






















































'Che [Jtoos of t:he b.M.5. Cope 
Once thought lost, these antiquated plans describing a means by which a ship 

may be rigged to travel twice as fast as any other in its class have recently been 
found buried in the archives of the Oaken Oar Shipwrights of East Britanny. 

'Che Myst:1c Arms 
These suits and blades of unmatched magical quality were left behind after the 

Avatar's final battle in the Great Stygian Abyss. It is the opinion of most scholars 
that they can be found by searching diligently in and around the Underworld 
area directly beneath the enshrined Codex of Ultimate Wisdom. The augurs say 
that in the place of Lord British's confinement, no other armour can save the one 
who seeks to free him. 

'Che .Spugtoss 
Normally used by sailors as a navigational aid, it is possible to study the 

planets and brighter stars with even a small spyglass. Although seldom found 
for sale in Britannia's shoppes, Lord Seggallion of Farthing is known to have a 
particularly fine instrument and little need of it. See "The Auguries of the Skies" 
for more information on astronomy. 

'Che MoSJc Carpet: 
Said to have been brought to Britannia from a faraway land of trackless deserts 

and strange, humped beasts, the magic carpet is an excellent conveyance for 
quick travel over swamps, calm waters and other places when ground travel is 
impeded or imperiled. Since it flies only a handspan from the ground, it cannot 
be used to pass over mountains, walls, or any sort of high obstruction. Rapid 
waters will soak it, subjecting its riders to freezing spray and possible drowning. 
Though it has passed through many hands, the carpet is now owned by Lord 

British and kept in his private castle chamber. 

'Che Grapple 
Invaluable as a tool for exploration in territory, a grappling hook 

can be obtained from Lord Michael of Emp th Abbey. It should be noted that 
although the grapple makes mountaineeri g possible, it does not necessarily 
make it either expedient or safe. 
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'Che .5ext:oot: 
The sextant is a vital instrument for navigation on the open seas. However, 

important places on land as well are referred to in maps and guides by 
latitude and longitude coordinates, making the sextant a standard item of 
equipment for any serious traveler. David, of the lighthouse Greyhaven, might 
be persuaded to part with his instrument for a worthy enough cause. 

.Skutt Keys 
These peculiar keys were recently invented by Shenstone, a skilled smith of 

Minoc. By a little-known principle of magical absorption, a skull key can reliably 
open any magically locked door, though it will become a useless piece of steel 
after one use. If one closely observes the smith as he goes about his daily work, it 
might be possible to discover where he keeps those few skull keys he fashions. 

'Che Jeweted Arms 
Who can the ways of Evil? Why would anyone, for Evil's cause or any 

other, forge a shining sword that can do no damage and a suit of fine plate 
armour transparent to a foe's blade? Seek the answers if thou wilst, but remem­
ber along thy way to beware of any highly touted gifts offered to thee by Thrud 
of Windemere, Servant of Blackthorn. 

'Che .Sword of Chaos 
Another of the Oppression's playthings of Evil, the Sword of Chaos possesses 

the soul of the knight who wields it. Once the Sword is brought to bear, its 
wielder will seek to slaughter his or her allies in battle. Blows of unmatched 
strength will be struck until each and every friend suffers a bloody death, 
whereupon the insane fighter will faint dead away at the sight of the carnage. 
The Sword rests in a northeastern chamber of Blackthorn's palace's ground floor, 
within a box lined with human skin. 

'Che .5oodotwood Dox 
One of Lord British's most privately guarded possessions, this small wooden 

box has belonged to His Majesty since the days before he was King. Those few 
who have glimpsed it swear that it has neither key nor keyhole. Of its contents 
none can say, save to advance the obvious notion that it holds some treasure of 
extraordinary value. At any rate, it appears to be most diligently sought-after by 
members of the Oppression. Sir Kenneth, last seen near the lighthouse 
Greyhaven, unwittingly holds the knowledge that leads to the Box's location. 
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'Che L>odge of Dlackt:horn 
Exploring the dark paths of Blackthorn's palace may be quite hazardous ~o the 

health of one who is not instantly recognizable as a member of the Oppression. 
Elistaria of Windernere 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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t:he Ausur1es of t:fJe .Skies 

From Celestial Britannia by Sir John, astronomer and scribe of the Lycaeurn: 
"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, cornets, fiery nebulae, have tom through our skies as harbin­
gers of impending doom ... Now, while we live in the midst of peace and enlight­
enment, the cornets 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 cornets that travel capriciously among them. Though long a 
mystery to astronomers and mystics alike, the significance of the cornets is now 
thought to be understood. Since the Shadowlords began their dreaded visita­
tions to the cities of the Realm, the three cornets 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 
is not surprising to discover that whenever a planet is troubled by a neighboring 
cornet, the city that embraces thaf 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 obser:ing the 
nightly positions of the cornets as they approach different planets, one may know 
the whereabouts of the Shadowlords. Because the nearest planet is that which 
reflects Honesty, a cornet 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, Jhelorn, 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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Forbidden (Jlaces of Darkness 
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 

181 Room ~ Force Field 

II Wall @ Treasure 

II Secret Door ~ Fountain 

• Door Er Ladder Up 

El Sign __) .EL Ladder Down - :EI Ladder Up/Down Stalactite 

a Skeleton 1' Pit Up 

~ ! ' Cave-In 

"" 
Pit Down 

~~ .. 
« ... Trap i Pit Up/Down 
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Deceit: 
(Word of Power: "FALLAX") 

Lat:. M't" Lons. K'~" 
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. 

Level l 

Level 3 

Level 4 
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Despise Lat. M' M" Lons. r'' ~" 
(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. 

Level s 

Level 6 

Level 7 

Level 4 
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Dest:ard Lat.~ I" Lons.M' I" 
(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 ores, 
trolls, and the like. 

Level 4 
Level 8 
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Wrong Lat:. &' M" Loos. ~' f" 
(Word of Power: "MALUM") 
Once the most feared of prisons, the dungeon Wrong is an underground 

fortress whose cells are haunted by unliving remnants of those who died there. 
Ores now cache their victims' treasures in the same chambers where soldiers of 
ancient kings stood watch over the torture of prisoners, and underground rivers 
tum 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. 

Level 1 

Level 5 

Level :i 

Level 6 

Level 7 

:I; 

x 
Level 4 .1:1 

~i.= .. ~ 
~-- .. ~ 

~- - --~ 

~-- = - -~ 

Level 8 
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Covet:ous Lat:.&'~" Loos. t' '4" 
(Word of Power: "AVIDUS") 
On a rocky eastern shore of Lost Hope Bay, reachable only by sea, the dungeon 

Covetous was hewn in bygone times as a royal crypt for the rulers of the distant 
province that is now Minoc. 

Level 1 

Level 2 

Level 3 

Level 4 
Level 8 
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Shame 
(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. 

r...evel 1 

r...evet 6 

r...evet 2 

L.evet 3 L.evel 7 

.'•,••·•~!4• .. ·E 
~.~ 
~ ~:::~ ~ 

~ ~ 

.' .. ,•.··~······· 
L.evel 4 Level 8 
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t>yt:hlot:h 
(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 ... 

L.evet 1 

L.evel 2 

L.evel 6 

L.evel 3 

L.evel 7 

L.evel 4 

L.evel 8 
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'Che Underworld 
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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l) 

2) 

3) 

4,5,6) 

Ararat-rums of Copt:am 
Johne's beached frisate 

[)attlef1eld-s1te of mas::: 
socre of Roval €xplora::: 
tory party as reported 
by Remoh, Scribe to t.>1s 
MaJeSt<) Lord [)rit1sh 

Pork place-ausurs 
unable to perceive sur::: 
roundms terrain due to 
mterferms mosics of 
uncertain mature 

APParent present loco::: 
t1ons of .Shards of False 
hood, t.>atred, and Cow::: 
ard1ce 

7) Lava pit-situated directly 
below ensfmned Codex, 
Avatar's Mystic Arms be::: 
lleved lost in v1cm1ty 

8) OUnseon Deceit 

9) OUnseon Despise 

lO) OUnseon pestord 

ll) OUnseon Wrons 

l2) OUnseon Covetous 

l3) OUnseon .SOOme 

l4) OUnseon t.><)thloth 
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Devond this leaf lie prophecies and revelations of the end 
of th<) ~uest. 

'Chere 1s donser even in the reodms of these poses. 

7f thou host not vet received the messose of the Codex 
upon its onswerms of the lost of th<) e1sht ~uests of 
Virtue, then to merelv look upon what 1s to come mov 
shatter t'.h<J mind. 

L>ut 1f thou host samed knowledse of the one path and 
the lost Word, then read on, so that thou mavst live t:o 
do what no mortal con. 
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'Che shrouded Lady appeared unaccompanied, wrthout a name, at 
the sates of mv keep on a cold momms of winter some time aso • .She 
asked audience of myself alone, and she, whom 1 hod seen m no court, 
asked 1t in the quiet voice of a ~en. 

'(hough slight of stature, she bore a colorless crystal boll of such 
weight that the stout table she placed 1t upon quivered under its 
silver stand. As she knelt before 1t, 1 watched the sphere become 
first a mirror, clouded b() her breath, and then an unoordered sea:::: 
scope painted with o tranquil bluish fire. Untouched by its light, the 
walls of mv throne room srew dork, and she sof tlv began to speak of 
stranse and terrible things, her face and eves hidden in the folds of 
her wtnte hood. 1 did not understand tnbt of which she spoke, nor did 
1 know her purpose in tellms me, but an Onlmowoble fear drove me to 
meticulously write down everv word and everv warning • 

..5he told of a place toot did not vet exist, though 1t had been since 
before the besmnins of the world, and of on event which had not vet 
come to pass, though 1t was or domed before the besmnins of time. Jn 
her v1s1on a stronger, who wore the silver amulet of the Kins but who 
was not the Kms. walked mto o dork pt.ace and saw Without light. 
'Che stranser stood upon on island m the darkness and called out a 
Word toot 1 cannot write. 'Chen a sreat cave vawned in the stone, 
and the stronser ventured ms1de. 

Jn certain detail did the Lady describe this cave. Somehow she 
could see its convoluted passases, and she knew of the stranser's 
exploration of its everv chamber and corner. Abom1nat1ons of unllvms 
evil beset the stranser at everv tum, but their relentless attacks 
were turned aside b() the Kms's &olden crown. Jmpassobl.e barriers of 
a coarse violet light stood to block the stronser's way, but they 
were dissolved into nothingness at the touch of the crvstol::::topped 
roval sceptre. 

Farther and farther downward did the stranser in the Lady's 
storv climb. 1 sketched a mop as she spoke, drowms the lob()rinth as 
well as 1 could from her words, until her voice f alt:ered suddenly. 1 
looked up from mv scroll, and for the first time 1 caught a glimpse of 
her face. 'Che blueness inside the sphere had become a storm of light, 
but 1t was a light whose glow, though almost too bright at its heart 
to behold, still foiled to touch the walls of mv chamber... 1 could see 
be()Ond the Lady's deep cowl for only a moment, but even mv dreams 
offer me no refuse from what 1 saw. 'Che mysterious Lady's counte:::: 
nonce was not toot of a woman at all, but of a small, frightened 
child of perhaps twelve or thirteen years. ..5he wore a oountinslv 
panicked expression, as 1f she had somehow lost control of the forces 
she had called upon to brins her the apocolwtic v1s1ons. t:endnls of 
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lightning now played violently olons the inside of the crystal sphere, 
only inches from her face, as 1f a trapped spmt within were questms 
madly for its freedom. .Smoky plumes rose from the wooden table 
where the sphere's silver base rested. 

Suddenly, the llghtnins dimmed and died. 
'Che child 1 had called a Lady cried out m the darkness. 
'Chen the crystal sphere exploded. 

""" 

On the verv next momins Lord Dr1t1sh, his Koval Scribe, and six 
Knights of Dntannia set out upon their JOUmev to the Underworld. 

'Che Lady's remains were burned that afternoon, and her ashes 
were cast out to sea by mv personal honor suard, knights of long;:: 
standins d1scret1on. ..someday 1 shall pause t:o wonder wnv not one of 
the lethal crystal shards so much as touched mv skin, though 1 sot 
but a half ::::dozen paces from the prophetess and her table. For the 
present, 1 Will be content to pass on this wntins and this mop unto 
thee, 0 Avatar ••• for 1 believe that the time of this prophecy 1s nigh, 
and thou art to be its instrument. 

Lord .SOOlineth 
Ventv Jsle 
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Levels 

Level 6 
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