: 

"PRESS [RETURN] KEY TO BEGIN COPY." 

Insert a blank disk in drive number ... two. 

Now, follow tfie instru,ctions on :?e ;cre~n .u~til tfie fOpyin9 rs Cq"m~I~te. Wfien tfie copying is'camplete, 
"DO YOU WISH TO MAKE ANOTHER COPY" 

will appean'I'ype ij [RETURN], if you do not, and Y fRETUJlNJ if you do. 
Note: Additional inf or,ation regarding tfie Run CopyA program can he found in your Apple DOS manual. 
You are now ready to create your cfiar.acJer. Remove your newly created player disk from tfie disk drive and place 
tfie Progrnm ~aster disk (UUimaII, disk 1, siqr 1) into your dt1 ~[~ye, t~rn off your computer an~ turn it on 
again. \\'lien pro~pted, press f C}fq ;:cieat7.H'ffiqrfcler" and insfrt[~g~r newly crea.ted playa disk w~n asked, 
tfien press [ESqJ.' You ~ow create you(cfiaracter hy following tfiepro111pts. Wfien yourc~aracteriscompleted, 
remove tnedisk and aga!n insert tfi~ Prograw Master (Ultima II, di!~J;5ide 1). Wnen prompted, press [P] for 
play. 

) 

· k B your Ultima UPJayer Disk, it's tne disk you''ll he using most wnile playing tne game. 
"'racters, make a qis~ for eacli one. It would he advisable to lahel eacli player disk witli tfie 
sy refere.~c · ·· 



y tlie Player tviaster Disk as many times ar you like, &uttq~e Ae~d and DO NOT 1t1r 
PY THE PROGRAM MASTER DISK OR THE GALACTIC DISK and DO NOT pit 

protection" tab on.it. . 

ATARI ADVENTURERS 
**.*NEVER USE THE PLAYER MASTER TO CREATE A PLAYER*** 

Firs.fHo~ .. wi!l need a &lank disk. Insert Side B of t~e Program Master into tlie disk drive. This is tlitPlayer 
M~sterj. !UYnJ~ tfie disk drive, tfien tfie compl{tq. FoHow t~e prompts. Tlie copy tliat you make will &e used to .. 
create ·YOHT nlqyer. You can make•· several. copies, of tlie) Player·· Master. 

· Reme~&er, only create players on copies of aster disk. 
. ·• . . CREA 

Making' a· friend. is wli~t you are doing wfien you. C oose ''C)' (for create a character) from tlie main menu: 
. Ultima II will ask you to insert your player disk.· So, insert your player disk-tlie one you copied not tlie master. 
Tlien press [ESC}. · ·· · · ·. 

Tfie skeleton of a cliaractet sketch will appear on' tfie screen; you liave ninety points to distribute among various 
attributes tliat give soul to' your character. Ona you've distributed .tfie points, you get to clioose your cliaracter's 
pliysical ·attributes, sex, . race, and its profession .. Finally; you can give it a· name. 

How you distribute attribute p~ints obviously affects your ~liaracter; not so obviously, liowever, your clioice of sex, 
class, and profession also,fias strong effects. · · '' liow i( all works. 

. . TffEAT .. 

. STRENGTH ddermi~es tfie· dama~e you can infii 
tlie effectiveness of yout strength .an~· determi · · · ' ,:" , -:-- ... ·. . . ' ::(.:-·· . --::-,,,._.·:; ·'·.· ·. 

you re a mouse. · ·· • 

CHARISMA gov 
to fiave around. . . . ..· .. · .. 
WISDOM is wliat:you need to ca# spells success u 

oeJn afiglit. N~turally, tlie foe's attributes influence 
iftypoi~ts,you're .a man or woman; witli ten points, 

INTELLIGENCE is w(iat you n~ed't~ tell a halt· n angel, until it liits you. Actually intelligence in­
creases your skills in bargaining and in casUng · spe . • .. e more you. Fiave, tlie better your bargains and spells. 

points to eacfi.categ~ry. 0 · ·· Olf 'rdn tlie Ultima II universe, your attributes can . 
nety-· oints t Fiow to o&Jain. tlie extra points is part of earning 



extra points come easily. Eacli race has a strong point tliat is reflected in .. attri6ute points for you( .. 
ing that your character must have some predilection for its prof essioit, that clioice too alters one. off 

¢re's liow that works; first, tlie races: 
Human 
Elven 
Dwarven 
Hobbit 

Now tlie professions: 
Figliter 
Cleric 
Wizard 
Tliief 

gains 5 · intelligence 
gains 5 agility 
gains 5 strengtli 
gains 5 wisdom 

gains 10 strengtli 
gains 10 wisdom 
gains 10 intelligence 
gains 10 agility 

· Finally, ( and you may ponder wlietlier tliis is not a ratlier strange sequence), you must give your character a sexual 
identity. If you clioose to make it a male, your cliaracter will gain five strengtli points because males are usually 
stronger. If you clioose to make it a female, your cliaracter will gain 10 cliarisma points. 
All your cliaracter needs now is a name, and tlie only stipulation liere is tliat tlie name 6e no longer tlian. 
Rumpelstiltskin. If you try to make it longer, yqu miglit upset tlie program. 
Look! You liave a new friend. You've created a colleague wlio'll do your bidding, figlit your figlits, find you 
treasures. Take your frie~d and enter Ultima IL 

COMMANDS 

MOVEMENT COMMANDS FOR APPLE ADVENTURERS 

ON PLANET S0RF ACE 

{RETURN] 
•NORTI-;f 

WEST-

SOUTH 
[ IJ 

-EAST 

DUNGEONS OR TOWERS 

LEFT-

[RETURN] 
FORWARD 

-RIGHT 

RETREAT 
[!) 

On tlie.syrfa~t afiplanet, tlie control movemenfeast and west; tlie {RETURN]key moves 
nortli and tlie.slasli k%tSOUtli. In dungeqns tlie left and riglit arrows control left and riglir turns; tlie 
[RETURN] key moves forward and tlieSlasli key retreats. In space, .movement is determined by xeno, yako, and 
zaho coordinates· r to tlie Ultima II Galactic map for ·tlie coordinqtes of your cliosen destination. · 



MOVEMENT COMMANDS FOR ATARI ADVENTURERS 

ON PLANET SURF ACE DUNGEONS OR TOWERS 

WEST-

[ = 1 
NORTH 

SOUTH 
[ .A\ ] 

-EAST LEFT-

[ = ] 

FORWARD -
RETREAT. 

.[ A\. ] 

On tfie surface of a planet, tfie right and left arrows control movement.east and west; tfte [ = ] key moves north 
and tfte [JI\..] key .south. In dungeons and towers, tfie left and rig fit arrows control left and right turns; tfie [ = ] 
key moves forward and the [""-.] key retreats .. In space, movement is determined by xeno, yako and za6o coor­
dinates; refer to the Ultima II Galacticmapfqr the coordinates of your chosen destination. 

KEY LETTER COMMANDS 

A) ttack Lets you fight someone or something. Must be followed 6y a direction unless you're in a tower 

B)oard 

C)ast 

· D)escend 

E)nter 

F)ire 

G)et 

H)yperspace 
I)gnite 

J)ump 

K)lim6 

L J aunch/Land 

M)agic 

N)egate 

or dungeon. Ex: [A] [RETURN].. · 

Lets you get on your fiorse, dimb into a plane, strap into a rocket, hoard a ship. (See "Xit" to 
change your mind.) 

tfte spell you fiave ready'. (See '~Magic.") You can only cast spells in dungeons and towers. 

YQU 90 down. a level. mu fope) in a dungeon or tower. 
yqu 90 into a town, VilJage, or,castle; read a signpost. 

~hoots .a sfiip 's guns once you've hoarded. 

Picks up· treasures, weapon~1tind armour. 

~atapylts spacesfiip tfiroug~;Jpace to tfie coordinates you spaified. 
~fg6t{ a torcfi., 

~ttiiijou. jump ~p and dow~ ~~iEr i; a gqod way . .to. r;elease frustration especially when tfiings 
qre, not going well. Often used i~ tandem witfi "Yell". (See "Yell.") 
Lets you 90 up a level (hy rope) in a dungeon or tower. 

To99Jes takeoff and landing tn4a plane or. rocket. Landings must he on grass. Press any key to 
toucfi down rocket. 
ReadiES a magic spell you knourfor fas.ting. (See "Cast.'') 

St~!SJime for all things farffiEr tjq~ ~ne59uare aw.qy fro1t1 you, giving you a cfiance to get out 
d 'ttgfit situation. "Ne9ate1' W:iltonly work for characters wfio possess a particular magic 



O)uit 

R)eady 

S)teal 

T)ransact 

U)nlock 

V)iew 

· W)ear 

X)it 

Y)ell 

Z)tatus 

ESC 

Space ~ar 

Of[ers money (gold) as ~ayment or brive. Ifihe 'iiqnf laurcharacter tha(uo 
nothing to give in return, it will accept your offeras iji generous gift. 
Allows One game turn to pass without doing anything. However, others will not pass 
turns. Pressing' the space bar accomplishes the same thing. 

Saves the game; allows you to continue, or turn off your computer. When you turn it on again, 
you'll pick up where you left off. "Ouit" works only in tfie countryside on Earth and you must 
not be aboard anything. 
Equips you with your choice of any weapons you own. 

Attempts to take items from stores without paying for them. May or may not work for 
we9pons,,armour, food, transport. Besure to plan an escape route ahead; townspeople don't take 
kindly .to tlieft. 

Lets you talk to tlie people of Ultima's universe. You must follow the command by giving the 
direction toward wfiufi your communication is to · take place. Because tfie intricacies of winning-and 
even playing tips- are available only from characters in tfie game, you sfiould ''Transact" as 
mucfi af possible; don't skip anyone. You may even meet someone you know . .... 
Opens doors-if you fiave the keys. "Unlock" must be followed by tfie direction of the door you 
wisfi to unlock. Incidentally, in tfie univem according to Lord Britisli, locks gobble keys, so use. 
tliem w!sely. 

Gives you, if you fiave a certain magical item, a bird's eye view ofa town or village, or a 
satellite) view of a planet. One viewing per unit of magic. "View'' doesn't work in dungeons 
or towers. 

Outfitfyou in your cfioice ofJlie armours tfiat you own. 

Exit . . r.t won't fielp a bit in tfie rnidfile of .a liairy dungeon, but it will get you outfrom or off of. 
anytliing you ran board. (See ~'Board.") 

~tops ~verytli.i~g wfiile you t~peJn a1tyf~in9 ~oufeel like yelling-. then gets on wttfi tlie game. 
In. otfifr wordsf yau rnn le.~.out.uoyrfrustrations, but it won't affe~.tt6e game intlie least. 

· Q ten. usedinjandem wU/i;t,Jump.'' (See-"Jump/') 

s s'vqytlittl;ito display a tth scree,tof yow rli~racter's attributes attdpossessions. This is 
also t#e only command tfiat?effects a wmpl~te and open-ended pause in tlie game. 

Atknowledges atty disk swap wfitn asked .. Also, iLwi/l get you ouLof tlie "demo" mode. 

an use magic. Nine spells fall into three categories: . .· 

WIZARDS CAN USE: 



pestroys tfie wall in front of you. 

Prayer 

Magic Missile .. 
Blink.··· 

· Kill 

Teleports you immediately to the surface of tlie planet tfiat you are on from within a tow 
dungeon. 

Calls for divine intervention ta destroy your foe. Results simulate reality. 

SPELLS ONLY WIZARDS CAN USE: 

Offensive magic weapon witli Stre~gth geared ta tlie level of the caster. 
Teleparts you randomly any~fiete on the same level. 

Attempts ta ohliterattya hyimqgic; 
. ,,, _ _._,_:,:· . 

In tfie universe of Ultima, acquiring spells is si le y ·mply purcfiase tfiem at tlie appropriate stares. Tfieir cast 
rises as tfieir power increases. Castin·g a spell uses it. u ven if it fails; so he sure ta have plenty of a. spell you plan 
to count an. 

To use a spell you fiave hougfit, you must first press [M], far "Magic" and specify the spell hy num6er ( accor­
ding ta tfie list at the beginning of tfiis section). Tfiisreadies tfie speH. Tfien press [ CJ for "Cast" ta activate tfie 
spell. It will remain your "on-line" spell until you cfioose anatfier. 

WHAT .YOU SEE 

Wfien tlie playing screen appears, you see your cfiarncta in tfie center of a landscape. Use the movement keys to 
move around just enougli to see tfiat yoµ're an a map. Don't wander very far; your cfiaracter isn't apt ta he very 
strong yet; and you fiave no weapons or arntour. . . . . . 
Do notice tfie te~t. at tfie bottom of tfie Jcreen~. It looks sometfiing like tfiis: 

CMD: NORTH·. HITS: - . 4 
CMD: EAST; FOOD: ·. 3 
CMD: PASS. EXP: 
CMD: ... GOL 

Now press [Z] to 
all you wan( now i 
fiow ta get about. 

playing; a text screen:will take. over s~owing your character's attributes and possessions, hut 
se function so no nasty orc'will come along_and do in your new friend wfiile you're learning 

On the left, Ultima II asks your command, witfi CMD, and writes out your full command althougli you press 
only one key. In the dungeon; it responds to direction commands wilfi "forward," "rigfit," "left," and ''hack" in-
stead of compass directions. , ·· · 

ENDURANCE OF .FIQIIT AND FOOD 

er next to ·"liits" represents the number of fiits you can take in battle and survive. 
fi and decrease. your fiits · kpile . hy various numbers of points accordingly. 

atfier like a fuel supply. A little hit dwindles away 



or food reaches zero, you're out ofluc~. 

s Can be replenisfted1 6ut you must discover flow to accomplish tft4t. 

od is pretty easf .. to replace; all it takes is money to buyi( and a store that sells iL Look for food sta 
villages. · 

'WlfAT YOU GET 

TfteJhird line, "experience," increases as you fight. Every encounter has the potential to add to your experience 
and most do; occasionally you'll take on a foe who's a real wimp and get no experience from it though. The amount 
of your experience determines your character's level~it's shown at the top of the "ztatus" screen. 

"Gold," the final line, shows (got a guess?)6ow rich you are. Not very. You can make more gold by fighting 
( and winning), in which case you get whateveryour opponent was carrying, and by picking up chests in dungeons 
and towers. There are plenty of ways to spend gold, the first is the one that you need to indulge in now. 

FIRST QUEST: ARMS AND ARMOUR 

Press any key and the world will magically reappear. Did you notice a town nearby when you roamed before? 
Head straight' for it and enter. You need weapons and armour ifyou are to survive at all. There are plenty of 
others eager for a sliare of.your gold, so be on guard against your appetites; you can't afford mucli more tlian you 
need. 

GETT/NO TOKNO .W TlfE NATIVES 

Did you run intq any monsters outside? Tliey don't care about your motives, tliey attack and you must figlit tliem. 
· In town, you may see some of tliesame monsters as well as varioys otlier people. Tliey seldom attacf in town 

unless you do sometfiingJyou shouldn't, but just now you're not strong enougfi. 

Instead of figliting: talk to. the 'totvnspeopll. Pr~ss [T] fot "transact''; tfte command line will asffor tlie direction' 
in wliicli you wan.tto "transact". Enter H jusf as.if you were moving tfiat way, and the creature wiH respond if it 
can and cliooses to. (Ollly rare ores liave the powerof speech.) lf you ·attack in .town, tlie guards will come after you. 

A lot of pe1!e you ~fet/.will . say .~1attver i5 ~e populaf{~?ponse in tfteir crowd tftese. days. N!'W · .and tften, someone 
will break away from tre crowd and. reveal sometfiing extremdycuseful. Witliout tliese bits of. information, you 
won't get very deep iltto.;Ultima II and you certainly won't win. So talk to everyone. Put up witfi tlie bores to find 
tlie gems. · · 

Transacting is also liow. you co1111nunicale Witli Jtorekeepers to tflake pu~cfiases. Most sucli transactions are self­
evident, but a few .use abbreviations for products; and. you nrny needJlarification. So it's'time to identify weapons 
and armour; th(l·{let's frieet ·i1t tlilpub. 

. .... , .. •, 

CHOOSE YOURPOISON .- . .,_, .. . ' . -, . . , -. .. 

l 

J 



' ; 

' 
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t e armoury, you can 6uy leatlier, cfiain, plate, and tfie magical reµect and power armours. You ma 
wear your new armour and ready your new weapon rigfit away; 6e prepared. Tfiere is one weapon you cannothuy;.• 
you rriust earn it. It is tfie magical quicksword, Enilno. 

Wizards and cl..erics are pro6a6ly smarter to wait a' few turns 6efore purcfiasing spells, 6ecause tfiey need armour 
and Weel;pons too. Wfien your cfiaracter can afford tfiem, you can refer to tfie "Magic Spells" given witfi tfie com­
mand list to deciplier wfiat's 6eing offered you in tfie magic store. 

TlfE PUB AND ITS PROPRIETOR 

Pu6s fiave always 6een centers for gossip and street wisdom. Tfie universe of Ultima II is no exception. And, as 
usual, tfie 6arkeep is tfie wisest of all. Wfien you talk to 6artenders, tfiey'll ask, 1-BUY, 2-TIP? 
If you buy, you'll get a drink at a reasona6le price and a comme_nt tfiat may or may not be useful-. If you cfioose 
"tip," tfie 'keep will ask fiow many gold pieces you're willing to spend, up to nine. Pay up and you'll get an important 
clue about tfie workings of tfie game, Ultima II-wliicli, of course, you may fiave already fieard if you've asked tfie 
'keep before. 
Bartenders' information fielps you play Ultima II successfully and witfi understanding. But only from oracles and 
sages can you get strategy liints tfiat enable you to win tfie game. Tfiey are expensive, and tfiey too can repeat. 
tfiemselves. 

INTO TltE MAELSTROM 

Armed and shielded, you're ready to venture int(} tfie countryside. Cfiances are, .you'll meet a .monster or two in 
your travels. 

.,.,,, .. :•: 

Don't wail, attack! Tfiere are no friendly wayfarers in tfiuountryside. Tfiere's some tim!ng to work on in battle. 
You may press [A] for "attack}.'. as soon as you've finisfied yau~)ast turn, but don't press a direction until you're 
asked for it. If you do, t1e computer will pay attention only to tfid_ast command and try to move in tfie direction of , 
the monster, wfiicfi is, of course, blocked; tfien you miss your turn in tfiat all you get for it is tfie message tfiat 
you can't go ,tfiat way. After a wfiile, you won't fiave to watcfi tfil5creen; tfie timing will come. 

Keep an eye on your .. 6it points: If you're gettin0 nervous during a fig/it, try to guide the monster toward a time 
door so you can disappeqr tfirougfi it. SometimeSyou can avoid monsters too, altfiougfi fighting .tfiem and winning 
is essential for raising _experience and ca.{fi, Monster,s .. always make a bee-line for you. Keeping tfiat in mind, you 
can often leqd tfiem in.to spots from wliidi tfiey can't get to you. 
Take warning: No matter. how strong you 65,cg1;1e, tfiere wm always be some -~ons ters impervious to your attacks. 
Tfiey may be fern{iOUS terrible creat~rfs, or. tfiey may be ineffftive om .... w~en you meet an ore try to "transact" 
and defe~d yourself;!{ must. Tne,s,clonely indiyiqual creatures are mutants of Minax's-evil, doomed to continue 
tlieir miserable lives - . .. 

' ON TlfE >TOWN 

y arou~_ft1e.1.~nd and tfie~,.l~.rougfi ti»1e. Se_ek towns' villages' and castles and talk to 
n to ( e .. items;,you. getJ~om t · monster.s you overcome; look at your "ztatus" often . . ··· 



to get food and liit points and figure out tlie best places aii~ffjielliods for getting tlie tit 
.. s you gatlier tactical information and become reasona_6ly comf orta6le witli your environment, you'U 6egm _ . ";" 
up clues about your quest Your purpose is to learn liow to fulfill your quest and tlien do wliat is required.Sf!' 
ultim.ate object of your quest is explained in tfie story 

Eventually, your travels take, you into outer space tpFi~ri 
is tricky, so he careful, Don1t forg~t yourspeiia(atti · 
explore: 

If ·uou are killed eitlier •-'f"'''''· .. "'"--Y ... 1 V . . . . - - . 

tfie last time you saved 
If you die, turn _off your 
and continue to play. 

grand tour of tlie planets. Spaci travel 
ctic map well, 6ut don't he. too cfticken to 

·-•-i~ tfie disk drive .. Turn on your computer .. 

TIME TRAVEL 
:•.: .. ·:-:,:_. 

No one remembers exactlij~lien in liisUJru time dooH~i;fappearf~;p~.ghahly because tlieir very eXiftence renders 
time relative,. Ancient hooks show no mention of tliem prior to tlicdefeat and demise of the evil Mondain, so well 
recorded in Ultima. 

. Strongly convinci~g s~.ientific tlieory supports tlie c~~g~~logy. 'Mo~"i~.~ ~-~-·-gai.n~1\sucli power_ that, upon liis 
deatli, tlie pliysical laws o[~ature suffered a great upliea~~I-W_lien tlie s111oke cleared, all tliat remained were corridors .> 
in time and space, we cgmmonly call our. "time doors". · ·. 

Numerous scientists and_ adventurers liave_ attem~ted to tr~~erse tlie cort~~ors. Tlie feW_Jvfio liave returned speak 
great £Onfusion and difhculty .. in naviga'ti~g Wrougli' th~; corridor~, ~ipfctally __ durhtff primitive . .finJ.fI· 
Nevatheless, r(lie extst;~c~/ ~f tfie ti;e doo;J Aas ~Aa~ged-i~retr~~,Mly all tfiat> is and all t~at ever was. 
Wlien-_ not.W.fiere-;-t~~e/Were no time doors, wliat done was done no second cliances existed; tliere was no 
reacliing idlo another t[m~Ito find a cause, negate its effect from an. lime. 
Now, of course, it is pbssihle in ~lLti111es. 

T/jE TIME MAP / 

Tlie few rftl{{tli~y tt~e.<\ ellers telll~stRatthell~b. ndors~te . nected withfi~e-~iJ{inclu~eperiods, 
not one vf [tiem has 6e~ .~le to qetermi~e; with, any J~mhlance prfcision, exactly wfien or fio! U happened. 
Tfieir experiences do ~ppearJo confirm [fit}fxistence of i~telligent life[~rms in many eras previously t~ought to 
s~pportingto · ' · · only, qr ng Jiffi>at · ··· · 

aguelu: dpp:ars to equivalent lh ~arly scie11. 
ut whichthe most has been written. Until now; 
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·.· as believed to be theological at best, purdy irrig·ginary;+it 1s 
of Legends. · · · 

re are the five time periods accessible throug~ the time corridors; 

·. LEGENDS · Tfie time before time, peopled by creatures of myth and lore. Wfietfier tfie time of Legen 
···•.•· j)_.·· ·. is ruled by good yr evil afferts all other times and places. It is believed that the power .. T of the enchantress Minax1 the authoress of our worst troubles, is greatest at th.is time. 

PANGEA 
I ·n 

B.C. 

AFTERMATH 

@ 

The time when Earth is still forming. Before volcanic upheavals separate tfie seven 
continents and set the great continental drift in motion, earth is one great continent 
surrounded by a gigantic ocean. There appears to be abundant, if sparse, life and some 
civilization, alth~ug~ tfie origins are so far inexplicable. · 

Tfie lime just before tfie dawn of civilization as history records it. According to the 
--~ ti~e-,trave-llers, an: tidvan-cecf:e-iviliz-ttli'on ·-al-reacly.-exists i-n B.-@.·r ap-parentlu-tfie progeny 

of the beginning civilizations of Pangea. Tfie old twentieth century "crackpots" ·, 
theorized that civilization developed from a few fiuman beings left befiind by a prior 
advanced civilization tfiat for some reason moved on into space. 

The present-if we can still call it tfiat. Specifically, 1990. It is, but apparently now 
not as it was to fiave been, a rather perilous time of planetary egocentricism leading to 
an overemphasis on dangerously shaky intraplanetary jealousies and greed. Tfie times 
reflect tfie people who suffer stress witfi a sense of urgency that encourages pragmatism 

·· over reason1 dulls an awareness of values. and leads weaker souls to lives of crime. 

The post devastation period once tfiougfit of as tfie future. Mucfi of life and all known 
civilization has ceased to exist As we learn more of the enchantress Minax, we 
become. more and· more. convinced of lier si,ng!e-fianded perpetration of tfie entire 
devastation 'itself and all tfiatled to it,. Note that mucfi of tfie land mass fias been 
wiped out, especiall tfie key a . r · and most trou,blesome hotspots of the great Sino­
Russo-A.merican 

Tfie time doors of all tinie periods are sfiown a inap of tfie world as ( is A.0; Accurate maps of most. other 
times do not yet· ex·· · ·n fiave to ex trap ··the locatioh of oilier ·time period doors as they would appear in 
their own tirne peri .. se ds is pr iine, or extra time, its map would not resemble that of Earth in 

· any reasonable way. ·Therefore,. L gends is represented by its four known time doors grouped at tfie bottom of the 
map wliere Antarctica. would appear if any . "time doors" were to· a·. ear in· Antarcttca. 

Time doors appear 'T · Aontly But f >· lw . tliey appear, tfiey rise silently looking 
rather like a 61 ate. To enter a time corridor, simply 

e ·a time door was and wait for it to 
tting tlie · sequence of time doors are 



mho1 of the time period in which that door will appear; the secon~.is tfte symhol of the time pe~p . 
lieved that time do01; will transport the traveller. A direct line from the time door shows wlierc on ., 

wi,ll find yourself in the new lime. Where more than one line leads from one time door,. the line represent e 
door's destination is the one that leads to another time door that hast~.e.destination time symbol as its first mat~fr• 
Tryfollowin9 this example on the map: Suppose you're in iR.f time oftlie aftermath and you wish' to travel to the 
pre.sent. Look for a door represmted ffrsthy the aHrrmatR s#rrth~l lvwed 6y .Hie A.D;. symbol.. Find it? It's in 
Alaska with numerous lines extendin9 frqm it. Lookfor thcltne t1 s to a time door where the first symbol is 
A:D. Got it? Try Ar9entina. ·· ·· · ·· · 

~ ORC 
More pest tfian peril, tfie not-hri9ftt 
. human and boar. 
THIEF 

of a fqqlish experJmental 9enetic matin9 of 

An ordinary fiu~~n p~ckpocket, Jfte tftiefiwiFld rat~lr shitclrt6an fi96t. He may take somdftin9. very im­
portant from you. Always cfieck your· inventory (Z Ji after .. hein9 confronted 6y a thief. 
FIGHTER 
Humanoid and s'tron9, fi9ftters carry something frowneed. 
CLERIC 
Men of tfte clotli carry tlieir crosses and proselyUti &ut art not always good or wise. 
WIZARD 
Witfi ~a9ital staff ih fiand, wizards enj9y tfiroipJng magtf missiles tfiat do powerful gamage. 
DAEMON ~.···· 
It looks. likt}t\ sliru~eing,. tfiis creat .. ~re:t,t minorh~lls, ~~tJ~;pleasure is, to {top.you in your tracks by 
magic A certain magical item can thwart tfte daemon·-·.· . tqnietimes. 

··,, · .. :-::::, 
,:,,.:-.,·:·· .,.:"° .. :"c': .. . ,.::-;:,.. ·.-.= 

different possessidn 4eals witft tftis baby. 
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Cfwse.n for tfieir hrawn, guards are mtl!dle5sly loyal/to tfieir governments; tfiey're generally Ii 
unless you hreaktfie rules-tfiey're extremely strong. 
MERCHANTS 
Unarmed and mild, tfie grassroots of Ultima II, mercfiants rarely figfit. 

JESTERS 
Bouncing ahout in eternal jumping jacks, jesters areusually tfie buffoons you'd expect-hut occasionall 
tfie huffoonery masks great wisdom. 

KINGS A~D ~LIEE~S. ·+ . . .< } . \. 
Larger-tfian life. fiumans, Gut smaller tfian gu~tds, roual persons .do little otfier tfian sit on tfirones and 
bestow. 

1'i' MINAX· 

1"( 

cLb 
c::::7 

~ 
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GETTING AROUND IN ULTIMA II 

Traveling on foot will take you far in Ultima II-hut not everywfiere. You can purcfiase, overtake, or 
steal more efficient forms of transportation. 
HORSES 
Riding. fiorsehack is sligfitly faster tfian walking, and fiorses are clieap. 

FRIGATES 
Wfien a frigate .doc~s near uou, uou can commandeer it· · i f tlie crew will accept uou as a seasoned sailor 
if you fiave a certain item. Otfierwise, 'tfieu'll turn tfie broadsides on you .. 

PLANES 
No jets fn UlUma II, 6ut tfiese tittle si 
world and tfirougfi time if you'r( pr 

ROCKETS 
P lu 
manual to 



You'll ft,we ro trouble making it tftrougfr tfte sw~tttp, un ... iyqt 'relow on RU points'. 
witft every step. 
FOREST 
Sometimes tftere are.more monsters inJorests 
sftade. 
MOUNTAINS 
No way! Are you a goat? 

oW COBBLESTONES 

00 
0 

0 0 

t1 

·-.-· .·-:-:-·• 

Impenetra~le, If y~~:F: ftyi~g ~nd s~ 
want to get out of town an,ij escort§ 
.VILLAGES 
In .. Countrysid,. vill~ges live t~e. simpf .... 
TOWNS " 
yVitft tfte grea.ter so~ftisticationof a cijs,nopoli 
sword, tfte mail, an,d tfte tanlard ofa*; 
CASTLES 

exdusively witft cobblestones-p 

Ultima II assumes you 

,..os~~~rEcomeJfie proqucts of ftumqninnovation: t6e 

Castles,· seats.of got~rnment,.contain ptisons and0tdtftfdt;ii~Jrivatevaults and private c.ham6en. Explore 
as you will, but note. that .tfte guards in' cas ties .. are tfte i ream of the crop. 

~ . DUNGEONS . 

I 

Apparently\tfte breeding grounds foriall tfte. tvil credt~;es in Ultima H's univei~f · leading-wlio . 
fnows?-- ~o rell itself, tfte dungeons ar ull of~id~m ~ass~ges and twisty, dilm~lical ~~zes. Tftey're also 
full of treasqre and vicious monster .· · · · ·· ·· · · ·· · ·• 
TOWERS 
iir Jrliapl .~~ej~ or.lfl.,of ~Bil. betame overf~owded, ior its fors~l 6egan buildinf dui~(OHS skyward; t~wers are 
. upside-ddwnjdungeons. ·watcli for, s~ret messages in unlikely plaas. . 

t· 
-~, 
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ULTJMA JI GALACTIC MAP OF' KNOWN SPACE 

* Sun 
A fyiercury 
B Venus· 
C Eartli 
D Mars••· 

J~~tter;:; 
Sat,hi 

::: 

G Uranus 
H Neptune 
I Pluto 

Xeno Yako Life Terrain 

None 
.Water; swamp 
Water, swamp, grass 
All varieties 
Mountains 
Water, grass 
Water, grass 

.... Forest, grass 
Grass 



en tfie arcfievH Mondain was finally overcome by a gallant kni96ltwas it you?), rumors abounde . 
drful one was tfiat, at tfie time of fiis demise, Mondain fiad befn l:.~intng an apprentice, a protege witfi am 

po~e~ful, natural, magical abilities.Tfif rumorwa5squelcfied wfien · · yes of fiis conqueror entered fiis castle anq· 
f ou~d no on~, 1wr any sign of anyotte. · 

Life during Mondain's time of power was terrible; never fiad a piince'~f:.d~rkness wielded so brutal a stick. Mondain 
was ... a disease on tfie landscape; fie reigned over all tfie evils ever KnQtRniC~&d more; fie brougfit tfiem all to fruition on 
Earth and its enviorns at once. It was as.if fie enjoyed seeing,Egrtfi."si ellmeaning fiumanoids squirm. Witfi tfie 
destruction of Mondain and fiis all-pow ul gem of evil, tfiost /? ceased. 

· Wfien notfiing came,pf tfierrwnor , people were only too eager to accept its 
f alsefiqod and tfirow offl~ei~. cIQ.f / wJtfi tfieir creator and perpftrator. At 
last, tfie world was beautiful ag , 

;;... ·:/<.:•:·,.,.· '' ' :·, ~,· ,:%::::::,/::'{;~ 

So it was for several years, .long enou~~ /[or a cliild to grow to a f . qod: Tfiey were exciting years too, for tfie 
strange appearance of tfie time doors op~ned a gieat era of new Iearntngr a renaissance of timelessness. Creativity 
burst fortfi and new wor~s proliferated: No one wanted to .notice tg~fn tfie disease began again. 

•'• ·.,. '.,·,·,•·, • ,·· 

But so it did. First tfiere was tfie single lost ore a farmer stum6ied upan/ Wftat was it? Wfience canie it? Scientists 
knew in tfieirsecret fiearts. tfiat tfiepn was tfie work of a s~rcer1r, a~d ijad tfiat sorcerer been a benevolent one wfio. 
fiad created Jfieprc by accident., fie ipould Rave contfforward. But[fi§.yd.idn'twantto know it, so tfiey put it aside. 

Tfie ore was ... too sick ani:fiu;t to'figlit'lvfien it ;~5first fdund; ~ 1~~jtWas sufficifntly reco.veredand it fiad 
begun to assert its learned. wratfiful ways, it discovered a conundrum in its weak little fiead. Tfiese creatures fiad 
saved its life----;i(grasped .tfiat mucfi-and it didn't want to fiud tfte»J: Because tfie little lone ore fiad never been 

· missed, it was not beset py magical influences. Notfiing discouragedJt, but ratfier, it pers·isted witli a pleasant 
benevolence. · 

All tfie g.ood. orq we see}n towns andrfj]Iage.f today fiav.e descende · roti(tliis one unusual ore .. But (fie good people 
of Eartfi · sfiou!d fiave realized its importttfiose years a901 1 •. .. •.• < r 

people ackno .· geq it, .. ~lie evil was too .powerful, too widespreaa ~e/jt~vercome directly. Already, U~. perpetrator 
was stron · more iwretcfieitlian any previous prince of darknest and fiad grown too proud to Jup silent. 
Tfius was tlie name.of Minax, "enchantress of evil," made kno~b. Being a master of moving objects spiritually 
from tfie ag~ of tfiree',and proudly apprenlicedto Mondain at agteleven! sfie liad acceded to many times fiis power. 
Tfie world slicaeat~d made Mondain't .. retgn look like goqd and\~q times. 
For Minax was not content to s 

. tfius set. t 
e· tfie, once g 

vil among tlie good, Jausin 
·. . • e good lea1/ing :no p 

sel{-fiatred, · tainte 

a~d . .pain; sfi{ preferrf4 to. sgw seeds of 
ed. DEStructtoijµbound"iddnd .tfiose 

rtfi'.. 

;~;station of 5111:I~ j~ax's gfeates t t;iumph to ;;; 'wfien ancient civiliz}aion~: ~Bt,t+of love of 
reason, turned upgnione angtfier and, in tfieir vi(ious anger and fiate, destroyed almost all of 

nyrtured :tfiem: . 



were not torJ~e ti~e .. ~oors; you.wo~ld ~ot Ukely 6e betenoU? .. 
1ivi1tg tliing to ].~:Eive, ·. as 'f ar<a5 Js know~;. .. · . . .· t i 
Sinc~)liat ... ~~futday,survivors liave devpted tlie111s~lv~s.to 9raspi~9 t11/~~aning of tlie event and to retlii.nkin 
concept of/im1 ~nd its dimensions. Tliis dedicated group fta.s rmarc~f~, ~xperimented and liypotftesizea zn tlie li9pe 
of findi~g some means of using tlie time doors to reverse time or<tq c~ange a cause and reverse its effect. , 

Tlirougliout tlieir studies, two complementary tfieories persisted. Oitei:Was tftat evil could he derived from a single, 
overpowering soyrce wliicli was Minax; tlie otfter was tfiat tliere was q cfiance tfiat tlie total elimination of tfie root 
cause cou~d reverse its effects from . all ti1!1e, as if all immedi~~ ;1£~f>tfie present and aH else was tlie future. 

Tliat grqu~ ~liicli Lora British c6a{rs ~}.t~~dI.itI deep~stz~s~fctq~.a.~dtnirat!on to you· for fieroically volunteering 
for t6iSJ}lre1!1elY dangerous expedHion)KtOJinte ... •Kno1£>heforeyou BO (bat, wftetlier you succeed O(;fqil, you fiave. 
tlieir. grqtftude .. and love. · · · · · · 

And, if+-no, wlien-you succeed, you will return to tlie present as ttmiglit liave and sliould liave 6een. Tliose in , 
tliis smqll group can guarantee from tlieir very souls tliat tliey will never for get your great deed. But you sfiould he · 
aware tfiatpy 'lfie very natwe of your success, tliat future generations prospering in tfie sunlit glory <!f tlie universe 
as you fiave tyade, are apt to forget. Your sqtisfaction must he self-sufficient. -

······-·-- . . , 

If you ~.~dentand all tfiis .~nd are stHLUJiUing to venture fortli,t~~flpn.ow witfi tlieir a6undanfwdl wislies and. 
the knowle~fe .~fiat tlieir .~f~ouglits..~Hlit1 ~if.~···.uou ceaselessly ij~til.UQ¥r return. 
Farewell. May .. the force }df gooq s~rrou~q yo~ .. tfiougfiout youritrek:;. . 

- -.-. ----tr:-> ,::.., ·:::_::::!,:/I{j?:(1 

WlfYARE YOU DOlriDTltIS? 

· - Wliatkind of ~venturer are you any;iy,Jliat>_you're still sitl ,-·.· re reading tliis legend insteqd of entering 
Ultima II? ·· · ·· , · · , · 
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