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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
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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
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.6 4

6 4
B 4
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