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The BHadge of Plackthorn

Exploring the dark paths of Blackthorn’s palace may be quite hazardous to the
health of one who is not instantly recognizable as a member of the Oppression.
Elistaria of Windemere will give unto thee a Black Badge which, when worn, will
save thee from the scrutiny of Lord Blackthorn’s foul guards. Be forewarned,
though: she will require much of thee for this favor, perhaps even thy Virtue.
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The Auguries of the Skies

From Celestial Britannia by Sir John, astronomer and scribe of the Lycaeum:

“According to the roles they play in our many legends, they (the eight Planets)
have been named for the virtues of the Avatar. The closest is Honesty, followed
further out by Compassion, Valor, Justice, Sacrifice, Honor, Spirituality, and
Humility....

“Over the ages, comets, fiery nebulae, have torn through our skies as harbin-
gers of impending doom... Now, while we live in the midst of peace and enlight-
enment, the comets have begun again.”

Anyone fortunate enough to own a telescope or even a small spyglass can look
into the starry heavens and find the eight planets that circle our world, along
with the disturbing comets that travel capriciously among them. Though long a
mystery to astronomers and mystics alike, the significance of the comets is now
thought to be understood. Since the Shadowlords began their dreaded visita-
tions to the cities of the Realm, the three comets have appeared each night to
approach different planets. Given that each of the eight planets is representative
of a Virtue, much as each of the Eight Great Cities holds its own Virtue sacred, it
s not surprising to discover that whenever a planet is troubled by a neighboring
comet, the city that embraces that planet’s Virtue comes under attack by one of
the three Shadowlords.

This then is the value of a careful study of the firmament: by observing the
nightly positions of the comets as they approach different planets, one may know
the whereabouts of the Shadowlords. Because the nearest planet is that which
reflects Honesty, a comet near that planet would foretell the presence of a Shad-
owlord in Moonglow, City of Honesty. Similarly, the other seven planets would
be linked by Virtue with the cities of Britain, Jhelom, Yew, Minoc, Trinsic, Skara
Brae, and New Magincia. Approach then these places with trepidation, for to
seek a Shadowlord’s domain is to willingly submit to the arms of Death.
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;rorbidden Places of JDarkness

There are many underground labyrinths to be found in the remote parts of the
Realm, some naturally formed by the ageless alliance of water and time, others
made by human beings for the mining of riches or the confinement of souls.

The lightless caverns that underly the major Britannian mountain ranges tend
to take the form of natural mazes of staggering proportions. In their own dark
way, the stalactite-filled caverns instill an insatiable fascination in their explorers.
And many have found their Doom thereby, for the caves are inhabited by
immense, silent creatures who dread the light and hate all who bear it.

In much the same way, the disused mineshafts that pepper the land are filled
with such monstrosities as rabid man-sized rats and shades of trapped miners.
Also man-made are the great prisons Wrong, Covetous, and Deceit, vast dun-
geons which were carved by slaves in ancient times from solid rock. Oftentimes,
a prisoner would be chained to the dungeon walls and left to scream out a
hopeless, starving existence. Such barbaric abominations were quickly brought
to an end when Lord British assumed the throne of Britannia. However, the
accursed dungeons still scar the landscape, abandoned but by no means empty.

In an effort to keep their evil from spilling out into our land, each of the dun-
geons, mines, and caverns has been sealed in stone by the use of powerful magic.
It is known that the Avatar must venture through many of the labyrinths to reach
diverse areas of the Underworld, so the seven Words of Power which must be
Yelled to gain entrance to them are given here, along with dearly bought maps
and guides to each of the mazes.

Key to Dungeon Maps

E Room & Force Field
- Wall & Treasure

E Secret Door ¥  Fountain

(] Door H Ladder Up

E Sign ] H Ladder Down

Stalactit;/ H Ladder Up/Down

? Skeleton T Pit Up

._!: : Cave-In {4 Pit Down

® Trap T pit Up/Down %
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[Decert

Lat.M'®?" Long. K'F"
(Word of Power: “FALLAX")

Deadly traps and bottomless pits are among the furnishings of this terrible
prison. "Tis said that the lower reaches are filled with sulfurous fumes and
bathed in the mephitic light of dragon breath, making Deceit a storinghouse of
untold, unreachable treasures. Seek it on a barren outcropping in the Great Sea,
just east of Dagger Isle.
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[Despise

Lat.M’'M" Long.P'T"
(Word of Power: “VILIS”)

The cavern Despise is a featureless maze of twisty passages and dizzying corri-
dors. Its entrance lies among the mist-shrouded mountains of the central
Serpent’s Spine.
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[Destard

Long.M’ "
(Word of Power: “INOPIA”)
Far to the west of the Fens of the Dead, along the untamed coast of southwest
Britannia, the cavern called Destard is a dank haven for savage tribes of orcs,
trolls, and the like.
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ron Lat.R'M" Long.P'F" Covetous Lat.B'™ Long. $'P4"

(Word of Power: “MALUM") (Word of Power: “AVIDUS")

Once the most feared of prisons, the dungeon Wrong is an underground On a rocky eastern shore of Lost Hope Bay, reachable only by sea, the dungeon
fortress whose cells are haunted by unliving remnants of those who died there. Covetous was hewn in bygone times as a royal crypt for the rulers of the distant
Orcs now cache their victims’ treasures in the same chambers where soldiers of province that is now Minoc.

ancient kings stood watch over the torture of prisoners, and underground rivers
turn the prison’s oubliettes into breeding grounds for things better left unnamed.
In the very heart of northern Britannia is the entrance to this place of hate and
ruin.
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Shame

Lat. X'X" Long. X'N’
(Word of Power: “INFAMA”)

Some say the Mine known as Shame was closed because of the Lost River’s
frequent flooding of its upper levels, but others spin fanciful stories about
strange, tiny elf-like beings in green suits who would scurry up from its depths
and pilfer the miners’ supplies, leaving them to starve to death. Whatever their
reasons, Britannian miners long ago abandoned Shame to the creatures of the
night.
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bythloth

Lat.K'F" Long.F’K"
(Word of Power: “IGNAVUS”)

A chilling stronghold of danger, Hythloth is situated on the Isle of the Avatar’s
distant southern shores. Among its denizens are such nightmarish creatures as
daemons, ghosts, and dragons. Those who venture inside must be prepared to
negotiate diabolical mazes while watching their backs for attacks from unex-
pected places...
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The Linderworld

This work was born from the endeavors of several master augurs, whose names must
needs be concealed from Blackthorns's eyes at any cost. Their steadfast efforts at such a
monstrous task were inspiring, and I, Shalineth, do acknowledge a great debt to them.
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Ararat-ruins of Captamn
Johne’s beached frigate

7

Lava pit—situated directly
below enshrined Codex,
Avatar’'s Mystic Arms bez

2) Pattlefield—site of mas- beved Lost in vicinity
sacre of Royal Explora=
tory Party as reported 8) Pungeon Decert
by Remoh, Scribe to s
Majestgy Lord Pritish 9) Dungeon Despise
3) Dark place—augurs 10) Dungeon Destard
unable to perceive surz
rounding terram due to 12) PDungeon Wrong
interfering magics of
uncertain mature 12) DDungeon Covetous
4,5,6) Apparent present locas 13) Dungeon Shame
tions of Shards of fFalse
hood, batred, and Cow:= 14) Pungeon pythloth
ardice
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bBegond this Leaf Lie prophecies and revelations of the end
of thg Quest.

There 1s danger even 0 the reading of these pages.

7¥ thou hast not get received the message of the Codex
upon 1ts answering of the last of thy eight Quests of
Virtue, then to merelg Look upon what 1s to come magy
shatter thg mind.

But if thou bast gamed knowledge of the ohe Path and
the Last Word, then read on, so that thou magyst Live to
do what no mortal can.
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The shrouded Lady appeared unaccompanied, without a hame, at
the gates of my keep on a cold morning of winter some time ago. She
asked audience of myself alone, and she, whom 7 had seen in ho court,
asked 1t in the quiet voice of a Queen.

Though slight of stature, she bore a colorless crygstal ball of such
weight that the stout table she placed 1t upon quivered under i1ts
silver stand. As she knelt before i1t, 7 watched the sphere become
first a mirror, clouded by her breath, and then an unbordered sea=
scape pamnted with a tranquil bluish fire. Untouched bg 1ts light, the
walls of my throne room grew dark, and she softly began to speak of
strange and terrible things, her face and eges hidden in the folds of
her white hood. 7 did not understand that of which she spoke, nor did
7 know her purpose i telling me, but an upknowable fear drove me to
meticulously write down every word and every warning.

She told of a place that did not yet exist, though 1t had been since
before the beginning of the world, and of an event which had not get
come to pass, though 1t was ordained before the beginning of time. Tn
her wision a stranger, who wore the silver amulet of the King but who
was not the King, walked into a dark Place and saw without Light.
The stranger stood upon an island in the darkness and called out a
Word that 7 cannot write. Then a great cave gawned in the stone,
and the stranger ventured inside,

Tn certamn detail did the Lady describe this cave. Somehow she
could see 1ts convoluted passages, and she knew of the stranger’s
exploration of 1ts every chamber and corner. Abominations of unbving
Cull beset the stranger at every turn, but their relentless attacks
were turned aside by the King's golden crown. Jimpassable barriers of
a coarse violet bight stood to block the stranger’s wag, but they
were dissolved into nothinghess at the touch of the crystal=topped
rogal sceptre.

fFarther and farther downward did the stranger in the Lady's
story cmb. 7 sketched a map as she spoke, drawing the Labyrinth as
well as 7 could from her words, until her voice faltered suddenly. 7
Llooked up from my scroll, and for the first time 7 caught a glmpse of
her face. The blueness inside the sphere had become a storm of Light,
but 1t was a lght whose glow, though almost too bright at its heart
to behold, still failed to touch the walls of my chamber... 7 could see
begond the Lady's deep cowl for only a moment, but even my dreams
offer me no refuge from what 7 saw. The mysterious Lady’s counte=
nance was not that of a woman at all, but of a small, frightened
child of perhaps twelve or thirteen gears. She wore a hauntingly
panicked expression, as If she had somehow lost control of the forces
she had called upon to bring her the apocalyptic wisions. Tendrils of
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thee, O Avatar...

Lord Shalineth
Veritgy Jsle
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Lightning now played violentl
only inches from her face, as 1f a trapped
madly for its freedom. S
where the sphere’s silver base rested.
Suddenly, the lghtning dimmed and died.
The child 7 had called a Lady cried out n the darkness.
Then the crystal sphere exploded.

were cast out to sea b
standing discretion. Someda
the lethal crystal shards so
but a half=dozen paces from
present, 7 will be content to

* * ¥

On the very next morning Lord Dritish, his Royal Scribe, and six
Kmghts of Britanma set out upon their Journegy to the uncierworld.

The Lady’s remams were burned that afternoon, and her ashes

Y my personal honor guard, kmghts of long=

g 7 shall pause to wonder why not one of
much as touched my skin, though 7 sat
the prophetess and her table. for the
pass on this writing and this map unto

for 7 believe that the t

and thou art to be 1ts instrument.

g along the nside of the crystal sphere,

moky plumes rose from the wooden table
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spirit within were questing

me of this Prophecy 1s mgh,
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