




































Cycfops 'Daemon 'Deer 'Dog 

Cow: A fine source of meat and dairy products, the complacent cow is a 
common sight on most fanns. 

Cyc{qps:This hulking, one-eyed titan fears no one. Possessed of remarkable 
strength, 1t wields a mighty oaken club when it isn't hurling large boulders at its foes. 
The earth trembles as this giant lumbers about its domain, or so say those who claim to 
have survived an encounter with a cyclops. 

'Daemon: This most wicked and formidable of foes is not to be underestimated. 
Overwhelming strength, skill and intelligence make daemons nearly unbeatable. Pos­
sessing magical powers rivaling the most powerful of mages, the daemon can summon 
hordes of his brothers to assist him in killing or possessing his victims. Being already 
undead, the daemon has, little fear of death. You are forewarned! 

'Deer: These graceful athletes of the forest can be spotted dashing through the 
shadows on sunlit afternoons. Deer are a good source of food, but be aware that the 
antlers they sport can do significant damage. 

'DOJT:'Th?ugh related to the vicious wolf, the common dog poses far less of a 
threat than 1us wild counterpart. As much at home in the field hunting rabbits as at the 
dinner table of its master, the dog should be respected, but not feared. 

'Dragon: How many myths have been built around this winged, fire-breathing 
holdover from Britannia's distant past? Even the strongest warrior has been known to 
wilt under the intense magical flames and noxious fumes that pour from the enraged 
beast's nostrils. Though mortal, dragons are extremely difficult to kill. It is, therefore, a 
wonder that some bold souls have actually managed to steal eggs from a dragon's nest to 
satisfy the culinary delights of wealthy town dwellers! 

'DraK;g.: Smaller than their cousins, the dragons, but no less ferocious in battle, 
drakes are usually found in the company of their more formidable relatives. In a battle 
against a dragon, one must be ever mindful of the deadly drakes. 

(jargoy{e.s: Frequently.confused with daemons, the gargoyles are a little 
understood race of beings. Only fragments of information have made their way back 
from expeditions to the underworld habitat of these creatures. We do know that there are 
two classes of gargoyles - a dominant, winged variety and smaller, wingless drones. 
The larger gargoyle is a daunting opponent, possessing very high intelligence and 

'Dragon 

irnpres.sive magical P?wers .. But, the smaller drones are not to be ignored, for their 
attack 1s deadly, despite theu apparent lack of magical ability. Scholars at the Lycaeum 
are feverishly analyzing all incoming information regarding these perplexing creatures. 

(jazer: How this monstr?sity evolved is anybody's guess, for gazers are among 
the most un_usual creatures ill the realm. They are usually spotted hovering above 
the ground ill searching for _creatures they can mesmerize with their multiple 
eyes. One expenenced clauns that gazers emit a strange buzzing sound as 
they move about. Remam alert when you suspect the presence of a gazer, as it is 
constantly on the alert for prey. 

Ghosts are generally found in cemeteries and other places of the dead, 
tho_ugh theu movements are all but unlimited. These ethereal spirits pass easily through 
sohd walls and other obstacles, making them difficult to chase and difficult to elude. 
Though they do not possess great strength, their mobility and ability to use magic make 
them a force to be reckoned with. 

(jremfin: Unimpressive in battle, gremlins usually roam in packs and will 
to overcon:ie you through sheer force of numbers. Given the chance, these per­

sistent creatures will take whatever food you are carrying in your pack, distributing it 
amongst themselves in a frenzy of feeding. 

:Jle.adle.ss: The product of a wizard's failed experiments, these wretched 
creatures somehow manage to sense the location of their quarry and strike with unnatu­
ral accuracy. Do not fall prey to pity, for a headless would as soon strangle you with 
his bare hands as accept your mercy. 

Jlorse: Being both strong and swift, these companions of the trail are invalu­
able when time is of the essence and one's strength is at an end. The traveller should 
obtain a steed early in his adventuring. Occasionally, you may spy a majestic wild 
stallion roaming the broad plains, but catching and taming it is another thing. 

. !J{g_cfra: The pu.trid quagmire of the swamp is the spawning ground of this bo­
tanical .. Survivors of the Great Battle on the Bloody Plains tell of driving the 
enemy illto the adjacent swamplands where the carnivorous hydras completed their 
mission of destruction. While fearsome, hydras also bring good luck, of a sort - when 
one fillds a hydra, the valued nightshade mushroom can usually be found close by. 

Insects 



:Mouse 1?.g.t, giant 'R.f,aper 
Insects: These pesky, flying nuisances can be quite bothersome if stirred up 

by the careless explorer. A single buzzing swamp fly can be annoying; a biting 
swarm can leave the traveller depleted and exhausted. 

Mimic: Disguised as abandoned treasure chests, these masters of illusion 
wait patiently for passing adventurers whose greed exceeds their wisdom. If you take 
~ moment to observe questionable chests from a safe distance, the mimic may reveal 
its true nature by spitting venom in your direction. 

. M01JB6at: Resembling a monkey as much as a bat, these winged anoma-
hes are swift and powerful in their attacks. Though seldom encountered except in 
the deepest dungeons, encountering one in the dim subterranean light can unnerve 
even the stoutest among you. 

Mouse: This timid rodent seldom ventures from its lair except under cover 
of night, and then only in search of crumbs of food. Cheesemakers are especially 
wary of the nocturnal activities of these otherwise benign creatures. 

~66it: Though quite shy and non-threatening, these long-eared creatures 
are the bane of farmers, whose crops attract them in hordes. 

~t, Jliant: These voracious, overgrown rodents have evolved over the 
centuries in the dank, inhospitable sewers that honeycomb the levels below some 
castles. Having grown immune to most poisons, they are difficult to exterminate. 
Even a single bite from one of these giants can cause disease or plague. 

. ~ap~r: A remnant of an ancient enchanted forest swallowed up long ago 
m a cataclysnuc upheaval, the reaper at first appears as a solitary tree trunk rooted in 
the dungeon rock. Closer examination reveals a grim intelligence which lashes out 
with long, gnarled branches and magical bolts of destruction. But, the resourceful 
adventurer can turn the threat of the reaper into the evening's campfire, ofttirnes 
uncovering hidden treasure in the process. 

~tworms: Born of the decaying detritus which carpets the swamplands, 
these loathsome invertebrates are more nuisance than threat - a pass of your torch 
across their path will usually keep them at bay. 

'" •)., 

Sfieep Silver Serpent 
advised to keep moving when confronted by one of these armoured nightmares, lest 
you perish where you stand. 

Sea Serpent: Like its land-bound cousin, the dragon, a sea serpent will 
attack the seagoing traveller with magical fireballs and violent physical swipes of 
its long tail. The wise sailor avoids this nasty beast. 

S fieep: Among the most docile of the beasts of the field, flocks of these 
highly benetlcial creatures serve the common good by providing wool to the 
garment- and rug-makers and fine mutton to the pubs. 

Silver Serpent: Since the days of ancient Sosaria, the silver serpent has 
been a part of our lives. Its form has been found etched on tomb walls, and ancient 
monuments have been found which were crafted in its image. Yet, a recent scouting 
brigade claims to have seen a dead silver serpent of incredible size near a gargoyle 
encampment. The scouts observed for a time and, upon their return, reported that 
the gargoyles milked the slain creature of its venom and even ingested the fluid thus 
derived before entering battle. This ritual act seemed to give the gargoyles a short­
tenn increase in aggression and strength, though causing their death in the end. 
Whether the drinking of venom actually increased the gargoyles ' strength is 
currently the subject of some debate at the Lycaeum. 

S/(g.feton: The expressionless, hollowed eyes of the skeleton belie the 
malice that animates this otherwise lifeless latticework of bone and sinew. Conjured 
up by malcontented mages bent on mischief, these creatures - the restles remains 
of fallen warriors - are both fearless and tireless in battle. 

Sfime:This shimmering, amorphous mass seems more an oddity than a 
threat when first encountered. Constantly dividing and recombining, it seeks to 
surround the traveller who happens upon its swamp or dungeon lair. Though 
susceptible to damage from ordinary weapons, the experienced adventurer is always 
ready to use fire against the ooze's subtle maneuvers. 

S na/(g.: Emerging from their rocky lairs at the first morning light, these 
reptiles spend their days basking in the sun, warming their cold-blooded bodies so 
they can strike swiftly at their unsuspecting prey. They can even spit poisonous 
venom from several yards away with accuracy that is both horrifying and deadly. 

Snaf(f 



rrangfe 'J/ine rrro[{ 'Wisp 'Wolf 

Spider., giant: Though they spin their lethal webs deep inside dark lairs, 
spiders of this gargantuan variety often venture forth in search of prey. They are 
capable of inflicting painful bites or spitting their toxic sputum from great distances. 
But they are not invincible, and can be killed with a few well-placed blows. 

Squ-i£l giant: The dreaded scourge of alJ mariners, this horror of the high 
seas is legendary for its ability to destroy a large sailing vessel with its dextrous 
tentacles and crushing beak. It being exceedingly strong and durable, one should 
avoid confrontations with this nemesis of the deep. 

'Tangfe 'Pine: Though this plant resembles a common hedge qf briars and 
thistles, wary adventurers take care to avoid tangle vines. The sharp thorns that adorn 
this creeping foliage radiate from a well-protected central flower pod. As if the 
swiftly growing limbs weren't threat enough, the flower pod gives off a sleep­
inducing fragrance whenever it is threatened. 

'Tro{{: The brutish troll takes perverted pleasure in hiding beneath bridges so 
it can terrorize the unsuspecting traveller. Fortunately, trolls are relatively weak and 
they lack endurance, so they pose only a moderate threat when encountered. 

Wisp: Often mistaken for a harmless, forest firefly, the nocturnal wisp can 
both mystifY and antagonize the adventurer. Though only causing minor harm in any 
single attack, its uncanny ability to dance about the field of battle, striking at will, can 
lead to serious cumulative injury. 

Wolf: Both revered and feared, this canine lord stalks the high plains and 
forest alike on its quest for survival. Never, ever, put this wary beast in a threatening 
situation! Its bite is far worse than its mournful howl. 
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~Mlr;l(~lffl 

'Ifie 'Eiglit Circ{es of Magic 
Mages with little training and experience are limited in the spells 

they can cast. As a spellcaster grows in stature, penetrating the mysteries 1 

of the higher circles of magic, he gains the ability to cast more powerful 
spells. Great power is not without cost, however. When he casts a spell, 
the mage experiences a drain in magical power equal to the level of the 
circle of that spell. Thus, a simple first level spell drains one point while · 
a fifth level spell, more difficult to cast, drains five. The caster's magical · 
power returns within a few hours. 

'*19' 'The 1st Circ[e 
Create :f ooa 

Incantation: 
Reagents: 
Effect: 

'Detect Magic 
Incantation: 
Reagents: 
Effect: 

IN MANI YLEM 

Garlic, Ginseng, Mandrake Root 
A fine bounty of food will be added to your pack 

W1s0RT 
Nightshade, Sulfurous Ash 
Discerns the magical nature of special objects and 
the specific magical charge currently in an item 

.,.. • ..,,,,!<Arisi 'Detect'Irap 
Incantation: 
Reagents: 
Effect: 

'Dispef Afagic 
Incantation: 
Reagents: 
Effect: 

Incantation: 
Reagents: 
Effect: 

W1sJux 
Nightshade, Sulfurous Ash 
Discovers concealed traps in suspicious chests 
and doors 

ANJux ORT 
Garlic, Ginseng 
Removes a sorcerous enchantment or poison which 
causes illness and bondage. Also awakens a person 
under the influence of a Sleep spell. 

ANFLAM 

Garlic, Black Pearl 
Extinguishes flames 
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Jia:rm 
Incantation: 
Reagents: 
Effect: 

Jfea[ 
Incantation: 
Reagents: 
Effect: 

Jfr{p 
Incantation: 
Reagents: 
Effect: 

Ignite 
Incantation: 
Reagents: 
Effect: 

Ligfit 
Incantation: 
Reagents: 
Effect: 

AN MANI 
Nightshade, Spider's Silk 
Inflicts moderate damage on your opponent 

IN MANI 
Ginseng, Spider's Silk 
Applies healing energy to one who is injured 

KALLoR 
(none are required) 
When all is lost and death seems certain, this 
spell quickens the user's demise and resurrect 
him and his party before the Throne 
of Britannia 

IN FLAM 

Sulfurous A h, Black Pearl 
Ignites a lifeless torch, fireplace or brazier 

lNLoR 
Sulfurous Ash 
llluminates a darkened area 

~ 
~~ %e2ndCirc[e 

Infravision 
Incantation: 
Reagents: 
Effect: 

AfaguJlrrow 
Incantation: 
Reagents: 
Effect: 

QUASLoR 
Nightshade, Sulfurous Ash 
Detects the presence of living, warm-blooded 
beings in the dark. 

ORT Jux 
Sulfurous Ash, Black Pearl 
Fires a moderately damaging missile at 
your opponent 
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Poison 
Incantation: 
Reagents: 
Effect: 

2?.f,appear 
Incantation: 
Reagents: 
Effect: 

Sfeep 
Incantation: 
Reagents: 
Effect: 

'Teiefd,nesis 
Incantation: 
Reagents: 
Effect: 

'Trap 

IN Nox PoR 
Nightshade, Blood Moss, Black Pearl 
Poisons your opponent with toxic venom 

IN YLEM 

Spider's Silk, Blood Moss, Black Pearl 
Undoes the effect of the Vanish spell, making 
the vanished object return to this world 

lNZU 
Nightshade, Spider's Silk, Black Pearl 
Induces unconsciousness in the chosen victim 

0RTPOR YLEM 

Blood Moss, Mandrake Root, Black Pearl 
Moves objects near the user without 
physical contact 

Incantation: IN Jux 
Reagents: Spider 's Silk, Nightshade 
Effect: Places a concealed trap on a chest or door 

'Un[oc/(Afagu 
Incantation: Ex PoR 
Reagents: Sulfurous Ash, Blood Moss 
Effect: Unlocks magically locked chests and doors 

'Un trap 
Incantation: 
Reagents: 
Effect: 

'Vanisfi 
Incantation: 
Reagents: 
Effect: 

ANJux 
Sulfurous Ash, Blood Moss 
Negates magical traps on chests and doors 

AN YLEM 

Garlic, Blood Moss, Black Pearl 
Makes simple objects disappear from 
this world 
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• 'Ille3riCirde 
Curse 

Incantation: 
Reagents: 
Effect: 

'Dispe[ :JieU 
Incantation: 
Reagents: 
Effect: 

:Jire6af[ 
Incantation: 
Reagents: 
Effect: 

yreatLigfit 
Incantation: 
Reagents: 
Effect: 

Magic.Lock_ 

AN SANCT 
Sulfurous Ash, Nightshade, Garlic 
Reduces the effectivene sofa foe's armour, 
prowess and intelligence 

AN GRAV 
Black Pearl, Sulfurous Ash 
Neutralizes magic fields generated by 
field spells 

PoR FLAM 
Sulfurous Ash, Black Pearl 
Hurls a mighty flaming missile at 
your opponent 

VAS LOR 
Sulfurous Ash, Mandrake Root 
Provides long lasting illumination 

Incantation: AN PoR 
Reagents: Sulfurous A h, Blood Moss, Garlic 
Effect: Applies a magical lock to a chest or door 

Mass .9l.wa/(g,n 
Incantation: AN VAS Zu 
Reagents: Ginseng, Garlic 
Effect: Awakens all nearby sleepers with an explosion 

MassS[eep 
Incantation: 
Reagents: 
Effect: 

Peer 
Incantation: 
Reagents: 
Effect: 

VAsZu 
Gin eng, Nightshade, Spider' Silk 
Induces Jeep in all being in the area targeted 
by the caster 

VAS W1s YLEM 
Nightshade, Mandrake Root 
Reveals the world and the caster's place in it 
as though peering through an eagle's eye 
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Protection 
Incantation: 
Reagents: 
Effect: 

2?..?pd runcfeaa 

IN SANCT 
Sulfurous Ash, Ginseng, Garlic 
Increases the effectiveness of armour as well 
as the target's prowess and intelligence 

Incantation: AN XEN CORP 
Reagents: Garlic, Sulfurous Ash 
Effect: Cau e all undead in the ea ter 's field of vision 

to flee 

- 'Ifie 4 tli Cirde 
.9l.nimate 

Incantation: 
Reagents: 
Effect: 

Conjure 
Incantation: 
Reagents: 
Effect: 

'1Jisa6{e 
Incantation: 
Reagents: 
Effect: 

:Fire :Jie[a 
Incantation: 
Reagents: 
Effect: 

yreatJiea[ 
Incantation: 
Reagents: 
Effect: 

0RTYLEM 
Sulfurous Ash, Mandrake Root, Blood Moss 
Causes inanimate objects to come to life and 
wander about, though not under caster's control 

KALXEN 
Spider's Silk, Mandrake Root 
Summons a wild beast to your side to aid 
in combat 

AN VAS MANI 
Night hade, Spider's Silk, Mandrake Root 
Inflicts a grievous wound, nearly killing 
the target 

IN FLAM GRAV 
Black Pearl, Sulfurous Ash, Spider's Silk 
Create a earing wall of fire 

VAS MANI 
Ginseng, Spider's Silk, Mandrake Root 
Restores one's health fully 
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Locate 
Incantation: 
Reagents: 
Effect: 

Mass 'Dispe[ 
Incantation: 
Reagents: 
Effect: 

Poison :FieM 
Incantation: 
Reagents: 
Effect: 

Sfeep :FieM 
Incantation: 
Reagents: 
Effect: 

'Wina Cliange 
Incantation: 
Reagents: 
Effect: 

'Energy :FieM 
Incantation: 
Reagents: 
Effect: 

'Ezywsion 
Incantation: 
Reagents: 

Effect: 

lNWIS 
Nightshade 
Reveals the caster's location like a 
magical sextant 

VAS AN Jux ORT 

Garlic, Ginseng 
Dispels all magic in the area targeted by 
the caster 

INNoxGRAv 
Nightshade, Spider's Silk, Black Pearl 
Creates a wall of noxious gases 

IN Zu GRAV 
Ginseng, Spider's Silk, Black Pearl 
Creates a wall of sleep-inducing energy 

RELHUR 
Sulfurous Ash, Blood Moss 
Allows caster to alter the prevailing direction of 
the wind 

'Tlie 5tli Circ{e 

IN SANCT GRAV 
Mandrake Root, Spider' Silk, Black Pearl 
Creates an impassable wall of energy 

VAS PoRFLAM 
Mandrake Root, Sulfurous Ash, Black Pearl, 
Blood Moss 
Creates a powerful explosion, injuring those 
caught in its blast 
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InsectSwann 
Incantation: KAL BET XEN 
Reagents: Blood Mo , Spider' Silk, Sulfurous Ash 
Effect: Conjures up a swarm of insects to aid you 

in combat 

I nvisi6uity 
Incantation: 
Reagents: 
Effect: 

Liglitning 
Incantation: 
Reagents: 
Effect: 

Parafyze 
Incantation: 
Reagents: 

Effect: 

Pic/(pocfc?t 
Incantation: 
Reagents: 
Effect: 

~veaf 
Incantation: 
Reagents: 
Effect: 

Seance 
Incantation: 
Reagents: 

Effect: 

X-ray 
Incantation: 
Reagents: 
Effect: 

SANCTLoR 
Nightshade, Blood Moss 
Causes beings to become unseen 

0RTGRAV 
Black Pearl, Mandrake Root, Sulfurous Ash 
Hurls a powerful bolt of lightning at 
your opponent 

ANXEN PoR 
Spider's Silk, Sulfurous Ash, Nightshade, 
Black Pearl 
Momentarily paralyzes your opponent, thus 
disabling him 

PoR YLEM 
Blood Moss, Spider's Silk, Nightshade 
Lets the caster take one of the target's belongings 

ANSANCTLOR 
Spider's Silk, Nightshade, Mandrake Root 
Makes invisible beings in the area become 
visible again 

KAL MANI CORP 
Blood Moss, Mandrake Root, Nightshade, 
Spider's Silk, Sulfurous Ash 
Lets the caster speak with the dead as though 
they still lived 

W1sYLEM 
Mandrake Root, Sulfurous Ash 
Allows the caster to see places otherwise 
obscured by walls and obstacles 
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Chann 
Incantation: 
Reagents: 
Effect: 

C!Dne 
Incantation: 
Reagents: 

Effect: 

Confuse 
Incantation: 
Reagents: 
Effect: 

!Flame 'Wina 
Incantation: 
Reagents: 
Effect: 

J{ai[Storm 
Incantation: 
Reagents: 
Effect: 

:Mass Protect 
Incantation: 
Reagents: 

'The 6 tfi C irc[e 

AN XEN Ex 
Black Pearl, Nightshade, Spider's Silk 
Changes the alignment of the target to match 
that of the caster 

IN QuAs XEN 
Sulfurous Ash, Spider's Silk, Blood Moss, 
Ginseng, Nightshade, Mandrake Root 
Creates an identical, though not directly 
controllable, replica of any being 

VASQUAS 
Mandrake Root, Nightshade 
Sends opposing foes into disarray 

FLAM HUR 
Sulfurous Ash, Blood Moss, Mandrake Root 
Sends a gale of flaming wind in the direction 
of your foes 

KAL DES YLEM 
Blood Moss, Black Pearl, Mandrake Root 
Brings down a storm of hailstones upon the 
caster's enemy and the surrounding area 

VAS IN SANCT 
Sulfurous Ash, Ginseng, Garlic, 
Mandrake Root 

Effect: Increases the effectiveness of armour, as well 
as the prowess and intelligence of nearby beings 

'J{g,gate :Magic 
Incantation: AN ORT 
Reagents: Garlic, Mandrake Root, Sulfurous Ash 
Effect: Temporarily prevent the casting of spells 

and magic 
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Poison 'Wina 
Incantation: 
Reagents: 
Effect: 

~p[icate 
Incantation: 
Reagents: 

Effect: 

'We6 
Incantation: 
Reagents: 
Effect: 

Chain'Boft 
Incantation: 
Reagents: 

Effect: 

'Enchant 
Incantation: 
Reagents: 
Effect: 

'Energy 'Wincf 

NoxHuR 
Nightshade, Sulfurous A h, Blood Moss 
Sends a gale of noxious wind in the direction of 
your foes 

IN QUAS YLEM 
Sulfurou A h, Spider' Silk, Blood Mo s, 
Ginseng, Nightshade 
Produces a duplicate version of simple objects 

IN DES PoR 
Spider's Silk 
Lays a fine, sticky web upon the ground to 
hinder a foe's progress 

'The 7 tfi C irc[e 

VAS ORT GRAV 
Black Pearl, Mandrake Root, Sulfurous Ash, 
Blood Moss 
Causes a lively bolt of damaging energy to leap 
from one living being to another 

INORTYLEM 
Spider's Silk, Mandrake Root, Sulfurous Ash 
Empowers special items with magical energy 

Incantation: GRAv HuR 
Reagents: Mandrake Root, Nightshade, Sulfurous Ash, 

Blood Moss 
Effect: 

~ear 
Incantation: 
Reagents: 
Effect: 

Sends a gale of wind in the direction of foes 

QuAsCoRP 
Nightshade, Mandrake Root, Garlic 
Causes all evil foes in the area to flee in terror 
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(jate rrrave[ 
Incantation: 
Reagents: 
Effect: 

1(_i[[ 
Incantation: 
Reagents: 
Effect: 

Mass Curse 
Incantation: 
Reagents: 

VASRELPOR 
Sulfurous Ash, Black Pearl, Mandrake Root 
Teleports the caster's party to a moonstone 
location determined by the moonphase 

lN CORP 
Black Pearl, Nightshade, Sulfurous Ash 
Sends a lethal bolt of energy towards an opponent 

VAS AN SANCT 
Sulfurous Ash, Nightshade, Garlic, 
Mandrake Root 

Effect: Reduces the effectiveness of armour, as well as 
the prowess and intelligence of all nearby beings, 
friend and foe alik~ 

Mass Invisi6ility 
Incantation: VAS SANcr LoR 
Reagents: Mandrake Root, Nightshade, Blood Moss, 

Black Pearl 
Effect: Causes all nearby beings to become unseen, 

though still present 

'Wing S trikf, 
Incantation: 
Reagents: 

Effect: 

'Wizartf 'Eye 
Incantation: 
Reagents: 

Effect: 

l<ALORTXEN 
Blood Moss, Spider's Silk, Mandrake Root, 
Sulfurous Ash 
Sends a powerful dragon's wing against 
your opponents 

PoRORTW1s 
Blood Moss, Nightshade, Mandrake Root, 
Sulfurous Ash, Black Pearl, Spider's Silk 
Allows the caster to see otherwise obscured 
places up to 20 paces away 
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'Deatfi 'Wintf 
Incantation: 
Reagents: 

Effect: 

'Eclipse 
Incantation: 
Reagents: 

Effect: 

Mass Cfiann 
Incantation: 
Reagents: 

Effect: 

Mass1(j[[ 
Incantation: 
Reagents: 

Effect: 

1(,esurrect 
Incantation: 
Reagents: 

Effect: 

same 
Incantation: 
Reagents: 
Effect: 

'Ifie 8tli Circ[e 

CoRPHUR 
Mandrake Root, Nightshade, Sulfurous Ash, 
Blood Moss 
Sends a gale of lethal wind in the direction 
of foes 

VASANLoR 
Mandrake Root, Sulfurous Ash, Nightshade, 
Garlic, Blood Moss 
Causes the moons to block the sun's rays for a 
brief time 

VAsANXENEx 
Black Pearl, Nightshade, Spider's Silk, 
Mandrake Root 
Changes the alignment of nearby foes to match 
that of the caster 

VAS CORP 
Black Pearl, Nightshade, Mandrake Root, 
Sulfurous Ash 
Sends lethal bolts of energy toward all 
nearby beings 

IN MANI CORP 
Garlic, Ginseng, Spider's Silk, Sulfurous Ash, 
Blood Moss, Mandrake Root 
Restores life to a being who was dead 

VASRELXEN 
Blood Moss, Nightshade, Mandrake Root 
All evil creatures are changed to slime 
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Summon 
Incantation: 
Reagents: 

Effect: 

'IimeStop 
Incantation: 
Reagents: 
Effect: 

'TrertWT 
Incantation: 
Reagents: 
Effect: 

KALXENCORP 

Mandrake Root, Garlic, Blood Moss, 
Spider's Silk 
Calls forth a daemon from the underworld who 
may assist you in combat 

ANTYM 

Mandrake Root, Garlic, Blood Moss 
Temporarily suspends the flow of time while the 
caster continues his journey 

VASPOR YLEM 

Blood Moss, Sulfurous Ash, Mandrake Root 
Causes the ground to shake, injuring all beings in 
the affected area 
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Cheryl Neeld, Craig Miller, Cathy Dykes 

Reference Card: 
Dr. Cat 

Reference Card Layout and Design: 
Mike Harrison 

Map Art: 
Denis Loubet, Dan Bourbonnais, Keith Berdak 

Additional Sup port: 
Alan Gardner, Jeff Hillhouse, Melanie Fleming, 
Michelle Caddel, Beth Miller, Steve Muchow, 

Mark Chandler, Sherry Hunter 



"Audchar Gargl Zenmur" ("The Gargoyle Theme'')© 1990 by Herman Miller; "The Ultima Theme" 
© J 990 by Ken Arnold; "Captain John 's Hornpipe"© 1990 by Ken Arnold; "Engagement and Melee" 
© 1990 by Ken Arnold; "Halls of Doom"© 1990 by Ken Arnold; "Worlds Below" 
© 1990 by Ken Arnold; "Stones"© 1990 by David Watson & Kathleen Jones; "Can' t Remove the Pain" 
© 1984 by Todd Mitchell Porter; "The Wander" © 1987 by Todd Mitchell Porter; "Black Forest" 
© 1974 by Todd Mitchell Porter; "Raining Again"© 1982 by Todd Mitchell Porter; "Fall Leaves" 
© 1985 by Todd Mitchell Porter; "How Many Minutes" © 1984 by Todd Mitchell Porter, "Simple Dance" 
© 1976 by Todd Mitchell Porter. 

Ultima and Lord British are registered trademarks of Richard Garriott. 

, 

WARRANTY CLAIMS 
To make a warranty claim under this limited warranty, 
please return the product to the point of purchase, accom­
panied by proof of purchase, your name, your address, and 
a statement of the defect. OR send the disk(s) to us at the 
address below within 90 days of purchase. Include a copy 
of the dated purchase receipt, your name, your return 
address, and a statement of the defect. GoodTimes will, at 
its option, repair or replace the product and return it to you 
(postage prepaid) or issue you with a credit equal to the 
purchase price. 

GT Software is an authorized distributor of Electronic Arts 
and responsible for warranty. 

To replace defective media after the 90 -day warranty peri­
od has expired, send the original disk(s) to the address 
below. Enclose a statement of the defect, your name, your 
return address, and a check or money order for $7 .50. 

GoodTimes Software Customer Service 
GoodTimes Software 
16 East 40th Street 

P.O. Box 161750 • Austin, Texas 78716 

e 1990 Origin Systems Inc. 

all rights reserved 
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