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‘@ INTRODUCTION

- - elcome to KING'S QUEST V:
- 1 “Absence Makes the Heart Go Yonder.”

KING'S QUEST V continues with the saga of the King
CGraham family who reside in the Kingdom of Daveniry.
In "Absence Makes the Heart Go Yonder.” King Graham
must rescue his Kidnapped family from the clutches of an
evil wizard, Mordack, who has whisked them and their
castle to a faraway land in revenge for his brother, the wizard Manannan, who had
suffered a humiliating defeat at the hands of Graham's son, Alexander (as seen in
KING'S QUEST III: *“To Heir is Human.™).

With the magical help of a know-it-all owl by the name of Cedric, Graham is
transported to the land of Serenia where he is introduced to Cedric’s kind, but
doddering, employer, the wizard Crispin. Crispin, being a bit out of practice, can
only offer Graham limited help; an old wand, the ability to converse with animals,
and his owl friend Cedric 10 guide Graham to Mordack's castle where his family
is held captive.

From Crispin’s house, Graham and Cedric set off on a perilous mission to cross
the great mountains edging Serenia, and from the other side find their way 10
Mordack s island stronghold. Will they survive the dangers of the mountains? Will
they be able to locate the evil wizard’s island in the vast ocean on the other side?
Will Graham discover the reason for his family's abduction? And the biggesi
question of all: will Graham be able to overcome the powerful Mordack and bring
his family home in safety?

This is indeed a dangerous quest and the two companions are going to need all the
help they can get! 5o put on your adventurer’s hat and supply Graham and Cedric
with all the aid and encouragement that you can muster to bring them all home
safely.

To play an adventure game is to enter a world of fantasy where YOU can control
the main hero or heroine. You can pretend to be King Graham. You will guide him.
You will think for him. He will be totally dependent on your actions and decisions.
You can bring him to a successful conclusion. But, if you are not careful...you can
also cause his unhappy death.

As Graham, throughout the game, 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 vou so
confounded that you require the outright answer! Hopefully, if you're stumped,
this hint book will put you back on track again.

‘® HOW TO USE A HINT BOOK:

If you feel you're stuck, look for a question that most resembles your problem.
The hints usually progress, from top to bottom, from a mere hint or “nudge™ to an
outright answer to the problem. To uncover a reply to a question, simply place the
see-through red “adventure window™ over
the first answer. Seemingly by magic it will
appear! 1 feel it's best 1o solve adventure
games without looking at 100 many
answers. At first, try to get by on just a
small hint (the first answer). ONLY if
you're really stumped should you go for
the absolute answer (the last answer in the
series).

‘i,HﬂW NOT TO USE A
HINT BOOK:

| 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 know that you actually played and ~
solved the game WITHOUT ever looking
at this book! That would show great in-
tegrity and perseverance on your par. If
you must have help, read only those hints
pertaining to your particular problem.

TR —TRE

At desagner”s first comoept for the house of
the witch who lives in the Durk Forest.
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rﬁ,lf You've Finished
KING'S QUEST V:

If you've “won™ the game and your
score was not the maximum (260), ['m
sure that we can eéntice you to play again
to better vour score. If you did not
receive the maximum score, there are
things you did not do or see. Stant 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 un-
less you feel you've tried everything
and cannot seem to obltain the maxi-
mum score of 260, This section will tell
yvou which items you might not have
found, things you might not have done,
or alternate ways of doing things.
Again, do NOT treat this section lightly.
To see it 1oo soon could ruin the game
for you.

“Am older man, vel very stoul...” was the art dinesc-
tion which bed 1oihis final model of King Graham.

If you have enjoved this game, I'm sure that you will like KING'S QUEST V's
predecessors: KING'S QUEST L, IL, I1I, and IV. Good luck on your adventure,
and I truly hope you enjoy KING'S QUEST V!

Roberta Williams

'® The World of KING'S QUEST:
A Brief History of Daveniry

efore we stant with the real reason for this book, namely
the hints to KING'S QUEST V, allow me to give you some
background on King Graham, his family, and how they
came o rule the Kingdom of Daventry. It all began one
stormy night in a small log cabin where this faniastic idea struck me...no, no, just
kidding!

Actually, in early 1983 a big company called IBM
contacted my husband Ken Williams, President of
Sierma On-Line, to have us design and program an
adventure game for their then wp-secret computer, the
PC Junior. They wanted a game that would show off
its sixteen colors, its three-voice sound, and would take
advantage of s 128K of memory. It had to have
colorful graphics, animation, music, and sound effects,
and, even more...it had to be done within a year 1o
coincide with the PC Junior's roll-out date!

My wonderful, loving husband came to yours truly
with this “plum™ project. He was very excited about it;
| was very nervous. Imagine having to come up with a
game that could help make or break IBM'S new home
computer...and possibly your own fledging software
company as well! It was a huge task. | immediately set
to work trying to come up with ideas as [ only had a
week or two to think of something. As a young girl, [
had had a passion for fairy tales, reading them over and
over again, and it was to this old interest that | wmed
in my desperate hour. And so...the land of Daventry
was borm.




ﬁKIHG‘S QUEST I: *“Quest for the Crown™:

came up with a character called Sir Graham, who lived
im the enchanted land of Daveniry. He was the favored
kmight of Daventry's monarch, King Edward the
Benevolent. As King Edward was getting on in years,
was in poor health, and had no heirs, he decided 1o call
for his favorite knight one fine spring day with a special
pronouncement. He informed Sir Graham of his dilem-
ma of having no heirs, and thus no one to replace him
should he die, and which in his weakened condition could be soon. He told of three
treasures belonging 1o the kingdom of Daventry, which had been stolen in times
past by some less than agreeable characters: a magic mirror, which foretold the
future; a magic chest, perpetually filled with gold coins; and a magic shield, which
would protect its bearer from any harm. But since the disappearance of these
treasures, Sir Graham was informed, Daventry has weakened, and may soon
crumble and die along with its old monarch,

This was terrible news indeed, but King Edward had a solution to his problems:
if Sir Graham could find, and return, the three lost treasures of Daventry, he would
be crowned king after King Edward's death. Saddened by the thought of the old
king's death, but heartened by the possibility of helping Daventry, Sir Graham
bravely set out to recover the stolen treasures. After various adventures and
altercations, Graham successfully retrieved the three treasures and brought them
back in triumph to his king. Soon thereafter, though, King Edward died and Sir
Graham was indeed crowned King of Daventry.
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%KING‘S QUEST II: “Romancing the Throne™:

everal vears later, King Graham being popular and
respecied, and Daventry having regained its peacefulness
and prosperity, the future seemed bright indeed. There
was one small problem, however; King Graham was very
lonely. He wished for a wife to bring him love and
happiness. He wished for heirs for his kingdom. But there
didn’t seem to be a suitable candidate in the immediate
Daventry area. What to do?!

One day, while gazing into the magic mirror hanging on the wall near his throne,
King Graham happened 1o see a vision of a beautiful girl imprisoned within a
quartz tower in the faraway land of Kolyma. Her lovely face captivated him, her
plight intrigued him, and her obvious courage under such dire circumstances
attracted him. She seemed to be looking at him, calling for him. King Graham was
impelled to go to her; 1o rescue her from her prison. Would she love him? Would
she consent to be his queen? He didn’t know the answer to those questions, but
he had to try nevertheless.

King Graham subsequently went on a journey to the land of Kolyma wherein he
discovered a door standing up all by itself in mid-air, at the foot of a mountain
range. Cuniously he studied it It just looked like a plain door, leading to nowhere.
He walked around to the back of it. Nothing there but the back of the door. He
tried opening it. It was locked, Just then he noticed an inscription written on the
door. The inscription suggested that this could be a magic door, and offered a clue
to where a possible key could be found. Thus enlightened, King Graham set out
to scarch the land of Kolyma for an elusive key to the magical door.
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