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TO HEIR IS HUMAN

and Bob Kernaghan

Music by Margaret Lowe

KING'S QUEST III

Written and designed by Roberta Williams
Programmed by Al Lowe, Bob Heitman

Graphics by Doug MacNeill and Mark Crowe
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i Story by Annette Childs //--




long, long time ago, when magic
was the only science known to
man, there dwelt in the land of
7 Llewdor a wizard named

WIEY, Manannan. He was very learned
in all matters of the heavens and earth.

Of great age, Manannan presented a frail
appearance, as though his skin were made
of bleached and weathered parchment.
Manannan’s impression of fragility lasted
only until one looked into his coal-black
eyes, which burned with a strange fire.
This was, indeed, a powerful wizard.
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Ithough he was powerful, and
capable of conjuring up vast
% armies of spirit servants to
- sweep his hearth, prepare his
. meals, and other menial tasks

w1th whlch he would not soil his hands,

this solution to his everyday needs was not
satisfactory to him. For he liked his
solitude, and didn't want a lot of spirits
(who besides all else, are quite inquisitive
and mischievous) cluttering up his house,
Instead, he impressed a very young boy to
do his bidding, taking the lad when he was
only a year old, so he would have no
memories to tug at him in the years to
come.

Unfortunately for Manannan, boys grow up
and become adventuresome young men,
As his slave grew in stature and in
strength, Manannan was irritated to find
him poking around in areas of the house
where he didn’t belong. Or he would climb
down the narrow path leading to
Manannan’s mountaintop retreat to
explore the surrounding countryside. Even
punishment did not stop him for long.




il X, ne day, when his slave was 18
—Ih, years of age, the wizard found
', him practicing magic spells.
\™. This was the last straw!

“YOU!” Manannan screamed. “You have
read my books of spells and plundered my
supplies of powders and potions. You have
even ventured into Llewdor again, against
my expressed command, for nowhere else
could you have gathered some of these
ingredients!

“You think you will win your freedom with
these tricks?” the wizard sneered. “You
shall see your mistake! You have earned
only your own demise!” And with that,
Manannan raised his hands menacingly.

Suddenly the earth began to shake. And
his slave was no more. Only a small pile of
ashes remained where he had stood.

“Next time, I won't make the same
mistake,” Manannan snarled. “I'll never let
any of my slaves reach manhood. I'll have
no more accidents.”

nd so the years passed.
Manannan went out and found
* another small boy to be his
= slave. He stole him from a

himself. Manannan was more careful with
this child, and watched him closely. The
wizard punished the boy severely when he
caught him away from the house. And he
made sure the boy didn’t get his hands on
even any ordinary items that might be
transformed into magic charms or
potions. On the whole, Manannan didn’t
have much trouble with him, but still, on
the lad’s 18th birthday, the wizard zapped
him out of existence.

“It’s a nuisance, having to train a slave all
over again,” he mumbled complainingly.
“But it's better than having trouble like
the last time.”

And so he went on, every 17 years
kidnapping a small boy from his loving
parents, then slaying him on the 18th
anniversary of his birth. (Occasionally the
cycle was shortened slightly, when he
unfortunately chose a precocious child
that learned too much before his 18th
year.)

And time went on...
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TIPS FOR THE BEGINNING ADVENTURER

If you haven’t played one of Sierra's 3-D animated adventure games before,
here are a few suggestions to help you get started.

LOOK everywhere. When you go somewhere you haven’t been before, the

first thing to do is look around. You should get a description of the general |
area. Often there is a clue to the game or an indication that something in the

scene bears further investigation,

EXPLORE cach area of the game very carefully. Search the wizard’s
domain, both inside and out — even (or perhaps especially) those places he
doesn’t want you poking around in. Venture out to mix and mingle with the
inhabitants of the surrounding countryside of Llewdor.

DRAW A MAP that includes each place you visit, objects found, dangerous
areas, any and every landmark you see along the way. Try not to miss any
area, or you may miss an important clue or item necessary to the completion
of your quest. And don’t think that because you’ve been somewhere once, it

‘will be the same the next time. The population of Llewdor (and other
countries you might visit) can move around as well as you (some better).

Here’s an example of a map you might draw:

In addition to constructing your own map, you may also find a certain magic
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map hidden in the wizard’s house. It's up to you to unlock its special powers. /

Keep your ears open -- TALK to just about everyone you meet, but use
discretion! Some characters will be friendly and helpful. They will give you
valuable information and advice. Others will try to trick you, so be ready to
run and hide. If that doesn’t work, you may have to find some other way of
outwitting them.

PICK UP anything that isn’t nailed down. You'll come across many objects
that have a use somewhere else in the game. Your inventory is listed on the
*'status’’ screen (accessed with the TAB Key).

USE the items you pick up to solve large and small problems in the game.
Some problems have obvious solutions. If you need to dig a hole, use a
shovel. Other problems require more imagination to solve,

BE CAREFUL. The way you must travel is long and dangerous. Be sure to
remain alert at all times -- disaster may strike in the most unlikely of places,

SAVE YOUR GAME often. That way, if misfortune should strike along the
way, you won’t have lo start over from the beginning (see your reference card
for instructions on saving your game).

DON’T GET DISCOURAGED. If you come to an obstacle that seems
insurmountable, don’t despair. Explore the game some more, then come back
later and try again. If you're stuck, you might try backtracking to an earlier
point in the game -- you might have forgotten to do something vital. Or you
can buy a King’s Quest IIT hint book using the enclosed order form.

¥

Be brave. be resourceful. be true.




UNDERSTANDING THE LANGUAGE OF CREATURES
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FLYING LIKE AN EAGLE OR A FLY
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You now have a potion which will allow you to cast the transformation spell.
To cast the spell any time later:

Dip the eagle feather in the essence (if you want o become an eagle).

or

Dip the fly wings in the essence (if you want to become a fly).

You will turn into an edgle or a fly. If you do not transform back into
yourself, the spell will wear off after some time has passed. You can use this
spell until your rose petal/saffron potion is gone.

To return to your own form before the spell wears off, recite this verse:
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‘TELEPORTATION AT RANDOM CAUSING A DEEP SLEEP
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You now own a charm which will allow you to cast the randem teleportation To bnng a seporific see

spell. To east the spell, rub the stone, Tt will instantly wisk you away from ' T e Yhe rmagic wan

where you are. Remain alert. however — even though you can use the spell to A Pttt 5&%" oenuder im fire )“”““’G’ c JW .safeée?pr/af,)
run away from danger. nothing guarantees that you will not arrive in a more

precarious situation than the one you left. The power of the charm remaings You have now mixed a powder [or casting a sleep spell over whoever is
tor as/long as you retain the stone. nearby. To cast the spell, pour the sleep powder on the ground (or floor) in &

dank, dark place. Then recite:

Slumber. henceforth!
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TRANSFORMING ANOTHER INTO A CAT
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You have just created a cookie that, when eaten, will turn the victim into a
cit, Forever!
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BREWING A STORM
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You have mixed a potion that you can use to brew a storm. To activate the

. spell, stir the storm brew with your finger and recite;

Brew of storms,
Churn it up!

Outdoors. a rainstorm complete with thunder and lightning will occur. Tt will

last for some time, but will eventually rain itself out. If you wish it to subside

earlier, recite: .
Brew of storms,
Clear it up!

LEXXIV




BECOMING INVISIBLE
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You now have g magic ointment that will allow you to turn invisible (but
beware; the ointment only works in a place where there is both fire and mist).
To cast the invisibility spell, rub the ointment on your body. You will be
invisible for a short while. You have enough for one applicition.
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OTHER 3-D ANIMATED ADVENTURE GAMES BY SIERRA

KING'S QUEST
by Roberta Williams

The first-ever 3-D animated adventure game, and a bestseller. Join Sir

Graham as he strives to save the kingdom of Daventry and win a crown
through glorious deeds.

KING’S QUEST 1I: ROMANCING THE THRONE

by Roberta Williams

The long-awaited sequel, and another bestseller. Join King Graham on his
quest to rescue a beautiful maiden imprisoned in a faraway land.

SPACE QUEST - CHAPTER ONE: THE SARIEN ENCOUNTER

by Scott Murphy and Mark Crowe

The first-ever sci-fi adventure in 3-D animation! Become space-age
swashbuckler Roger Wilco, and plan and carry out a campaign to defeat the

evil Sariens in their scheme to conquer the galaxy.

THE BLACK CAULDRON
by Al Lowe. Roberta Williams and the

‘Walt Disney Personal Computer Software Staff

Based on the classic children’s books by Lloyd Alexander, and the feature

film by Walt Disney Productions. A bestseller, designed specifically for

beginning or younger adventurers. Join the boy Taran in his efforts to defeat
the evil Horned King and free Prydain from his reign of terror.
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Customer Support

For the support for all your games bought through GOG.com,
please visit our Support page at http://www.gog.com/support.

If you're logged in, go directly to "Support” page,

where you can see a list of all your Good Old Games,

otherwise you can find the game you're looking for through the smart search.
Choose the game that you have problem with,

and see whether the solution isn't already posted.

If not, go to the "Contact us" page,

select "Technical issues with games"

and hit "Continue" to send us a message describing your problem.

Fill all the required fields with proper data -

please enter as much details as you can,

this will help us solve your problem faster.

All your messages and our replies will appear on your "My Account" page.

SOFTWARE LICENSE AGREEMENT

IMPORTANT - READ CAREFULLY: USE OF THIS PROGRAM IS SUBJECT TO THE
SOFTWARE LICENSE TERMS SET FORTH BELOW. "PROGRAM" INCLUDES ALL
SOFTWARE INCLUDED WITH THIS AGREEMENT, THE ASSOCIATED MEDIA, ANY PRINTED
MATERIALS, AND ANY ONLINE OR ELECTRONIC DOCUMENTATION, AND ANY AND ALL
COPIES OF SUCH SOFTWARE AND MATERIALS. BY OPENING THIS PACKAGE,
INSTALLING, AND/OR USING THE PROGRAM AND ANY SOFTWARE PROGRAMS
INCLUDED WITHIN OR, IF YOU ARE DOWNLOADING THIS PROGRAM FROM AN
AUTHORIZED ACTIVISION ONLINE RESELLER, BY DOWNLOADING, INSTALLING AND/OR
USING THIS PROGRAM, YOU ACCEPT THE TERMS OF THIS LICENSE WITH ACTIVISION
PUBLISHING, INC. AND ITS AFFILIATES ("ACTIVISION").

LIMITED USE LICENSE. Subject to the conditions described below, Activision grants you the
non-exclusive, non-transferable, limited right and license to install and use one copy of this
Program solely and exclusively for your personal use. All rights not specifically granted under this
Agreement are reserved by Activision and, as applicable, Activision’s licensors. This Program is
licensed, not sold, for your use. Your license confers no title or ownership in this Program and
should not be construed as a sale of any rights in this Program. This Software License
Agreement shall also apply to any patches or updates you may obtain for the Program.

LICENSE CONDITIONS.

You shall not:

- Exploit this Program or any of its parts commercially, including but not limited to use at a cyber
cafe, computer gaming center or any other location-based site. Activision may offer a separate
Site License Agreement to permit you to make this Program available for commercial use; see
the contact information below.

- Use this Program, or permit use of this Program, on more than one computer, computer
terminal, or workstation at the same time.

- Make copies of this Program or any part thereof, or make copies of the materials accompanying
this Program.

- Copy this Program onto a hard drive or other storage device except as specifically permitted
herein; you must run this Program from the included CD-ROM or DVD-ROM (although this
Program itself may automatically copy a portion of this Program onto your hard drive during
installation in order to run more efficiently)unless you are downloading this Program from an
authorized Activision online reseller.



- Use the program, or permit use of this Program, in a network, multi-user arrangement or remote
access arrangement, including any online use, except as otherwise explicitly provided by this
Program.

- Sell, rent, lease, license, distribute or otherwise transfer this Program, or any copies of this
Program, without the express prior written consent of Activision.

- Reverse engineer, derive source code, modify, decompile, disassemble, or create derivative
works of this Program, in whole or in part.

- Hack or modify (or attempt to modify or hack) the Program, or create, develop, modify,
distribute or use any software programs, in order to gain (or allow others to gain) advantage of
this Program in an on-line multiplayer game settings including but not limited to local area
network or any other network play or on the internet.

- Remove, disable or circumvent any proprietary notices or labels contained on or within the
Program.

- Export or re-export this Program or any copy or adaptation in violation of any applicable laws or
regulations of the United States government.

PERMITTED INSTALLATION. If you are downloading this Program from an authorized Activision
online reseller, you may install this Program onto your computer hard drive.

OWNERSHIP. All title, ownership rights and intellectual property rights in and to this Program
(including but not limited to any patches and updates) and any and all copies thereof (including
but not limited to any titles, computer code, themes, objects, characters, character names,
stories, dialog, catch phrases, locations, concepts, artwork, animation, sounds, musical
compositions, audio-visual effects, methods of operation, moral rights, any related
documentation, and "applets" incorporated into this Program) are owned by Activision, affiliates of
Activision or Activision’s licensors. This Program is protected by the copyright laws of the United
States, international copyright treaties and conventions and other laws. This Program contains
certain licensed materials and Activision’s licensors may protect their rights in the event of any
violation of this Agreement.

PROGRAM UTILITIES. This Program may contain certain design, programming and processing
utilities, tools, assets and other resources ("Program Ultilities™) for use with this Program that allow
you to create customized new game levels and other related game materials for personal use in
connection with the Program ("New Game Materials"). The use of any Program Utilities is subject
to the following additional license restrictions:

- You agree that, as a condition to your using the Program Utilities, you will not use or allow third
parties to use the Program Utilities and the New Game Materials created by you for any
commercial purposes, including but not limited to selling, renting, leasing, licensing, distributing,
or otherwise transferring the ownership of such New Game Materials, whether on a stand alone
basis or packaged in combination with the New Game Materials created by others, through any
and all distribution channels, including, without limitation, retail sales and on-line electronic
distribution. You agree not to solicit, initiate or encourage any proposal or offer from any person
or entity to create any New Game Materials for commercial distribution. You agree to promptly
inform Activision in writing of any instances of your receipt of any such proposal or offer.

- If you decide to make available the use of the New Game Materials created by you to other
gamers, you agree to do so solely without charge.

- New Game Materials shall not contain modifications to any COM, EXE or DLL files or to any
other executable Product files.

- New Game Materials may be created only if such New Game Materials can be used exclusively
in combination with the retail version of the Program. New Game Materials may not be
designed to be used as a stand-alone product.

- New Game Materials must not contain any illegal, obscene or defamatory materials, materials
that infringe rights of privacy and publicity of third parties or (without appropriate irrevocable
licenses granted specifically for that purpose) any trademarks, copyright-protected works or
other properties of third parties.



LIMITED WARRANTY: Excepting patches, updates and any downloaded content, and this
Program if you are downloading it from an authorized Activision online reseller, Activision
warrants to the original consumer purchaser of this Program that the recording medium on which
the Program is recorded will be free from defects in material and workmanship for 90 days from
the date of purchase. If the recording medium is found defective within 90 days of original
purchase, Activision agrees to replace, free of charge, any product discovered to be defective
within such period upon its receipt of the Product, postage paid, with proof of the date of
purchase, as long as the Program is still being manufactured by Activision. In the event that the
Program is no longer available, Activision retains the right to substitute a similar program of equal
or greater value. This warranty is limited to the recording medium containing the Program as
originally provided by Activision and is not applicable to normal wear and tear. This warranty shall
not be applicable and shall be void if the defect has arisen through abuse, mistreatment, or
neglect. Any implied warranties prescribed by statute are expressly limited to the 90-day period
described above.

EXCEPT AS SET FORTH ABOVE, THIS WARRANTY IS IN LIEU OF ALL OTHER
WARRANTIES, WHETHER ORAL OR WRITTEN, EXPRESS OR IMPLIED, INCLUDING ANY
WARRANTY OF MERCHANTABILITY, FITNESS FOR A PARTICULAR PURPOSE OR NON-
INFRINGEMENT, AND NO OTHER REPRESENTATIONS OR CLAIMS OF ANY KIND SHALL
BE BINDING ON OR OBLIGATE ACTIVISION. IN NO EVENT WILL ACTIVISION BE LIABLE
FOR SPECIAL, INCIDENTAL, OR CONSEQUENTIAL DAMAGE RESULTING FROM
POSSESSION, USE OR MALFUNCTION OF THIS PRODUCT, INCLUDING DAMAGE TO
PROPERTY AND, TO THE EXTENT PERMITTED BY LAW, DAMAGES FOR PERSONAL
INJURY, EVEN IF ACTIVISION HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH
DAMAGES. SOME STATES DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED
WARRANTY LASTS AND/OR THE EXCLUSION OR LIMITATION OF INCIDENTAL OR
CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATIONS AND/OR EXCLUSION OR
LIMITATION OF LIABILITY MAY NOT APPLY TO YOU. THIS WARRANTY GIVES YOU
SPECIFIC LEGAL RIGHTS, AND YOU MAY HAVE OTHER RIGHTS WHICH VARY FROM
STATE TO STATE.

If you download this Program from an authorized Activision online reseller, please refer to your
authorized Activision online reseller for warranty information and procedures.



LIMITATION ON DAMAGES: IN NO EVENT WILL ACTIVISION BE LIABLE FOR SPECIAL,
INCIDENTAL OR CONSEQUENTIAL DAMAGES RESULTING FROM POSSESSION, USE OR
MALFUNCTION OF THE PROGRAM, INCLUDING DAMAGES TO PROPERTY, LOSS OF
GOODWILL, COMPUTER FAILURE OR MALFUNCTION AND, TO THE EXTENT PERMITTED
BY LAW, DAMAGES FOR PERSONAL INJURIES, EVEN IF ACTIVISION HAS BEEN ADVISED
OF THE POSSIBILITY OF SUCH DAMAGES. ACTIVISION’S LIABILITY SHALL NOT EXCEED
THE ACTUAL PRICE PAID FOR THE LICENSE TO USE THIS PROGRAM. SOME
STATES/COUNTRIES DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED
WARRANTY LASTS AND/OR THE EXCLUSION OR LIMITATION OF INCIDENTAL OR
CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATIONS AND/OR EXCLUSION OR
LIMITATION OF LIABILITY MAY NOT APPLY TO YOU. THIS WARRANTY GIVES YOU
SPECIFIC LEGAL RIGHTS, AND YOU MAY HAVE OTHER RIGHTS WHICH VARY FROM
JURISDICTION TO JURISDICTION.

TERMINATION: Without prejudice to any other rights of Activision, this Agreement will terminate
automatically if you fail to comply with its terms and conditions. In such event, you must destroy
all copies of this Program and all of its component parts.

U.S. GOVERNMENT RESTRICTED RIGHTS: The Program and documentation have been
developed entirely at private expense and are provided as "Commercial Computer Software" or
"restricted computer software." Use, duplication or disclosure by the U.S. Government or a U.S.
Government subcontractor is subject to the restrictions set forth in subparagraph (c)(1)(ii) of the
Rights in Technical Data and Computer Software clauses in DFARS 252.227-7013 or as set forth
in subparagraph (c)(1) and (2) of the Commercial Computer Software Restricted Rights clauses
at FAR 52.227-19, as applicable. The Contractor/Manufacturer is Activision Publishing, Inc., 3100
Ocean Park Boulevard, Santa Monica, California 90405.

INJUNCTION: Because Activision would be irreparably damaged if the terms of this Agreement
were not specifically enforced, you agree that Activision shall be entitled, without bond, other
security or proof of damages, to appropriate equitable remedies with respect to breaches of this
Agreement, in addition to such other remedies as Activision may otherwise have under applicable
laws.

INDEMNITY: You agree to indemnify, defend and hold Activision, its partners, affiliates, licensors,
contractors, officers, directors, employees and agents harmless from all damages, losses and
expenses arising directly or indirectly from your acts and omissions to act in using the Product
pursuant to the terms of this Agreement.

MISCELLANEOUS: This Agreement represents the complete agreement concerning this license
between the parties and supersedes all prior agreements and representations between them. It
may be amended only by a writing executed by both parties. If any provision of this Agreement is
held to be unenforceable for any reason, such provision shall be reformed only to the extent
necessary to make it enforceable and the remaining provisions of this Agreement shall not be
affected. This Agreement shall be construed under California law as such law is applied to
agreements between California residents entered into and to be performed within California,
except as governed by federal law and you consent to the exclusive jurisdiction of the state and
federal courts in Los Angeles, California.





