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ThE DOOK OF LORE:

f~oreword

The Book of Lore was commissioned by Lord British, at the dawm of the Fifth
Age as a compendmm of conunon knowledze to this date. Its imspiration 15 the
great prosperity and progress that has come about a5 a resalt of the defeat of the
Triad of Evil and the rise of the Avatar ethic. Its parpose 5 to keep alive ouar
mrnderstanding of the past and the present as safegnards for abright fiatare. The book
also serves as a pude for wouth and other travelers throughout Britanma

Follklore History and folldegend

Geography Terrain and topography

ove rmnne Palitical policy and structure
Econonvy Industy, sexvice, and the mavketplace
Setlements Centers of evvilization, urban and rural
Populace The people: adventurers and townefolk
Transport The many methods af travel
Asztronony Influences from the sy

Language Funes to the present day

Music At and legend in sound

Combat Shategies for war and wilderness
Armanuents Armmour and weaponry

Creatures Beasts af land and sea

Virtue Elements of Avatarhood

Magic Feagents and the eight civcles of magic
Eihics Ethics of Britannia
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Lonz before the ascendance to power of Lord BEntish, Sosana, as it was then
knoamy, was made up of momerous citystates. The eight largest and most enduring of
these are today the eight leading toemes in Britannia

Each citwstate had its cwmn maler and some semblance of laas. However, there
was constant bickering for power and resources, which meant that the smaller states
often fell prey to the aggressions of the larger.

The Crossing.

Daring this time, 1 another wiorld, an idealistic youth was growing discouraged.
ANl avoand hamy, he saer people paraung personal wealth and poarer. Where were the
heroes fighting for pistice and prosperity for all people? Was there no leader willing
to seelk the way to abetter world for everyone?

The youth took to spending his days roamuing the hills. One anhunn day, he
came upon a rock-bordered clearing aurounded by towering oaks. From abed of doy
leaves, the glint of metal canght his eve. It was a sibver medallion in the shape of a
great serpent. In his hand, the medallion felt woanially warm.

fuddenly a line of bhie light rose from the leaves, expanding into a door of
shaimmering light. The wouth stared, astomished, then stepped through.

The door disappeared and aabamn with it. Green fields now anrounded the
youth., Feeling the medallion still in his hand, the wouth slipped it into his pocket.
He detected avwasp of smoke mising abowe a grove of trees 1n the distance, and headed
towrards 1t. There he surprised a slender, blond man chopping wood. A5 the man
looked up, the axe strack the wood awdosrardly, glanced off, and opened a gash in hus
leatherclad leg.

The youth rashed forerard to help buat the man pat his hand up. Concentration
replaced the pain that had flashed across his face. He knelt, touching his inpared leg
with one hand, tracing intricate patterns m the arwath his other, and softly
nounnared. The bleeding stopped.

The man stood up, brshing woodchips from his clothes. He smiled broadly at
the vouth's amamement, then spoke wath a deep voloe.
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"8ve mek mye leg feelle na panne, and ayee haellede it, too. Awe cught ha'
loarit myme axynze. But aye dina ken thoa'rt ioamen.”

The yvouth's eves grew lage. He actually understood this strange, newr language.
"Bt hooer did o heal your leg?"

The man's eyve's taankled. "Why, 't1s th' simplest of spelles. May?"

The man's name was Shamino. That might, the youth stayed in Shamina's
house. The youth told Shamine aboat the land from which he came. Shamino coald
not fathom such a land, bt beliewed the lad was sincere and telling the trath.

"What again was the name of thy birthplace?

"Cambridge," the youth replied, "in the British Isles !

Sharuno thought for a mumte, "I like that. I shall call thee Brtish."

The youth langhed, buat accepted his new name.

Initially, British looked dilizently for away to reton to his homeland, bat owver
time his need to return to his owm people lessened. It was only after he gawe up
looking for away back that he discovered one. Brtish made the jowrney several
times. In fact, it's beliewed he brought back close friends to deeell wath hum i has
chosen wiorld- Iolo the Bard and the kmght Thipre are almost certamly hus
landsmen. Among the evidence of this 15 the aging process. It appears that a decade
in onr world 15 equivalent to a single year in the homeland of British. He and his
countrymen age at one tenth the rate at which we agze.

Through the vears, British's deeds demonstrated both wisdom and bravery. A5
respect for him grew, British became the leader of a region of Sosaria inchiding many
citystates, and was awrarded the title of Lord Brtish.

The First Age of Darkness.

At the time British arrived at Shamine's, a native lad was growing up in Sosaria,
being trained in the ways of sorcery. Hewas a moody youth, given to sadden rages
and fits of despondency. To offset the latter, he wionld tale his dagzer mto the
woods and lont, leaving his prey to rot where they fell. He wonld rebon to lus
manor restored, strong in the confirmation of his poveer over life and death.

His name was Mondain, and Mondain's strange ways were a constant wory to
his father, abusy, noach respected mage. When Mondain was fifteen, his father took
astand.

"Thou shalt take a wear off from mazie, Mondan " his father said, "to maprove
thine attitudes and develop thy virhaes. [ have arranged for thee to lve wath the
brothers in the abbeyw, where thou shalt practice compassion and hmnulity, "

"Leamn thy lessons well, myr som, and this naby geny, which hasnesses the power
of the s, shall be thine "

Mondain said nothing. The next night he slew his father and took the gem, for
he wras ready for poweer and ks father was 1n his way

At the same time as Lord Bntish was gaining a repuatation for fair and honest
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govermmment over his provinces and attracting attention for his startlingly
mnovative 1deas, Mondain was using hus father's gem against itself to produce ablack
jeare]l that wonld render hum and his evil immmortal. Success meant gapung even
greater povrer over the minions of darkness.

A5 terrors wrought by Mondain cansed mmeoreasing unrest and dismay across
Sosaria, British's ideas for unity of the citystates became more and more appealing.

Bt the time was not quite ripe, for the widespread evil was beginning to take a
tremendons toll. Something e was needed, thought Ertish. He absently reached
for the silver serpent he wore about his neck. Touching it in contemplation, he
envisioned the kind of hero Sosaria needed to deal with Mondain.

Within days, a stranger arnived in Sosana. Withutter devotion to trath and
good, the stranger grew into a hero capable of facing Mondain, Eventually, the
heroie stranger found the malevolent zem and destrowed it, alongwith its creator.
With Mondain's destraction, the forces of evil began to wane.

The Second Age of Darkness.

But good was not to 1ise victoriows for long. Mondain's apprentice m sorcery
was a beantifil young woman., Underestimated becanse of her youth, Mina was
furious at the defeat of Mondan and at the destriction of the gem, whose existence
she had somised, and which she had intended to study and replicate for herself.

Setting her firy aside, Minax decided to take control of the evils of the world
without the gem. She succeeded. Through her netarork of beasts and her com
frighterung power, she rained evilupon the world.

Azain Lord British sent ot the call for a hero. Agzain a stranger appeared.
Azain the evilwas lanted dowm and destrowed. And wath the destraction of blina,
this stranger was able to alter the futare of the world from destraction to peace.

The Third Age of Darkness.

Decades passed in relative peace. (ood leaders of the citystates homed more and
more to Lord Brntish for pudance, and Sosaria became aumted land under his rale.

Then, one day, a sailor reported to Lord British the appearance of a hitherto
unknowemn island, fiery and emanating terrifiving evil. Scouts began reporting
malevolent ocourrences that seemed to be the work of a zreat evil nund.

Onece more, Lord British sent out the call. This time, four strangers appeared.
They survived the horrors of great dungeons and, wiath the help of the moystical
tomelord, the heroes found the secret 1sland fortress of Exodus, the only progeny of
Mondan and Minax, and anmhilated it

The Triad of Evil was destroved, and great celebration ensued. In honor of the
day, thew called the new world BExntanma.
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The Age of the Avatar.

Tremendous groarth and prospenty characterized the Agze of the Avatar. The
pursaits of scholarship, arts, and physical perfection floarished. The great castles of
learming were established to study the praneciples of Trath, Lowe, and Courage. The
eight citystates, now townes mnited under Lord British, were each dedicated to
fostering the study and spread of a single virtae. Thos, virtae blossomed and spread,
solence was born and began to growr at a healthy pace, and happiness became a
reality.

HNoer Lord British called for a single individual to be an example for his people.
& champion of great devotion and dedication, the strangerwho ansarered discoverad
the Codex of Tltimate Wisdom within the Great Stygian Abyss.

The Closing of Doom.

After the dowmnfall of the Triad of Evil, and even after the fAgze of the Awvatar,
eight terrble dungeons marvived: Decelt, Despise, Dastard, Wrong, Shame, Covetous,
Hythloth, and the Great Styzian Abayss.

When Lord British anmmoned the Great Council, they determined both to raise
and enshiine the Codex of Tlhimate Wisdom and to seal the dangeons, those pits so
conducive to the breeding of evil. And so they did. Thos ended the mfhience of
great evil in the world.
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(Geography

Eritanma's terrain 15 rich in variety, from white sandy deserts to thick, hish
forests to 1ow crags of towerng mountains.

Land Terrain

The largest portion of Exntarria 15 grassland. Vast nich green grasslands and
fertile farmung land stretch the wision and fill the heart with promise. For travelers,
grasslands arve fast and easy going. Although grasslands afford no cover against the
hostile creatares that roam them they enable thee to see danger approaching and
prepare for it.

In the brush, seas of tall grass and sernabby shiabs, everything 15 a5 vistble and as
vidnerable as on the grasslands; only the gommg 15 slowrer and tougher. There 5 no
advantage to traveling through the brash over grasslands, unless thou doth need to
reach a point within it or it 15 well cut of thy way to cirourmvent it.

Foresits cover nearly all of nortlerest Exnitarvua, The cool redolent softness of
the leaf-covered earth and the sareet a1 of the deep forests have enchanted many a
traveler into a false sense of well-being 1n one of the most treacherons terrains,
Dense, dark, and morsterions, the forests are haven to all sorts of creabares. Moris
the forest kind, for 1t alloars o warning; a foe might be upon thee too quekly for
thee to react.

The deserts of northeastern Britarnia are hot, dry, and easy to lose
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one's way in. Besides all sand looking nmach like all other sand, the heat 15 apt to
play tricks on the ewe, misleading travelers with landmarks that are not really there.

The hills are rastically beantifal buat climbing 15 time-connuming, even when the
tise 15 gentle.

BMountaing are mgged natural barriers for anyone wathout proper equpment.
Bewrare, however, of certain wild creatares to whom the rocky crags are home. The
highest peaks are simply impassable.

Swamps are generally polsonous, wet some hfe-gziving herbs growr nowhere else.
Some use the deadly nure as fortress against mtrmision, for even monsters dislike
venhiring into the puatrid noack. At least, some monsters dislike it there are mamors
of rare and strange monsters that thrve on the sarammps and use them to devour their
victims.

Besides the toxicity, slogzing through the slime and hip-deep ooze of the

;aramps 15 an extremely slowr buasiness.

Waters

Britarnmia's vast oceans are fed by many rivers and streams that find their
| origin in mountain lakes and pngle seramps.

There are twro major lakes: Lost Lake, 1n western central Brntarnmia, feeds Lost
Fiver, which empties into the delta on the nortlerestern shore, by means of 2
neterork of tiny estuaries; Lock Lake. in north central Britannia, 15 actaally a matoff
inlet from the sea and still has a max of salt water. Britanma's third large lake, the
one-time plotaresque Lake Generosity, was a camalty of the great drought of the
northeast and is nowr simply abed of dry sand.

Whether river, lake, or sea, shallows are buabbly and impassable for large ships;
coastal waters are ripply, deep enough for tall ships, calm enough for small boats,
and deep ocean waters are rough, bampy, and dangerous for any bt the largest

frigates.
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Government

Under Lord British, Britannia has undergone a great transformation from
totalitarian monarchy to representative democracy inwhat is called a monarchic
republic. Instead of the single male of the king, Lord British, Britanma is niled by a
combination of Lord British and a council comprised of representatives from each
of the eight major towmes. Although his intent for the fishare was that each towmne
elact its representative to the counecil, the first council was deter-nuned by
appomntment. British traveled to each towmne, spending long hours wath its leaders to
determine the right choice for the first couneil.

The historie first meeting of the Great Couneil consisted of taro parts. First,
Lord British met wath the council members and cutlined lus vision of participatorny
govermment. It was as follows:

This couneil and Lord British wonald begin to aild a dooament, based on nature
and reality, that set forth those nights of the people that should never be unirped.
British believed that the eight virhaes of the Awvatar wonld play a major role n the
nature of the domument. Onee adopted, the dooument would be binding on everrone,
mehding Lord British hamself

Each year, a council member wonild be elected by each towme. That couneil
mermber woild conduct towne meetings at regular mtervals to deterrune problems n
the towne and to become acquainted wath the needs and mterests of the people.
Several times a vear, at regular intervals, the council member wonuld travel to Britain
to sit on the Great Couneil.
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The couneil wonald ponder problems that oconred in Britannia and decide if the
problems were 1n the parviesr of govermment. If 5o, they would determmne the
course of action govermment should take, perhaps writing a law, perhaps repealing a
lawr, perhaps altering ways and means.

Councll recornendations wionld then be presented to Brtish, and he could
accept them or object to them. Ifhe objected, kus oam pales wonld require lum to sit
with the council to try to work oat sobitions acceptable to all. Hevertheless, Lord
British reserved to himself the power of weto m the event that agresment could not
be reached.

At that first gathering of the council, Lord British withdrewr from the meeting
after presenting kus plan, directing the council to dismiss the 1deas and s rale 1n
general.

A fter several days, the council was ready to present its findings. Its members
weare unanimoisly m favor of the newr government plan Lord British had presented,
and so 1t was enacted.

The first meeting contitmed for one month. Half the time was spent pounding
ot the new constitution and half the time was spent disoussing affairs 1 what was to
become normal couneil fashion. Since that time the couneil meets for baro weeks
four times a year, beginning on the solstices and the equinoxes.

The monarchy contirmies in some respects. The crown jearels, for example,
contirme to define the office of mler, both figuratively and, by their magic content,
traly. These precions emblems consist of the jewel encristed gold crowm, believed ta
contain a perfact ray of ;sunhight ;, the pure gold sceptre, topped by the cxrstal orh of
poweer; and the silver anmlet, mm the shape of the mughty earth serpent, sad to have
come from another world.
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The chief industry of Britannia is farming, bt it 15 the distrination of farm
products and other goods through awnde nebarork of merchants that 15 most visible.
Pubs and inns theive throughout Britania, forges of weapons and armonr for
stabarart adventurers are commmon, and healers and the sellers of heths and reagents
flourish.

Farming
Farming 15 the major ocoupation in most raral areas. Farms produce wheat,
cort, barley, and, in season, all the sumptaoas finits and vegetables Britannians lowve.

Merchanis

MMany shoppes and enterprises are avallable to citizens and knights throughout
the la.nd Armouries provide a market for bothweapons and armonar. Most
armonries will consider baying used equipment, as they recognize the
likelihood that one will then need near. The prices they will pay wary,
tut expect not nearly full wahie, as they nost make a profit on resale.
The types of goods so0ld also wary among armonaries;, shoppers may have
to visit many arnmouries to find the wares they seelk.

[fsll Stables are not found in many cities, bat there are a

fewr in castles and private residences that will consider selling to the
puablic. Most stables deal mn strong plough horses, rigged mountain
horses, sanft steppes horses, and a fewr even have Valorian steeds,
which are most excellent war horses. All carry full mapplies for the
weall equpped rder.

Meals parchased at markets or in restaurants are
often delicious and comfortably filling, bt wall not
1y} mastain travelers long on the road. Most markets offer travelers packs
I_J--" of rations i quantity. Prces vary greatly from towmne to towme.

I\
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Puhsz are oft found in markets and inns. Good ale and stoat 15 complemented by
awell-cooked leg of noatton, a fresh pheasant, or a picy side of beef. A good
mstomer may find the chef offering a taste of the day's special and of the local
gossip as well

Zome of the best eating houses and pubs have nmsie provided by nunstrels. Do
not hesitate to speak to the nosicians and let them knowr how noach their work 1s
appreciated. Some nosicians may have something interesting to tell or may
become friends or supporters.

Pub cwmers are a friendly lot. They chat with their chientele and they Listen
i j-"‘"-.l I well. & good tipper may learn something very interesting in a pub.

'_______'_"u'_.;_ Healers have shoppes in many cities and villages, and in some
I I: 'll | castles and keeps. Bold krnights frequently inmar serions wounds, Polson
Hir i

and plague also take their toll. Fortunately, medicine is advanced in the

treatment of nast these problems. While 1t 15 hard to say any price 15
M unfair for saving a life, some healers are knowmn for their reasonable
prices and others are not. Skara Brae's healer has been knowmn to heal even those
who cannot pay at all.

Fewr health problems are bevond the ken of the healers, whether disease, wounds,
ar poison. Some healers are even experimenting with the concept of remirrection.
There hawe rumbled persistent ramors of magical resurrection techrniques being used
by extremely adept mages wathin closeknit, secret groups. There 15 still some
controversy over whether such techniques should be parsued, bt Lorxd British is
knoam to have supported the research at every tom.

Apothecaries are experts in growing and preparing hetbs and
reagents foruse in magic. Shoppes generally offer mostly locally
available reagents, although some apothecaries have better facilities
for importing than others. Climate and terrain have a lot to do wath
plant availability and the consequent variable prices. Shop carefilly,
for the shoppe that has the best price on one heth or reagent may
have the worst on another.

Imns are a soarce of pride for several Britannian towmes and villages. They are
S comfortable and reasonable and wmially provide a good, healing
might's rest. The inn in the island city of Skara Brae evenboasts a
magnificent viewr.

Most inns also provide for long stays. If a party member has a
long-term need for lodgzing, the party can rent a room by the month
and pick up the friend at a later date.

Shipurights are found i several port cities. These are whare
frigates and skiffs are bualt. Since shipbuilders are usally busy
building ships, their shoppe hoars are often short and sporadic.
When the shipaight 15 i, one can bay skiffs alone, which are not
very expensive, or fiigates, which are very expensive and generally
come with skifs onboard.




Guilds carry the ancient symbol of the thieves' trade, though '
many a good adwentarer oft has need of their goods. In olden times,
guilds sold ;ach items as lockpicks, various kinds of glasses for seeing
what the naked eye cannot, equipment for working clandestinely in the
dark, and the like.

The Governmendt, symbolized by the crowm and the scales of
mastice, has its seat in the castle of Lord British, the king. But the
govermment offlces, where the day-to-day adrmmstration takes place,
reside i ¥ ewr, the towne of pstice. This centre houses the high conrt
of pstice and the pablic prison for all Britannia.

Settlements

The Castles
The Casgtle of Lord British. Headmarters and home of Lorxd British, located
on Britarny Bay. Those aspiring to the Way of the Awatar should become very
familiar with this landmark. The marhle and tile castle has been enlarged and
improved since the Age of the Awvatay, Howr five stories, the castle has among its
many featares baro kitchens, an excellent armonry, a rooftop observatory, and the
finest stable in the land.
The Lycaeum. In the nortlwrestern comer of Venty Isle, ever searcling the
skies, the observatory tower that crowms Britarmua's centre of learning canbe seen
from many leagnes across the ocean. Libraries and laboratornies, writing desks and |
dismission rooms, and every knowm tool for the discerning of trath are housed here. !
Empath Abbey. Hestled quietly against the sheltering trees of the Deep Forest,
qust soutlearest of Yew, this cloister of love lies apen to all of good heart. Here by
the shores of the calming sea, the sisters and brothers of Empath Abbey retreat to
meditate, growing ever nearer to understanding and ansarers that will benefit us all. |
Serpent’s Hold. Staunchly guarding the deep hathor of the Isle of Deeds, itself |
bubararked by mountains and streams, the Serpent's Hold stands as a mormament to
the courage of all those who fight for good. In thes stronghold are gyrmmaspams to
hone thy body and training fields onwhich to hone thy battle skills. Here also are
healers to tend thy wounds, and smny strands to heal thy soul. And finally here too
are comrades in arms sharing stories of honor, walor, troomph, and restraint which
are perhaps the greatest teachers and healers of all.
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The Townes and Villages =
Britain. Principal towne of the Empire of Brntanmia, the busy seaport of
Britain lies in central Entarrua on Brtanny Bay. Becanse of the large rmumber of
visitors to Lord British's castle who pass through or headquarter in Britain, the bards
headquartered 1n this towne of compassion and the arts pat their emphasis on
hospitality. Britain has a large hotel and cutstanding pubs and food, There 15 also
an armonary wherein thon canst bay the finest boers made.
The Britannys. These three important siburhs recently sprang up around Loxd
EBrtish's castle provide many of the goods and services needed by the court of Loxd
[ British. East Britanny specializes in shipbuilding and boasts a fine healer. Horth
Ertanny offers a smmall, nastic mn and fine stables among its several farms. West
Britanny 15 a farmung towne, sapplying its owm needs and those of the four
aurounding settlements, inchiding the Castle of Lord British and Britain
Buccaneer®s Den. This 1sland village hes dae east of Paws. Said to be a centre
for thieves and blackauards to this day, Buccaneer's Den 15 a thriving towmne that
offers some exotic shopping, as well a5 an iy, restaurant, amomry, and shiphbailder.
| Cove. The mazical villaze of Cove nestles among the mountains south of Lock
Lake. Cowve's healers and alchenusts are among the best in Britarnia. Here too 15
the magnificent temple of virtue, built to honor those on the quest of the Avatar,
Jhelonm. Far off the mainland, among the mountains on the central and largest
of the Valorian Isles, the bustling towne of Thelom provides food and lodgzing to
visitors as well as to its fighters and students of walor. & fine armonry and shiperight
ensure safe access to the mamland.

i
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Minoc. This towne m north central Britarmia is renoamed for the fine
metabrork and armoar of its tinkers. Minoc 15 the centre for studyving the virtue of
sacrifice. The homeless of Britannia are welcomed in Minoe; here they find refiage
i the Mission of the Helpless, with ready access to a fine and charitable healer.

Located on the northern coast, Minoc has a large shipenight as well as its famons
armmouTy.

Moonglow. Honesty and the quest for tmth 15 foremost to the mages of
Moonglow, m fact, they abide no dishonesty and have no room for those who do.
This towme, tucked on a southern tip of Verity Isle, has zood food, reasonably priced
hetbs, and a fine observatory. There are rumors that thou mayst see thy fiubare here.

Mew Magincia. 4 towme bt on the rans of old Magineia by a colony of
hamble people who understand well the dangers of false. self-serving pride and the
beanty of loamility, Mew Magzineia has a healer and a restaurant tucked among its
munercus modest farms and orchards.

Pawsz. 4 village nestled on a cove near the southern edze of the Fens of the I
Dead, nudway betoeen Britain and Trnsic, Paws provides food and shelter for the [
traveler, as well as a change of horses.

Skara Brae. 4 centre for rangers, Skara Brae 15 a city immmersed in the study of
spirituality. The city lies on the southerrmost of three sles past weest of Spitbarood.

A zentle tovwme of kind, thoughtful, and generons people, Skara Brae houses a fine
but mmexpensive nn, an excellent apothecary, and a healer who uses physical,
magical, and spiritual medicine. Those in need are abarays weloome at the Skara Brae
healer, and can be healed regardless of their wealth.

Trinsic. On a grassy plan on the southeastern shore of Brntaria, Transic's
honorable paladins impress visitors with their courage and devotion to trath, 4
sy tovwne of marhle buildings and shaded parks, Trnsic has a lowvely pond, an
armouty, a healer, and a fine stable.

Yew. Long azathering place for dnds in their parant of pastice, ¥ewr 15 the site |
of the Jupreme Cowrt of Britarnia and rarbares the great legal and mdicial munds who I
practice there. Besides the courts, jail and penal areas, ¥ewr has one of the best [
restaurants, with a fine pub, an armonry, and an apothecary. Mestled beneath the
trees of the deep forest, Vew 15 second in population only to Brtamn,

The Keeps

Eeeps are fortifled manors, often solated, aaray from towmes and villages. While
many are personal retreats, some are schools for young people, cloisters, and
orgaruzations.

The Lighthouses

Fastic hghthouses were tnlt throughout Brtantman waters during the recent wears
of peace; their bright presence has dramatically lowered the rmumber of ships
breaking up on reefs and shoals in dark and storms.
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¥ Populace

! Adventarers are generally categorized by professional affiliation: mages, bards,

{  and fighters. Dnuids, magicians who draer their wery poweers from nature and nataral
phenomena, are regarded as a subset of mages. Tinkers are bards with a special
knack for bulding or repaiving who serve as keepers of our oral lustory as they
move from towne to towme. And paladins, shepherds, and rangers, long having

| fought waliantly at the side of the elite fighters from the Valorian Isles, are generally

| associated with fizhters.

Of conrse mages, bards, and fighters are not abrays advenbtiring. Often they may
be found among the general popualace along with villagers, merchants, runstrels,
jesters, farmers, begzars, and gunards.

Mages

Mage is the title atbmaming all Britannians endoared with fill magic poerers and
forwhom magic 15 primary. Mages tend to settle 1 Moonglowr, erjoying its
proximuty to the scholarly and esoteric treamares of the Lycasum, indeed, many
yvoungsters who show magical learings early are sent to live with groups of mages
near the Lycasam and are schooled i its ways from an early age. Others favor Tewr
for its emphasis on natare.

Skill in magie requires serions study. With sach sedentary childhoods it 5 no
wonder that most mages are not very strong. Do not, howewer, take that to mean
they are not healthy; as a group, mages tend to live longer than any others.

Banrd=

Bards excel in dexterity and poise. They rightly choose professions that make
good use of their talented hands and azle bodies: nunstral,
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archer, locksmith, and tinker are ast a fewr. Fearless in battle, bards are often as
quick of mund as of hand and their magzie abilities are keen, although their power for
magic 15 half that of mages.

Britain is a favorite gathering place of many bards. Others, especially tinkers,
are based 1n Minoe.

Fighters

In the solation of the Valorian Isles, walorous fighters are trained in the arts of
battle. Strong and fearless, the fighters of Thelom can overcome any knowmn foe.
They are trained mn all weapons and they showr dexterity in all armour. Most
fighters prefer the sorord or bhadgeoring weapon, for they have the strength to wield
the heaviest taro-handed sorord and to do extreme damage with it.

DOften found fizhting beside the best of Thelom are the paladins of Trnsie, the
fierce rangers of Skara Brae, and the lamble shepherds of Hew Mazineia,

Although fighters enjoy the advantages of magic, they do not practice it and
seldom showr any tendencies of talent m that direction. They do showr an almost
magical inhnition abouat amimals: no people train horses or cutthink monsters better
than fighters.

‘Cransportation

Most traveling in Britannia 15 done on foot, even though it s rough going, slover
and dangeronas. There are alternatives for those who can afford and handle them.

Horses

Many travelers emjoy riding on horseback: it 15 faster, less tiring, and a lot safer
than walking, since horses can outran many of the hostile types of creatares. Fnowr,
thouzh, that horses cannot travel over water and are apt to wander aaray (with or
without encouragement] if not properly semarved when left.

ships

Wisiting island commmnities requires travel by ship. Despite rather outlandish
nunors of people wandering the heavens m great arships, sailling on water 15 the
fastest and most popular long-distance mode of transportation there 1. The most
conunon watercraft on the ocean are frigates. Tall stately three-masters, the
frigates mut through seas sanftly and smoothly. They generally have a taro-lavel
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| opendeck and abelow-deck with a forarard cabin, rear bunkroom, and centre cargo
| hold. Most ccean going fhgates are bt to accomumodate heavy cannons for
broadside fighting and have taro zangplank zatewrays on each side.
Speedy 1t 15, bt ocean travel 1s franght wath dangers, especially after dark near
rocky coasts. Many unpleasant monsters populate the deep, and pirate ships are
abarays on the lookout for moneyed prey.

nkiffs

Small dodble-lock rowhboats, used as hifeboats on fiigates, skiffs can make their
way through all bt the shalloweest nmd or seramp. Widely used for exploration of
nverheads and mountain streams, they are also occasionally found being pat 1o more
recreational uses m towmnes., They provide a charmung way to followr the hittle
estuaries that crisscross Britanmia. In fact, there are said to be hittle-knowm places
unreachable by any other means. However, skiffs are mnsafe on deep ocean waters.

Navigation

Speed 15 critical on the open seas. There are many dangerous mhabitants of the
deep whao will overtake and attack slow ships. Speed 15 optimmized by traveling
perpendimalar to the wind, Anghng divectly into the wand affords only the slowest
passage possible. When the wind dies completely, there 15 no option but to mesort to
the oars.

Too close to shore, speed can be fatal, and sails should be replaced wath oars for
carefil manenvering. Unforbanately, many foolhardy captains have ran thewr shaps
up on reefs and shoals at fiull speed under sail, losing ship and crewr. Those that
auvive sachwrecks have had to hole up and repanr their vessels. Since extensive
repairs take qute awhile to accomplish, it 15 important to hole up in safe hathors
for this repair work.
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The defirutive worlk in astronomy 15 Calestial Bvtannia by 51 John, astronomer
and seribe at the Lycasum. This passage 15 comprised of excerpts from hus book
recording his scientific discoveries and domamenting Britanmian astral theories that
predate the emersence of sclence.

In the heaven beyvond our skies, dueell stars whose roombers arve bevond our
reckoning. Within oar heaven, circling our world, sereeps our bright san.  Ten other
oths trace tight paths around curworld. The tann moons Tramunel and Febioca are
desolate, their ight only a reflection of the ;min's brilliance.

The other eight oths are thought by some to be planets hike our ovm. According
to the roles they play in our many legends, they have been named for the virtues of
the Avatar. The closest 15 Honesty, followed firther out by Compassion, Valor,
Fhastice, Sacrifice, Honor, Spirituality, and Humility,

Many tales are told of kmights traveling from towmne to towmne, even across water,
merely by stepping into awall of ight. There are fewr verifiable reports of
moongate travel. Howewer, sifting through those reports that are werifiable, it has
become clear that they operate as folloars.

Each rught at the apex of the first moon, Tramumel the eight moongates appear,
rectangles of shinmering bhae light rising from the ground. They remain until
Fehicca reaches her apex. While the moongates are oper, a traveler entering one
will be mstantly transported to another moongate in a different locale.

The traveler's destination is determined by the phase of the moon closest
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to midheaven. Moongate travel is said to be fast and safe; howewer, there have heen
confising and confhioting reports of what transpires when the moons are equdistant
m the mudheaven. Moongate travelers should exercise cantion.
[ Ohver the ages, comets, fiery nebulae, have tom through oar skies as hathingers
[ of mmpending doom. They appeared mst before the emersence of the Dark Lord
Mondain, They heralded the reign of the Enchantress Minax, and they foretold the
impending danger of the hellbom Exaoduas.
Miar, wrhile we live 1 the nudst of peace and enlizhternment, the comets hawe

begun again.

Lansuase

The language of Brtanmia 1s xich and poetic. It 15 derived from Old Sosarian,
which waries mostly from the widespread murent langnage i its alphabet, which 1s
more ranic than today's. The old ranes contitme to be wsed widely in raral areas, and
there 15 a movement to ncrease their familiarity to city people. 5ti1ll, among the
citvbony, translation of ranie messages, letter for letter, 1s sometimes necessary.
The Fuanic Alphabet is the earliest knowmn system of writing sounds using manes or
letters. The most commonly used ranes folloar, wath their modem equivalents.
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MUSIC

Music is nmch loved throughont Britannia. Those wealthy enough often owm a
harpsichord, and the better pubs employ good hite playing nunstrels to entertain
their patrons.

Without question the best knowm name in folknnsic s that of Iolo FitzChaen.
"Stones," aballad about the mwstic shanes, has long been popular among bards and
the conumonfolk. It 15 known to be a favornte of His Majesty, Lord Britishy as well.
Fitzlrharen's masterarork, with Ivrics by his wife Gerenllian Geralch'zaeaf, 15 a sample

of fine roasie.

Stones

? !"- 'Lb-. r-"——m-ﬁh.a _J

Lnngagnranthemm-:nafnﬂ{whnhadadrem [
And the heart and the will and the povrer: i
They mowed earth; they carred stone; moulded ull and channeled stream
That we nught stand on the wide plains of Wiltshire.

Miar men asked who they were, howr they bt and wonder whyr
That they wrought standing stones of ;ach size.

What was done 'neath our shade? What was prav'ed 'neath our skies
A5 vre stood on the wyrd plans of Wiltsharve.

Ohwhat secrets we conld tell if won'd isten and be still.
Fid the stink and the noise from our skirts.

But vou haven't got the chie and perhaps vou never will,
Mate we stand on the cold plains of Wiltshire.

Still wee loom in the nusts as the ages roll awray

Andve say of oar folk, "they are here!”

That they bt us and they died and you'll not be knowang whyr
Save we stand on the bare plains of Wiltshire.
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Three muportant lessons have been denved from the great battles with evil in
our past. The foremost 15 that neither magic, nor provweess at arms, nor party of
spirit alone is enough to defeat evil. Only the carefil coordination of arms with
magic by the wirtuous will bang victory. The second lesson 1s basio: proweess cormes
onlywith practice and experience. The third lesson 15 this: the we of force against
the immocent wiall aberays bring retribation.

Armaments have mnproved sreatly over the years. Today's krghts have a great
selection of weapons and armour at their disposal. In addition, fortanate krughts
may come ackoss magical rings and anmlets to wear oruse. Before hattle, knights
can ready several items of equpment carried by their party: helms, shields, sats of
armonr, and weapons from daggers to halberds. Weapons canbe dropped or
exchanged in the midst of battle, bat no enemy has ever waited while a knight
changed armonr.

Strength and endurance may get a krnight through a fewr battles, but none sarvive
long without developing tactical skills. Successfinl krights leamn to wateh for
mistakes the enemy makes. Successfial leaders learn to design strategies around the
strengths and weaknesses of their party.

In partimalar, fighters are knowm for their strength and ability to wield zreat
weaapons whils wearing the heaviest of armnour. In general, they are most effective
when formed into a shield wall in the frontmost ranks. There are exceptions-
desperate situations where an offensively well-armed fighter may do well to charge
headfirst mto enemy ranks, attacking the key members.

Bards, while weaker than fighters, are proficient archers becanse of their keen
sight and excellent dexterity. Their dexterity also enables them to regroup faster
and strke more blowrs against their opponents.
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Mages, who are not as strong, often prefer to avoid warfare entively, spending
their time instead i scholarly parants. Howewer, those mages who choose to defend
the crowm are among the most fearsome foes of evil. An accomplished archmage
may amuhilate an entive horde of monstrons enenues with a single spell.

Missile weapons such as bowrs and crosshows are essentially useless n
hand-to-hand combat;, neathy foes are apt to seize the opporbputy to mterfere wath
an archer's firve as they do with a magic wset's spelleasting, For this reason, mages and
bovar-anelders are generally best placed behind a cowver of fighters, where they can
effectively deliver their blows. Howewer, when a spell of catachysmnuie and widespread
effect 1s needed, a mage often nmst venbure to the front lines and seek a niche in the
shield wrall from which to cast kus spell, so the spell will not act to destroy fiiends as
well a5 enenues.
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Armaments

The most conrageons knight shows zood sense to wear strong amonr on any
expedition. Full body armonr, helimets, shields, magical rings and jeweeliy, and other
magical trnkets arve all wortlearhile, bt they are also expensive.

Body armonr comes i a range of styles and degrees of effectiveness.

Cloth. Tmally Little more than a heavy qulted zambeson worn below a b,
cloth armmonr 15 mexpensive and comfortable. But it affords only lirited protection.

Leather. & mit sbowve cloth, wet also fanly mmexpensive, leather armmonr 15 made
from thick leather hardened by boiling, often mm paraffin,

Scale. Fashioned from four to six inch square overlapping plates attached to
cloth or leather zammbeson, scale armonr looks like its namesake: fish scales.
Although scale 15 often somewhat nowsy, it offers good protection.

Chain. Chain mail is fashioned from small loops of metal wire linked in a
manner to make something resembling metal cloth. The best chain mail has each
hink actaally riveted sloat. Chain mail provides wery good protection but 15 quite
BXPENsIVE.

Plate. Custom-made from hand-forged sheets of metal, plate axmmonr affords its
wearer the most complete protection possible. However, 1t 15 very expensive and
can be bormme by only the strongest.
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Helms often match body arnmonr in material and strength, bat wariations, sach
as offensively spiked helimets, are available.

Shields also vary greatly. Mot all war rigs call for shields- any use of tan
handed weapons prechides them and they reqaire some strength wet many thank
shields for their lives.

Weaponry

The weapon 15 the most important material choice an adventarer has to make.
A wide range exists.

Daggers offer toro choices. The conumon dagger 15 usefill when its ability to
be concealed iz abenefit; and it canbe thrown in open combat. The madn gauche
15 more formidable, especially when used as a second weapon.

Swords continae to be the most popular weapon. There are long and short
swords, and two-handed swords.

Blizrile weapons are carrled by most experienced krmights no matter what
weapon they keep ready in their hand. It 15 abarays an advantage to fell thine enemy
from afar when possible, before the threats of his hand weapons can reach thee.
Inexpensive and easyw to port 15 the shing, and amnmnition 15 plentifial i open
country. Bows come from craftsmen mm the deep forest. Made from strong and
resilient wewr, bovars, and their stronger counterparts, crosshoes, make formidable
long-range weapons. Be awrare, however, that one engaged in hand-to-hand combat
15 unlikely to be able to load such aweapon, noach less shoot 1t

Some knights prefer missiles they can larl withoat mechanical aid. Popualar
throwing weapons inchide dagpers, spears, axes, and flazks of laming oil.

The effectivensss of most weapons depends upon the dexterity of the weapons'
wielders, Tt mass weapons are often preferred by the wery strong, if not so nimble,
becanse these bhidgeons depend upon the great strength of the wielder to cnsh
through an opponents' defenses rather than evade them.

Oldest of all bhadgeons, and probably of all weapons, 15 the elub, Chibs are crde
weaapons, bat when a blowr connects it often does the trick. The mace 15 nmach more
streamlined than the chib. Its weight 15 balanced to derive the most possible effect
with the most possible accuracy. 4 "marce on achain is the mormning star, which
reaches ower obstacles to smute thy foe at range. One blowr straight on from this and
the enemy 15 out till morming- at least. Finally, there 15 the two-handed
hammer. It takes great strength to wield it, tat the hammer can inflict devastating
darnage.

Polearms require noach strength to wield but thev're extremely effective. Most
popular among those strong enough to wield it is the halberd, a long stoat staffeath
abattleax blade at the end that allows its wielder to strike a foe at tence the distance

of most weapons.
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=54 Creatures

Wil creatares, mte]]:gent an-:l not, roam the countryside; others frequent the
waters. Few of these creatures are evil; bat many attack out of langer or when

auprised.

Creatures of the Land and Sky T
Ingect Swarmes. Pesty insects have little .

nniscle or brain, bt their tiny size lets them move w

quickly, dodzing and feinting. They bite more often

than they nuss, but their sting does Little damage.

Once hit, all insects are easily squashed. Fare is the

insect that delivers a fatal bite, bt a sararm of

thousands can mean death.

Bats. These annoving creatures live by might,
wally, and travel in flocks. Often their high
pitched sereech 15 heard before they are seen.
Theough flighty and hard to hit, bats are not diffimlt
to kill. As attackers they are relentless and vicious.
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CGiant Rats. MNatural agihity and sharp teeth are
rats' chief advantages. They are not strong and do not
hit very hard. The mortal danger rats pose to knights
comes from thelr capacity for passing on noxious germs
and substances. Seldom do krmights tangle wath rats
withot someone in the group becoming ill with poison.
At arorst, the resalt of ;mach an encounter ig infection

with plague.

Slines. In appearance, slimes are gooey green
splats. They are weak, chimsy, and not very damaging,
mdidually, But they almost abarays travel in schools
and, when a slime 15 hat, 1t 15 apt to split into baro
healthy, hostile slimes. If the slime does not split, it
suconbs quite easily. Slhimes carry no booty.

Giant Spiders. Although weak and slowr, spiders
take their toll: they polson, both on touch and by
spitting venom from a distance. Spiders have been
knoemn to carry a few goods.

. Snales. Extremely polsonous and qute acourate

[ when shooting their polson even from a distance, snakes
| are othererise relatively harmless. They are easy to

| destrow, once engaged directly.

Ores. Dros are often more anmoying than
dangzerous to the seasoned adwentarer, bt they canbe a
grave threat to the novice, especially when they travel
in large groups or accompatied by a glant or bao.
Cenerally, they ave fairly easy to defeat, do a modimam

of damage if they hit, and carry meager belongings.
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Trolls. Large musshapen homanoids that like to
Iive undergroand, trolls are strong and dextrons and can
calse moderate damage to their victims. Forbunately,
they are not wery enduring. Trolls tend to lie 1 wrant
to ambush unsspecting travelers. Trolls hike treasres
and often carry some with them.

Fiins. Strange tero-headed creatares, ettins boarl
large boulders with encugh strength to do considerable
damage. Though not magical they are qute hardy and
often carry a zood many mteresting belongings.

Gremling. The blow of a gremlin 15 hardly falt,
and he 15 not very hard to do i, bt bewrare, for he
travels 1 lmge packs and he may leave yon starvng.
The gremlin's ability to conmume food at an mordinate
rate 15 startling and dismaying. Once overcome, he
wially leaves some goods.

Headlesses. Mo one knoars exactly howr the
senses work on these nmtant abominations. Do they
sense the world only through touch and feeling? Or do
they "see" with some nner vision? Whatewer the
answrer, these relatively strong creatures arve fairly
enduring and do mild damage to thewr foes. They tend
to carry goods wath them.

Gazers. ant, magical floating eyes, zazers
mesmerize their foes, buming them against each other.
Theyw make up for their wealk, chimsy physique wath
strong imtellizence and a fairly zood constitation.
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Bhinic. Masters of mutation, nunues make
themselves so0 like treamire chests that many an
adwenturer has met his doom trying to open one.
Mimiecs have hittle courage and even less patience,
though, 5o if one 15 willing to wait a fewr mirmtes pist
step a fewr steps away from suspect chests, they are apt
to reveal themselwes by shooting potson. Close up,
nunucs bhdgeon wiath strength and dextenity, doing
unpleasant darmage. etting past their deadly deceptions
can reveal fine treamive.

Reapers. The strange, mazical creatures knowmn as
reapers are strong, enduring, and do severe damage by
bhdgeoring. Their weakness, if it canbe 50 called, 15
their mmmmobility; although their arms strike out abonut
them, they cannot change locations. They theower
magical bolts at distant foes. They also bhadgeon neathy
creatures with their thick tentacles. Feapers are quite
hardy, but often worth the trouble: they hoard good
booty.

Wisps. It simply 15 not known exacthy what awasp
15. Harmless looking hittle bits of flashing light, wisps
are extremely agile and lughly intellizent. Although
they are not strong, they do serious damage, taking their
victins by anrprise again and again, blow after blowr,
They often attack in larse groups and they teleport
from place to place on the battlefield. Worst of all,
they can magically possess members of the opposing
party. Wisps seem to have mmpossible strong
constitations and are quite diffimalt to destroy.

Sand Traps. Sand traps harrowing in the sand are
nearly impossible to notice, but a party passing too
close to one 15 in for trouble. Strong and agile, these
desert monsters strike out at anything that comes near
their uding places, and they hit very hard. They are
also very hardy, and their endurance has meant the
derse of more that one adwentarer. When a sand trap
15 overcome, however, generons treanire 1s revealed n

the sand.
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Dragons. Strongest and most feared of creatures,
dragons shoot extremely damagzing magic fireballs and
are neatly impossible to defeat. They may do mm an
entire party before it has a chance to engage m close
combat. Killing a dragon, however, can earn the slayer

great treamire.

Creatures of the Sea

Sharks. Strong and azile i water, sharks are not
partioularly mtellizent and canse hittle damage to
creatares that are not in the water, despite their
frizhtering appearatice. They can endure quite a
beating before dying.

S5ea Horses. These gracefiil appealing ocean
creatures have nasty personalities. They ermjoy
shooting foes at range, which they do very
effectively. They are also rather strong, flexible, even
intellizent, and they take a far amount of panishment
to be defeated.

Squids, Squds are wmuntellizent, bat the dexterity
of their tentacles makes their considerable strength a
real menace. Theyw throwr ther polsonons mk from a
distance, and it 15 abarays very damagzing. These
unpleasant sea creabares are hardy and diffimalt to
CEFOOTHE.
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Sea Serpents. These serpents can appear from
nowhere to rock aship. Capable of lamching zreat
fireballs from a considerable distance - even across an
entire 1sland- they are among the most formudable of
opponents. Simce they are not mtellizent and are easily
out, witted, the best strategy 15 often to evade them and
flee. Howrewer, if forced into battle, closing n to engage
the serpent divectly in combat will improve a ship's odds
of auvving,

| From Beyond the Grave

Ghosts. Spiits of the measy dead, these bodiless

| creatures compensate for their lack of strengthwath

excellent dexterity and the ability to disappear at wall.
Although ghosts do not mflict noach damage with a
bloar, defeating them will require cunmng.

Skeletons. Perhaps the most conumon of undead
creatures, skeletons lack strength and brains, bt they
are dextrous and can take a suprising amount of
puanishmment. They often carry some goods.

Daemons. Very strong, azile, and smart, daemons
have repertoires of magic that inchide sumoning other
daemons and possessing thelr opponents. They are
extremely hardy and diffioult to kill even iff
mmcapacitated. Daemons fly and can easily manage to
cross rivers or shallowr waters, although they are seldom
encountered in nud ocean.

When daemons possess another creatare, they
disappear into that soul leaving neither trace nor
treamive.
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“H—Virtue

After vears of meditation and thought, after landreds of quests along the
mental physical and spiritual path to peace and fulfilbment, a person nught reach
near perfection in the eight virtues of Awatarhood. Only while an mdividaal
contirmes to strve against the external and mternal forces of evil, can he or she be
said to be on the path of the Avatar,

The ankh 15 the symbol of peace and benevolence towrard all creabares, worn as a
sign by those on the hfelong Chaest of the Awvatar. Ankhs are believed also to
enhance courage and lovalty to goodness and to help ward off harm for knights
striving to achieve the eight virhaes.

Honesty 15 serapulons respect for trath- the willingness never to deceive oneself
or another. Compasgsgion 15 nonmdazmental empathy for one's fellow creatures.
Yalor 15 the courage to take actions in support of one's convictions. Justice 15 the
devotion to trath, tempered by love. Sacrifice 15 the courage to zZive of oneself in
the name of love., Homnor 15 the courage to stand for the tmth, against any odds,
Spirituality 15 the concern with one's imner being and howr one deals wath trath,
love, and courage. Humdlity 15 perceiving one's place i the world, not according to
one's own accomplishuments, bat according to the mtrinsic vahie of all individuals,

Each of Exnitanma's eight leading towmes celebrates one of the virhies of
Avatarhood, and each has raised a shrine to that virtue. The shrines are located in
retreats to ensare trangqullity in natural settings, so traveling to some shrines
requires a considerable journey from their towmes.

The only requirement for using a shrine 15 knowang the mantra for that virtae.

A mantra 15 a sound repeated contimously duing meditation, helping to clear the
mind and fomas the spirit. Each virtue has a specific mantra that works best forat,
and sincere meditation can bring great wisdom. Zomeone i towne will unally
divilze the mantra for the towne's shoine.
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Mo one knoas exactly when the powrers of magzic were discovered. Little by
Little, stories of impossible coups and muramalons recoveries increased in rumber and
detail until finally even the most skeptical people began to give credence to some
mystic factors. And only then did the serious scholarly search for magzical means
and lore begin, Fewr rernan who do not accept the reality of magic.

Tet the knowledze of magzic and its use appears to be m its mfancy. There are
fewr formal schools mwhich to learn magic. To be auser of magie, one noist travel
far and wide to learn from warious mages who have developed and honed special
magical abilities., Ewven then there 15 no guarantee the mages will impart their
knowledze.

The Language of Magic

Some aspects of magzical lore have become fairly well known. One sach is the
langnage of magic. This 15 a set of tarenty-four svllables compiled by a great
languagze scholar after traveling throughout Ertanma for more than seven wears.
These are all the components of any magic spell wet knowmn, but they are Iittle help-
and extremely dangerous- wathout knowledze of how to combine them mto the
phrases that make mearmingfial mcantations.
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Follownng 15 a list of these powrerfidl syllables, approximations of their meanings, and a gude to

their proranciation.

Syllahle Idea Sound Syllahle Idea Sound
An negate ahn Hox poison n ah ks
Eet small heht For movement p oar
Corp death koarp Chias hision Yoar ah 55
Dres dorerm d eh 55 Fel change rehl

Ex freedom x Sanct protection s aang kt
Flam flame flahm Tym time tithm
Grav EHNEIEY grahv TThas up Qo 55

Hur wind hoor Vas great v ah ss
In create thn Wis knowledze  weess
Eal mvalke kahl Hen creature zehn
Lor Light I oar Tlem matter aye leh m
Mam Life mahnee Zn sleep = o0

The Mixtures of Magic

Reagenis are herbs needed for the preparation of magical mochares. Most are sold in apothecaries,
a fewr are hard to find and require special effort to obtain. Following 15 a chart of the magical
reagents and the general areas of proficiency they affect.

Black Pearl Projection
A rare version of the standard white pearl ablack pearl 15 a forcefial reagent in the creation of
kinesthetic mazie, that 15, projecting objects.

Blood Moss Movement
Fungal zroverth wmally found in deep forests and warm, damp areas; especially favored as a reagent
for its ability to enhance mobility.

Garlic Warding

TThiqutons and strong-scented reagent, used effectively i warding off evil spints.
Ginseng Healing

Ancient reagent wsed extensively in healing.
Mandrake Root Power

Very rare and nmally expensive magical heth growing only in serampy areas, mandrake root s
said to bring great power to magic that uses it



Nighishade Poizon, Iusion

Fare, poisonous plant that appears only when the moons are in a certain conpmection. Those
who learn its whereabouts and manage to be there m the dead of night when the moons are fill can
pick nightshade without danger and benefit from its powerfial ability as a reagent to create ilhisions.

Spider Silk Binding
The mazical prodact of the garden spider and its relatives has no peer m its abihity to bind. &s a
reagent mixed for magic, spider silk magnifies its binding poweer many times over.

Sulphurous Ash Energy
Conunon material left by woleanic action, ash 15 an excellent source of energy in magical

mnchares.

The Spells

Spells divergze sreatly in terms of diffimalty, and, cormrespondingly, 1n terms of danger to the
caster. After wears of observation and experimentation, scholars in magic have classified spells into
eight circles of diffimalty. Tlos, mages who can conunand only the simplest spells are
considered to be of the first circle, and so0 on.

Full mages' magzical ability 15 divectly related to thewr intellizence. Bards appear to have half the
magical ability of fll mages and fighters ravely have any. Casting spells drains magical poweers,
lirmuting horer many spells mages can cast before resting. A spellwnll drain magzical poerers 1 amounts
proportional to the spell's cirele of diffimalty.

On the facing page, a chart classifies the spells by circle, with abrief mmdication of each spell's
158, a note onwhen it can be wsed. and an ingredient list. Do not take the mgredient hists tobe
recipes, as wrong quantities or careless muning could have terrble remalts.

HNote that not all spells can be used in all situations. Chate a few spells need far too nmach time or
concentration to be cast during combat; others feed on the energzies present in the battle arena.

Fuall deseriptions of each spell's natare, use, and effects followr.

In the followang chart, dngfeom. sigrufies the spell works m both dungeons and combat.
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Chart of Spells

Effect

Clire Dolson
aaraken
magical missile
light

heal

unloc)k

repel undead
locate

call anirmal
wind change
wall of fire
vrall of poison
bhinlk

vrall of sleep
ball of flammes
great light
dispel field
dovenrarard move
protection
protection field
upwrard move
reveal

Time
anytixme
corbat
combat
noncombat
anytime
anytime
combat
noncombat
combat

noncorhat

dng feom.
dng feom
anytixme
dng feom.
combat
noncombat
anytime
dungeon
anytixme
dng feom.
dungeon
combat

Reagpenis
ginseng, garhe
ginseng, garhe
ash, pearl

ash

ginseng, silk
ash, moss
garlic, ash
nightshade
silk, mandrake
ash, moss
pearl, ash, silk

nightshade, silk, pearl

silk, moss

ginseng, silk, pearl

ash, pearl
ash, mandrake
pearl ash
moss, silk

ash, @imseng, garhic
mandrake, silk, pearl

moss, silk

silk. mghtshade
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Chart of Spells (cont.)

Effect
magic lock
msect sararm
magzic unlock
sleep
quckness
great heal
charm
negate magic
tremor
confise

X-ray

poison wind

fear

eer
clore

invisihility

Jall

Time stop
Flame wind
Easnrect

Cone of energy

Surmimon

Crate trawel

Time
anytime
combat
anytime
combat
combat
noncombat
combat
anytirme
corbat
combat

noncorhat

corvbat
comthat

noncormbat
comhat

corvbat
cothat
Anytime
Corhat
Moncombat
Corhat
Combat

Moncombat

Reagenis

Ash moss, garlic

Moss, silk, ash

Ash, moss

Ginseng, nightshade, silk
Ash mandrake, moss
Ginseng, silk, mandrake
Pearl nightshade, silk
rarlic, mandrake, ash
Moss, ash, mandrake
Mandrake, nightshade
Mandrake, ash

Hightshade, ash, moss
nightshade, mandrake,
garlic

nightshade, mandrake
mandrake, silk, moss,
ginseng, ash, rmightshade
mandrake, nightshade,
Moss

pearl, mightshade
Mandrake, zarlic, moss
Ash moss, mandrake
Garlic, sinseng, silk, ash,
Moss, mandrake
Mandrale, mightshade, ash

Mandrake, zarlic, moss,
2l
Ash pearl mandrake



Editor's MNote

cthics

The Ethics of Britannia, or the accepted meanire of proper behavior, were long
based on the Way of the Avatar. A5 time progressed, the lessons of this historie tale
came to be interpreted in many ways. In fact, many people interpreted the Wayr of
the Avatar imways that wouldn't requre them to stiave to uphold these virtues.

Har, Lord Blackthorn, acting king of all Exitanma, has enacted a Code of Virtue
that leaves no room for nusinterpretation.

1.

=

Herween the e this volume originally went to press and the Bme galleys
arrived for final alterations. Lord British was lost while on an expedition to
explore the newly discovered underworld. Days before we were to print, Lovd
Blackthomn declared mariial law to deal with the general unvest in the walke of
British's disappearance. The Fthics section of this book has be-en added to
reflect the new measures imposed by Blackthom.

Thou shalt not he, or thou shalt lose thy tongue.

Thou shalt help those in need, or thon shalt ;affer the same need.

Thou shalt fight to the death if challenged, or thou shalt be barished a5 a
conarard.

Thon shalt confess to thy crime and saffer its past parnishiment, or thou shalt
be put to death.

Thou shalt donate half' of thy income to charity, or thou shalt have no
MCome.

If thon dost lose thine oam honoz, thon shalt take thine cwm Life.

Thou shalt enforce the laas of virtue, or thou shalt die as 2 heretic.

The shalt Innble thyself to thy superors, or thou shalt safter their wrath.

Warriors of Desting
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