


PLAYING ULTIMA:
GETTING STARTED — RUNNING THE COPY PROGRAM
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) Gensrating the character: You have 90 polnts 1o distribute betyrees

the 8 attributes. You must allot at least 10 points to each attribute. .,.?1
ne more thap 20, The uses of cach attribute arc shown op the “PRE!
(Player Refsrence Card), £ach character s Initially given 100 hit points,
99 daye of food, 2 daggers and leather armour. Choosing a race and type
18 very Important. The significance of each fn shown on the “PRE". o

pame your character assumes must start with a letter of the alphabet
and be po more thap L5 characters In length. When you have finlshed and
your characterization Is satlafactery the program will write the Informa.
Uon on the sereen to your personalized Player disk.

5 Acknowledge disk swap (If single-drive ystem). SELECT THE NUM.
BER “2" REY T0 ENTER THE WORLD OF ULTIMA.

A this polnt the player should read the rest
of this playbook and study the command syn-
tax and symhol legends on the Playsr Ref-
erepec Card (PRC) enclosed. Place the PRC
next to the Apple I for use Ip play.

MONSTERS

Many monaters and evil folk Infest Ultima: Thieves, glant Octopl,
Neeromaneers, Skeletons, Bats, Glant Splders, and Dacmons - to name
only a few. Many of these creatures are maglcal Ip nature andior have:
speclal abilitles. As you play, you will learp which monsiers are
stronger than others and how to best deal with each.

WEAPONS

Weapons, which can be bought In the towns, will be listed In fo-
creasing attack airength. This arder cap be chialned during play by ref-
crenelng the player's statistics (the “Z" command key). As the game
continues, the compuier keeps track of time and slowly Increanes the
(echnalogy of the world, allowlng you to buy better and stronger wea-
pons. These weapons Include long distance weapons - bow and arrow,
for Instance, and hand to hand weapons such as a awor

To attack with a weapon, you must first “Ready” It (see “R” com-
mand on PRC - Player Reference Cardl, When you type ap “R” command
you are asked “which?” you want to rea Weapon, Alrmour, or
Sipell. Upon anawering, you are prompted by your choles followed by a
question mark (1 pell?). For Weapon you must specify with the first
TWO lettera of the name of your chosen weapon. For Armour or Spells &
ONE letter responac |dentifics your chofcs.

Amulats, wands, and staffs arc magieal lems which are not direetly
used In attacks. While In your hand, these ehjects Increase spell-casting
ability. Spell-casting effectiveness It greatest with the stalf, followed by
wands, (hen amulets.

One weapon that ne:
magleal sword,

s explaiping 18 & “trisngle” 1t 18 & very




OUTPOOR MOVEMENT
g 1 &g, 2)

ment outdoors La accomplished with the dirsctlon
“g “RETURN,” and *". Theac keys msan west, sasi, norih,
and south, respeetively, The World eonalate of over 30,000 game-travel
days with the wurfacc copmisting of oceans, gramslands, forests,
mountaln ranges, towns, castlen, landmarks, agd dungeons.

You may eliher fight monaters or run away from them. For beglnning
playera, (whose characters’ aitribuies are ai relatively low levels) It
bt be advinable to run from such creatures as the wandering warlock,
‘Each town, cantle, and dungeon has 1ts own unlqus tralta; you will
be wis (o discover these differences and use them to your
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FIGURE 4 — a castle

TOWN AND CASTLE MOVEMENT
(f1g. 3 & fig. &)

Town and castle movements are aceomplished In the same manper
as outdoors. They are used for repleniahing supplics, gathering Informa-
tlon and ratsing player attributes. There Is much mare to the towns and
castles than maets the eye, o experiment with all your optlons.

Combat Iy the towns and casiles differs from that Iy other arcas.
Alter striking the “A" key, (meaning “attack’), one must sirlke a direc-
o key, (as In movement, to determine the direction of your attack.




FIGURE.5 — dungeon view of corrldors, doors, and trapdaor
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FIGURF 8 ~ dungeon vlew of ladder, coffin, and Junetlon of corridors.

PUNGEON MOVEMENT
(fig. 5 & g, 8)

Pungeon movement s accomplished by the same direetion keyn
on the wurface, bub this e they mean turn left, turn right, go forwe
and s around, respestively. Dunieons are aown In mathemoticaly

jrermined perapective. There are 25 different types of subsurface
monwiers. Dilferent monater typen, with Incrensing strength, are found
s you go deeper Into the dungeons. Traps and gold Inerase Iy
frequancy wiil depth as does the number of foree felda and eoffins,

SPACE MOVEMENT

I wpace, the ¥ <—", *—5", “RETURN," and “[" keys maneuver
your npace vehlele. They control rotate left, rotate right, thruat and retro
{reverne thrust), renpectlvely. In the front vlew mode ihey mean turp left,
turn rlght, eltmb, dive, and (he space bar centers the sifck.

Space I divided Into 84 nectors on a 8 x 8 grid. While In the top view
made, you ace all withln your ector. You may obtaln a long-range sean
of the weetors with the “I" d. (See legend on the PRC
for meanlng of aymbola on long-range acan readout) Hyperspace Jumpn
your nhip from ane nector to the next, hawed upon your laxt direction of
travel In the top vlew mode.

focklng with starbases can he made at one of the upused docking
ports and should be made anly al alow speeds, on a direct courns Inio the
port opening. A docklng fee of 500 Gold Pleces Iy required for each dock-
Ingi; rememher to bring enough. Upon docking with o atarhase you will
be anked “Banc Command.” You should then type a direetion key lo fndl-
cate which vehlele you wish to use next.

Reentry taken place when your ship passes wiihln 15 sereen unlts of
Ultima, NOTE: Only a space shutele has hent hlelds. Any space vehcle
will Incinerate at n distance of 15 scraen unlis from o star.

Engaging combat Iy space requires the une of the “front-vlew” mode
achleved hy toggling the “V" command. You cannot changs hack (s “top-
vlew" mode until efther all enemy ships I your aeclor aré roulsd, or you
lenye the nector by “hyper-jumplng" Into (he next seelor.

Even when wtopped Iy the top-vlew mode, your ship may stlll have
some motlon Iy he third dimenalon, thus, the front visw mods may show
ome motlon. The kuyn 81 are apeeds for the front vlew mods, B belay
the nlowent with 1 the fantest. INPORTANT: Changlay from front view
Y109 Ylew at high apeeds will surely rewuli tn a fatal collisiont




SYSTEM REQUIREMENTS AND PROGRAM NOTES:

hispacige conaiysone Ul dsk with e Progam Dk
etie on one layer Master on the lipaide. Both will boot on
Don 12 or 19 machinge Dk require Applesstl in ROM. If a languogs
card In availabie, 1t will |ulmml|ully be loaded with Applenoft -0 nead
to et Dast i
it thore lesoll ROM or language card In the wyaiem, a
menage o thin lfe wht b dopled o s sereen mhen 1 program
divk In heoted.

1 an Applact e cecare durlyy Uk, o mstaags wil b
displayed and the user should b ESC. Mokt errora are fatal and will
caune the disk fo be i)

hould use the Qult (xave gams) command frequently (o
avold loslng data In case of renct or other problems, (e death of
charactera).

he Player Manter should be copled onto one o mors blank
diaks for use i playing the game. Never attempt to wrlte on the Player
Mante

r.

There 1 a demonatration on the Player Master disk that dis-
plays varloun vesne frm Ul n Uhe birn grahic weren, Hiting
SC durlng (hin deme will cause I io eqter the Player Copy Routine.

The Playar Lopy Routine will work with one of two ik umu.
On one drive syaiems, the disk I copled In three ‘panses,’ and the
will be promped when to lusert the Player Masier and blank Wit
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LOOK FOR THESE OTHER
CALIFORNIA PACIFIC TITLES
AT THIS COMPUTER STORE
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