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INTRODUCTION

Sheathe your sword, lay down your shield and read on. If you're here, you've
undoubtedly been playing CONQUESTS OF CAMELOT 1: King Arthur and the
Search for the Grail. And you have some questions.

If you've gone to all the trouble to buy a Hint Book, it could mean that you're
stuck at some point in the game and need some guidance (o get through a particular
puzzle or plot point. Or it could mean that you've finished the game and you want
to pick up on the details and game points that you may have missed. Either way,
this book is written to help you.

CONQUESTS OF CAMELOT was designed to challenge you on three levels:
skill, wisdom and soul. Your skill is tested by the various combat or arcade
sequences built into the game. This sometimes only requires good reflexes, but
just as often it requires that you think aboul your opponent’s tactics and what
strategy to employ against it.

Testing your wisdom is & major element of the game. This means gathenng
knowledge by observation and especially by asking about things and questioning
the other characters you meet. Then you must think about the knowledge you've
gained and put it 1o use where needed.

Soul refers to your spirtual purity and moral behavior. In every legend of a sacred
cup or grail, it judges the worth of the one who tries to possess it That worth is
based on courage, goodness, compassion, faithfulness and 50 on — the positive
qualities of humankind. Those are the qualities for which you will be rewarded
and your soul judged in this game.

One more suggestion: as you play the game, whether you are male or female, try
to think as King Arthur would think and 1o behave as though you really are in an
ancient land that is part history, pant legend. Your title as “king" doesn’t make you
an ahsolute ruler. You must eam the respect of your people and knights in order
to keep their respect, and lead by examples of virtue and valor. But remember that

your title means nothing in a foreign land where you are just a stranger, alone and -

in constant danger.

IF YOU HAVEN'T FINISHED THE GAME

To get the fullest playing pleasure from your game, only use the Hint Book when
you're really stuck. Don't skip ahead, reading all the hints ahead of where you're
going. That will ruin all the fun and challenge of being surprised and figuring
things out for yourself. | strongly urge you not to read the Points List or the
Walkthrough ahead of time, for that will really give away everything before you ve
had a chance to enjoy finding it for yourself.

Use the hints selectively. Find the location in which you're having a problem and
locate a question or comment that is the most like your problem. Even then, ['ve
tried 1o give you levels of hinis before giving an outright answer. Read only the
first hint or two and try 1o solve your problem with that extra tidbit before you
give up and read the final answer.

To read the hints, hold the red “Adventure Window™ beneath the question you
want answered. The question will disappear and the hint will appear in the area
below it. Every now and then, | may lead you astray with a fake hint, just to see
whether you're paying attention to the game or taking the easy way out by scanning
everything. Remember that perseverance, determination and ingenuity are
gualities of a good adventure game player.

Don't be afraid 10 save games, especially when you think you're coming up on a
problem that could be dangerous. Read your documentation book for instructions
on how 10 save games.

IF YOU HAVE FINISHED THE GAME

You now know at least one way of getting through the game, but of course there
are variations, sometimes more than one way of solving a puzzle, more points to
be gained, or maybe you just want to find all the goodies that game creators love
to sneak in.

For you, 1 recommend reading the section entitled AFTER THE END OF THE
GAME which is like a series of hints for things to try that you may have missed.
Try new things when you play the game (o see how it affects your points before
you finally look at the Points List. Use the Points List and the Walkthrough only
as a way of expanding additional game play, rather than using it 1o cheat and get
through the game the easy way.
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If for some reason you have a problem or question that still isn't found in this Hint INVENTORY OBJECTS

Book, ,_.,.:iu r.-,'fn glc'f even more help by ..,-;tEIHin_L‘_ _:‘:'-icrrﬂ'a ;J-PHJur automated hint Ii!'tl.' Although King Arthur has to get his armour, shield and sword, | consider them to
at900-370-KLUE (or 900-370-5113 for California residents). It costs 75 cents for be a part of him and are not treated as separate inventory objects. The Horse and
the Tirst minute, 50 cents for each additional minute and you must be over 18 or Mule (including pack) are treated as possessions and are not listed as inventory
nave a parent s penmission to call. i

objects.
It’s taken Peter Ledger and me over a year to produce this game, aided and abetted OBJECT WHERE FOUND HOW USED
by a talented team of programmers, artists, composer and other creative souls, We L e e '
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all hope you have a great time playing this game and that you will refuse 10 copy ' Sty . TER Lt - e
or let others make copies of the game disks or game books. Piracy hurs Peter and - i =% A r
| very directly, by depriving us of income that we’ve worked hard to eamn

| would love to receive your letters on what you liked or didn’t like about
CONQUESTS OF CAMELOT 1. You may write to me ¢/o Sierma On-Line, P.O.Box
4835, Coarsegold CA 93614, | will personally read and appreciate them.

Chnsty Marx
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Camelot Purse
English Coins

Lodesione
Hise

Boar Spear
Lady’s leeve

Iron Key

Crystal Hear

Jerusalem Purse

Arab Coins
"l.hr“rl.:lr

Vil

Lamb

Gireen Apple
Charcoal
Herts
HBroom

Helc

Cirain

Elixir

Pentacle Medallion

Ciolden Apple

Stone dove

King's Room. on the table
Treasury

in Merlin's chest
{Jucen’s Bower

Hunter in Forest Perlous
on the dead knight

in the Forest Penlous

afi the altar in the

LS on [_ilun.l:ml'mr} lor
insile sacred well

on Glastonbury Tor

gotten from Mohammed

Maohammaed

from Potlery Merchant
from Mar

from Meat Merchant
[rom Apple Seller
from Lamp Merchand
from Lamp Merchamn
from Lamp Merchant
from Relw Merchant
froam Cirain Merchani

frovm Leprous Begpar
on child s mummy
ihe catacombs

inside the sarcophagus

from the stanse of Aphrodite

To carry coins

Buy objects or information
or give as chanty

Find true norh

Lse (o cross ice mase
Fight boars

Giive 1o forest wilch

Open lid of sacred

wiell

Lise bo cross ioe

maze, then give 1o

lee Maiden

Carry coins, then give 1o
Fatima

Buy ohjecis or give as chanty
Give 1o Mari

Giive 1o Textile Menchan
Ciive o Sarah

Eal to gain renewed strength
Crive fo leprous béeggar

Ciive to Fishmonger

Give 1o Innkecper

Give to Lamp Merchant
Scatier on ground nexi fo
emply dove cage

Giive 1o Galahad

Wear it for prolection

Grive to statue of Aphrodite
in the catacombs

LUise and follow in the Temple
of Aphrodite




e om T ny iy 1
el by L

Tk AR

.'_,.:.
LR
=R EW

e o tha

"'l'.l—"

l.'

TRt

AMOUNT WHERE USED WHAT YOU GET

- n.
Bl -
-
)

ARCADE POINTS
The Arcade Difficulty (located in the menu under SPEED) has three settings:
HARD, NORMAL, EASY. The lowest poinis are for EASY and the highest
number of points are given for using the HARLD seiting.

Arcade points show up under SKILL in the score categories. The points are given
below for each setting.

THE BOARS
HARD NORMAL  EASY
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L opper
Silver
{pip] il

| salver
i

I gold

| salve
o

r:,:.-i.l

| coppir

| silver

| gald
L silver
| sailver
2 silver
| gold
2 gold
3 gold
+ COppET
4]

| silver

Minimum coins needed: 5 copper, 7 silver, 4 gold

i:'J'|.5|_'\'I of the

Chapel of the

Chapel of the

3 copper = | silver

¥ splver = | pakd

| gald = 5 silver

Chapel of the Two Crods

Widdershins
Hunier, Forest Penlous

Huniter, Foresd Penlous
Altar of the CHd Chies
Southampion
Seuthamplon
Southamplon
Southamplon
Southampion
Mercenanes o the
Fion Crte

Mercenartes @ the

Fon Crie

T'-J. ik |.||||,|.'\-

T Grods

r'l'all{iﬁl'l_ll

=3 copper = 1 gold
I Yer= 9 CoOpper

I gold = 25 copper

Mithraz™" Blessing

Mithras" "‘Blessing
and Visions of Three
Missing Knights
ChristsBlessing

Chnst” s Blessimg
andd Vison of Cirail
Salc passage
Hunter® s pelis

Boar Spear

lron Key

fare to Dublin

{are 1o Kennmes

fare 1o Rome

fare to Thessalonica
{ore o Gazn

Safe passage

Safe |1J.-~\..:__5.]-\_'

Fals = copper
Fals

Ditham = silver
4 |.|='\ = | dirbiam

Dirham & dirhams = | dimar
[inar | dinar = 4 dirhams

Coins received in Mohammed's purse:
I8 fals {copper) 4 dirhams (silver)

Y dirhams Paottery Merchant's shop

f fals Mear Merchant's shop
I fals Felafie] seller

| dinmar Seores

2 lals Lamp Merchant s shop
1 dirham Lamp Merchant's shop
| dinar Relic Merchant’s shop
i fals Crrain Merchant s shop

For each boar killed................ s

Maxmum PRONIMEE s i b pprsnsnannsnas i

Each blow 1o the Black Knight ...

Winning the Joust ...
Each blow from Black Knight ...
Maximum PoinEs ... ...

Dinar = gold
16 fals = | dinar

| dirham =4 fals

| dinar = |6 fals

2 dinars (gold)

Muirmor
Lamb
Felafel
Cireen apple
L Hiifooal
Herhs

Eelic

(irain

2
f

.6 4

6 4
B 4
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FIGHTING THE MAD MONK
HARD NORMAL EASY

TREASURY
ACTION SKILL WISDOM SOUL

THE SARACEN QUEEN'S BOWER
HARD NORMAL  EASY ACTION SKILL WISDOM  SOUL

GENERAL POINT LIST
MERLIN'S ROOM
ACTION SKILL  WISDOM SOUL
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COURTYARD
ACTION SKILL WISDOM SOUL

WIDDERSHINS
ACTION SKILL WIsDOM SOUL

KING'S ROOM
ACTION SKILL WISDOM  SOUL
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Each blow to the Mad Monk..............c.ccooeeie. 3
Killing the Mad Monk......................i 3
Each blow from Mad Monk ...........coooooieinisnensns -3
MAXIMUM POINLS ...........cooo B cnecssasssressresrpersses 15

Killing the Semacen......... i i e 40

study map of England .......cccoinnicinnmmmnin
T R | R TR SR TV S

FEt DOdBSIONE. ..ot iemssssnsaessrreereeressnssasnsse 3
BN ADOUE LT . L i e

ask about Calahad ...........oosreemummmmesri sssssssnsense
ask about symbol/peniacle ..o .
ask about Ot MOor ...
ask about Glastonbury Tor ...,
ask about SOUhAMPION ......covvemmmmmsiiminn senessasiss

ChANEe SIS .o L L 3
= B0 g TR B A e e S L LR B s 3
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gel silver ..., B e L Rk M R R R, |

get gold.... N R oo R Ay |
ask Tn:.qt.un:r :II'H'I'LL[ [:4'.'; aine .

BEL FOsE , e R |
ask (chnh yver :ﬂmul L..iumr:hu ........................

give Siver IO Christ ..o i ssssisssnssnssies |
give POM SOOI .. .ot snisiaiacin’ )
give silver 1o Mithras...........cconmnnnn. 1
give gold 10 MRS ..............ccvvniermrmrnsaisnsrersnense 1
ask about symbols ...........ccccemirrermneeresisesssasas

ask Guard about Galahad ...........ccoevinirnencanes
givemoney D Guard ...

TV EOPIDBE . cosmnmsine o s ansssnpraimssunsicbbi mpiatah et 198 l
ASK ABOUL CEMUNIIOS ..o e ceessrerrrrnre e sssrssrssssmomss o
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THE HUNTER
ACTION SKILL WISDOM SOUL

THE CROW
ACTION SKILL WISDOM SOUL

THE BLACK KNIGHT
ACTION SKILL WISDOM  SOUL
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GAWAINE
ACTION SKILL WISDOM  SOUL
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FOREST WITCH
ACTION SKILL WISDOM SOUL

BASE OF TOR
ACTION SKILL WISDOM  SOUL

=
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GLASTONBLURY TOR
SKILL WISDOM  SOUL

OT MOOR
ACTION SKILL WISDOM SOUL

SOUTHAMPTON
SKILL WISDOM SOUL
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THE SCHOLAR
SKILL WISDOM  SOUL
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E:I'ﬂ.’ maney 1o Hunter...

ask Hunter about Black B.’.mt.m ..........................

buy spear ........ P e s e 4 b -« ol 3

DUY SKINS......coemmensisssinsrns

accept challenge..............
o= 181y b R LRt S

talk o Father Tree ......... :

BETCE [0 JOUSE ...ocsvivnrneranns

ask Gawaine about Grail
S A BT ..o irsrererees

give sleeve to Witch ........
e TS oo siansssss

solve riddles (3 pis. each)

k]
1
2
1
2
a1l
|
i
15

ask about Cid Unes ...

ask-about alta ol Bt Bl 1L 0 il
ask Old Ones abowt r11u1h|_r Hi,1.n7 | N ey
RIVE SHVET ..o ioeanadiia e A e )
- B - e S AR e LA bl B b T A I
zet crystal hean ... IEIRT et S LI L 3
recite Message of ROS€.......ccimmmiain o

{Or use heart)
CTO5S 108 MUEZE...... . et e g e T .1l
give heart 1o lce Maden....... .
accept loe Maiden's challenge .......ocoeiiiininnne,
solved riddles (5 pts. each)......cooiviernccisnssns
Launcelot freed....... e e
sk Harbourmaster about Galahad ...ooveeeeveeciiins
Ak abouT destITBIIONS oo rsoessriisssshssenansssaatios
PN BRI VO CRMTL,  chcip s aanacsin b anns s r bbb e 3
go with R o s e R R
ask Scholar about Galahad . viiineaa

ask Scholar about Gratl ...,

s
5
15
S0
1
|
1
|
I




FATIMA

SKILL WISDOM SOUL SKILL WISDOM SOUL

WALLS OF JERUSALEM

SKILL WISDOM  SOUL CATACOMES
SKILL WISDOM

SKILL. WISDOM SOUL
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ask Scholar about guardians............ccccccciviiiinnnn
ask Scholar aboul six goddesses ......ocoverveeirinnns

ask Merin about skeletonfcamel......oooovieieiiienns
drink from Pool of Siloam .........cooocvevecessinninns
A5k AbOUT HEZEKIAN ...oovvvvemsmssnsssrssmsssnrsnnsasssnssssnnns

bribe guards....

scare off 'r'a:ﬂ-l.r {Jal'l]u Gﬂs.] ................................

sell mule to Mohammed.......c.ooorerrreeesesmssmssees

ask Seeress about Grail ...

ask Seeress about Galahad ...........ooneicieiiininis
DUY TR APPIL ..........conirerennssassems e e resnsnsassnnsnn of
ZIve MUTOT 10 MAT.......ccoiisiinsi s sassansnsaisn 5
EL VEI TTOMNE IVIBTY oooiniiinciiiinnnst st irnrbinanbssnisasasss =
gw:&* \'E‘“ to Ibrahim ........ o i)
give herh\ lu IIJw.Lm ......................................... A
T A TR SR M S L L 5
A I L i e s 5
give felafel to urchin .........coovnimirsnnssnsanisinn
FIvE lamb 10 Sara......cocinnin s 5
buy relic... i
give relic 1o Tanq,n’gr:t hrmm ............................... 10
B CRRECORL . ]
give broom to Achmed ... 5

give charcoal to begRar ...

give money to beggar.......

say no 1o Fatima once..........ouue
say no to Fatima again...........oe.

CADDANE (O ... oo iiesirossnisidisenishitrrrsnpssanisrssrrirrsnhss 5

05k Zhoul GOOESS. .......icovirrire e ressssbassassbbbinsenanniin

pass Test of Symbols ...

ask hierophant about Grail .........oovvvrreeeiinssennn
ask hierophant about Galahad.............cccooennnnn
get elixirfenter catacombs............ccmminnnisnn 5
ask about mural of AdORIS .........correemssimssrininne
read inscription on SarcoPhagus ...,
ask about mural of Hippolytus ...,
ask aboul SPITRLS ........cccvennnninsscrnsnrmsms e esees
ask about mural of Pygmalion ...
A5k ADOUT GIOSHIC ..l e ssbabiinsnrrassssnsssasssbioness
ask sbout SOPhia ............ciiniimmmminmirrrssie
et IAdRION ... ... s
get polden apple ... —————— 3
give elixit 10 Galahad ...........ccoovmmmmmrerrrressssssssesae
BiVe APPIE 10 SIAIIE ....vovresesrmnmsisssasseespsannnsassarene 5
pass queston ESUZel dOVE i
SECTEL OO OPEMS....cocunrrirrersenniassisssisns srssssissssissens 5
use dove.. ok
ask about '-plml

find Grail .. 100

show mercy 1o thic[........... :

"h

10
10

30
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GENERAL QUESTIONS

What's the Liber ex Doctrina? Where do [ find it? Why does Merlin tell me
| already have it when it’s not in my inventory?

HOW TO LOSE POINTS
ACTION SKILL WISDOM SOUL 1

. .= - - . 3 o L u -2 e
et Y L T T e e LT ' LTS e TR e
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Sometimes when 1 “ask about” something, Merlin will answer. So what's the
difference between that and *ask Merlin about™ something?
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CAMELOT
Why can’t | get my sword and shield?

T
e g L

TS s
i, gy a R e




TOTAL POSSIBLE POINTS........cooooviinnrnions 362" 293 358

*The Total of 368 Skill P:]'i.ﬂ'."i shown on the game Score is incomect. 362 s the

highest score in the Skill category. This is the printed document book that comes with your game. You'll need 1o

consult it to solve various pars of the game and this is my way of nudging you
o have it handy.

O D B s o b e i s -30

ket Gawaine die (afier Joust)..........ccoorvievicnninns -50 If Merlin is the only character available in that location who can answer you,
leave Launcelot frozen .....ccovvnnininnssnnrimrsen: -50 then Merlin will always answer. If theres another character present, he or she
5n'r: money o Yasser (Jaffa Gate)......ocoeeevviinn, -2 will always answer a simple “ask about...” question. If vou specifically want
ignore Merlin/retum 1o desen ............. R 25 Merlin to answer when another character is present, then you need 1o use “ask
give mule to Mohammed ..........ccconiniminniiinnn -10 Merlin abowt...” as a command.

sell lamb ro Sara (Felafel Seller).....ocooonicivnnnn, -3 Also, if you just want to see if Merlin can help you a little, you can type “ask
sell veil to Ibrahim (Textile Merchant) ............ . -5 Merlin for advice.” If he has special advice, he'll give it to you

sell herbs 1o Hayyam (Fishmonger).........cccceu.....

sell broom 1o Achmed (Innkeeper).......ovveen. : : .

fall through Fatima’s (Fap ........c.cccrmienniiimm. -10 FREelner des g and bordent A purely decoeative.

L -50 SXCER S0 Shcihe WRICH AES A0 VISUM EHIH:

See also under Arcade Points.
To check your points, go to the menu, select “Information,” then select " Show

s
The points are divided into three categories: Skill, for the fighting sequences;
Wisdom, which 1s for asking the nght questions and seekimg informanon; and
Soul, which is for making the nght moral decisions.

You can. But things must be done in a proper onder. Pay attention 1o Merlin's
guidance.

The very first thing you have to do 15 change your clothes. The rest fallows
automatically after that.

Because they belong to Merlin.
You can. But only if he says you can.




Bul what does the Message of the Rose mean? How do 1 use it?
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1 get killed every time I try to leave Camelot!
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Sl . > I'm on my horse, I'm riding away, but my mule doesn’t follow me. How do |
- o ol A el 3yt ot lead her?
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You can look at things all you want. It's trying to take things he doesn’t want
vou 10 have that will get you in trouble.

Wool, Woofl. Arf bow wow rowr.

30 you do.
Don’t panic. Merhn will accept any reasonable apology.
Type “I'm sorry,” “forgive me” or 1 apologize.”

Are you sure you looked at everything in the room?
Ask Merlin about his chest.
Open the chest.

He wall. But vou have to have something in which o carry 1L
If you have your purse, give it 1o the Treasurer. If you don’t have i, go find it.

Not at all. Give the purse back to the Treasurer and he'll start over again for
YOUL

Well. you probably lefi it lying somewhere. Look around.
Go 1o your own King's Room and look on the table.

She doesn’t. You've just been caught reading a fake hint. For shame.

You could kiss her goodbye a few times.
Then you could ask about her roses.
Pick the last rose in her garden.

It’s on page 7 of your Liber ex Doctrina.
“Love is my shield.”

As Gwenhyver told you, she's placed a spell of gumidance and protection on the
rose, The Message of the Rose is the exact words that will activate the spell.
The trick is to figure out where and when 1o use the rose.

First, you must be kneeling. Then you can leave a coin on the altar, provided
you've gotten money from yvour Treasury.

A silver conn on each altar will give you the blessing of that god.

A gold coin on each altar will give you visions, in addition to the blessings.

Merlin tells you why if you try to open it. Are you paying attention 1o him?
You must be properly prepared 1o leave the castle.
You must be wearing your armour and mounted on your horse.

Dnd vou visit the Chapel of the Two Gods?
While in the Chapel, you must receive the blessings of both gods.

Don’t worry about your mule. She's well tmined and will follow vou at her
OWn pace.

Just what he says he wants — copper or tin.

You don’t have any tin, so give him a copper coin.

You didn’t bning copper coins? You'll have o retum 10 a saved game in the
Treasury and start again from there, This ime, make sure you take some copper
coins,

Try giving Widdershins what he wanted in the first place.
Citve him a copper comn and he'll undo his mischief.

I'm afraid so, but you shouldn’t be passing the shrine all that often anyway.




How do | get this Hunter to loosen his tongue?
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Listen to his hints, He's a poOr man.
Ciive him a coin and he'll answer any question he can.

Because yvou don t really need them and they would be an inconvenience o
vou. You mainly buy the skins as a way of helping out the impoverished Hunter.

He has 10 know that you want the spear.
Simply type “Buy the spear” and as long as you've given him gold (or the
equivalent in other cons), he’ll give you the spear.

He'll accept the equivalent in silver or copper.

But vou're going 1o need silver and gold later. If vou didn’t bring enough
money, you should restore to an earlier game in Camelot, get the nght coins
from your Treasurer and continue on from there.

You need to have the right weapon 1o Kill boars.
Gio back to the Hunter and buy the boar spear from him,

Gotothe menu bar at the top of the screen, select SPEED, and under that select
ARCADE DIFFICULTY. Set your level of difficulty on EASY.

It you're already playing on EASY, all | can say 15...keep at it. Either practice
or luck will get vou through eventually.

Tsk-1sk. There is no harp in this game. You're reading any old hint you come
across, aren i you?

Once you begin the joust. it continues until either you or the Black Knight is
defeated, preferably not you. If you're having trouble winning the joust, make
sure vour ARCADE DIFFICULTY setting is on EASY. It's in the menu under
the heading SPEED.

Try something simple and straightforward, like using what you have with vou,

Dismount, walk over to Gawaine and type “cul shackles.”

He's badly injured and needs o be sent back 1o Camelot. He can't very well
walk and you don’t have the ime to spare to carry him. What does that leave
you'?!

Type “put Gawame on horse” or “send Gawaine to Camelo.™

She wants something yvou should have found earlier in the forest.

It was on the dead knight propped aganst the boulder where the crow
challenged you.

She wanis the lady's sleeve that 15 on the dead knight s armour.

The barrier is held in place by the five stones. There s a clue about these stones
on the witch's pedestal.

The five stones all used to be poets. The witch wmed them into stone, but
didn’t take away their ability 10 speak,

You have to talk to each stone or ask exch stone for a nddle and solve all five
nddles before the sorcerous bamer will be gone.

She’ll come when she's good and ready. That's how it 18 with mules.
Once vou've completed your tasks on the top of Glastonbury Tor, your mule
will once again be glad to follow vou.

Merhin told you what it meant. You need 1o pay dnention to what Merlin tells
:n."l'lLE

It means you've solved the nddle of that stone and need 10 go on to the next
one, When all five are solved, you may pass.

If vou leave the room and come back again, vou'll get a new set of nddles that
may be easier 1o solve,

Or you can 1ake the cowardly.ahem.| mean the easy way oul and read the
answers to the nddles given below.,




THE STONE RIDDLES - “I turn around once, What is out will not get in. I turn around again, What

“Three lives have 1, Gentle enough to soothe the skin, Light enough to caress i'i“ mtu' SEBAG AT
the sky. Hard enough to crack rocks, What am 17" = LT e T Ll LA -

“You can see nothing else when vou look in my face, [ will look you in the eye
And I will never lie. What am 17
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“I drive men mad for love of me, Easily beater, Never free. What_ am 7"
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_:-'h- S Sags i e Mgy 1 “Glittering points that downward thrust, Sparkling spears that never rust.
X -2 At What am 17"
“My life can be measured in hours, | serve by being devoured. Thin, | am T g i L e e e e e A B E T B

quick. Fat 1 am slow, Wind is my foe. What am [?*
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“When young, | am sweel in the sun. When middle-aged, | make you gay.
When old, | am valued more than ever. What am 17
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“Weight in my belly, Trees on my back, Nails in my ribs, Feet I do lack. What
am [

“I am always hungry, | must always be fed, the finger | lick will soon turn
red. What am 17"

“If you break me [ do not stop working, IT vou touch me [ may be snared, If
vou lose me nothing will matter. What am [
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“Each morning 1 appear to lie at your feet, All day I follow no matter how
fast you run, Yet | nearly perish in the midday sun. What am 1?™

am [?

“You heard me before, Yet you hear me again, Then I die, "Til you call me
again. What am I

“Lovely and round, 1 shine with pale light, grown in the darkness, A lady’s
delight. What am 17"
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“Until 1 am measured | am not Known, Yet how vou miss me When [ have
Nown. What am 17"
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All about, but cannot be seen, Can be captured, cannot be held, No throat,
but can be heard. What am 17"
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“I am seen in the water if seen in the sky, | am in the rainbow, A jay's feather,
And lapis lazuli. What am 7"
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“| go around in circles but always straight ahead, Never complain no matter
where | am led. What am 7™

“Al the sound of me, men may dream or stamp their feet At the sound of me,
women may laugh or sometimes weep. What am 17
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But how do | appease the Old Ones?
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I don’t understand what I'm supposed to do at the well.

How do [ get my horse back?
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THE LANGUAGE OF THE FLOWERS

“When light is dim and courage fails, When heart against adversity rails,
When it seems you will never see the dawn, This alone can drive you on.”

“If a dream is abandoned, Or a purpose dies, These are left with the dregs of
hitterness and sighs.™
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“Surrounded by giants, Your worries were few, Wonders abounded, The
world was new,”
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“It alleviates all pain and sorrows, The final end of all tomorrows, That to
which we all must go, Rich or poor, high or low."”
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“For its sweet sake, You sufTer in silence, What we both most desire, But will
NEVEr pOsSsess.”™
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Once vou're at the altar, ty pe “talk to Old Ones” and they'll give you a clue as
to what they want. Question the Old Ones until you figure it oul.

Put five silver coins on the altar. They must be silver. Copper or gold will not
work here

Assuming you've golten the key from the Old Ones at the alar, assuming
you've used the Key to unlock the lid and opened the hd, assuming you're
looking for something that might be IN the well, do what you would do in a
real life situation.

Type “search well™.

You don't. Your horse has retumed to Camelot. From here on, you travel on
fol.

There are two ways 10 safely cross the ice. You can use the rose or use the
crystal hean. Both will work once vou have walked out onto the ice beyond
the edge of the lake.

To use the rose, type the Message of the Rose. Stay within the protective circle
of the petal whirlwind. Don’t waste the rose because you can only use it 1o
cross the ice one ime

To use the crystal heart, simply type “use the hean”. You'll see a close-up of
the heart appear in the lower righthand comer of the screen. As long as the
heart is gold. you're on safe ice. The instant the heart tums purple, you're in
danger and must step back 1o a safe point nght away. You can cross the ice
with the heart as many umes as you like.

Be wamed! The rose and the heant do NOT use the same safe path across the
e, Don't iry to change from one to another when vou're halfway through the
ML

The Ice Maiden only eats ice cream, iced tea and popsicles. She wouldn tiouch
the comed beel on rve.
Comed beef on rye?! Don’t be silly.

You re reading fake hints, you naughty person.

It’s hudden on the 1op of Glastonbury Tor.
It’s the reason she is behaving in such a heartless fashion,
Crive her the crvstal hear.

Once you've given the lce Maiden what she wants, type “free Launcelot” and
she |l present you with the test you must take to win his freedom.

Almond blossom = hope

Anemone = withered hopes

Buntercup = childhood

Chrysanthemum (white) = truth

Comflower = celibacy

Daffodil = death

Forget-me-not = true love

Lily { vellow} = falschood
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“In time of grief, It gives relief, It can lessen fears, Ease the pain of tears.”

orns the lesser,
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THE SCHOLAR
I've eaten all his figs and drunk all his gahwah. Now what?
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Poppy (red) = consolation

Sunflower = haughtiness

The Harbourmaster will accept the equivalent in silver or copper.

If you don't have enough money, you have no choice but to resiore to a saved
game in Camelot and make sure that this time you leave with the right money
and don"t spend oo much of it along the way.

Because you haven't done the two important things you must do before you
can leave |':I1gli.il11].

First, vou must find both Gawaine and Launcelot. Only then will you be able
to board a ship at Southampion.

Question the Harbourmaster. That's what he’s there for.
Ask him abowt fares and destinations.

You'd better ask him a lot of questions. He has information that will be vital
1o vou later,

Be sure vou ask him about the six goddesses,

If vou need 1o see a symbol repeated. you can ask about that individual goddess
and he’ll show you her symbol again.

There are two places to find water. If you hire Jabir, he’ll lead you to a small
pool. Notice the skeleton of the camel, Notice what your own mule does. Or
rather, what she does NOT do.

Judging from the wisdom of your mule who does NOT drink, you should not
drink the water in this pool.

i
S Py

You have to find the Pool of Siloam on the other side of the desen.

There are two ways that will work. Your lodestone will be very handy. if you
have it with you. Directions change in the desent and you should consult it
often

If vou've hired Jabir he'll lead you to a small pool. If you don’t have a guide,
starting at the hillop overlooking the pon of Gaza you go north (away from
Ciaza). then east, south, east and this brings you 1o the small pool.

Carefully, skirt around the camel skeleton and go east (to the nght) behind the
rocks. Don 't go off the screen 1o the north (at the top) or you'll be lost in endless
desert. Next you'll encounter a ravine called a wadi, Go north and this will
bring you to the outside of the Pool of Siloam.

The second method is 10 head nonth from the hilliop, um east, then continue
going doe east. This can get confusing unless you have the lodestone 1o help
you. If you go due east without going off in any other direction, and do this
long enough, you will eventually come to the outside of the Pool of Siloam.
If you don’t have the lodestone, you can also tell direction by looking at the
shadows, They are always pointing to the east.

As Merlin tells you, the valley of the cobras is a dead end, literally.

You can't. Bul observing the direction in which she runs gives you a clue aboul
where Jerusalem lLes,

Darkness, Water, Mot mioch else,

Aha! You're reading a non-existent hint. That takes all the fun out of the game.
You should read only the hints you really need 1o read to get through a specific
difficulty in the game.

Even something like this, which looks like it might be full of information, can
b deceiving.

Not 10 mention irmitating.




THE WALLS OF JERUSALEM OK, I gave "lr'lari what she wanted. "r'rh} won't she give me what 1 want?
| IH.'Ep F:-E'ttmg hilh.d by these lhum'

Hey, I can get some of these characters to buy the things they want from me.
I've turned a profit. Pretty smart, ¢h?

THE BAZAAR
There must be some way to stop this thief from stealing my pur

| don’t have any money and I can’t figure out what 1'm supposed to do in the
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How do [ find the seeress?

This Nuhian meat merthnnl refuses to serve me. Huw am | supposed to buy
anything from him?

The grain merchant won't stop pacing. How am | supposed to talk to him
buy grain?
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You should have pawd more attention 1o the good advice the sea caplain gave
YOI

Bribe them, but carefully. Use four copper coins or one silver coin. Do NOT
offer them gold or oo much silver.

He'll take any amount of money you give him. That's because he’s 3 con artist.
Try a less subtle form of persuasion
Draw your sword.

Sorry, this is a plot twist and 5 utterly unavoidable. He will always rob yvou
and always escape in the alley. Tum your attention to iinding a way 1o get more
MOACY

Talk 1o the characters. Find the Seeress and leam what she wants you 1o do.
Think about what you have that vou could sell and who would want to buy it.
Sell vour mule 1o Mohammed, then do what the Seeress instructs.

ahe will reveal hersell when you talk o her.
Talk to the old woman selling apples.

Her entrance is somewhere else, well hidden. A stranger like yvou will never
find 11 in the back roads of Jerusalem. So think of another way to get her
attention.

Yell or call for her,

Ao,

From the man selling “Fictilia,” meaning pottery.

Maybe you didn’t mention the veil to her yet. If she's gone away from the
window, call her to get her back, then either ask about the veil and type “gel
the veil.”

Have you looked at your Soul Points lately?

If you've sold something you should have given away, vou will eventually
reach a dead end. A very dead end. You may as well restore 1o an earlier game
night now.

He won't ever sell you the broom. But if you take his hints about wanting a
relic, he 1l trade vou for it.

Al the shop of Ismail, “Antiquanus Rex.”

Anvbody you like. Let your imagination run free

| can see you're not paying attention.

Did you really try 10 buy the Grail from this fraud?

| guess it's a good thing he didn’t have one for you Just think how ndiculous
vou'd feel walking around with a fuke Grail, wondering why you hadn’t won
the game yet

He's upset about the smell of Havyam’s fish from across the sireet.
You'll have to solve Hayyam's problem first.

He's aggravated by the smell from the fishmonger's shop.
You'll have 1o solve the fishmonger’s problem first.

Look for something that can cover up the bad smell of the fish.
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FATIMA

I'm really enjoyving Fatima’s dancing, but she won’t let me get close to her.
What am I supposed to do?
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THE TEST ﬂF THE sY '+'IBUI 5

How am I supposed to know which is the right symbaol in the Test of Symbols?
They're not eveén in the Liber ex Doctrina!
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Buy the herbs from the lamp merchant and give them to the fishmonger.

Il you're seeing the inside of the imn. you're not playing CONQUESTS OF
CAMELOT. Go back to reading only the hints vou really need (o sce

All he wanis is a bag ol charcoal.
There is only one logical shop o try.
Buy charcoal from Tarig, the lamp merchant.

He'd sure appreciate the gifi of a felafel, for starters.

I'he best thing vou can do to help the urchin is 10 bring the felafel seller what
she wants.

Buy lamb from the Meat Merchant. give it to Sarah and enjoy what happens.

Once you've solved enough of the other problems in the bazaar, vou will find
the girl, lone, in front of Mohammed's shop. Then vou can talk 1o her

Think of another place in the bazaar where something was antracting birds,
Buy a bag of grain from the grain merchant and scatter it on the ground next
to lone’s emply cage

She will only help you again when yvou' ve completed ALL the tasks she wanis
you 1o do in the bazaar

Then nobody 1s home

When the time 1s nght, someoneg will open the door

First, you have 1o complete all the wasks that the Seeress wanis vou o complete
in the baraar,

You don't have to get close to her to talk (o her

He's someone yoy ' ve already met in the bazaar.
Go back to the bazaar and talk 1o the Leprows Beggar

This is the price you pay for not seeking knowledge earlier.
Did vou go with Haem at Gaza pon and visit the Scholar? Shame on you if
vou didn

You must visit the Scholar and ask him about the Six Goddesses. It's up (o you
to make notes of the symbols

As1are

Asiarte

hstarte

Astarte

MNatarte

Aslarie

Ythene

Athens




*“She was the patron of architects, sculptors, spinners and weavers,” “She guu: birth to the sun and granted immortality to rulers.”
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“She was renowned for her wisdom, u.hIch was often represented in the form
of an owl r.mmg upon her Hhuu!der.
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“She was renowned as ‘The Lawgiver' and her priestesses helped to found
the Ingal system of Rome.”
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Venus

Venus

Yenus

Yenus

YVenus

Westa

vesta

Vst

Vesia

WVesin




“She is the guardian of home and hearth.”

THE CATACOMBS
How do | p;-:t into the catacombs?
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[I've been bitten by two or more rats. Would this be a good time to eal the
green dpplu"
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Vesta

Ask the hierophant o open the catacombs, but pay attention to his advice.

You must do guite a few things before the way out will be opened for you, Two
such things to start with is finding Galahad and getting the peatacle medallion.

True, each room has a different north-east-south- west set of directions, This 1s
where you desperntely need vour lodestone.

Or consult the map inside this Hint Book. To help you with this, when you first
amve in the room with the Mural of Adonis, vou are facing north and the mural
witll 1% 1o the south

If you explore enough. you'll find him
Starting from the room with the Mural of Adoms, go east. then east again. then
norh.

When you're wamed (o stay away from them, stay away from them. Keep a
safe distance away (rom the mummies

You're carrying something long that would be a handy thing 1o use

You can use your sword for more than hacking and slashing. you know.
Type “use the sword to get the medallion” or “get the medallion with the
sword.”

You can't. I's a vital part of the plot of the game and completely unavoidable
Your moral strength and virue are being tested

The green apple can only renew your strength, it can’l cure the poison of a rat
bute, It's up 10 you, but you should save the green apple until you really, really
think yvou need it

Use what you were given by the Hierophant,

You should have been given the vial of elixir by the Hierophant. Give the elixir
10 Cralahad,

If vou don't have the elixir, you have to restore 1o a previous game after Fatima
tried o seduce vou and successfully take her Test of Symbaols. Then when vou
2o lo the Hierophant 1o enter the catacombs, he will give vou the elixir

You ok the elixir yvourself” For shame, There was only enough 1o save one
person. | hope vou saved a game before vou took the elixir so you can go back
to i

You need something that will protect vou from the Thing

Fhe msenption on the lid will give you a clue and you can safely read that by
standing toward that end of the crypt instead of near the open end.

You must be wearing the pentacle medallion. It's hanging around the neck of
4 child's mummy i another robm

You aren’t supposed to give him anything.
here’s something inside the sarcophagus you re supposed to get. Look inside
et the golden apple inside the sarcophagus

Nothing at all. You should pay more antention to Merlin when he tells vou tha
something 1s useless.

Of course, you could try giving it to the Thing in the Sarcophagus. Just for fun.
It won't help vou with the game or win you any points, but if vou feel like
wasting ime. go ahead

Tou need o give her something.
it's something connected to her mythology., Look for visual clues




“W hu':e company did Pg;rmnllun disdain?"

I've forgotten the ﬁlreﬂmmi the statue ga ve me and it won ' ta':h to me agam
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“thi s Aphru-due s sacred number?”
X
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“In the kingﬂnm of Flora, what represents n:rulih and is sacred to
Aphrodite?™

; i J “Who did Aphrodite mnke to fall in love with Hippulﬂug after he scorned the
“In the kingdom of Fauna, what represents fertility and is sacred to f}u-:l dess™

Aphrodite?™

THE TEMPLE OF APHRODITE
| keep wandering around llu ‘h.mpl-e. but rputhmg happens,
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Put the golden apple in her hand
women (or woman, female, girl)

Ask Merlin about directions, He'll give them o you aguin,
Beginning with the room you're m, you must enter sis doors i ths order VO
wEsl, cast, south, east, south, norh.

[ife
SiX ||I|.'~.|.'|_|.x
C hynol
apple
Fhacdra i or stepmother)
dove
| '~-_'|-:||-|'
Greeks
Hippolytus
Adoms
Persephone You hav en I I-"'\-|1.||l.|i.'rl.'-| quite enough, Once vou've walked through all four
sections of the Temple, the Saracen will appear
Leus - - ; -
You'd need a rope and you don't have one and you aren’t going 10 find one,
Wil Iur|__'p| abouit
LY [k ]

It's there because it looked greatl when the anist drew it
Cyprus

You don'L
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Which would be a better move, to kill the Thief or show him mercy?

Total Game Walkthrough

l'his step-by-step walkthrough of the entire game is designed to show only the
minimum steps needed to get through the game, but 've laid it out 10 also show
some of the aliemnatives that can happen.

NORTH/SOUTH/EAST/WEST DIRECTIONS: Any time | give a north, south,
east or west direction, I'm refeming to LODESTONE directions. Once you have
the lodestone, you can determine where true north is for each scene by typing “use
lodestone” and it will appear in the upper righthand comer and show you which
way is north. This is especially important in such mazes as the Desert and the
Catacombs where directions are shified deliberately 1o confuse you. Waiching the
directions of the shadows in the Desent will also help.

WALKTHROUGH

CAMELOT (FLOOR PLAN OF CASTLE FOR TRAVELLING FROM
ROOM TO H.IT}UMP
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What did you expect? Everything is at stake: the life of Camelot and all your
people. There is no other way to win the Grail except 1o defeat the Saracen. If
it"s really giving you trouble, make sure your arcade difficulty level 1s set on
“EASY." This is located under the heading “SPEED” in the game menu.
If you still have the green apple, NOW is the ime 10 eal it, immediately
BEFORE vou put on the helmet that the Saracen offers you.
Use sirategy and don't waste your waning strength with mindless blows
Remember 1o parry. Observe how the Saracen attic ks until vou see whai
patterns his techniques follow, then use that 1o your advantage. Save your Great
lows for when they will really work. Otherwise, using Great Blows will only
take your strength away more quickly

Remember the words of the statue in the catacombs

She gave you something to use afier you d proven vourself with sword and
shield.

Type “use¢ the dove. Then make sure you follow the dove

By now, vou should know her sac red number. Look at the spiral over which
she appeared. [t°s a lunar spiral, meaning it wms 1o the left.

Turning to your left when facing the spiral, count out the places where a piliar
stood until you find the sixth pillar.

If you've found the sixth pillar, push on it
If it"s the right pillar, it will move. If it doesn’t move, i isn 't the nght pallar.

You were wamed all along that the Grail would judge whether or nol you were
worthy. Obviously, you weren 't worthy

You will fail in your mission if you did not save all three o your knmights
Gawaine. Launcelot and Galahad, The message or messages that appeared
after the Grail zapped vou told you what you did wrong.

This is the third. and final, unavoidable plot iwist. There's nothing you can do
to prevent the Thief from grabbing the Girail when vou first find it
But what happens after that is up to your quick reactions,

That’s entirely up 10 you. You have nothing to lose by killing him, though you
may have something to gain by showing him mercy.

Enter the KING™S ROOM

Change into your travelling clothes and gear, Get your purse from the table.
Leave room.

o to Merlin's Room.

Tulk to Merlin, then ask him about the Grail, Gawaine, Galahad, Launcelot,
cvmbols, Leave room.

Lok 1oy the TREASURY.
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Talk to the Treasurer. Ask him about Gawaine. Give him your purse and have
him fill it with copper, silver and gold coins. Make sure you get the purse back.
Leave through trapdoor.

Go o the QUEEN'S BOWER

Talk to Gwenhyver and ask her about Launcelot. Pick the last rose. Ask your
queen about the Message of the Rose Leave bower

Gio 10 the CHAPEL OF TWO GO

Look at the altars. Go to Christ's aluar, kneel and give a silver com Tirst, then
a gold coin. Stand up, go over to the altar of Mithras, kneel and give a silver
coin first, then a gold comn. Stand and leave chapel

Retumn 1o MERLIN'S ROOM.

A<k Merlin about the Liber ex Doctrina. Look at the Liber ex Doctning. Look
at the scroll on his desk, then read Merlin's iranslation. Look at Merlin s chest.
(pen the chest and take the lodestone. Go over to the map in the back comer

and study o

Studying the map will give you a close-up of it Move around '||IL“'-|'I'I';'|'|'!'. l"n“l.;
the information, and decide which places 1o go to search for the Grail. Hit k6
i;l.!-:“uil

Falk to Merlin. Ask him about places on the map. Leave room.

Go o the COURTYARD.

Mount your horse. Don’t worry about the mule, she’ll follow. Ride over o
guard at left of gate and ask him about Galahad. If you feel generous, tip him.
Kide oul the gate.

Ride on down the road.
Go to Ot Moaor,

Look around. Look at the Ice Palace. Travel east until you come 1o the edge
of the lake to your north. You will have to leave your mule and/or horse here.
Recite the Message of the Rose then carefully stay within the rose petal
whirlwind as it guides you across the ice. Enter the palace.

[alk 1o the lce Maiden. She transports you back to the edge of the lake.
Head west until you leave O1 Moor.
Go to FOREST PERILOUS

Fut a copper coin in the shrine for Widdershins. Go west.

Talk 1o the Hunter. Ask him about the spear. Tell him you want to buy the spear
and give him a gold coin. Go west.

Hit spacebar to use the boar spear. When you've killed all three boars, go
northwest.

Accept the challenge delivered by the crow. Look at the skeleton. Take the
lady’'s sleeve. Go east.
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Accept the Black Knight's challenge to joust.
Unhorse the Black Knight three times before he unhorses you three times

Look at Gawaine, Dismount and cut Gawame c shackles. Talk to Gawaine

then give him vour horse and send him back o Camelot. Go east

Give the ladv's sleeve to the witch. When she 1s gone, read the runes thal appear

on the pedestal. Go northwest
Talk to each stone to get its nddle, Answer eac h riddle. Start clhimbing the For

Go south until vou find the Monk standing near a well. Look at the Monk. Talk
(o the Monk \<k him about the Grail. After he goes mad and runs off, follow
him. When you catch up to the Monk and his illusions, draw your sword and
defend '-.|,||_:|--.|.'|1' You have no choice but 1o kill the Monk

After the Monk is dead and gone, ask Merlin about the Old Unes Find the
altar in the ruins. Talk to the Old Ones and ask them about the mother-moon
Puit 5 silver coms on thie altar

Take the key they give you and once more find the well. Use the key to unlock
the lid, ':"l"!.'il the lid. then search the well. Go south out of the ruins.

Leave the Tor and head south. Your mule will fol low
Go back 1o OT MOOR

Head east to the edee of the lake agam. Use the ervstal heart o cross the lake

= e | FVE TR . N E I el hic
f O LT L W _-_”-_:|1!_' |_||||_'| '-\.I'-III_'ll 1t 1% ':'II I || 11 LU ] Li |"|'w.. 0P A relum b i

safe spot immediately! Enter the lce Palace

Ciive the crystal heart o the lee Maiden. Let her know you want to free

Launcelot and sccept her challenge 1o do so. She will take you into the next

room o the Miraculous Bush of Flowers

Azain, accept her challenge 1o take her test. Answer the three riddles she poses

by choosing the comect flower. When vou're done, the lce Maiden will lead
out hack to Launcelot, set him free and returmn you to the edge of the lake.

I'ravel west until you leave Ot Moor.
L1010 the port of SOUTHAMPTON.

falk 10 the Habourmaster and ask him about ships, destinations, fares and
Cialahad. Buy passage o Gaza

You will travel from Southampton to Garza. Pay attention to the Captain’s

.'I.I‘- ([ ]

lenore Jabar. Go with Hazm.

dalk o the scholar. Ask himn about the Goddess, the 5ix Goddesses, the Girail,

tizhad, guardians, Carefully take notes of the symbaols he shows you, He will
now you individual symbols agamn if you ask by name. You may e¢at figs and
innk gahwah

lenore Jabir again, Go straight ahead

cast, If you don 't know which wav east is, use vour lodestone. In the next
ection of desen, go south. In the next section of desert, go east. This will bring
vou 10 a pool with a camel skeleton nearby, Jabir wall also be waiting lor you.
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Ignore Jabir and pay attention to what your mule does. Jabir will continue 1o
bother you, so draw your sword. That will send him running, but from here
on, watch out! Jabir will try 10 ambush you. Leave the pool by going around
the skeleton and head east. You will skin o deep wadi (don’t fall in!) and head
north

A native girl runs away as you approach the Pool of Siloam. Go down the
stairs. At the Pool, drink water. Ask about the pool and the aqueduct. Explore
the aqueduct if you like, but it won't get you anywhere, so tum around and
leave the pool

When you come to the top of the stairs, head in the same direction that the grl
Tan w hL n you frightened her off. If Jabir hasn "tambushed vou yet, be especially
on your guard when you glimpse the walls of Jerusalem up ‘ahead. Be ready
to draw and swing your sword if he should artack. But be sure to sheathe your
sword again before you reach the Zion Gate up ahead. Head for the w alls.

First. you reach the Zion Gate guarded by four dangerous mercenaries. Bribe
them very carefully, not oo little and not 100 much. Whatever you do, don’t
draw your sword! When they have their bribe, tum left and follow the wall,
Continue 1o follow the walls until vou come to the Jaffa Gate, When assaled
by Yasser, draw your sword 1o gel rid of him. Then enter Jerusalem,

There is nothing you can do to prevent the thief from stealing your purse. You
may chase him into the alley. but you will never catch him. Sell your mule to
"r1|;1-l'|.|r|111iLd

You will enjoy the whole hazaar more if you first wander around and 1alk 1o
as many of the merchants as you can (a few w ill not be very cooperative and
one will not talk w you at all ). Wait until last to talk to the Seeress, who is the
old woman selling apples. After vou talk to her, buy an apple. Give her a gold
coin. Pay careful attention to her instructions after you cat the apple.

Go west. Talk to Ibrahim, the textile merchant, Talk to Sarah, the felafel seller.
Buy a felafel and give it to the urchin. You may buy and eat a felafel vourself,
but be very careful how you spend your money.

Go east. then cross the street and find Farabi, the pottery seller (Fictilia). Buy
a mirror

Gy west 1o Mohammed's shop. Yell for Marni. Ask about the veil. Throw the
murror o Man. She will throw you the veil. Go across the street and give the
veil o Thrahim.

Cio east and continue down this side of the street until you find Fawaz, the
meat merchant (Tabulae Lanius). Talk to Fawaz,

Go west, then across the street and find Hayyam. the fishmonger (Cetarius)
Falk 1o Hayyam.

Lo across the street 1o Tarig, the lamp merchant (Lucernae). Talk 1o Tarig. Buy
herbs. Cross the street and give the herbs to Hayyam.

30 back to Fawaz and buy a piece of lamb, Go west and continue down the
sireet until you reach Sarah. Give her the lamb.

Cio east on the same side of the street until you come 1o Ismail, the relic
merchant (Antquanius Rex ). Talk to Ismail, then buy a relic.

Cro west and retum 1o Tang. Give him the relic. Take the broom. Go across the
street, then east. Go to the inn (Caupona) and knock on the door. Give Achmed
the broom. If you feel hike it, spend the night there.

Leave the inn and go east. Talk to the leprous beggar.

Cross the street and go west until you come o Targ. Buy a bag of charcoal.
Lio back and give the charcoal 1o the beggar.

Lo west along the same side of the street all the way back to Mohammed's
shop. Talk 1o lone (the crying girl).
Cio east 1o Ali, the grain merchant (Homeum). Buy a bag of grain. Return to
lone. Scater the grain on the ground next to the cage.
Cross the street and go east 10 the Seeress. Talk to the Seeress. She will give
voir the Strength Apple. Do NOT eat it yet!
Lo east until you come 1o Fatma's door (marked by the star and the crescent)
Knock and enter.

Say no to Fatima’s first attempt 10 seduce you. Say no 10 Fatima's second
attempt 1o seduce you. Ask her about Grail, Test, Galahad, catacombs,
hierophant. Give Fatima your purse. Enter the door she's opened for you

Follow Fatima's instructions and take the test until you pass, Hit Fo 1o exil.

Leave Fatima's room.
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