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Introduction

Welcome to the Kingdom of Daventry and King's Quest II!
I hope you are having as much fun playing this game as all of us
had creating it. There are many different ways to play King's
Quest Il. If you have a problem that 1 haven't mentioned here,
feel free to contact Sierra at (209) 683-8989,

The whole point of playing King's Quest II is to discover its
puzzles and then solve them. However, this might be the first
adventure game you've ever played, or, the puzzles may be so
well hidden (or so obtuse) that you don't even know where to
begin. Hence, this hint book.

How to use a hint book _
When you get stumped, look through this book and find the question
that is closest to your problem. Use your answer card 1o uncover
the answers in sequence by placing the red window over the answer
you wish to read. Hints progress from mildly helpful hints, to strong
clues, to here's the solution. It's best to read them individually, and
in sequence. Be sure to read only those hints you really need.

How NOT to use a hint book

Be sure to read only those hints you really need. Do not
indiscriminately scan through the book reading hint after hint.
Read only those hints pertaining to your problem. Don 't think that
every question in here is real: along with the legitimate questions,
I've thrown in some fakes. Just because a hint mentions a goat,
doesn't mean that goats are important in this game, or even exist
in this game.

If you've finished King's Quest Il

Even after you've *‘won’" the game, I'm sure we can interest you
in playing again. If your score is less than the maximum, start
again from the very beginning and try to find another solution to
each of the major puzzles. To help you along, I've included a
section at the very end of this book called **After the End of the
Game."’ But, be very cautious using that section, it will ruin the
game if you see it too soon!

If you enjoy this game, you're sure to like the other animated
adventure games from Sierra: the original King's Quest,
King's Quest II: Romancing the Throne, King’s Quest II:
te Heir is Human, Space Quest and The Black Cauldron.
After finishing them, be sure to “‘stay tuned'’ for Police Quest,
“coming soon to a computer near you."' Good luck in your
adventuring and here's hoping you enjoy King’s Quest II!

Al Lowe



Am | the only one who keeps *‘failing in my quest?'* I'm tired of
starting all over again from the beginning of the game. What am |
doing wrong?
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General Questions
All I do is wander around! What's going on here? There must be
more to (adventure game) life than this?!
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Start fresh from the very beginning. Re-boot the disk. Don’t
touch any key and watch the story that unfolds. It will tell you the

plot of the game.

“‘Look™ a lot. Perhaps you'll get a hint. Look for objects lying
around and take them with you. Almost every object in the game
has a purpose, and is used for something.

l‘t’-::ru are sceking a beautiful girl, possibly near a tower.

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

To save a game, vou'll need a blank disk, or one with data on it
that is no longer needed. See your reference card for details.

You feel sure those magic doors have something to do with it.

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

speed even in *‘fast’’ mode.

After you have a *'saved game"’ disk, you just type **save game'’
at any time to save a game in exactly that spot. Follow the
prompis to name your saved game. See your reference card for
further explanation.

Just type “‘look’" and the name of the object.

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

You don’t. You're going to need everything you find. (You may,
however, ‘‘use’’ things, thus consuming them.)
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Swimmung may not be the answer.

But, don’t you agree the jumping fish looks cute?

This is the perfect example of a phony question. I put this here
just to see if you'd fall for t. And...you did!

Find the first magical door and read the inscription.

Why are you reading this? There's no way to nde the flying turtle!

The mermaid will appear on a rock at the beach.

In fact, there isn't even a flying turtle in this game.

There is a **jumping fish’" that flits around while you swim in the
ocean, but you can’t ride him either.

After all, 1t is a rickety old bridge. It may only be good for a few
CrOSSINgS.

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

It won't always collapse. You're just crossing it foo ofien.

From now on, you must promis¢ me not to read answers
indiscriminately like this. Even a big answer like this one could
well be a phony. Even a seemingly logical question may be
wrong. Now raise your hand and repeat after your Uncle Al: [
will not look at answers to questions I don’t...

It’s good for three round trips, plus one more (seven crossings
total). If there’s a problem, you may be playing from a saved
game that has some extra trips.

(Insider’s hint: the counter for how many times you've crossed is
located somewhere in the center of the bridge. Don't meander
around on the bridge; go directly across.)

That’s right, you do. You can only swim for a little while without
heading for shore again.

You can’t, until after you unlock the second magic door.

Read the inscription on the third magic door.
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All right, I'm getting desperate! I've paid my money! 1 want to
know how to get that door open! And, I want to know right now!




Look for a boatman at the south end of the lake.

Perhaps you're too eager. Remember, this game changes as you
h:rugrcss_

It will open when you are ready for it.

See hints under, “*to Open the Second Magic Door.™

I can’t find anything to sical from the monastery.

You'd steal from a church?!

Bad idea.

place.

Instead, you might try doing what normal people do in a holy

Walk to the altar and “‘pray.

When you encounter the wolf in Grandma’s bed, leave and try
again later. Grandma may be there the next time you enter.

You don't have to solve this puzzle, but it will help you later in
the game. .

Notice that Grandma is sick.

What did your mommy feed you when you were sick?

Go ook in the dwarf’s fireplace.

Get the pot of chicken soup and feed it to Grandma.,

What was the third gift you received from the genie?

When you rub the magic lamp a third time, the genie will give
vou a bridle.

Throw the bridle on the snake.

['I:'_imh.' Grunmipy, aren’t we?! Are you sure you want to read this?
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Neptune's Kingdom

How can [ swim far enough to find King Neptune? Ho
dive deep enough to find King Neptune?
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You know this is going to take all of the fun out of this part of the
game,

The mermaid will summon the seahorse if you give her a nice
present.

Read the inscription on the magic door,

OK, OK! Find the magic door. |

You can’t. But she may know someone...

Befriend the mermaid. Offer her a little something.

Find the trident.

Give the mermaid one of your treasures. She will summon a
seahorse.

Mo, not dinner and a show! Show a little class.

Try one of your treasures,

Ride the seahorse 10 King Neptune.

There is a golden key inside the giant clam, next to King
Neptune.

You need to have something with you.

Something King Neptune would like,

Wave the trident to open the clam. Take the golden key.

A trident.

Use the golden key to unlock the magic door.

[f you gave the trident to the mermaid to get her to summon the
seahorse, skip to

You can’t.  But you can ride a magic seahorse underwater.

If you have the trident, you can ‘‘wave the trident"' to open the
clam.

Just don't give him the trident after you've opened the clam.







