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In the Ice Caves, you fight your way through various obstacles 
and locate another blackrock gem (4) . After passing the defens­
es guarding the floodgate controls (8), you unleash a flood of 
water that exposes a ruined city, Anodunos (11), in the north­
west area of Level 2 of the caves. There, you meet Beatrice, a 
wandering shade. There is a ruined magic store to the northeast 
(12), with many valuable items in it. You also meet Mokpo (3), 
a deranged hermit who has otherworldly visions. 

After exploring the caves, you return to the castle for rest and 
training, and to have Nystul magically treat the Ice Caves gem. 
There, you receive the news that Lady Tory has been murdered! 
Although no one is certain who has done it, everyone has opin­
ions. Returning to the sewers, you now Use the jewel from the 
Ice Caves on the larger gem, as before, with similar results. 

On Talorus, encounters with the Historian, the TALORUS 
Futurian, the Bliy Skup Ductosnore, the Data 
Integrator, the Dialogicians and the Historian (again) 
are in order, in that order. 

Once you arrive on Talorus, you journey south to meet with the 
Historian (1), who acquaints you with this world. Walking 
west, you find the Futurian (2), from whom you learn more. On 
his advice, you proceed to the Bliy Skup Chamber (5) and kill 
the Bliy Skup Ductosnore there (4). You then journey to Level 
2 of the complex, where you collect the Delgnizator from the 
Vorz Ductosnore (8), and the information crystal from the 
waste disposal ramp (11). If you ask the Data Integrator (6) for 
help in using these devices, he will demand that you speak more 
precisely. Once you have tried to speak to the Data Integrator, 
you ask the Dialogicians (7) to assist 
you, which they will. He will instruct 
you as follows: Put crystal E (O)Y (2) in 
the purple hopper in the Bliy Skup 
Chamber. Put crystal M (4)Y (8) in 
the yellow hopper. Place the 
Delgnizator on the blue circle. Pull the 
chain. The new Bliy Skup Ductosnore 
will then be skupped, possessed of the 
knowledge to create old-style, pre­
Guardian Talorids. If you visit the 
Historian now, he will gratefully tele­
port you to the center of the lava pits 
on Level 2, where you will find another 
blackrock gem (12). Before leaving this 
world, make sure to pick up an 
amethyst rod (14). 
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RETURN TO 

KILLORN KEEP 

SCINTILLUS 

ACADEMY 

You return to the Keep, to rendezvous with Altara and 
obtain another blackrock gem. Back in Britannia, you 
catch up on business, then enter the southern facet of 
the portal gem. 

You present Altara with the black pearl, the dread spider egg, 
and the amethyst rod - she fuses the three into a scepter, and 
explains that you must strike the ground with it wherever the 
Guardian has performed a major magical ceremony. You then 
descend into the basement of the Keep, by way of the kitchen, 
and there you discover a secret door. Behind the door there is a 
passage, which is blocked by a magical trap (10) - you disarm it 
by throwing away the candles, or run a dangerous gauntlet 
through an otherworldly deathtrap. You then enter the oubliette 
(11), where you discover another blackrock gem. It is now time 
to return to the castle, to rest, eat and train. You must also have 
Nystul cast his spell on the blackrock gems you have accumulated, 
and then bring them to the portal gem in the sewers. Your next 
destination is through the southern facet. 

You pass the test of the Scintillus Academy of Magic, 
then find another gem and use Altara's scepter. 

You find yourself in the antechamber of the Scintillus 
Academy Final Exam, where you chat with Elster. You must 
complete all eight levels of the test. 

Levell, "Lateral Reasoning," is solved by placing the gold coffer 
(or an equivalent weight) on the middle pressure-plate, which 
raises the rightmost portcullis. You then pass safely through, and 
proceed to the exit point, where a teleporter advances you to the 
next stage of the test. 

Level2A, "Equilibrium and Non-Local Causality," slides you 
into the river, which carries you to a stone area where you fInd 
traction. From there, you slide to the northeast and fInd the 
button (5), which you press. This opens a portcullis (4), which 
you reach by returning to the stone area, then sliding directly 
north. Mter passing through the portcullis, you slide to three 
more stone areas before you can reach the fInal gate. 

Level2B, "Synchronization," is solved by crossing the oscillat­
ing columns, while avoiding the slingstones and arrows hurled 
at you from the side. 

Level 3, "Psychokinesis and Terraforming," requires the use of 
a wand of Telekinesis, found on the floor just after you enter the 
level. There are three buttons each on the east and west wails, 
and these determine the heights of the pillars. One way to 
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solve this puzzle is to jump north onto the middle pillar of the 
first row, then west. From there, you Use the wand on the but­
ton directly to the west. (The button is fairly far away, but you 
should be able to see it.) You then jump east, jump east again, 
and Use the wand on the button directly to the east. Now you 
jump north, north, west and north, and then walk down the 
corridor to the teleporter. 

Level 4 ,"Spatial Reasoning," is a maze of pillars 
and platforms, populated with monsters. To exit, 
retrieve keys from the northwest (8) and south­
east (9) towers, then pass through the doors to 
the northeast. See the accompanying map . 

Level 5, "Effects and Constraints," consists of 
several parts. To begin with, grab the pole (12), 
and use it to switch the three switches (11) to 
the upper position. Directly in front of each 
switch lies a pressure plate, which, when trig­
gered, alters the position of another switch -
take care to avoid them, by either using the 
pole or jumping over them. When all three switches are in the 
raised position, the door to the south will unlock. You pass 
through this door, jump over the pit (13), and pick up the key 
you find on the other side. (Do not press the button on the 
wall, as this will create an invisible barrier that will prevent you 
from crossing the pit.) Take the key back across the central 
chamber to the north, and pass through the door to the north . 
The key opens the portcullis you find there, and you pass 
through to the exit. 

Level 6, "Risk Avoidance," 
gives you four yellow plates. 
Step on each one to create a 
peaceful headless. By creating 
four headlesses, you protect 
yourself from the arrows that 
fly out when you pick up the 
key in the center of the room. 
The key unlocks the door to 
the northwest, and you pro­
ceed into the teleport maze. 
In this maze, the blue squares 
are teleport pads. Once you 
are in the maze proper (when 
the floor changes from stone 
to brick), follow the num­
bered sequence on the map. 
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Level 7, "Nonreversible Processes," must be 
solved in two stages. First, dive into the water 
and swim to the alcove in the north wall, from 
which you retrieve a key (16). You then return 
to your starting point, and turn your attention to 
the pillars . Each pillar points to another pillar 
with an arrow; landing on a pillar causes the pil­
lar it points at to disappear. Your goal is the 
raised corridor on the east wall. To reach the 
wall, jump in the sequence numbered on the 
accompanying map. 

Level 8, "Correlations," consists of four concentric tiers, each 
of which is lined with alcoves, and a sign at the bottom that 
reads, "3 : 5 : 2 : 9." The solution is to count clockwise from 
the alcove with the red floor (17) on each level, and enter that 
alcove. On the first level, count over 3 (to the western alcove), 
on the second level, 5, and so on. If you enter an incorrect 
alcove, you are teleported back to the center, and a hostile 
headless appears. Mter entering the final alcove a teleporter 
takes you to the final area of the Scintillus Academy, where a 
graduating candidate would be welcomed after his or her com­
pletion of the test. 

Walk to the pentagram in the large chamber (33), collect the 
blackrock gem and use Ahara's scepter. If you are feeling con­
fident, you may attempt the Scintillus Secure Vault from this 
area - the rewards are well worth it. However, note that if 
you leave here or are killed, you will have to complete the final 
exam again in order to return to this area. 

PITS OF The southwestern facet of the gem leads to the Pits of 
CARNAGE Carnage, where you find further allies to your cause, 

another gem and air-control instructions. For a second 
time, Altara's scepter comes in handy. 

In the Pits of Carnage, you have a choice as to how to accom­
plish your ends. Dorstag (5) possesses the blackrock gem you 
seek. One way to take it is to kill Dorstag. If you gain enough 
prestige from arena fights, he agrees to fight you one-on-one; 
otherwise, you must fight his followers as well as him. Another 
way is to descend to the Level 3 of the pits, and seek out Blog 
the Troll (30) . If you let him win enough games of Rock, he 
will become your friend. If you then demand the gem from 
Dorstag, Blog appears and takes it when Dorstag refuses. You 
also meet Zoranthus (24), a mage who lives on the Level 2. He 
tells you of his work with air-daemons, gives you the recipe for 
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a bottle which can contain one, and offers 
you a deal by which you might obtain a 
daemon of your own. Before leaving, you 
use Altara's scepter at the Entranceway to 
the Pits (11), in the center of the north 
side of Level 1. 

You now return to Lord British's castle, to rest and 
train. There, you discover a traitor. You kill him, but 
not before he has accomplished his treachery. Your next 
goal is to wield Altara's scepter on four more worlds. 

Returning to the castle, Miranda recommends you visit 
Nelson. As Nelson is about to disclose a new discovery to you, 
Patterson draws a dagger and stabs him. You slay Patterson, 
but Nelson is already dead, and his knowledge is gone. Nystul 
treats the gems you have accumulated. You train, rest and 
return to the struggle. 

The Guardian still derives power from four realms you have 
already visited: the Prison Tower, Killorn Keep, Talorus and 
the Ice Caves. In no particular order, you: 

• ascend to the highest level of the Prison Tower, and strike 
the floor in Bishop's cell. 

• walk to the southeast corner of the Killorn Keep barracks (12) 
and search for a secret door (13). You descend the stairs, then 
challenge and defeat a daemonic guard (14). He guards the 
door to the Killom Keep engine room (15) - the key to this 
door is in a barrel in the other sec­
tion of the basement. Inside the 
engine room, you strike the floor 
with the staff. Incidentally, killing 
the brain-creatures here will cause 
the Keep to fall to earth, killing 
nearly all within. If Mors Gotha is in 
the Keep at this point, she will save 
herself by teleporting away. 

• strike the floor of Talorus's Bliy 
Skup Chamber (5). 

• strike the ground at Anodunos 
fountain. 

COMPLETING 

ALTARA'S 

QyESTS 
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ETHEREAL VOID A drug imparts a strange vision, in which reality reflects 
your dreamtime actions. The final facet of the portal 
gem now takes you to a dark void, where you undergo 
four ordeals in search of the Shrine of Spirituality. At 
the Shrine, you gain a final gem and use the scepter. 

Before entering the Ethereal Void, you seek out a particular 
plant, which grows on gravesites. You obtain it in Anodunos 
(Ice Caves), or in the Hall of Losers (Pits of Carnage). After 
eating it, you go to sleep and find yourself (perhaps after a few 
tries) inside the Shrine of Spirituality (1). In the center of the 
Shrine rests another blackrock gem. You cannot take the gem 
with you in your dreams, but you can move it - pick it up and 
throw it through the bars of the Shrine. 

When you first arrive in the Ethereal Void, you are confronted 
with a great orange structure, the impassable walls surrounding 
the Shrine of Spirituality. Surrounding the shrine is a great 
black space, in which brightly colored paths hang suspended. 
The paths are dotted with Moongates - sometimes the 
Moongates lead you to another place on the same path, and 
sometimes they lead elsewhere. 

Once you have entered the Void, you begin a series of four 
ordeals: the crossing of the blue, purple, yellow and red zones 
(They are listed here in order of difficulty, but you may pass 
through them in any order and still reach the final goal.) After 
each zone is passed, you enter a gold Moongate and find your­
self at the top of a. pyramid composed of large cubes. Stepping 
on any cube of the pyramid causes it to change its color to that 
of the zone you have just passed through, but stepping on it 

again causes it to cycle to another color. 
Once the entire pyramid has changed to 
the color of the zone you have just 
passed , a Moongate of that color 
appears at the top. Entering the 
Moongate, you discover a "prize area." 
After you have passed all four areas, the 
pyramid will begin to turn orange. 
When you turn all the cubes in the pyra­
mid orange, a gold Moongate appears, 
which takes you to the outer area of the 
Shrine of Spirituality. There you use 
Altara's scepter and collect the blackrock 
gem that, in your dream, you threw 
through the bars of the inner area. 
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The white Moongates lead to the sigil of Binding, which will 
be discussed below. 

In the blue zone you meet and trade with Prinx, then BLUE ZONE 

reach your goal by means of acrobatics. 

The blue zone poses little threat to you. When you arrive on 
the checkerboard plane, you meet Prinx (4), a traveling mage, 
who will exchange a scroll of Fly for a pair of eyeballs. The eyes 
may be obtained by killing a brain-creature. Once you cross the 
oscillating sine-wave bridge, you walk to the far side of the 
walkway, jump to the jump-circle, and are hurled up to the 
golden Moongate in the square oflava. 

In the purple zone, you traverse various physical obsta- PURPLE ZONE 
cles, then find yourself in a strange maze. At the far end 
is the gold Moongate. 

Beginning the purple zone, you encounter Blog, whose usual 
whimsical conversational style has now acquired a dream-logic 
all its own. By running quickly at the frictionless ramp, you 
manage to reach a strange ethereal liquid stream flowing 
uphill. It deposits you in a rocky area, where you follow a pair 
of arrows, then use jump-circles to hurl yourself to a friction­
less slide. The slide takes you to an ancient but familiar-look­
ing (to some) maze. Following the right wall takes you to the 
golden Moongate. Note that the purple "prize area" contains a 
bottle holding a trapped air-daemon, so that it is not necessary 
to trade with Zoranthus for the one he holds. 

The yellow zone is a treacherous maze populated by 
floating brains. Eventually you learn the superior path, 
and reach the oscillating platform that lowers you to the 
final chamber. 

At the beginning of the yellow maze, the orb displays a picture 
of the oscillating platform that is your goal. There is no simple 
solution to the maze (one possibility is mapped 
here), but it is usually good policy to attempt to 
gain elevation. If you can cast Fly or Levitate, you 
will profit by doing so here. 

YELLOW ZONE 
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RED ZONE The red zone is the abode of ferocious daemons - pas­
sage through this area requires either great might, or 
speed, agility and protective spells. 

BINDING THE 

AIR-DAEMON 

Before entering the red Moongate, cast Flameproo/if you can. 
The first section of the red area is a hell of fire, daemons and 
fire elementals. At the end of this section, you see a destroyer­
daemon, and at his feet lies the scepter of Deadly Seeker (13) 
that Zoranthus asked you to retrieve. Behind him is another 
red Moongate, through which you must pass. It is your deci­
sion whether to stay and battle the destroyer. 

The second section of the red zone is similar - a tunnel 
through lava (14), filled with daemons. The third zone is a foul 
swamp (15). Only the deep lurkers here are initially hostile -
the despoilers and haunts are only upset, and do not menace 
you unless you attack one of their number. The final section of 
the red area contains nothing dangerous save the lava itself 
(16). 

After obtaining the scepter of Deadly Seeker (or the 
Djinn-bottle itself) from the Ethereal Void, you follow 
Zoranthus's instructions, preparing your own body to 
contain the air-daemon. Having done so, you travel 
back to the Void and bind the daemon within your 
body. 

After speaking with Zoranthus again (24), begin preparing your 
body to receive the air-daemon. First, obtain basilisk oil from 
one of several locations - the chest in Zaria's room (Pits of 
Carnage, Level (17), the liche's lair (Pits, Level 3) (29), the 
gazer lair (Britannia, Level 3) (16) or the Scintillus Academy 
Secure Vault (30). Then bring the oil to the filanium mud flats 
(Ice Caves, Level 2) (5) . They are located on the other side of 
the river from where you found the blackrock gem, on the far 
side of a lake of frictionless ice. Throw the oil into the filanium 
mud, then jump into the mud yourself - it now coats your 
skin. Next, find a patch of lava - either the lava pit (Talorus, 
Level 2) (11) or the Arena of Fire (Pits of Carnage, Level 1) 
(3). Bathe in the lava for a few seconds, until it bakes onto your 
skin. Now obtain a potion of Iron Flesh, either purchasing it 
from Merzan (Killorn Keep) (3) or stealing it from the dire 
reaper (Pits of Carnage, Level 3) (28). Drink the potion, there­
by completing the preparations. Bring the bottle to the Ethereal 
Void, locate the sigil of Binding (17) (which may be reached via 
the white Moongates), place the bottle in the pentagram there 
and smash it. The daemon enters your body, and awaits release. 
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Foreign soldiers have infiltrated Lord British's casde! 
Passing through the portal gem, you steal the spell book 
that you find on their home world. 

Returning from the Ethereal Void, you find a group of hostile 
soldiers waiting for you. Recognizing their uniform as that of 
Killorn Keep, you go there to investi­
gate. When you arrive, the keep is 
bustling with activity. Qyestioning 
several people, you learn that an inva­
sion force is massing there. A note 
from Altara warns you that Mors 
Gotha, a champion of the Guardian, is 
present. You proceed to the barracks, 
where you find a crowd of peaceful 
soldiers. Mors Gotha waits behind a 
locked door (8), with a valuable spell 
book. You steal the spell book, and 
have the choice of fighting Mors 
Gotha or running from her. If you 
damage Mors Gotha too badly, she 
disappears into a Moongate. You 
return to Britannia with the spell 
book, which you present to NystuL 

STEALING THE 

SPELL BOOK 

You enter the Tomb ofPraecor Loth, use Altara's TOMB OF 
scepter and find the blackrock gem. Ascend past' the PRAECOR LOTH 
three liches on Level 3, to Level 4, where you receive the 
Horn ofPraecor Loth from the shade of the dead king. 

Strike the floor at the end of the corri­
dor leading to the northwest (17). You 
also find a blackrock gem there . The 
corridor is choked with rubble, which 
you may remove with a rock axe (you 
can find one in the Ice Caves, where 
the Lost Expedition died) . 

Stairs up are at the end of the northern 
corridor. On Level 2 of the Tomb, the 
majority of the undead ignore you, 
although Helena (10) grants you a 
point of attack skill if you promise to 
help her. On Level 3, an optimal path 
through the maze leads north first, 
through the Fireball / Lightning Bolt 
maze. At the first intersection, you 
turn to the west, then north, then west 
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again to exit that section of the maze. The door leading out of 
the fireball pits is in the center of the three. When you reach 
the room of oscillating pillars, you can use them to jump up to 
the exit in the east end of the room, and then head north 
through the bouncing Fireball area, to the stairs up to Level 4. 
The shade Silanus speaks of a key (14), which you may collect, 
as it will be of use to you on Level 4. 

Mter you have evaded the three liches (16, 19, 25), or defeated 
them in combat, you convince Praecor Loth (27) that he has 
been deceived, and is actually dead. He then yields up to you 
his mighty war horn. 

BATTLE IN As you discuss final plans with Nystul, Mors Gotha and 
BRITANNIA her invasion force arrive in the castle. You slay her, and 

return to the throne room to assist in the ceremony that 
will shatter the gem. 

Returning to the castle, you find Nystul in his quarters. He 
agitatedly quizzes you on the details of the casting of the 
Guardian's original spell. Having spoken to Nell earlier, you 
inform him that the spell was cast at four o'clock in the morn­
ing, in the throne room. At that moment, Mors Gotha bursts 
into the room, her soldiers just behind her. As Nystul hurries 
to the throne room, you duel with Mors Gotha, and defeat 
her. You then hasten to the throne room, where Nystul reads 
backwards from the spell book you stole from Mors Gotha. 
With the aid of the captured air-daemon, you blow the Horn 
of Praecor Loth, shattering the weakened blackrock gem 
encasing the castle. 

,~'£~ _________________ ~ __________________ ~l.~) 

To 

DC 
[ 

[ 

[ 

[ 

[ 

[ 

[ 

[ 

DC 
[ 

[ 

[ 

[ 

[ 

[ 

[ 

[ 

D T 
C 
C 
C 
C 
C 
C 
C 

o 

D Sl 

DO 

D In 

OK 

DA 



of 
:h 
to 
th 
4. 
:t, 

as 
)u 

Ld 
Ld 
at 

Ie 
Ie 
)u 
).­

:ts 
es 
at 
is 
a. 

rn 
m 

PLAYER'S CHECKLIST 

To win Ultima Underworld IL Labyrinth of Worlds, you must accomplish the following: 

D Collect all the blackrock gems: 
D Prison Tower: held by Borne, on Level 6 (8). 
D Killorn Keep: in the dungeon below Level 1 (11). 
D Ice Caves: on the east bank of the river, on Level 2 (4). 
D Talorus: in the center of the lava pit, on Level 2 (12). 
D Scintillus Academy: in the pentagram in the final chamber (33) . 
D Pits of Carnage: held by Dorstag, on Levell (5). 
D Tomb ofPraecor Loth: at the end of the northwest spoke, on Levell (7). 
D Ethereal Void: in the Shrine of Spirituality (1). 

D Cut the Guardian's lines of support, by striking Altara's scepter on the ground at: 
D Prison Tower: in Bishop's cell (13). 
D Killorn Keep: in the "engine room" (12) . 
D Ice Caves: at the fountain in Anodunos (9) . 
D Talorus: in the Bliy Skup Chamber (5). 
D Scintillus Academy: in the pentagram in the fmal chamber (33) . 
D Pits of Carnage: in the Entrance Chamber, on Levell (11) . 
D Tomb ofPraecor Loth: at the end of the northwest spoke, on Levell (7). 
D Ethereal Void: in the Shrine of Spirituality (1) . 

D Trap the air-daemon in your body. 
D Meet with Zoranthus, on Level 2 of the Pits of Carnage (24). 
D Obtain basilisk oil, from (for instance) Zaria on Levell of the Pits of Carnage (7). 
D Throw the oil in the fuanium mud on Level 2 of the Ice Caves (5). 
D Bathe in the mud. 
D Bathe in lava, on Level 2 ofTalorus (for instance). 
D Drink a potion ofIron Flesh. 
D Retrieve the scepter of Deadly Seeker from the Destroyer in the Ethereal Void 

Red Zone (13), and take it to Zoranthus. 
D Take the Djinn-bottle to the sigil of Binding, in the Ethereal Void (17). 

D Steal Mors Gotha's spell book (8). 

DObtain the Horn ofPraecor Loth (27). 

D Inform Nystul of the time and place of the original casting of the Guardian's spell. 

D Kill Mors Gotha when she arrives in Lord British's castle. 

DAssist in the throne room ceremony. 

G~-'~----------------·~~----------------~Jb~) 
77 



Parenthesized letters refer to 
the realms within the 
Labyrinth of Worlds: 

Britannia .. ... ... .. .... .. .... . (BR) 
Prison Tower .. .. .. .... .... . (PT) 
Killom Keep .... .. ....... (KK) 
l ee Caves ... ... .... ... ... ...... (IC) 
Talorus ... .. ... .... ... .. .... ... (TL) 

Scintillus Academy .... .. (SA) 
Pits ofCamage ... ... ..... (PC) 
Tomb of Praecor Loth.(TP) 
Ethereal Void ... ...... ... .. (EV) 

Acid ............................. ..... 59 
Acrobat (skill) ... 52-53 .60.6 1 
Air-daemon .. 70-7 1.73 .74.76 

bott1e ..... ...... .. .. . 36.71.73.74 
Alorik's Sorcerous 

Emporium (lC) .. .. .. .. .l9.21. 
57.67 

Altara (KK) ...... 14.55.56.57. 
61.66.68.75 

scepter. .... .. .. 68.70.71.72.75 
Amethyst rod (TL) ... .. 23.25. 

66.67.68 
An ... .. .............. .. .. ... .... ....... 56 

Anodunos (lC) ....... 19.21.54. 
67,71,72 

dam .......... ..... ... .. .. ... ... 19.21 
magic shop .. '" .see Alorik' s 

Appraise (skill) ..... .. 52-53.6 1 
Aron (KK) ... ........ .. ........... 14 
Armageddon .... ........... ..... . 56 
Armor ............ ......... 55,56.58 
creature ..... ... ... ...... ........ .. 62 

Armory (BR) ........... 6; key 8 
(PT) .. .. ......... .. 12.55; key 12 

Armourer (PT) .......... ........ 65 
Arrow .... .... ....... ........ ... .. .. . 59 

magic ........ .... .... ........... .. . 59 
Attack (skiU) 52-53.56.61,75 
creature .. .... ...... ... .... .. .... .. 62 

Auto-map .. .............. 54,55.64 

INDEX 

Avatar's secret room (BR) 
5,56.57 

Axe ... .... ............................ 58 

Candles (KK) ................... 68 
Casting (skill) ... 52-53,54.55 . 

56,57,61 
Great Damage .. ..... ..... .. .. .42 Chain armor .. ............ ...... .. 58 
Fire Doom ....... .......... 32.59 Character classes ......... 52-53 
Life Stealing ... ....... .. ..48.59 Character creation ....... 52-53 
Major Damage ... .. .... ..... .. 19 Charisma (skill) ..... .52-53,61 
skill... .. .. .... ....... 52-53,59,61 Combat ......... ... .. ..... .. ... 58.59 

COIp ..... ......... ... ... .... .. .. . 24,56 
Badly worn armor. .. ........ .. 58 Cracked ice ............. ... see ice 
Barehand (skill) ..... 52-53,58, Create Food .. ... ................. 54 

59.61 Creatures .. ...... ........ 59,62-63 
Bard (class) .......... .. ..... 52-53 Crystals (TL) ... .... .. .. .... 22,67 
Bash ...... ............... .. ... .. ..... .58 Cure Poison ...................... 60 
Basilisk oil... .......... .36,60,73 Cudgel .. ........... ..... ..... ... .... 58 
Battle axe ... .......... ... .. .. ...... 58 Entry ... ... ..... ..... ........ .... .. . 35 
Beatrice (lC) .. .............. 18.67 
Bet .. ... ..... ................... ........ 56 Daemon ............................ 55 
Bishay (KK) .. ................... 14 Dagger .... .. ..... ... ................ 58 
Bishop (PT) .... 4.10.65.66.71 Dam controls .. ........ 19.20,67 
Black pearl (KK) .. .. ..... 66.68 Damage ... .. ... .. ..... ... ... .. 58-59 
Black sword ...... ....... ..... .... 58 creature ....... ... ..... .... .. ... ... 62 
Blackrock gem Data Integrator (TL) ... 22,23, 

portal ...... .. .... ...... 9.64.66.72 67 
(JC) ... ..... .......... 19,21,66-67 Deadly Seeker scepter ...... 50 
(KK) .......................... 16.68 Deathtrap (KK) ....... 16, 17,68 
(PC) ..... .......... .... ........ 70-71 Defense (skill) ..... ... 52-53,61 
(PT) ..... .. .. .. ...... .... .. 13.65,66 creature ..... ... ..... .......... .. .. 62 
(SA) .... .. ...... .... .... .. ..... ..... 70 Delgnizator (TL) .. .. .......... 67 
(TL) ............... .. ... ... ... . 25.67 Des .. .... ... .... ... ..... .. .. ........ ... 56 
(TP) .. ... ......... .... .. ... .. .. . 41 ,42 Dexterity (OX) ............ 52,61 

Bleeding ......... ... ...... ... ....... 56 Dialogicians (TL) .. ... .. . 23,67 
wand ........ .... ......... .......... 38 Dire reaper (PC) ... . .38,39,57 

Bliy Skup (TL) Dispel Hunger ........... .. ..... 54 
Chamber ...... .. .. 22,23,67.71 Doors ... ...... .. ...... .......... .. .. . 59 
Ductosnore ..... .. .. .. 22,23,67 Dorstag (PC) ..... . 34,35,38,70 

Blog (PC, EV) ... 38,39,70.73 Dread spider ...... . 8,41,42.64. 
Blue (EV) ............. . .46.48.73 66.68 
Bolt (crossbow) .... ..... ...... . 59 Druid (class) .... .. ..... .. .. . 52-53 
Borne (PT) .... ..... 11 .12, 13,65 Dupre (BR) .. ... ....... 5,7.61.64 
Bottle ........... . see air-daemon 
Bouncing ...... ............ ......... 54 Earth Golem ... ... ... see golem 

boots .... .... .. ... ........ ....... .. . 25 Eloemosynator (TL) .. .. 23.24 
Breastplate of Very Great Elster (SA) ... ..... ... ...... ... .... 68 
Protection ....... ... ..... ....... .40 Enchantment ..... ......... .... ... 55 

Britannia ........ ....... 5-9.64-77 Ethereal Void ... .46-51,72-74 
Broadsword ............. .... .... . 58 Ex .. .. ... ... .. .. .. .. .. ... . 56; (BR) 8 
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, 
Excellent armor ........... .... .58 
Eyeballs (EV) ................... 73 

Felix (PT) ...................... ... 11 
Fighter (class) .............. 52-53 
Filanium mud flats (IC) ... 19, 

21,74 
Fireball ....... ............ .... . 59,63 

maze ..................... 56,57,75 
Fissif (BR) ... 5,7,57,61,64,66 
Fist .................................... 58 
Flam ...................... .32,38,57 
Flame Wind .... ..... ...... ....... 63 

scroll .............................. .36 
wand ........... ... .... ...... ...... .43 

Flameprooj .................. 60,63 
leather vest... ................... 43 
potion ................ .. .......... .. 14 

Floodgate controls ... see dam 
controls 

Fly ........... ...... ............. .. 63,73 
Food .... ...... ... ..... .. ...... .. . 54,55 
Force field (PT) ........... 12,13 
Fraznium (PT) ... 12,13,32,65 
Freemis (PT) ..................... 11 
Freeze Time ...................... 60 

scroll ............................... 20 
Frictionless ice ........... see ice 
Frost .. .................. .......... ... 54 

wand ............................... 19 
Futurian (TL) .......... 22,23,67 

Garg (PT) ............... 13,61,65 
Gauntlets (fraznium) .. 12,13, 

32,65 
Gazer (BR) ............ .......... . 56 
Gem .... .... see blackrock gem 
Geoffrey (BR) ............... 5,61 
Ghost (lC) ......................... 57 
Goblin (BR) ...................... 61 

(PT) ........ ...... ...... .. 10-13,65 
Golem (PC) .......... ...... ...... 57 
Grav .................................. 57 
Greater Heal .. ............ . 56,60 
Guardian ......... 4,66,68,71 ,76 

Hall of Losers (PC) .......... 72 
Hallucinate ....................... 62 
Hallucination ...... ...... ........ 60 
Hand axe .. ...... ................... 58 

Haunt (BR) ....................... 57 
Headless (SA) ......... 28,69,70 
Heal ........................ 56,60,63 
Helena (PT) ................ .42,75 
Historian (TL) ........ 22,23,67 
Hom ........... see Praecor Loth 
Hur ................................... 57 

Ice ..................................... 60 
cracked ................... ... 18,60 
frictionless ...................... 60 

Ice Caves ...... 18-21,66-67,71 
Imp (BR) .......................... 66 
In ..................................... 57 
Information crystal (TL) .. 22, 

67 
Intelligence (lQ) .......... 52,61 
1010 (BR) .......... ............. 5,6l 
Iron Flesh .... . 54,56,60,63,74 

potion ... ............ .......... 14,38 

Janar (PT) .................... ll ,65 
Jeweled axe ............... see axe 
Jeweled mace ......... see mace 
Jeweled sword ...... see sword 
Jospur (PC) .................. 34,36 
Julia (BR) ......................... 61 
lux .................................... 57 

Kal ............................... 24,57 
Key (BR) .... .. ................. 7,64 
Killom Keep.l4-17,66,68,71 
Krilner (PC) .............. ... 34,36 

Lady Tory (BR) ........... 61,67 
Lava ................ ...... ....... 60,74 
Leather armor ................... 58 
Lesser Heal... ............... 56,60 
Lethe (TP) .............. 44-45,57 
Liche (PC) ........................ 57 

(TP) ........................... 75-76 
Light ................................. 55 
Light mace ........................ 58 
Lightning ..................... 59,62 

wand ............................ 8,38 
Lobar (KK) ...... ....... 15,59,61 
Locate ............................... 54 

Longsword ........................ 58 
Major Accuracy .............. 16 

Look ................................. 59 

Lor ................................... .57 
Lord British ................ .. . 5,64 
Lord Thibris (KK) .. ...... .... 14 
Lord Umbria ....... see Umbria 
Lore (skill) .. ........... 52-53,61 
Lost Expedition (IC) ... 18,20, 

55 ,57 
Luck ................................. .56 

Mace .......... ..... .. ........... 58,59 
skilJ... ...... ......... 52-53,59,61 
Undead Bane ...... ............ 59 
Unsurpassed Damage ..... 59 

Mage (class) ...... .... ...... 52-53 
Magic Arrow .................... 63 
Magic Missile wand ......... 16 
Mail shirt of Tremendous 

Protection ...................... .48 
Mana ................................. 60 

skill ....... .... ... ......... 52-53,61 
Mana Boost scepter .......... 19 
Mani ................................. 57 
Map Area .......................... 55 

scroll ........................ ... .... 18 
Map key ........ ..................... .4 
Marcus (PT) .... ...... .. .......... ll 
Mending .............. ... ........... 55 
Merzan (KK) ............... 14,54 
Milenus (PT) .. .................. 13 
Mind Blast ................... 62-63 
Miranda (BR) .... 64,65-66,71 
Missile .... .................... ...... 59 

skill .. ......... ........... .52-53,61 
Missile Protection potion .13 
Mokpo (lC) .. ........... 19,21 ,67 
Moongates (EV) .......... 46,72 
Moonstone (BR) ................. 8 
Morphius (TP) ............ .43,57 
Mors Gotha (KK) .. 15,71,75, 

76 
Mystell (KK) ............... 15,66 

Name Enchantment wand.27 
Nell (BR) .......................... 76 
Nelson (BR) ............ ..... 61 ,71 
Nox ................ .. .......... .. 36,57 
Nystul (BR) ... 5,61,66,67,68, 

7 1,75,76 
lab (BR) ........ 6,54,56,57,63 
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Ogri (KK) ... ... .... .... .. .. .. 15,61 
Open ........ .............. , .. ........ 63 
Ort ...... .. .. .... ... ................... 57 
Oubliette (KK) .... ... .l6, 17,68 

Paladin (class) .. .... ... .. .. 52-53 
Password (PT) .... .. ... .. ....... 65 
Patterson (BR) ...... ....... 61,71 
Pentagram (EV) ...... ...... .... 74 

(PC) ............................... .55 
(SA) ........... ..... . 31 ,56,57,69 

Picklock (skill) ..... .. 52-53,61 
Pits ofCamage .. 34-39,70-71 
Plant for dreaming .. .. ........ 72 
Plate armor ..... .............. .... 58 
Poison .... ... .... .. ... .... ...... 60,62 
Por ...................... ...... 8,57 ,65 
Portal scroll ...................... 36 
Potion ... ........ .... ...... 55,60,74 
Praecor Loth (TP) ...... .. ..... 76 

warhorn ........................ .. 76 
tomb .see Tomb of Praecor 
Loth 

Prinx (EV) .................. .48,73 
Prison Tower. .... 10-13,65,7 1 
Purple (EV) .. ... ... ... .46,48,73 
Pyramid (EV) ........ .. .. .. 46,72 

Quality .......... ... .. , ......... 55,58 
Quas .... ... .. ....... .... ............. 57 

Ranger (class) ............. 52-53 
Red (EV) ............... .46,49,74 
Regeneration ... ...... ........ ... 62 

ring .... ..... ... .. .... ............. ..43 
Rel .... ... .. ....... ...... ....... ..... ... 57 
Relk (KK) .................. ....... 14 
Repair (skill) ...... .... 52-53,61 
Repel Undead .. ................. 54 

scroll .................... .... ......... 8 
Resist Blows .......... .. 54,56,60 

Restoration ....................... 60 
potion ............... ..... ... ...... .41 

Reveal scroll ... ... .. .. .. ......... 38 
Rock axe (IC) .... .. ..... .. ...... 75 
Ruined armor. ....... ..... ....... 58 
Rune ..... ... ......................... 56 
Rune of Flame .. .............. .. 54 
Rune of Stasis ... ..... ..... ..... .54 

Runekeeper (TL) ......... 23,24 
room ... .. ..... .... ............ 56,57 

Runestone ... ... ......... 56-57,64 

Sanct ...... ............ ............... 57 
Scepter .. .... ........ .. .. see Altara 
Scepter of Deadly Seeker .74 
Scintillus Academy .. .. 26-33, 

68-70 
Scroll ..... .. ... ................. 55,73 
Secure vault (SA) .. . 54,57,70 
Search (skill) ............... 52-53 
Serviceable armor.. ........ ... 58 
Shepherd (class) .. .... ... . 52-53 
Shockwave ......... .... .. ......... 56 

scepter. .............. ...... ........ 25 
Shortsword ......... .... .. ........ 58 
Shrine of Spirituality (EV) .. . 

46,47,49,72 
S igil of Binding (EY) ..... .47, 

49,73,74 
Silanus (TP) ............ 43,45,76 
Skills ...................... 52-53,61 
Slash .............................. .. .58 
Sling stone ... ..... ..... .. .... ..... 59 
Smite Foe .... .... ..... ... .. ........ 56 

scroll ... ..... ..... ..... .. ... ... 20,32 
Smite Undead wand (IC) .. 19 
Snowball ........... ...... ......... . 59 
Speed ...... ...... .. ............ ...... 60 

potion ........ .... .. .... ... .... .... . 36 
Spell Book (Mors Gotha) .... . 

75,76 
Spells (undocumented)54-56 
Sphere recharging station 
(TL) .... ......... .. ........... . 23,25 

Stealth (skill) .. .... .... 52-53,61 
Stone (sling) ................ ... .. 59 
Storeroom (BR) .... .... ...... .... 6 
Strength (ST) ....... .. ...... 52,61 
Study Monster .. .. ........... .. .. 56 
Summon Daemon ... ... ........ 55 

room (PC) ... .. ....... .... .. 56,57 
scroll ..... .. .... ....... .... .. ....... 20 

Swimming (skill) ... 52-53,61 
Sword ............................... 58 

skill ..... .... ......... 52-53,59,61 
Major Damage (BR) .... ... .. 8 
Stone Strike ...... .. .... .. .41,59 

Syria (BR) ............... ...... ... 61 

Talorus .............. 22-25,67,71 
Telekinesis scroll .......... ... ... 8 

wand ............................... 27 
Teleporters .. .... ... ...... ... .. .... 54 
Thick Skin ............... 54,56,60 
Thrust ............... ................ 58 
Tinker (class) .. .. .......... 52-53 
Tomb of Praecor Loth . .40-45, 

75-76 
map .................... ..... .. . 40-42 

Tower. ..... . .see Prison Tower 
Track (ski ll) .. ..... 52-53,61 ,64 
Trainers .......... ... .. ... .. .. ..... .. 61 
Traps (skill) ............ 52-53,61 
Tremor scroll ...................... 8 
Trilkbun (KK) .... .... .. ........ 15 
Tym .............................. 32,57 

Umbria (TP) ....... .... ... .. 44,57 
Uus .................... ... ......... ... 57 

Valor ....................... 36,54,56 
chain cowl ... ... .... .......... ... . 8 

Vas ....... ................... 32,56,57 
Vault ........... .see secure vault 
View window ................... 59 
Vitality ............ ... see damage 
Vorz Ductosnore (TL).24,25 
Vorz Skup Chamber (TL) 24 
Voucher (PT) .... .... ....... 10,65 

War horn .. .. see Praecor Loth 
Water Walk scroll ............ . 18 
Waterfall (BR) ................. . 57 
Weapon .. .. ..... .. .... .. . 55,58-59 

creature ................ ........... 62 
Wis ............. .... ...... .... .... 18,57 
Worn armor .............. ....... . 58 

Yellow (EV) ........ .. .46,49,73 
Ylem ...... .. ....... .... ... ............ 57 

Zaria (PC) ..... 34,36,54,56,57 
chest. .......... .... : .... ...... . 56,57 

Zogith (PC) .. .. ... ..... .34,36,54 
Zoranthus (PC) .. 36,37,70,74 
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