




































































































t:reasures of Mas1c & Wonder 
Mo@c Qot:1ons and Scrolls 
Magic potions and scrolls were created to overcome some of magic's more 

bothersome limitations, such as the loss of time and energy inherent in conven­
tional spelkasting, the constant need for gruesome, hard-to-find reagents, and 
the years of diligent training and study necessary before a mage becomes power­
ful enough to cast spells of any real significance. Now, with the advent of spell 
scrolls and potions, the common fighters, bards, and other mundane adventurers 
can enjoy the benefits of the mystic arts. 

Qot:1ons 
A potion works its magic on its imbiber instantly and potently. They can nor­

mally be easily identified by their distinct colors, as given in the table below. 
Unfortunately, the art of potion manufacture is a new one and appears to be 
subject to some degree of uncertainty. Sir Adam the Torch, a renowned East 
Britanny alchemist, estimates that one out of every fifteen potions of a given 
color is in reality a useless, possibly poisonous nostrum. Perhaps even more 
distressingly, he also maintains that still another of that same fifteen is likely to 
generate the effects of an entirely different-colored potion altogether. 

Potion Color 
Blue 
Yellow 
Red 
Green 
Orange 
Purple 
Black 
White 

Employment 
Non-combat 
Anytime 
Anytime 
Anytime 
Anytime 
Combat 
Combat 
Non-combat 

Effect 
Stimulant (awakening) 
Restorative 
Antidotal 
Immunity to death (Note l) 
Sedative 
Polymorphic 
Transparence 
Hallucinogenic (Note Il) 

Note I: While green potions are among the most powerful and useful of magical 
preparations, they are possessed of a marked tendency to deteriorate into lethal 
poisons. 

Note II: Users of white potions may feel that they can see through such opaque 
objects as mountains, walls, and the bones in their hands. Lord Blackthorn has 
enacted a law against their manufacture, sale, and use anywhere in the Kingdom. 
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Scrolls 
Magic scrolls are simply spells written on fine vellum parchment with inks 

made from the reagents necessary lor their casting. Other syllables are written to 
impart the power needed by the spell itself, thus rendering the scroll usable by 
anyone who reads it, regardless of their own magical ability. As such, scrolls are 
among the most dependable and reliable forms of magic. Lady Hayden of the 
Lycaeum was gracious enough to supply a list of those spells which commonly 
appear in scroll form. 

Scroll ~ Employment Effect 

(\~ Vas Lor Anytime Great light 
~~ Rei Hur Anytime Wind change 
I '1 In Sanct Anytime Protection 
If InAn Anytime Negate magic 
WN InQuasWis Non-combat View 
UJ, Kal XenCorp Combat Summon daemon 
IMt. In Mani Corp Non-combat Resurrection 
fi AnTym Anytime Negate time 

Myst:1cal Art:•f act:s of t:he R.ealm 

'Che Amulet of Lord Dr1t1sh 
The knight Shaana, upon returning to Britannia as the last survivor of Lord 

British's Underworld expedition, reported that His Majesty had lain his silver 
Amulet among the graves of his fallen warriors just before being attacked and 
kidnapped himself. Though traditional folklore ascribes no special power to the 
serpentine talisman, it is believed by a few that the Amulet has the ability to 
guide one's path through certain kinds of magical darkness, showing the way 
where mortal eyes cannot. 

'Che Crown of Lord Drit1sh 
His Majesty's Crown was seized by Lord Blackthorn almost as soon as news of 

the Underworld disaster reached Britannia. There are some who claim that it lies 
in the highest tower of Blackthorn's palace, guarded by fearsome stone monsters 
of supernatural character. The Crown is enchanted to protect its wearer from 
any and all foes who rely upon magic to kill and destroy. 
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'Che .5cet?tre of Lord Dnt1sh 
When the Royal Jester Chuckles discovered that His Majesty's Crown was 

missing, he ordered immediate steps taken to protect the only remaining Crown 
Jewel. He dispatched an emissary to carry the fabulous golden Sceptre to Lord 
Malone of Serpent's Hold, knowing that there it would be safe. Along the way, 
the unfortunate emissary passed through the towne of Trinsic. While there, he 
was waylaid by a Shadowlord who relieved him of his treasure and immediately 
departed, leaving the shaken knight completely unharmed. Rumours now 
abound that the Sceptre, a relic of unimaginable power that can cut a path 
through any magical or ethereal barriers, is held in Stonegate, the earthly keep of 
the Shadowlords. 

'Che Shards of Mondain's Gem 
Of these evil relics of the First Age of Darkness there are three: the Shard of 

Falsehood, the Shard of Hatred, and the Shard of Cowardice. The remnants of 
Mondain's jewel laid in the place we call the Underworld until a shipwrecked 
wizard (whose tale appears elsewhere in this work; witness the story of Captain 
Johne in the Settlements chapter) unthinkingly loosed the Shadowlords from 
their glowing hearts. It is believed that, even as the Shadowlords were born of 
the Shards, so must their dooms be wrought therewith. The Lords of Falsehood, 
called Faulinei; Hatred, called Astaroth; and Cowardice, called Nosfentor, are 
known to oppose the Principles of Truth, Love, and Courage, respectively. 
Knowing this, and understanding that the castles called the Lycaeum, Empath 
Abbey, and Serpent's Hold were each built upon one of these Principles and thus 
are the places most baneful to the Shadowlords, the means by which the Shad­
owlords might be truly and permanently vanquished becomes apparent. In each 
of these hallowed keeps is an Eternal Flame which burns as a shrine to that 
keep's Principle. Standing before each of the Flames, the Name of that keep's an­
tithetic Shadowlord must be uttered to call it into the keep, whereupon the 
Shadowlord will seek to pursue its summoner. At the instant in which the 
Shadowlord stands in the Flame, that Shadowlord's own Shard must be cast into 
the Eternal Flame. Then, the prophets say, will the Shadowlord's dark spirit be 
utterly destroyed. 

'Che Glass Swords 
It is known that blades of purest crystal may be found in the mountains of the 

Serpent's Spine. Such was the magic in their forging that they will not fail to 
strike any foe, and no mortal being will survive their wrath. Then will the Sword 
shatter into a thousand harmless shards, never to fight for its wielder again. 
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'Che Plans of t:he b.M.5. Cape 
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 Most: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 .5puslass 
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 MaSJC 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 mountainous territory, a grappling hook 

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

many 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. 

Skull Keos 
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 Jeweled Arms 
Who can explain 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 northeastem chamber of Blackthorn's palace's ground floor, 
within a box lined with human skin. 

'Che Sandalwood !)ox 
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 Dodge of Dlockthorn 
Exploring the dark paths of Blackthorn's palace may be quite ha.zardous to the 

health of one who is not instantly recogni.zable as a member of the Oppression. 
Elistaria of Windemere will give unto thee a Black Badge whlch, when worn, will 
save thee from the scrutiny of Lord Blackthorn's foul guards. Be forewarned, 
though: she will require much of thee for thls favor, perhaps even thy Virtue. 

54 



'Che Auguries of t:he 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 
is 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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Forbidden Places 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 :j; Fountain 

• Door '§' Ladder Up 

a Sign .13. Ladder Down 

111 Stalactite g Ladder Up/Down 

It Skeleton t Pit Up 

~ ! • Cave-In -i Pit Down 

·~ " " Trap t Pit Up/Down 
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Deceit: Lat. M'<f>" Lons. 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. 

Level 1 

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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Qest:ard Lat.f\ I" Lons.M' I" 
(Word of Power: "INOPIA") 
Far to the west of the Fens of the Dead, along the untamed coast of south west 

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" Lons.~'~" 
(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 s 

Level 2 

Level 6 

·:r: ...... ·:r.· 

·.r.·e·;,.;. - ;,.;.···.T_· 

.... .. '=' ...... 
.• .. E!ll • • 

·:r.·. . . . .,_. - - ----Level 7 f ...... ·:r.· 

Level 4 
Level 8 
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Covetous Lot.&'~" Lons. t' F4" 
(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. 

~· ·=· - = 
·=· •:::• ·~··~ .,,,. 

= = 
.,,,. 

···I•".'• . . 
= (..eve!. l 

Level 2 

(..evel 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. 

Level 1 

Level 6 

Level 2 

Level 3 
Level 7 

Level 4 Level 8 
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tJyt:hlot:h Lat:. K'~" Lons.~' K" 
(Word of Power: '1GNAVUS") 
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 ... 

Level 6 

Level 7 

Level 4 
Level 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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65 



I 



'Che Final '(rial 

Deyond this leaf lie prophecies and revelations of the end 
of thy vuest. 

'Chere 1s danger even m the reading of these pages. 

7f thou hast not yet received the message of the Codex 
upon its answering of the last: of thy eight Vuests of 
Virtue, then to merely look upon what 1s to come may 
shatter thy mind. 

[)ut 1f thou hast: gamed knowledge of t:he one path and 
the last Word, then read on, so that thou mayst live t:o 
do what no mortal can. 
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'Che shrouded Lady appeared unaccompanied, without a name, at 
the sates of my keep on a cold momins of wmter some time oso. She 
asked audience of myself alone, and she, whom 1 hod seen m no court, 
asked 1t in the quiet voice of a OJeen. 

'(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 by her breath, and then on unbordered sea;:; 
scope pointed with a tranquil bluish fire. Untouched by its Light, the 
walls of my throne room srew dork, and she softly began to speak of 
snonse and terrible thmss, her face and eyes hidden m the folds of 
her white hood. 1 did not understand that of which she spoke, nor did 
J know her purpose m teUms me, but on unknowoble fear drove me to 
meticulously write down every word and every womms. 
She told of a place that did not (Jet exist, though 1t hod been since 

before the besinnins of the world, and of on event which hod not <Jet 
come to pass, though 1t was ordmned before the besinnins of time. Jn 
her v1s1on a stronger, who wore the silver amulet of the Kins but who 
was not the Kms. walked mto a dork Pt.ace and sow Without Light. 
'Che stronger stood upon on island m the darkness and called out a 
Word that 1 cannot write. 'Chen a sreot cove yawned in the stone, 
and the stronser ventured ms1de. 

Jn certain detml did the Lady describe this cove. Somehow she 
could see its convoluted passages, and she knew of the stranger's 
exploration of its every chamber and corner. Abominations of unllvms 
evil beset the stronger at every tum, but their relentless attacks 
were turned aside by the Kms's golden crown. Jmpossoble barriers of 
a coarse violet Light stood to block the stranger's way, but they 
were dissolved mto nothingness at the touch of the crystol;:;topped 
royal sceptre. 

i:=orther and farther downward did the stronger m the Lady's 
story climb. 1 sketched a mop as she spoke, drowms the Labyrinth as 
weU as 1 could from her words, until her voice faltered suddenly. 1 
Looked up from my scroll, and for the first time 1 caught a glimpse of 
her face. 'Che blueness ms1de the sphere hod become a storm of Light, 
but 1t was a Light whose glow, though almost too bright at its heart 
to behold, st1U foiled to touch the walls of my chamber... 1 could see 
beyond the Lady's deep cowl for only a moment, but even my dreams 
offer me no refuse from what 1 sow. 'Che mysterious Lady's counte;:; 
nonce was not that of a woman at au, but of a smoU, frightened 
child of perhaps twelve or thirteen years. She wore a hountmsLy 
panicked expression, as 1f she hod somehow Lost control of the forces 
she hod called upon to brms her the apocalyptic v1s1ons. 'Cendr1Ls of 
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llshtrnns now played violently olons the inside of the crystal sphere, 
only inches from her face, as 1f a trapped spirit within were quest ms 
madly for its freedom. Smoky plumes rose from the wooden table 
where the sphere's silver base rested • 

..5uddenly, the llshtmns dimmed and died. 
'Che child 1 hod called a Lady cried out m the darkness. 
'Chen the crystal sphere exploded. 

,,.,,.,,. 

On the very next mornms Lord Dritish, his R.ol)OL Scribe, and six 
Kn1shts of Dntonmo set out upon their .JOUrney to the Underworld. 

'Che Lady's remains were burned that afternoon, and her ashes 
were cost out to sea by my personal t>onor suord, kntsfJts of Lon:y 
stondms d1scret1on. ..5omedoy 1 shall pause to wonder why not one of 
the Lethal crystal shards so much as touched my skin, tfJoush 1 sot 
but a half =-dozen paces from the prophetess and her table. For the 
present, 1 WILL be content to pass on this wnons and this mop unto 
thee, O Avatar ••• for 1 believe that the time of this prophecy 1s msh, 
and thou art to be its instrument. 

Lord Sholtneth 
Venty Jsle 
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Doom 

Levels 

Level 6 
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