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Introduction

I welcome you to King's Quest IIl: To Heir is Human!

King's Quest III is the continuing saga of the King Graham
family who reside in the Kingdom of Daventry, but it is not
necessary to have solved King ‘s Quest [ or King s Quest II to be
able to play or enjoy King's Quest III. This game is a bit more
challenging than its two predecessors, so sharpen your
adventurer’s skills and journey along with Gwydion as he
develops his resourcefulness, discovers his true self, and
eventually becomes a real hero!

It is impossible to finish this game without the use of magic, so
carefully study the magic spell formulas at the back of the King’s
Quest 111 booklet. Note the ingredients to gather and study the
procedures for preparing the magic spells. Make sure you have all
the ingredients and implements you need before endeavoring 1o
do this.

To play an adventure game is to enter a world of fantasy where
you are the main character. You will be Gwydion. You will guide
him. You will think for him. Unfortunately if you are not careful,
you will die with him. As Gwydion, throughout your gquest, you
will encounter obstacles and puzzles designed to thwart you,
Many times you may feel that all you need is a little hint in the
right direction to get going again. Other times a puzzle may have
you so confounded that you require the answer! Hopefully, if
you're stumped, this hint book will put you back on track again.

How to use a hint book

When you get stumped, look through the hint book for the
question that is closest to your problem. Read the first box by
placing the red window card over the page. Hints progress from
mildly helpful to *‘ok-here’s-the-answer."" It’s best to read each
answer in sequence, unless a hint instructs you otherwise. It is
possible to complete the game without getting a maximum score;
meaning that there are some things you didn't see or do. At the
end of the book are alternatives you might try.

How NOT to use a hint book

I have not created this book with the intention that you should sit
down and read it through before playing the game. Rather, the
opposite is true. I would feel most proud to have you use this
book as little as possible. That would show great integrity and
perseverance on your part. If you must have help, read only those
hints pertaining to your particular problem. To be a bit sneaky,
though, I've included some fake hints to throw you off the path. If
you see a question regarding a white unicorn, don't necessarily
assume that a white unicorn even exists in this game!

If you've finished King's Quest III

If you've *'won’’ the game and your score was not the maximum
(210), I'm sure that we can entice you to play again to better your
score. If you did not receive the maximum score, there are things
you did not do or see. Start the game over from the beginning. Be
more observant. Try to *‘get’’ everything you can. In some
situations, try doing things differently than you did before.



I've included a section toward the end of this book called ** After
the End of the Game."" Do not read this section unless you feel
you've tried everything and cannot seem to obtain the maximum
score of 210. This section will tell you which items you might not
have gotten, things you might not have done, or alternate ways of
doing things. Again, do nor treat this section lightly. To see it too
soon could ruin the game for you.

If you have enjoyed this game, I'm sure that you will like our
other animated adventure games: King's Quest III's
predecessors-the original King s Quest and King's Quest I, The
Black Cauldron., Space Quest and coming soon, Police Quest.

Good luck on your adventure, and | sincerely hope you enjoy
King's Quest IlI.

Roberta Williams

|

General Questions

All I do 15 wander around! There must be more to an adventure
game than this?!
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“Look™ a lot. Perhaps you'll get a hint. Look for objects lying
around and take them with you. Every object you can **get’" has a
purpose, and is used for something.

Notice opportunities to explore the surrounding countryside of
Llewdor.

Read the magic spell formulas at the back of the King's Quest 111
booklet. They include a list of ingredients to find and gather.

Keep track of the wizard's coming and going. When he is
“‘gone,’" use this ume to explore as much and as far as you can.
When the wizard returns, notice how long he was gone. Try to
find the ingredients for the magic spell formulas.

On some computers, you can type *‘slow,’" “*normal,"" or *‘fast™’
to change speeds. (See the reference card for your computer.)
Scenes with lots of animation may run at *‘normal’’ speed even in
“fast’” mode.

Just type “*look” and the name of the item.



The Wizard’s House

How do I “*drop’” items? Characters you may encounter here:
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Am I the only one who keeps failing in my quest? I'm tired of b ig" 3 Va6 ; P
starting all over again from the beginning of the game. What am |
doing wrong?




You don’t. You're going to need everything you find. However,
in “‘using’’ some items, you can thus consume or consolidate
them.

Nothing. Everyone *‘fails’” a lot in adventure games. That's one
reason it's so satisfying to finally solve one. Your problem is: you
aren't ‘‘saving”’ your game as you progress. Adventure games
are designed to be saved periodically so you don’t have to start at
the beginning every time you make a mistake.

Look at your reference card for instructions on how to “'save’" a
game on your particular computer.

Once you know how to “*save’’ a game, save it a lor! Especially
right before you think something might happen to you, or you
want to try something risky, The more *‘saved games'" you have
(especially recent ones), the less you have to backtrack.

The same place Superman puts his street clothes when he flies!

He controls your character. He doesn't let you explore at will or
carry items that bother him (the *‘starred’’ items). Sometimes, he
gives you chores to do, may punish you, or even kill you! You
must do away with him to be able to solve the game.

This is Manannan’s pet cal. You may encounter him almost
anywhere in the house. Normally, he's no bother. He can be fatal
on certain stairs. If he gets in your way, just “*kick’” him. You
can catch him if you want to.

The chickens just strut around in their coop. You cannot take
them out of it. You can catch them if you want to. If you have the
magic dough in your ears you can “‘hear’’ them “‘talk’” to each
other. They may reveal interesting information to you.

This is an example of a fake question. I put it here to see if you'd
fall for it. And...you did!

Why are you reading this? 1 fold you that this was a phony
question!

In fact, there isn’t even a pair of magic shoes in this game.
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The wizard keeps killing me! What am I doing wrong?
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The wizard takes my possessions and kills me! Can [ hide them
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Are you sure that you're not confusing this game with The Wizard
of Oz?

This just shows that even lots of answers don't validate a fake
question,

You must promise to not go around reading all the answers like
this! Even a long answer like this one could well be a phony.
Even a seemingly logical question could be wrong. From now on,
you'll be better, won't you? Good!

You're obviously making him mad. Don’t do that anymore.

But, if you don't know why vou're making him mad, note what
he says when he kills you. He’s usually pretty specific about what
he doesn’t like.

You may be carrying items that bother him (the **starred’’ items),
or you may have been poking around in places you shouldn’t, or
you may have gotten too many punishments (6), or you may have
been caught in a place he doesn’t want you to be.

That's almost impossible, if you ask me, But, answer this: what
did he say when he punished you? He usually tells you what you
did wrong.

The wizard will punish you if you don’t do a chore, (within three
minutes), that he has asked you to do.

The wizard will punish you if he catches you wandering around
Llewdor.

(He will only punish you, in this case, if you are not carrying
“*starred’’ items. If you are, then he will kill you.)

Did you notice that sometimes the wizard leaves? Either he goes
on a journey, or he goes to bed.

.wrrsn the wizard announces to you that he is going on a journey,
or he is going to bed, use this time to thoroughly explore the

house or countryside and gather useful items. Make sure you
return before he does!

Yes, you can.

Oh, you want to know where? Well, when you were a kid, where
did vou hide things?

Think of a room that the wizard never enters. Hide your
possessions under something.

Hide your possessions under the bed in Gwydion's room.




I'm tired of the wizard giving me chores! Can 1 ever get away from the wizard for good?!
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Sometimes the wizard journeys, or sleeps. How do | know when
he'll leave? How do I know when he'll be back?
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The wizard has eaten all the food and he’s hungry again! Can I
find some food?
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The best way to avoid chores is to avoid the wizard.

After you've been playing this game awhile, you'll notice
patterns in the wizard's comings and goings.

There is a running clock at the top of your screen. Use it to time
the wizard's comings and goings.

When the wizard announces he's leaving, note the time on the
clock at the top of vour screen. When he returns, note the time.
How long was he *‘gone?’’ When he announces again that he is
leaving, look at the time. How long was he “*home?"’

The wizard is “*home’’ for 5 minutes (a bit longer if you had a
chore to do). He will be *‘gone’” for 25 minutes, giving you
plenty of time to explore. Keep track of the time on your running
clock.

There is one place, other than the wizard’s kitchen, that you can
find more food. But not much more!

You can find some food in the Three Bears® house.

You can obtain a bowl of porridge in the Three Bears' house, The
wizard will eat it. After that, there is no more!

Yes, there 15 a way.
You need to us¢ magic.

Look at the magic spells. Do you see one that could work? Try it.

Yes, there is a way. (Look at the prior question.)
Using magic, you need to turn the wizard into a cat.

You need to get the wizard to eat the *‘cat cookie.”" That will turn
him into a cat.

But first, you need to hide the **cat cookie™ in something that the
wizard will eat.

Crumble the *‘cat cookie' in the bowl of porridge. The wizard
will not notice it and will eat the porridge. He will turn into a cat,
forever!

The black cat has something that you can use.

If you can **catch'’ the cat, you can get some fur. You could use
it in a magic spell.




There is a cabinet in the wizard's study, but it's locked! Is there a
key somewhere?
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Move close to the cat and try to *‘catch” him. You may have to
try several times before you succeed. Get some fur for use in a

magic spell.

Try *‘kicking'® him...seriously! Don't worry; he's not a nice cat,

Yes, the chickens have a couple of uses.
The chickens have something that you can use,

If you can *‘catch”” a chicken, you can pluck a feather. You could
use it in a magic spell.

Move close to a chicken and try to **catch’” her. You may have to
try several times before you succeed. Pluck a feather for use in a
magic spell.

You can *“catch’’ a chicken and pluck a feather for use in a magic
spell. You can also “‘hear’’ the chickens *‘talk™ to each other and
reveal interesting information when you have the magic dough in
VOUr ears.

Right you are!

I bet you'd like to know where it is, wouldn’t you. Well, you
begin by going into the wizard's study...

In the wizard's study, notice the books? ““Look’” at the books.
You will discover something.

If you “‘look™ at the books in the wizard's study, you will

discover a metal lever behind one of them. Move the book, pull
on the lever and see what happens!

Obviously, a key exists.
The key can be found in the wizard's bedroom.
The key is on top of the closet in the wizard's bedroom.

Ha! I gotcha again! You just fell for another fake hint!
There is a broom in this game, but it 1sn't magic.

The broom in this game has a much more domestic purpose than
magical transportation.



I understand that there is a magic map in the wizard’s house, but 1
can’t find it!

I found the magic map! Problem is, it's full of empty squares.
What do 1 do with it?

[ know that I can perform magic, but am confused as to how to
begin.
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Well, you didn’t expect it to be right out in the open, did you?
The magic map can be found in the wizard's bedroom.
The magic map is in the closet, in the wizard’s bedroom.

The magic map is behind the clothes, in the closet, in the wizard's
bedroom.

There is nothing you can do with it right now, Travel with it for
awhile.

The magic map does not reveal rooms in the wizard's house. You
need to travel elsewhere for it to start working. It will show
places that you have already been to, not places that you have yet
to discover.

Once the magic map begins to reveal places you've been to (not
the wizard's house), you can use it to instantly transport yourself
to those areas. The map serves a dual purpose: it can keep track
of game mapping for you, and it also transports you around.
NOTE: the magic map only reveals the game region you're
currently in.

Begin by studying the magic spells at the back of your King's
Quest III booklet. Note the ingredients and implements you need
to gather. Study the directions for preparing the spell. During
your explorations, try to determine where best a spell could be
used. !

Make sure, before you begin preparing a magic spell formula,
that you have all the ingredients and implements you need for that
particular spell. It means death if you make a single mistake.

Study the magic spells carefully. Gather all the ingredients and
implements that you need. The magic spells can only be done in a
particular place; the wizard's laboratory. Be very cautious when
actually “‘preparing'’ the spells. A single mistake can mean
death!

The magic spells at the back of your King's Quest 111 booklet are
the only spells you can decipher from this old magic spell book.
Notice the roman numerals at the bottom of the pages...

The old magic spell book is numbered with roman numerals. You
will notice that the magic spells at the back of your King’s Quest
11 booklet are also numbered with roman numerals. To begin
preparing a magic spell: *‘turn to page I1,"" for example. Now,
you will be able to begin preparing that particular spell.




[ can’t seem to prepare the magic spells without dying! What am I
doing wrong?!

| keep falling off the path leading up (or down) the wizard's
mountain!

The Countryside of Llewdor

Characters you may encounter here:
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Before beginning to prepare any magic spells, make sure that you
have all the ingredients and implements you need.

Make sure that you perform the directions to the magic spells in
the correct order.

Type the directions to the magic spells in the correct order and
precisely.as you see them in the King's Quest Il booklet. Make
sure that you have all the ingredients and implements that you
require. Check for spelling errors before pressing ENTER.

Be more careful! Go slower.

Put yourself in **‘slow mode’" when traversing this path. Just type
“slow,”" and you will automatically slow down.

Hideous old hag with live snakes for hair. She's so repulsive that
you tumn instantly to stone if you look her direction. She lives in
the desert.

o B

The bandits appear randomly in the woods. If you're not careful,
you will be robbed of all your possessions. It is possible to find
your stolen possessions, however. Sometimes you can see the
bandits in the tavern of the town.

The oracle resides in the spider web covered cave. But first,
obviously, you need to find a way into the cave. The oracle will
tell you some interesting information and give you a useful item.

The Three Bears live in the woods. Sometimes they won't be
home and you can enter their house and find some useful items.
Be careful, though; Papa and Mama Bear can be surly when
crossed!

You'll encounter him, obviously, in the town's store. If you have
money, you can buy useful items from him.

You can meet the barmaid in the tavern of the town. If you have
money, you can buy drinks from her.

Eventually a ship comes to the seaside town. You can meet the
seamen in the tavern. If you have money, you can hitch a ride
across the ocean on their ship. Better hurry, though. They won't
wait forever!



I saw Medusa in the desert! She turned me to stone! How can |
deal with her?
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I entered the tavern and saw the bandits. Am I supposed to do
anything with them?

A couple of bandits stole my possessions! Can I ever get them
back?
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A big spider guards the entrance to the oracle’s cave. You need 1o
get rid of the spider to be able to enter the cave. If you're not
careful, you will become the spider’s dinner!

Sometimes you may notice an eagle flying across the sky. It may
drop something that you need. Watch carefully.

Throughout Llewdor, you may notice pairs of creatures. They
consist of lizards, birds, squirrels and fish, If you have the magic
dough in your ears, you will be able to “*hear’’ them “‘talk’ 1o
each other. They may reveal interesting information to you.

You need to turn her to stone!
Somehow, she needs to see herself.

You can use a mirror. If she sees herself, she will turn to stone.

You can find a mirror in the wizard's bedroom. If you “*show’’ it
to Medusa, she will turn to stone. Don’t look at her, though.

Yes, you can.
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Somewhere, your possessions are hidden. Look for any unusual
places where they could be.

The bandits have a hideout. It’s up a tree.

The bandits® hideout is located in the oak tree with the fallen
acorns.

Reach into the hole at the base of the oak tree, and you will pull
on a rope that is hidden inside. A rope ladder will come down.
Climb it to the bandits’ hideout.

The best way to avoid the bandits is to stay at the edge of the
screen for a quick getaway until you're sure they won't appear.

Later in the game, you can also use your magic stone to avoid
them.

There's not much that you can do with them in the tavern.

Wellll, wait. If you turn yourself into a fly and then fly into th_c
tavern, you can overhear them reveal the location of their
hideout.




I found the bandits’ hideout! Unfortunately, a bandit pushed me
off the porch to my death!
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Don't give up. Keep trying.
Sometimes the bandit sleeps.

If you're lucky, you can catch the bandit asleep in the hideout.
Better hurry, though. He might wake up!

The answer to this is **yes"" and “‘no."" **Yes,”" you should be
wary of the Three Bears, but “‘no,”" they won’t seriously harm
you. And, *‘yes,”" they can help you, but *'no,"" they don’t do it
willingly.

It's best to avoid the Three Bears. Wait until they are not home.,
Enter their house. You can find useful items there.

When the Three Bears are not home, enter their house. You can
obtain a bowl of porridge and a silver thimble.

The bandits possess money.
You need to find the bandits’ hideout.

You will find a coin purse with gold coins in the bandits’ hideout.

If you spent all your money in the tavern, then tough luck!

Don’t ask the storekeeper. He's no help.

“‘Look’" at the shelves in the store. That will tell you what you
can buy.

1'd be careful of them swabhbies if [ was you! Aye, they can help
va, bucko.

You need to travel across the ocean. They can help you there.
“Talk'" to the sailors.

If you **talk’” to the sailors, they'll ask for money in return for
passage on their ship. Give them money.

The bandits possess money.




How can [ enter the cave with the spider web? A big spider wants

(o eat me!

Ay *F

il

How?

As 1 walk the countryside of Llewdor I notice little animals. Can ]

talk to them? Can [ catch them?!
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You need to find the bandits® hideout.
You will find a coin purse in the bandits’ hideout.

If you spent all your money, then tough luck!

I'd be careful of him if I were you!

You will never get past him.

You have to find another way to board the ship. Go in the tavern.

You need magic here.
One of the magic spells can help you.
You need to turn into an eagle.

If you turn into an eagle, you can kill the spider.

You have to keep your eyes peeled for eagles.

Occasionally an eagle will fly across the picture.

When he does, sometimes he will drop a feather. You can retrieve
it.

The answer is “‘no’" to both questions.
However, you can ‘‘hear’’ pairs of animals *“‘talking™ to each

other if you have the magic dough in your ears. They may reveal
interesting information about you.

Are you sure you're not thinking of The Black Cauldron...?
Tricked you again! Yes, that's right, this is a fake question!

If you want to know how to use fairy dust, play The Black
Cauldron adventure game!

Don’t enter the desert maze. Only if you're extremely lucky can
you escape it.

No, there is nothing out there, and it does not ever end. Don’t go
there.




How can I get the mud from the stream?
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I see acorns on the ground below a large oak tree, but I can’t seem
to find any dried ones.

[ looked into the hole at the base of the large oak tree, but didn’t
see anything. Is there any significance to the hole?




The magic spell recipe calls for a **spoonful of mud.”” You need a
spoon.

You need a spoon to get the mud. You can find a spoon in the
kitchen of the wizard's house.

Well, Mama Bear likes to sew...
Where do you usually find dew?
You can find a thimble in the Three Bears’ house.

You can find dew in the flowers of Mama Bear’s flower garden.

Yes, it is possible to cross the ocean.
But, nor this way. You need to find another way.

Look for a ship.

e

Move around. Try to “‘get’’ acorns in different areas.

You can only find the right kind of acorns in one spot. Keep
moving around until you hit that spot.

Yes, indeedy, there 1s.
Try doing something else besides ‘‘looking’" into the hole.
“‘Reach” into the hole. You'll discover something!

There is a cactus that you can get.

In each desert room, “‘look’” at the cactus. In one place, you will
find an unusual cactus. You can get it.

Mistletoe grows on trees.




2. Various other pirates

Isn't there supposed to be a ship at the dock of the seaside town? 1
saw @ picture of it on the King's Quest III box.
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No matter where [ go the wizard seems to find me. Can I get
away from him by escaping on the ship?

The pirate captain keeps catching me in his quarters! I want to
explore it. Help!

The Ship

Characters you may encounter here:

1. Pirate captain
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The mistletoe is on a tree below the seaside town.

You're right. There is supposed to be a ship!
But, the ship will not come until later in the game.
You need to do something to trigger the ship to come.

The ship will not come until you've met the oracle.

No. That won't help.
The wizard will find you.

You need to get rid of the wizard first.

You can encounter the pirate captain only in his sleeping
quarters. Sometimes he's there, sometimes he’s not, and
sometimes he'll walk in and surprise you! He’s not very nice; it’s
best to avoid him.

You may run into other pirates on the ship. Be careful where you
go and be prepared for a quick getaway. If they catch you, you
may have to walk the plank!

You will notice a couple of mice in the cargo hold of the ship.
Hopefully you have the magic dough in your ears, for they’'ll give
you some very important information. *‘Listen’” to them.

Have you tried exploring every room on the ship? Be observant.
You might notice an obvious hiding place.

Your possessions are in the captain’s quarters,

Your possessions are hidden in the chest in the captain’s quarters.

Be patient. Keep trying.

The captain is not always in his quarters. Sometimes you can
enter it and he won't come. Save your game first!

See the rope ladder? See the big crate below it? If you could only
get on the big crate. ..



Can I ever get into the crow’s nest at the top of the mast?

I jumped off the ship and found myself in the middle of the ocean.
Eventually [ drowned. What did I do wrong?
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You need to find something to help you get onto the big crate
below the dangling rope ladder.

You can find a small box in the hold. Get it and set it next to the

large crate below the dangling rope ladder. Jump on the small
box, then jump on the large box. Then, jump to the ladder.

By avoiding them!

Seriously, that’s the answer. You need to avoid them whenever
possible. Make sure you have a couple of *‘saved games'” here,

Keep trying. Sometime he may not be there.

There are times when the pirate 15 not there, Then you can
explore that area. Save your game first!

If you do the right thing, then yes, you can explore the galley.

You can only explore the galley if you put the pirates to sleep with
the “'sleep’” spell.

You won't find anything of interest there, though.

No, never!

There's nothing of interest in there, anyway.

Go slower, my dear. Take your time.

Put yourself in “‘slow”” or *“*normal’’ mode to climb up or down
the rope ladder. Type in *‘slow’’ or *‘normal’’ and you will slow
down a little bit. Then, be very careful about getting on and off
the ladder.

The problem is, you jumped off in the middle of the ocean! You
need to be closer to land.

Don't jump off the ship until you get a clue that land may be near.
It's not wise to jump off the ship until you get a clue that land is

near. However, if you de, and you happen to have the magic
stone, then you can use it to *“poof”” yourself back onto the ship.

Gotcha again! Trick guestion!
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Small Beach and Mountain Range
Characters you may encounter here:

|. Pirate on the beach
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Believe me, you'd rather they made you mop the deck than what
they really do to you!

Yes. Eventually, it will come to land.

You will hear the pirates shout ‘‘Land ho."” That is one way to
know that you are near land. A little later, you will hear *‘drop
anchor.'” Then you know you are there.

If you have the magic map, another way 1o MORMIOr yOUr progress
is to periodically ‘‘look’* at it. You will see a tiny ship (which is

you), travelling across an ocean toward land. When that tiny shup
reaches the land, you are there!

One way is to jump off the ship from the lower deck.

Another way is to turn yourself into an eagle or a fly and fly off
the ship.

The best way is to put the pirates to sleep using your *'sleep”
spell and then jump off the ship.

No, you cannot catch them. But, they are important,

It is important that you *‘listen’" to them *‘talk."’

If you have the magic dough in your ears, then you can **hear”’
them ‘‘talk”” 1o each other. They will give you some very
important information.

When you “‘hear’” the mice ‘‘talking,'" via your magic dough,
you will learn of a buried treasure chest. The mice will tell you
where to find it. NOTE: if you do nor **hear’’ the mice tell you
this, then you cannot find the treasure chest.

If you escaped the ship without putting the pirates to sleep first
(using the magic sleep spell), then you will run into one of them
on the beach. The only thing you can do is avoid him,

You can’t do anything with the shark. He’s just a pest. I wouldn’t
go in the water, though, if T were you!

You will meet him in the snowy reaches of the mountains. He will
not be kind to you, to say the least! You need to figure out a way
to get past him,

What magic crab? Is there a magic crab?

That’s right. You did it again. You fell for another fake question!
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| have a shovel and find that I can *‘dig’" holes on the beach.
What am I digging for, and where is it?




There is no magic crab in this game! In fact, I've never even
heard of a magic crab!

I'm afraid not.
There's no way to get rid of the shark.

But, look on the bright side, there’s no reason to swim in the
ocean again!

It shouldn't be hard to figure out what you're digging for...buried
treasure!

If you had “‘listened"’ to the mice “‘talking’’ in the hold of the
ship, (via the magic ear dough), then you would have learned
where the treasure is buried.

The treasure is buried five paces to the east of the lone palm tree

on the small beach. Walk in ‘‘slow mode™ to be able to easily
count your steps. Then dig.

Nothing. Run!

Al this point there is nothing that you can do but try to avoid him.
If you had put the pirates to sleep on the ship using the magic

“*sleep’” spell, you would not encounter a pirate here. But now,
there’s nothing that you can do about it.

This is another place that you would want to go slower.

Put yourself in ‘‘slow mode’’ by typing in *‘slow.”" Now you will
2o slower along the path.

You need magic to accomplish this.

Look at the magic spells and see if any of them mught work to
help you past him.

You could try to “*poof’" past him using your magic stone.

Or, you could try to fly past him by turning yourself into an eagle
or a fly.

If you do not have a magic stone, and you used up all your magic
rose essence, then you have no way of getting past the snowman.
You're stuck!




I keep falling off the cliff with the caves! ['m at the foot of the mountains, by a cave entrance. Can I climb

Characters you may encounter here:

1. Gnome

back up the mountains?

The Kingdom of Daventry
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I've come all this way and now | can’t get into the castle; it's
locked!
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As with other tricky maneuvering places, you need (o put
vourself in **slow mode'" to climb down this cliff.

Put yourself in *‘slow mode'" by typing in *‘slow."” This will
slow you down. Now, carefilly climb down the cliff. Save your
game first!

This is our old friend, the gnome, from the original King 's Quesi
game. You will find him friendly. He will tell you what’s been
happening in Daventry, and what you have to do.

This is a very dangerous dragon. If you're not extremely careful
you will be torched to death! He holds your sister, Princess
Rosella, captive. You need to kill the dragon and rescue the girl.

She is really your long-lost sister. The dragon holds her captive.
You need to rescue her from the dragon by killing him.

You don’t meet them until the very end of the game. You have a
very happy reunion with your long-lost parents.

No. The mountains are too steep here.

Not any more.
It did in the original King's Quest.

But not in this game.

Talk 1o the gnome.

If you talk to the gnome, he will tell you what's been happening
around Daventry.

You need to do something first.
You need to rescue your sister, Princess Rosella, first.

You need to kill the dragon and rescue Princess Rosella first.



[ see the Princess tied to a stake, but I can’t get to her! The dragon
burns me to death!

Well, I figured out how to get around the dragon, but now I'm
stuck. How do I free the Princess without him noticing?

Okay, I've got the Princess and she’s following me. Now what?

The Magic Spells

1. Understanding the language of creature
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Problem is - the dragon sees you.
You have to sneak past the dragon.

Turn yourself invisible by using the invisibility ointment. If you
don't have it, then too bad!

Yes,

You can’t free the Princess without him noticing. You have to kill
him.

You have to use magic to kill the dragon.

One of the magic spells will kill the dragon.

If you create a storm here, lightning will kill the dragon.

If you don't have the storm brew, then I'm afraid you're out of

luck. Without it, you can’t kill the dragon and you can’t rescue
the Princess.

Now...go home! Go meet the folks! Congratulations!

Throughout this game you will encounter pairs of animals. If you
have prepared this magic spell, then you will be able to
understand their *‘talk."" They will tell you important information
about yourself and the game.

You will encounter instances where it would be handy to be an
eagle or a fly. It could be useful to avoid bad characters, or to
escape from somewhere. Hint - did you know that eagles hate
spiders? Beware - you only have enough magic essence for
transforming three tmes!

Or, as it's known around Sierra, the **poofing spell.”’ You can
use this spell to escape quickly from a bad situation. It might help
you get past the abominable snowman. NOTE: this spell will only
“*poof’’ you around the region you are currently in.

This spell will only work in one place, and it has to be a dank,
dark place. Hint - the cargo hold of the pirate ship is a dank, dark
place. When you perform this spell, you will put others around
you to sleep.
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5. Transforming another into a cat 5
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After the End of the Game
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CAUTION: Do not read this section until you have actually
solved the game and seen the very end. Reading this section too

soon will spoil the game for you if you have not completed it on
YOUr own.,

-

@
£
.
13
~
~

T e A
iR YL e
g 1-."b_l




To turn someone else into a cat, you need to get that individual 1o
eat your ‘‘cat cookie. " The only one who will do that in this game
is the wizard. But first, you need to hide it in some other kind of
food.

Be careful creating storms. It can be fatal if you do it in the wrong
place! If you try to create a storm inside, you will die. If you try
to create a storm on the ship, you will die. Anywhere ourside
should be okay. Use it to kill a formidable opponent.

This invisibility ointment only works in a place where there’s
both fire and mist. You only have enough for one application. If
you use it in a wrong place, you will waste it.

make all the magic spells?
take all the food from the kitchen?

find the magic map? (It's in the wizard’s bedroom, in the closet,
behind the clothes.)

overhear the bandits reveal the whereabouts of their hideout in the
tavern? (Be a fly in the tavern.)

fly into the hole at the bottom of the big oak tree as a fly?

find the shovel on the ship? (It's lying right next to the lifeboat.)
find the buried treasure? (First, you need to *‘hear’ the mice
“talk’” about it; second, you need to put the pirates to sleep with
the “*sleep spell;’" and third, you need to have the shovel.)
cscape the pirate ship by: turning yourself into an eagle or a fly,
jumping off the ship, or putting the pirates to sleep with the
“‘sleep spell?™’

get past the abominable snowman by: **poofing’’ past him using
the magic stone, or flying past him as an eagle or a fly?

look behind the tapestry in the wizard's hallway?
““talk’" to the black cat after the magic dough is in your ears?
lic down on Baby Bear’s bed?

sit in Baby Bear’s chair?
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Obtaining thebread ................. e TR S 1
ObtaintbE aBoWE .o il s i s Rl e R e e v l
Obtginmg the By wings. . . ... .. 0o b s s b v 1
Obtaining the mMirmor, .. ..ovoooienasososa AT R by e s 1
Pinding CIBDIREEIBN . v - iv v n s maisan opvmbin s s mmmiin on s 3
Obtaining the rose petal esSeNCe .. .. oo v v v evnrararsrmrnness 1
FPining the IRAZIC XOAD © .« c oo onisasiivontssssssusessiasns )
Findingthemagicwand . ......... ... cciiiidisiiarassn, 4
Discovering the lever in the wizard'sstudy . ............00000 5
& T T e e S S R 1
Preparing magic roseessencespell ...............000.a0, 10
Obtaining the porrldge . .. ....oiciediiiiirsnsisamnanas. 2
Obtaining themistletoe . .. ..........cciciapaas St Rl 1
Overhearing the bandits in tavermasafly ..................3

Fly inhole at bottomof oak treeasafly.................0 0.3
Pulling on the rope intheoaktree ............cov0vinveny.3
Finding the bandits' hideout . . PO b LR e L R .
Minding the COMTTIIEEE - & < o5 0o iinvasonraeaseinseteass
Buying the lard in the store . . b s
Buying the salt in the store . . .

4

1
Buying the pouch in the store . . ... P 1
Buying the fishoil inthestore ................. e (PR |
Obtainiagthedoghair .. ....... 0o vdiveisiivrann. .l
Obtaining the cat hair . i RIREL Bt cpnpile SRR P
Obtaining the mandrake root pm-.l:lu ...... LEL S aly e ot
Preparing the ““catcookie™' spell ......... ... oi... 10
Discovering hiding place under Gw:,fdmn EBEd .. e
Torning WizAnd G RCAL , . . .yve diinaindnasiona vaeneiuns 12

Obtaining the thimble .. L v s i s i e s by + 1

8 AR e BN SRR e R s S R e 1

T R R A R s I
Turning Medusalo StOne . ... ... iiliien i inhisvnsrarn e 5
Obtainingthecactusinthedesert . ... ..o ivunisnsnnny I
Oblaming the kBRI . . oo cara vt ey e i e 1
Obtainingaspoonful ofmud ............ ... viiiiiin, .. 1
Obtaining acupful of oceanwater ..............cc00vnuen. ]
Obtaining theeaglefeather . . ............. ... viiiinnnan 2
61 e PN R 4
Obtaining the AMbErSODE . ... .....ccirirasnranirisiasra 3
Obtaining the chicken fesber . ... .. ..o iiiiiiinsianiaih |
Obtaining the fishbonepowder .......................... 1
Obtaining the nightshade Juice . .. .......ccvvviiinnnninnss 1
Obtamning the toadstoolpowder . ............ .. .ccoioivnn. 1
Obtaining the toad SpIIE -+ .« oo oo vvivicar i ionivesreon 1
Preparing the magicdoughspell ........................ 10
Preparing the magicstonEspell ...........000viiiaiaeass 10
Preparing the sleeppowderspell ........................ 10
Preparing the stormbrewspell . ...................00ia. 10
Preparing the invisibility ointmentspell . . ................. 10
Givingthemoney lothepirates .............c.c000iaernases 3
Boardine the S L s et i a e e v e baes 2
Finding your wayoutofthehold ......................... 2
Finding your stolen possessionsontheship................. 3
Boso T Y L P 1
Escaping the pirateship ............. e e s 5
Finding the busied tréasure. . . .. .oociviiieneivesanussinis 7
Getting past the abominable snowman ., ................ ... 4
LA T e R e SR R e R S L 7
FEstUing the Prineass . < 250 N L L S =
Entering the castle atendofgame .........c..cc0vniveen. 4
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Chicken feather
Dog hair
Snakeskin
Powdered fish
bone

Thimble

Dew

Magic dough
pieces

Eagle tail feather
Fly wings
Saffron

Rose petal
Magic rose
essence

Salt

Mistletoe

Amber stone

Magic stone

On a chicken

On a dog

In desert on ground
In wizard's lab

In Three Bears' house

In Three Bears' garden

Product of 1st spell
In Llewdor on ground
In wizard's tower

In wizard's lab

In wizard's bedroom
Product of 2nd spell
In the store

In tree south of town
In oracle’s cave

Product of 3rd spell

Ingredient in Ist
spell

Ingredient in 1st
spell

Ingredient in 1st
spell

Ingredients in 1st
spell

To put dew in
Ingredient in Ist
spell

To **hear"’
animals talk
Ingredient in 2nd
spell

Ingredient in 2nd
spell

Ingredient in 2nd
spell

Ingredient in 2nd

spell

To **fly'" as eagle

or fly

Ingredient of 3rd
spell

Ingredient of 3rd
spell

Ingredient of 3rd
spell

To *‘poof™ from
danger

Nighishade juice
Acorms

Empty pouch
Sleep powder
Mandrake root
Cat hair

Fish oil

Cat cookie
Ocean water
Mud
Toadstool
Empty jar

Storm brew
Toad spittle

Lard
Knife

Cactus

In wizard's lab

Under oak tree/ground

In the store
Product of 4th spell
In wizard's lab

On a cat

In the store

Product of 5th spell
In the ocean

In the stream

In wizard's lab
Empty fish oil jar

Product of 6th spell
In wizard's lab

In the store
In wizard's kitchen

In desert by big rock

Ingredient of 4th

spell

Ingredient of 4th
spell

Ingredient of 4th
spell

To put others to
sleep

Ingredient of 5th
spell

Ingredient of 5th
spell

Ingredient of Sth
spell

To turn someone
into a cat
Ingredient of 6th
spell

Ingredient of 6th
spell

Ingredient of 6th
spell

Ingredient of 6th
spell

To create a storm
Ingredient of 7th
spell

Ingredient of Tth
spell

Cut cactus in Tth
spell

Ingredient in 7th
spell




Pirate Ship

Kasi

(Crow's
riest)
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Caplain's Crew's |

Caben Quariers
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Invisible
ointment
Magic wand

Brass key
Bowl

Spoon
Cup

Mirror
Coin purse

Bread

Fruit

Mutton

Bowl of porndge

Poisoned
porridge
Shovel

Treasure chest
Magic map

Product of Tth spell
Wizard's study/cabinet
Wizard's bedroom/closet
In wizard's kitchen

In wizard’s kitchen
In wizard's dining room

In wizard's bedroom
In bandits® hideout

In wizard's kitchen

In wizard’s kitchen

In wizard's kitchen

In Three Bears' house
Has cat cookie in it

By lifeboat on ship

On small beach/dig
Wizard's bedroom/closet

To um invisible
with

Need with magic
spells

To unlock cabmnet/
study

To mix spell
ingredients

To get mud with
To get ocean
water with

To kill Medusa
with

To buy things
with

To feed 10 wizard
To feed to wizard
To feed to wizard
To put cat cookie
in

To feed to wizard

To dig for
treasure

Bonus points

To map your way
and to instantly
transport you




| Countryside of Llewdor

Kingdom of Daventry
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To reveal the HIDDEN clues, place the red Adventure Window over the red
patterned areas in your hint book so that the dot shows through the hole.
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Get the
inside scoop

on all the newest
games and hottest
products pulled
from the creative
and often askew
minds at Sierra
On-Line.

Just return this card,

and we'll send you a free one-year subscription
to InterAction, our full-color magazine of
interactive entertainment (an $11.80 value).
You'll go behind the scenes to meet the game
designers, learn surprising game secrets, and
be clued into special sales.

What a deal! Knowledge! Power!

Virtually unlimited possibilities for increasing
your Sierra library! All for filling out this

one little card. Don’t miss out, or you'll be
eternally sorry, your life will not be as
complete, and your dog may disown you.

Plus, we'd feel really bad. '
Retfurn your card today:

R R

Warranty Registration Card
Plecse prit Date [/ [
S 1V W ) Y 0 8
1] G M A ) B I OO S0 0 T B
O O I A 8 7 O S TP R
City State  Zip
I 00 T R
Members of your household (Children if applicable)
I 5 0 T ) T
0 i A 0 2 N T R R A IR
I 5 D P 7 (] A O L6 B O B
Name of product purchased:

r W

UPC code of product purchased: 020626
{Found under bar code)
Where did you purchase this product? (Please check)

] Babbages [ Electronics Boutique O] Sears

] Best Buy [ Future Shop [ Sierra Direct
[0 Comp USA [ Micro Center [] Software Etc.
[ Computer City O Micro Warehouse [ Target

] Costco O Montgomery Ward O Toys R’ Us

] Egghead [ Sam’s Wholesale ] Walmart

[ Other:

What types of systems do you own? (Please check all that apply)

] IBM or compatible [] Macintosh (color) O 3DO

[ Super NES [ Sega Genesis (] Sega CD
O Other: __ iesain i L i

How many games do you purchase per year?
Do you own a CD-ROM drive? Y N
Do you own a modem? Y. 'N
Do you subscribe to an on-line service? Y N
Do you want your FREE InterAction? Y N



