





ULTIMA I1
REVENGE OF THE ENCHANTRESS
When the archevil Mondain was finally overcome by a gallant
knight (was it you?), rumors abounded. The most fearful one was
that, at the time of his demise, Mondain had been training an
apprentice, a protegee with amazingly powerful, natural
magical abilities. The rumor was squelched when colleagues of
his conqueror entered his castle and found no sign of anyone.

Eagerly the people threw off their cloaks of fear. The world was
beautiful again, and life was to be savored.

So it was for several years, long enough for a child to grow to
adulthood. They were exciting years, for the strange appearance
of the time doors opened a great era of new learning, a
renaissance of timelessness. Creativity burst forth and new
works proliferated. No one wanted to notice when the disease
began again.

But so it did. First there was the single lost orc a farmer
stumbled upon. Where did it come from? Scientists knew in their
secret hearts that the orc was the work of a sorcerer, and had
that sorcerer been a benevolent one who had created the orc by
accident he would have come forward. But they didn’t want to
believe it, so they put it aside.

More and more, the evils of darkness began to shower the earth.
By the time the people acknowledged it, the evil was too
powerful, too widespread to be overcome directly. Already, the
perpetrator was stronger and more wretched than any previous
prince of darkness and had grown too proud to keep silent.

Thus was the name of Minax, ‘‘enchantress of evil,”’” published
the world over. She was a master of moving objects spiritually
from the age of three and proudly apprenticed to Mondain at age
11; she had acceded to many times his power. The world she
created made Mondain’s reign look prosperous and carefree.



Minax was not content just to cause nusery and pain. She
preferred to sow seeds of evil in the good, setting good against
good leaving no person untouched. Destruction abounded and
guilt and self-hatred washed over the Earth.

The climax was the devastation of 2111, Minax’s greatest
triumph, when ancient civilizations born of love and beauty,
wisdom and reason, turned on one another in hatred and
destroyed most of the very Earth that had nurtured them.

If it were not for the time doors, we would not be here now. Only
the ability to move in time enabled any living thing to survive.

Since that awful day, survivors have devoted themselves to
grasping the meaning of the event and to rethinking the concept
of time and its dimensions. It has been hypothesized that a single
traveler, strong and well equipped with the right charms, could
travel the time corridors to ultimately defeat Minax, thereby
reversing the destruction she has wrought.

The SIERRA branch of the Committee for Universal Preservation
extends its deepest respect and admiration to you for heroically
volunteering for this extremely dangerous expedition into time.
Know before you go that, whether you succeed or fail, you have
their gratitude and respect.

And if -- no, when -- you succeed, you will return to the present
as it might have and should have been. Those in this small group
assure you that they will never forget your great deed. But you
should be aware that by the very nature of your success, future
generations prospering in the sunlit glory of the universe are apt
1o forget. Your satisfaction must be sufficient in itself.

If you understand all this and are still willing to venture forth,
then go now with their abundant good wishes and the knowledge
that their thoughts will be with you ceaselessly until your return.

Farewell, and may the force of good surround you throughout
your trek.



ULTIMA 11 WELCOME

In this handbook you will find instructions for survival in the
Ultima Il universe, as well as the tale of its beginnings. Read this
to unearth the many clues that can help you conquer the evil
enchantress.

PLAYER DISKS - BEFORE YOU BEGIN
The Ultima II disk contains the prototype seed from which
adventurers are grown. BEFORE YOU DO ANYTHING ELSE,
CLONE A PLAYER DISK. You will need one player disk for
every adventurer you wish to create. You will still need the
original Ultima II disk to load the program.

CLONING A PLAYER DISK - ATARI ST

1. Turn on your Atari ST system, and load the operating system.

2. When the desktop appears, insert the Ultima II Program
Master disk (source disk), and double click on the file drawer
to open it (on 2 drive system use drive B).

3. Double click on ‘‘COPYDISK.PRG,’’ and follow the
prompts using a blank disk (destznatton disk) to make a
Player disk.

4. When your copy is complete, remove the disk and affix one of
the supplied Player disk labels. Then reinsert the disk and
skip to step 3 in getting started.

CLONING A PLAYER DISK - Macintosh

1. Turn on your Macintosh, and insert the system disk.

2. If you have a disk that is already initialized on the
Macintosh, go to step three. Otherwise, when the desktop
appears, eject the system disk and insert the blank disk that
will be your player disk. Choose the ‘‘Initialize’’ button to
initialize the disk. Name the disk ‘‘Player disk’’ and press
Return.

3. Eject the disk, and insert the Ultima Il Program Master disk.
Use the mouse to drag the Ultima Il icon on top of the Player
Disk icon, and release the button.



Carefully read the next screen prompt [0 ensure that you are
copying your Ultima Il Program Master disk ONTO the
Player disk, not vice versa. Follow the disk swap messages
until every file has been copied onto your Player disk.
When your copy is complete, eject the disk and turn the
Macintosh off. Affix one of the supplied Player disk labels.
To begin playing, turn the Macintosh back on and insert the
Player disk. Follow the prompts to load Ultima 1.

GETTING STARTED - ATARI ST
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Turn on your Atari ST system, and load the operating system.
When the desktop appears, insert the Ultima I Player disk (a
copy, NOT the Master disk), and double click on the file
drawer to open it.

Double click twice on ““ULTIMA.PRG.’ Follow the prompts
when asked to insert the Ultima Il Program Master disk, then
to reinsert the Player disk.

If you haven't yet created a player, follow the guidelines set
down in the Ultima II storybook. Use the BACKSPACE or
ESC key to move to the front of each field and the mouse or
TAB key to move between fields.

Farewell and good luck!

GETTING STARTED - Macintosh

1.

2.

3

Turn on your Macintosh, and insert the Ultima II Player disk
(a copy, NOT the Master disk).

Follow the prompts when asked to insert the Ultima II
Program Master disk, then to reinsert the Player disk.

If you haven't yet created a player, follow the guidelines set
down in the Ultima II storybook. Use the TAB key to move
between fields.

Farewell and good luck!



CREATE A CHARACTER

The first time you load an Ultima Il player disk, you will see the
player creation menu.

Type in a name for your character. You then have 90 points to
distribute across six attributes. You must distribute them all to
continue. These six attributes will affect your character as you
play the game.

THE ATTRIBUTES

STRENGTH determines the damage you can inflict on a foe in a
fight. Naturally, each foe’s attributes will also influence the
relative success of your attack.

AGILITY influences your skill at wielding a weapon; you’ll need
a considerable amount of agility to handle some weapons. High
agility also increases your success at stealing (should you decide
to turn to crime for survival).

STAMINA reflects your ability to defend against attack. Armour
adds to your stamina, but you'’ll need a lot more than stamina to
defend against extremely strong monsters.

CHARISMA governs your success in bargaining with merchants.
Prices are generally lower when you are fun to have around.
WISDOM is required to cast spells successfully.
INTELLIGENCE increases your bargaining skill and your spell
casting ability.

Your race, profession and sex will also have an impact on the
attributes of your character. Use the mouse to move the pointer
and check the boxes of your choice.

RACE
Human +5 Intelligence Elf +5 Agility
Dwarf +5 Strength Hobbit +5 Wisdom
PROFESSION
Fighter +10 Strength Cleric +10 Wisdom

Wizard +10 Intelligence Thief +10 Agility



