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The 

~ of Anor.iew P. Mor.ir.ifs 

ooo R.eaoeR., what ;you have befoR.e ;you is not 
oR.iginaL mateniaL RatheR., it is five tales of 
miR.th ano moR.aL penfonmeo b;y the gneatest 
ston;ytellens of the Lano in honoR. of Lono 

Bnitish's thint;y-sixth biR.thoa;y, ano then necoR.oeo b;y this 
humble scnibe (with but slight stylistic embellishment, I 
assune ;you). It is oone so in the intenest of postenit;y foR. 
ouR. king's i:utune enjoyment ano, ma;yhaps mone 
impontantl,y, foR. the amusement of an;y unfoR.tunate 
enough to miss OUR. Liege's exciting celebR.ation. Each 
stony contains not onl,y elements of oangen ano 
excitement, but also penhaps a bit of insight into the 
oealings ano OifficultieS face<) Oail,y Within OUR. ven;y 
society. Reao on, gooo Lonos ano Laoies, both ;young ano 
olo, ano see what Lessons ma;y be LeaR.neo to help ;you 
succeeo in the R.oles of Life that ;you pla;y. 

• I I • 



Tbe Pent:arner:lon 

Tbe Tale o.J= t:be 
Gailn Mast:eu. 

D he tlames pwm the logs crwckleo ano piiskeo about 

the insioe Ot the tir:leplace as the woman stooo betor:le 
the mantle, seemingl,y concentr:lating on the ver:ly 

stones Ot the wall. Though no longer:l wear:ling her:l 

hauber:lk ano coit, herl left hano r:lesting on the hilt Ot her:l swor:lo 

gave away her:l pr:lotession. Seateo at the small table by the 
ooorl werle two men, also war:lr:lior:ls. 

"Guilo Master:l?" askeo the tinst. 

She tur:lneo to r:legar:lo them, her:l pur:lseo lips an obvious sign 
that she still tOCuseo mor:le on her:l thoughts than on her:l 
auoience. 

"Guilo Masten, we neeo an answen," ur:lgeo the othen male. "The 
Knights Ot the Ankh have shown us gr:leat oishonor:l. Do we issue 
challenge or:l not?" 

Both tighter:ls lookeo anxiousl,y at each othen, ,yet another:l 

minute passeo betor:le the woman r:lesponoeo. 

"I have spent year:lS tighting wans tOrl otherl people," she began. 

"My tinst post was with a canavan, wher:le Little mone than tOOO 
ano a sleeping pallet was my pay to teno Ott bniganos. I've since 
battleo heaolesses, ognes ano Or:lakes. I've even taceo the 

unoeao skeletons Ot war:lr:lior:ls I hao slain the ver:ly oa,y betone." 

"Ai!fe, Guilo Master:l." 

"Ano ,yet neven have I known such an outnage as what ,you say 
the Knights have oone. Oun guilos wene tOr:lmeo tOn the ver:l,y 

same pur:lpose, to help spr:leao Lor:lo Bnitish's ioeals thrloughout 

Bnitannia. But now they speak blasphemy towanos the ven,y 

king himse[t! Why, to challenge them woulo be like challenging 
siblings. Yet such wor:los cannot go unpunisheo." With her:l pnal 
statement, the Guilo Master:l Leaneo on the table, Looking hen 

lieutenants in the e,yes. "We ar:le warlnior:ls all, ano war:lr:liOr:lS we 

shall oie, one oa,y on another:l. Seno notice to all ourl member:ls 
- tomOr:lr:lOW we, the Pr:lotector:ls Ot Vintue, oemonstnate our:l 

lo,yalt,y to the nealm, ano put an eno to the Knights Ot the Ankh." 



"A;ye, Gailo Masten.n 

It oio not take long J=on the news to spneao to the other:z guilo 
membens, ano biY noon fighting hao alneaoiY star:zteo. The 
skinmishes in the str:zeets wer:ze small, J=or:z neither:z sioe wisheo 
to or:zaw attention fr:zom the guanos, but in the sur:zr:zounoing 
countr:z;ysioe, the r:zinging of steel on steel was a common souno. 
Bat even al=fer:z a month hao passeo, the conJ=lict hao not enoeo. 

"The Listing of tbe oeao, Guilo Master:z," the Lieutenant saio, 
hanoing her:z the scr:zoll as she paceo within ber.z ol=J:ice. 

She took the par:zchment, anr:zolleo tbe skin, ano began to r:zeao 

the names of the oeceaseo. As the lieutenant tar:zneo to leave, 
she stoppeo him at the ooor:z. 

"Wait, war:zr:zior:z. These oozen names at the eno ... I know them 
not. TheiY ar:ze member:zs OJ= oun gailo?" 

"Gailo Master:z?n The fighten peer:zeo at tbe list. "Na;y, milao;y, the;y 
arie not." 

Hen qaestioning Look tolo him to continue. 

"Conscr:zipts, Guilo Master:z." 

"I oo not unoer:zstano. The Pr:zotector.zs oJ= Vir:ztue oo not take 
'conscnipts."' 

"Oar:z member:zs battle with hear:zt ano soul, Gaito Master:z. It 
takes much to keep monale high between battles ... " 

"I know about the euects Of war:zJ=ar:ze, Lieutenant," she saio 
between dencheo teeth. "What ooes this have to oo with 
J=Or:zceo member:zship~" 

"Well, Gallo Master:z, when some OJ= the other:zs ar:ze on hunt, the;y 
ane oJ=t times indineo to stop an;y who cnoss their:z path, ano," 
he paaseo in anticipation oJ= her:z wr:zath, "those who oo not 
oedar:ze Lo;yalt;y to the Pr:zotector:zs ar:ze pat to the blaoe." 

"What?" she askeo with alar:zming coloness. 

"TheiY ar:ze given a choice ... to join the gailo as +r:zieno, or:z be 
slaaghter:zeo as J=Oe." 

"B;y the Vir:ztues, what have I oone?" the Gailo Master:z exdaimeo 

as she sank to ber:z chair:i. She swalloweo har:zo ano then spoke 
plainl,y. 

"This will stop, Lieutenant. The challenge was maoe b;y our:z 
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gailo, ano oar.z gailo alone. We chose to bano together.z to 
far.ztheR oaR caase, not to ball;y peasants. It is oaR fight, ano if 
we cannot face it alone, we oo not oeseRve to win. When I gave 
commano to confRont the Knights of the Ankh, m;y intent was to 
oefeno the welfaRe of the people of Br.zitannia, not thReaten it. 
You will confuol ;yoaR waRr.zioRs, Ueatenant, ano if ;yoa cannot, 
;yoa will answer.z to me." 

"~e. Gaito Master.z." 

As the Lieatenant moveo foR the secono time to Leave, a knock 
came fRom the ooor.z. 

"Enter.z," saio the Gailo Master.z. 

The ooor.z openeo ano in walkeo half a oozen r.zo;yal gaaRos. The 
captain steppeo for.zwaRo to speak. 

"Gailo Master.z of the PRotector.zs of Vir.ztae, ;yoa have bRought 
blooosheo into the town of Tr.zinsic, ano as LeaoeR of ;yoar.z gailo 
you ar.ze her.zeb;y chaRgeo b;y or.zoer.z of the King with maltiple 
coants of slaaghteu. Yoa aue to come with as." TaRning to the 
Lieatenant, he aooeo, "yoa aRe now chaRgeo with the Leaoeuship 
of this guilo. It is not a uole to be taken Lightl;y. I saggest ;yoa 
consioeR the Laugeu uamifications of an;y actions ;yoa OR youu 
guilo ma;y take in the fataue, for:z as ;yoau Guilo Master:z has jast 
Lemmeo, it is easier.z to inspir:ze ano enfor.zce ioeals within one 
man, than in man;y." 

This stor.z;y focases on the hazar.zos sometimes hiooen to 
those inexpeRienceo with the Responsibilities of 
LeaoeRship Like the Gailo Master.z. It oemonstRates the 
neeo to imagine the consequences Resalting fRom one's 
actions, ano of Realizing how wioespReao they might be. 
This is an excellent example of the oecisions LoRo BRitish 
mast make on a oail;y basis, but applies eqaall;y well to 
any LeaoeR of near.zl;y any sizeo gRoap. 



Tbe Tale o.,: 'tbe 
Mer-icban't 

Basilio belo bis wine glass higb, waiting for.z tbe man acr.zoss the 
table to Raise bis oRink in r.zetimn salute. 

"To WaR," Replieo tbe otheR, ano both ORank. 

"Tell me, Basilio," he askeo, setting bis glass on the polisheo oak 
oesk, "wbat is it about this guilo waR that pleases you so?" 

A wr.zy smile cRosseo the meRchant's face, but he pauseo to 
check tbe sleeve ties of his r.zobe befORe Responoing, seemingly 
to Let the question sit momentaRily befoRe shar.zing his wisoom. 

"What pleases me so? Why, I will tell ;you, m;y fr.zieno. Gola. Gola 
is what makes this petty war.z so welcome to me." 

"You speak of pRofit, obviously, but fRom wheRe? How?" 

"Why, fRom the veR;y guilos themselves. Ah, I see by youR 
puzzleo Look I must explain." Basilio r.zeacheo fOR the car.zafe of 
wine. "The PRotectoRs of Vir.zfue have challengeo The Knights of 
the Ankh, yes? Ano so they battle. Ano those who battle neeo 
aRms ano aRmouR, yes? So they come to me. It is a simple 
matter.z of oemano." 

"But you ar.ze not the only meRchant to sell weapons ano 
ar.zmowi to one of the guilos. Why oo ;you seem to pr.zofit so 
much mor.ze than the otheRs?" 

"Ah, ano ther.ze ;you have it, my fr.zieno. I oo not sell to 'one' of the 
guiles - I sell to both. I have fauna a few scavengei:zs who ai:ze 
willing to collect what the oeao Lose in these battles. They 
br.ziag the ar.zms to me, I pay them a mooest pr.lice, ano then sell 
them again to either.z guilo at a p1wfit. Of cour.zse, since I r.zar.zely 
have to make new war.zes, I can sell mor.ze in Less time, so I can 
arror.zo to change a Little Less than evenyone else. Thus, I get 
mor.ze business. Same cost outlay foi:z me, ooable the customer.zs, 
half the time ... it aoos ap. See," Basilio shi:zuggeo, palms helo 
upwar.zo, "who is huRt but my competitor.zs?" 



Tbe Pent:ameRon 

"Ingenious," aomitteo the companion. "To wan, then!" 

"To war:i - " again Basilio rwiseo his glass. but stoppeo his wor:ios 
mio-sentence. "What is that noise coming fr:iom outsioe?" 

His fr:iieno opene o the shutteReO winoows to the oin below. 

"Appanentl,y, the fighting is oueR. I can see war:iRions with 
mankings fr:iom both guilos shaking hanos ano banging shielos. I 
woulo say youR bit of pr:iofiteer:iing has come to an eno." 

Basilio's bnow fur:ir:ioweo fon a moment, then with a sigh he took 
a onink. 

"'Tis little matten. Thene will always be conflict. If not in oun 
city, than with the or:ics in the hills, or:i tr:iolls in the mountains, 
OR the bRiganos on the plains. My pROfits will or:iop to nor:imal, 
but I have C'mioen enough other:is out of business that I can keep 
up with the oemano at Little cost to myself. As Long as the 
guilos continue to pur:ichase fnom me, I am set." 

"Then peRhaps you shoulo take a Look outsioe this winoow, 
Basilio. I see the fighteus tnaoing weapons with each other:i, ano 
theRe seems to be r:iecognition on theiu faces, as if they one 
Reclaiming the aRms of bnother:is lost." 

Basilio's eyes gRew wioe. 

"lnoeeo, the Guilo MasteRs themselves aRe inspecting the 
pommels of thein swor:ios. I think they one companing the 
blacksmiths' maRkings, Basilio." 

Basilio Rose to his fee t with a look of panic, his hanos pulling his 
gown ar:iouno him pnotectiuel,y. 

"Ano now they point ano come this oir:iection. Basilio, I think they 
come to speak with you . Basilio?" 

But Basilio was gone. 

This inteResting tale illusfoates the eRRon of pRacticing 
inoiffeRence ano exploitation, espedall,y at the 
misfoRtune of otheRs. In a wor:ilo sometimes as haRsh 
ano violent as OURS, thene is little Long-tenm benefit 
gaineo fRom taking aooantage of one's fellow men ano 
women, ano will ultimatel,y, in fact, leao to one's r:iuin . 
Lorio Bnitish was paRticulaR pleaseo with this anecoote 
foR its example of the fallacy of gReeo. 



Tbe Tale o.,: t:be BaRn 

M1 notheR RoanO, Coleb1" 

"My thanks, Dennal. Singing is tllirwcy woQk." Tile baQo Qeacneo 
fOQ tne tankaQo. 

"Not mucn or a CQOWO tnis eve, I'm afQaio. TQaffic to tne city is 
Light now tnat QUmOQS or tne Liebe nave Qeacneo Jllelom. How 
flows tne golo?" 

"Well, Let me pnQase it tnus - is tne cot in tne pantr:zy taken?" 

"Now, Caleb, you know betteQ tnan tnat," Qeplieo tne 

taveQnkeepeQ, QUnning a Qag along tne oaken baQ top, "as Long 
as you aQe Singing IJeQe, you nave a beo." 

"Again, my thanks, Dennal. As usual." 

"But ... " Dennal pickeo at a splinteQ along tne eoge of tne baQ. 

"~e. fQieno?" 

"Well, I coulo use a bit or help in a matteQ otneQ tnan coin." 

"Speak plainl,y, fQieno." 

"We've nao a bit of mouble neQe Latel,y. TQouble with tne guilos." 

Caleb's bQow Qose in suQpQise, but tnen slowl,y his Lips cuQLeo 
into a gQin. 

"TQOuble neQe, at tne Quail? So tne miLLeQ'S been pQessing you 
fOQ his snaQe or youQ erroQtS, en? A Little spittle in tne fLOUQ if 
you oon't seno moQe golo his oiQection. PeQIJaps followeo by a 

tnQasning witn tne QOLling pin?" Ile aooeo witn a wink. 

"Nay, Caleb." Tile absence of a smile on tne taver:mkeepeQ's face 
meant ne consioeQeo tne situation quite seQious. "I 'm not 

speaking or tile SeQuice guilos. I mean tne meQcenar:zy guilos." 

"Tile meQcenaQy guilos, as in all of them?" 

"No, no. Just two. Tile Knights of tne Ankh ano tne PQotectoQS of 
ViQtue." 

"But I thought LoQo BQitislJ's men put tnat feuo to an eno." 
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"Aye, in tbe city. But heue they aue less conceuneo about 
inteufeuence fuom the guar.ios. Botb sioes have begun to 
fuequent tbe Quail mucb mor.ie oi:ten tbis past week, ano last 
night a fis4ight neauly stauteo oveu a spilleo or:zink." 

"Ano how is it tbat I con help you?" askeo Caleb, olrieooy 
guessing the answeu. 

"Witb tbat silveu tongue of youus, loo .. I've seen you keep an 
anguy motbeu fuom taking the lasb to beu noisy cbilouen, ano 
I'll neveu fouget tbe time you calmeo Aouianna wben sbe founo 
Wilton witb the sculleuy maio." Fou the fiust time since tbe 
topic boo moveo to tbe guilos, Dennal smileo. "We tbougbt be 
was foooeu ceutain as goblins have fleas!" 

"Well, I make no puomise, but I will oo wbat I can." 

"Well ano goo(), Caleb. I can ask no moue." 

Tbe bouo finisbe() bis ale ano uetuuneo to bis stool in the 
couneu, wheue be began to sing a Love song. As the time fou the 
evening meal ouew neaueu, the Quail become a bit moue 
cuowoeo, ano Caleb's puuse become a bit fulleu. Still, Caleb was 
conceuneo, fou tbe mojouity of the patuons weue not Local 
faumeus, but meucenauies fuom the city. No ooubt something 
was planneo fou tbe evening. Juoging by the look on Dennal's 
face, be was thinking the veuy some tbing. 

As expecteo, the insults stoute() flying by the thiuo 1wuno of 
ouinks. In uesponse, Caleb began to ploy softeu, moue soothing 
pieces, hoping to pocif.Y the cuowo. It seemeo to wor:ik, at Least 
fou a Little while. But as moue of tbe uegulaus oepouteo, ano 
mor.ie membeus of the opposing guilo factions fiLLeo the 
establishment, the effects of his calming musfc began to wane. 

Sensing the incueosing tension, Caleb colleo out, "How about a 
jig?" As the bauo began to play, one of the patr:ions gr:iabbeo a 
seuving wencb ano swung into step. Soon, those wbo boo boo 
enough to ouink weue oancing, ano those who haorit wer.ie 
ouinking mor.ie. 

But the r:mse oion't last long, fOU when ()uunks oance, ooncer:is 
coLLioe. Ano when bot-tempeueo wauuious colli()e, tuouble 
follows. Just as tbe fiust mug was uoiseo to be buougbt oown 
on anotheu's heao, Caleb stuck two fingeus in his moutb ano 
wbistleo. All tuuneo theiu eyes towauo him_ 

"I see we bave a bit of a conflict heue, my louos ano looies." 



"No rnouble, trwubaoouR, just some cleaning that neeos ooing," 
someone in the back calleo out. to the cheer.ls of some ano the 
gRowls of other.ls. 

"Ah, so it is cleaning you wish. Excellent! Though I mast confess, 
neveR befor.ie have I seen such fine swoRo aRms on maios 
befor.ie ... " 

A mer.icenar.iy's eyes flasheo in angeR ano he staRteo to posh 
towar.io the stool, but a comRaoe chackleo ano slappeo him on 
the back. The minstReL contirweo. 

"5aRel.y cleanliness is a wor.ith;y enoeavoR, but har.iol.y LacRative." 

"This is not about golo, bar.io." 

"I beg yoaR par.loon, gooo Lao;y," saio Caleb. "I oio not Realize this 
pght is about love." 

"Na;y. this is not about Love, eitheR." 

"Oh, then, 'tis about tr.lath." 

"Na;y, 'tis not about tr.lath," came the Reply, following some 
mutter.ling fRom the cnowo. 

"Not about Love, not about tr.iuth~ Well, then it must be about 
COURage!" 

Upon those woRos, seveRaL shoats fiLLeo the noom, but Caleb oio 
not falteR. 

"Bat it coulo not be about couRage, fOR the fight is between 
men, not man ano beast. Ano theRe is ceRtainl.y nothing moRe 
heRoic than sla;ying some Loathsome beast!" 

A Little moRe shouting, ano a Little moRe mutter.ling, but all weRe 
still Listening. 

"So, no one is fighting oveR a love, in seanch of the tRuth, OR 
with gReat courwge. Thus, ;you must be fighting fOR mone;y, else 
wh;y Risk youn lives when nothing of value is at stake. Right?" 

Much Less shouting. ano much mor:ze matter.iing. 

"I ask again, aRe not those the most impoRtant Reasons to wage 
Wal'.l~" 

This time the Response veRgeo on agReement. 

"So withoot the tRemenooas benefits eaRneo fRom fighting oveii 
one of those fOaR Reasons. is theRe an;ything gaineo b;y fighting 
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fOR any otheR Reasoa?" 

"YouR woRos aRe just woRos," saio one meRcenaRy, stepping 
fORWar:zo fr:zom the other:zs. "Tbey oo nothing to change the 
oishonor:z cast upon as by tbe foal Knights!" 

"Nor:z oo they give as Less r:zeason to cnush tbe Pr:zotector:zs," 
oeclaReo aaotheR fighteR, pulliag the Leg Oft a aeanby chair:z. 

"TRae," aomitteo Caleb. "My speech has oone nothing to mitigate 
yoaR oesiRe .,:on Revenge, noR to make yoa think this fight is aot 
woRtb your:z etfonts. However:z, my speech bas oone one veRy 
impoRtant thing." 

"Ano what's that?" shouteo yet another:z meRcenany, r:zeaoy foR 
the bRawl. 

"Why, it has oelayeo you Long enough to give Dennal's young son 
time to netaRn with the guaRos," Caleb Replieo with a smink. 
"Ano I suggest you coopeRate with them full,y." 

That saio, the bar:zo litfeo his Lute ano began to play a pleasant 
ballao about tr:zutb, Love, COURage ano golo. 

This Light-hemiteo sto~ Reveals the value of wit ano 
chanm above angeR ano violence. It shows how simple it 
can be to ignoRe Reason when ingRaineo hatneo fills 
oae's soul, ano yet how Reason can be aseo avoio a 
oaagenous situation. I seem to RemembeR LoRo BRitisb 
once telling of a companion of his being ia a similaR 
situation, aao of using RhetoRic ano woRoplay to confuse 
a hostile aaoience. 



Tbe Tale o.J= t:be MaGe 

•

o, ;you wish for<? me, MoRkioan the GReat, to jounne;y 
with ;you to the Liche's toweR, wheReupon I will cast a 
poweRfUl spell of oeath ano oestno;y the foul Ci<?eatune, 
at which point in time ;you will fall about ;younselves 

claiming the glony. Do I imoenstano ;you connectl,y?" 

"A(Ye." 

"Yes." 

"Exact~y, milono." 

The small bano of aoventui<?ens stanoing befone the skilleo 
wizano spoke finst, ano then confinmeo with each otben befOne 
noooing thein agneement. 

"Ven;y well, then," continueo the mage. "You nealize, of cow1.se, 
that this nequines a consioenable amount of golo, ;yes?" 

tC~e .. » 

"Yes." 

"Of counse, milono." 

"Fine, then. I agRee to ;youR tenms," saio Monkioan. "Finst I will 
neeo a few oays to ensune I have the pRopen neagents fon my 
magics, ano then we ma;y be Off. I will seno wono to you at 
;youn inn when I am r.ieao;y. Go now, fon we ar.ie oone." 

With that, the bano oepaRteo, ano Monkioan bio his senvants to 
set about Locating the nequisite components for.i bis spell, as 
well as pnepaning a neall,y comfor.itable sleeping noLL Most of 
what the power.iful spellcasteR neeoeo was pnocur.ieo 
immeoiatel,y, save one Rathen significant item. 

"What oo ;you mean we have no sulpbrmous asb?" he belloweo 
at the appnentice befone bim. 

"Begging ;youn panoon, MasteR, but we useo the Last ounce 
cr.ieating the iUusionar.iy golo that went towa1:20 paying ;youn 
oebt to the bnothel - • 

"Neveu you mino that, fool! We have to fino some, ano fino it 
soon." 

"Again begging the Masten's panoon, Masten. but peRhaps some 
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scRapings fRom fRom the BRazieR of Enchanting? 'Tis on infeRiOR 
amount, but ceRtainl,y one so skilleo as you a1:.1e, MasteR, coulo 
oRaw full poweR ff.lorn within it." 

"Hmmm ... ," museo the mage, "peRhops inoeeo. All 1:.1ight, then, 
scRape the Remnant fRom the BRazieR ono put it in my pouch. 
Once that is oone, seno a page to infoRm that bano of misfits at 
the Woyfol'.leR's Inn that we will be Leaving in the mm.mow." 

At oawn the next moRning, MoRkioan set off with the 
aoventuReRs towaRo the countRysioe, wheRe the Liebe was saio 
to be temwRizing the Locals with his unoeao minions. 

Along the way they encounteReo many viLLageRs ano i::aRmeris, 
all of whom weRe quite pleaseo to see that something was 
being oone to Rio the Lano of the Liebe scormge. Thr.we oays 
passeo befoRe the ho1:.1rioR's laif.l was spieo by theiR scout. Ttie;y 
campeo bRiefl,y to shaRpen theiR blaoes ono tighten theiR 
aRmouR stRaps, while Morikioan mixeo the ash with the otheR 
Reagents RequiReo foR his spell of oeath. 

Then the;y weRe Reao;y. The waRRioRs Rusheo the gates of the 
toweR, while the scouts skiRteo the eoges to flank any 
guaRoions. MoRkioan stooo bRavel,y behino seuel'.lal LoRge stones. 
But the Liche was just as Reaoy. 

As the poRtaL to its home swung wioe to 1:.1elease skeletal 
oefenOeRS, the liche Ol'.leW an int1:.1icate patte1:.1n in the aiR With 
its hanos, summoning bolts of Lightning fRom the sky to Rain 
upon the bolo aovenrrmeRs. MoRkioan took that moment to 
begin the gestuRing that woulo cReate his poweRful Death 
VoRtex. He flaileo his aRms wilol,y ano calleo out the worios of 
poweR. 

"Vas CoRp Hu1:.1!" 

Then MoRkioan Reacheo into the bag of Reagents ono scatter:leo 
the mixeo components into the ai1:.1. Soon ... nothing happeneo. 

MoRkioan staReo with amazement at that which he hoo not 
WROUght. 

"Vas CoRp HuR!" he yelleo again, following it with the 
appRopRiate gestuRes. 

Again, nothing happeneo. No swiRling mist, no block clouo, not 
even a hint of grwy steam. 

"Beoevileo bRazie1:.1 ash!" MoRkioan shouteo at his opp1:.1entice, 



who was still at his master::z's house in Br::zitain, pleasantl;y 

enjoying some impor::zteo venison. 

"What?" calleo out the other::zs, str::zuggling to keep the mass of 
bony oeath at bay. 

"Er::z, nothing," came Mor::zkioan's not quite so r::zeassur::zing r::zepl;y. 
With another::z wave ano oig:er::zent wor::zos of power::z, he 
oisappear::zeo fr::zom behino the r::zocks ano r::zeappear::zeo in his 

Labor::zator::zy, exactl;y upon the Mar::zk to which his Recall spell was 
Linkeo. 

To this oa;y, Mor::zkioan politel;y war::zns an;y who jour::zne;y to the 
countr::z;ysioe to bewar::ze of the Liche in the tower::z, ano shoulo 
an;yone come acr::zoss any sulphur::zous ash, he glaol;y pa;ys oouble 
the nor::zmal cost in golo. 

This humor::zous stor::z;y impar::zts a Lesson involving the 
impor::zfance of pr::zepar::zation, ano of tr::zust . As man;y a 
baker::z will tell you, ther::ze is no substitute for::z ingr::zeoients 
when pr::zepar::zing a bir::zthoa;y cake, but even the most 
conceiteo tells the bir::zthoa;y bo;y when hone;y r::zeplaces 

glazeo sugar::z, for::z who knows what fear::z of bear::zs the 
bo;y ma;y have. 
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Tbe Tale o-t= -Cbe 
Bau.Glau. 

•

h.ylena car:zefull,y slippeo the knife blaoe between the 
two shatter:zs ano gentl,y Litteo the Latch. Puecauioasl,y 
peucheo on the thin Leoge of the secono-floor:z winoow, 
she again qaestioneo the wisoom of stealing into the 

home of a wizauo, pleaoing to unknown fouces that no magical 
wauo secaueo the entuance. Fate guanteo heu wish ano the 
shuttens openeo easil,y ano quietl,y. Ooo, thought Th.ylena, 
uamou has it that this Moukioan is quite puotective of his 
house. 

Gentl,y Loweuing heusel.(: to the floou, Th.ylena's soft-soleo boots 
maoe Little soano as the.y toucheo the stone below. Leaving the 
shatteus open, she paaseo a moment to Let heu e.yes become 
accustomeo to the small amount of Light coming thrwugh the 
winoow fuom the staulit night. She was in a hallwa.y. She knew 
betteu than to tuust the map solo to heu b.y one of the olo 
mage's appuentices, .yet she hao no otheu infoumation on which 
to base heu oecisions. Somewheue Left Of the main COr:lr:liOOr:l 
was wheue, accouoing to what she boo memonizeo, the 
Laborwtou.y was Locateo, ano whene the Bnazien was sapposeol,y 
kept. 

Th.ylena walkeo slowl,y acnoss the tiles, hen e.yes oauting back 
ano fonth along the walls in seauch of tr:lap-tuiggens she knew 
she woalo not be able to peuceive. Bat it was too uisk.y to Light 
a canOLe. She neacheo the eno of the hall ano foano a paiu of 
ooous. She pasheo on the banole Of the night ooou, but it oio 
not open, obvioasl,y Lockeo. She got the same uesult fuom the 
Left ooou. She woalo neeo Light after:z all. With a soft sigh, she 
uemoveo hen gloves ano pulleo a canole ano the set of Lock 
picks fuom hen belt. With a stick of flint which she uan along 
the tile, she Lit the canole. The hallwa.y was sur:zpuisingl,y 
austene fou a man who was saio to be so wealth.y. She Let 
enough wax ouip on the floou to ensuue the canole woalo stano 
upuight ano then set upon the task of picking the Lock. It, too, 
openeo quite easil,y ... oistuubingl,y easil,y. She oecioeo to open 
the ooor:l befoue blowing out the canole. 

Befoue heu was a Libuau.y, filleo with floou-to-ceiling 
bookshelves. She pr:zieo the canole Loose - no neeo to wour:z.y 



that she was Leaoing wax behino, tor:z once the Br:zazier:z was gone, 
that alone woulo be evioence that the house hao been violateo 
- ano enterwo the r:zoom, closing the ooor:z behino her:z. Now 
wher:ze woulo that hiooen Latch be? The secr:zet ooor:z to a 
wizar:zo's labor:zator:zy was always locateo in the Libr:zar:z;y, ano the 
stonies she hao llear:zo inoicateo that Mor:zkioan's home woalo be 
no exception. 

Firwt she lookeo along the bookshelves fol'.l the unique book that 
was set just so, but noticeo nothing ther:ze. Next wer:ze the 
sconces. No, this Lfbnan;y hao only canoelabr:zas. Ah, the oesk. 
With supple gloves again on her:z hano, she nan her:z fingeus 
along the center:z or:zawer:z. Finoing nothing suspicious, she pr:zieo 
open the or:zawer:z with her:z blaoe. Asioe fr:zom some vellum ano 
or:z;y quills, it was empt;y. Scanning the top of the oesk, she came 
acnoss a small well of ink (p:.wm an octopus, no ooubt). Wh;y 
was it also not in the or:zawer:z? She took one of the quills ano 
oippeo it in the ink well, pr:zessing oeeply. Ther:ze it was, that 
familiau click of a ooor:z unlatching ano coming open. When will 
these wizar:zos ever.z Leaun? 

She palleo on the shelf that ha() moveo ever:z so slightly inwauos 
ano was faceo with a Long, steep stair:zcase. Th;ylena moveo the 
canole to her:z Left hano, orzew her:z swor.zo, ano then cautiously 
began to oesceno the stair.is. It oefinitely Leo past the fir:zst floor:z 
ano below the stneet outsioe, per:zhaps even mor:ze than one 
stor:zy below gr:zormo, ano enoeo at a Lange, inon ooor:z. Tilting herz 
heao so the canole woulon't buun herz honey-coloneo tr.iesses 
when she pat it in hen mouth, she pasheo on the ooor.i hanole. 
The oool'.l gave wa;y easily, but the souno fuom the top of the 
stair:zs inoicateo that the librwl'-l;y ooorz was shutting just as this 
one was opening. 

With the canole back in hel'-l hano, Th;ylena steppeo into the 
chambel'.l. Be;yono a ooubt, this was the labol'.latol'.l;y. Tables ano 
stools weue stl'.lewn about Like so much al'.lcane litteu, each 
covel'.leo with beaker-ls, vials, flasks ano mol'.ltmw. On the 
cobblestone flool'.l in the centel'.l of the r:zoom was a 
thaumatul'-lgical cil'.lcle, onawn in oal'.lk l'.leo chalk, on something 
else of that colol'.l ... Ano within the cil'.lcle was a goloen, gem
encr:zusteo bl'.laziel'.l, the Br:zaziel'-l of Enchanting. Ar:zklel'.lon boo 
oftel'.leo a pr-lince's l'.lansom fol'.l the cul'.lseo thing, ano now 
Th.ylena was neau enoagh to spit insioe it. 

Of coul'.lse, ther:ze was one pnoblem. Like any pal'.lanoio wizal'.lo, 
Morzkioan hao botheneo to pr-lotect his pr:zecious ar:ztifact. Filling 
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the space between the ooor:<? ano the inner:<? Labor.zatou;y wer.ze 
sever:<?al magical f:ielos of ener.zg;y. Th;ylena hao encoc:mter:<?eo 
enoagh o.i: these in the past to know what woalo happen wer:<?e 
she to tr.z;y to pass thr.zoagh one. She oion't par:<?ticalar.zl;y car.ze .J=Or:<? 
the smell of char:<?r:<?eo t=Lesh, Least of all her:<? own. 

For:<?tanatel;y, she hao encoanteueo enoagh o.i: these fielos in the 
past also to know to be pr:<?epar.zeo to get ar.zoano them. Ther:<?e's 
no wa;y thr:<?oagh them, so the;y can be over.zcome onl;y b;y 
someone who can oispel them. Ano, since wizar:<?os tenoeo to 
have some sor.zt of anspoken agr:<?eement aboat oir:<?ectl;y stealing 
each other.z's pr:<?izeo possessions, most felt fair:<?l;y secur:<?e Leaving 
the fielos in place as a oeter:<?r:<?ent for.z the few thieves cunning 
enoagh to r.zeach them, bat who coalon't cast their:<? wa;y 
thrwagh them. Bat, few bar.zglar.zs hao spent as man;y ;yeaus as 
Th;ylena hao br.zeaking into other.z people's homes, ano having a 
par:<?ticulau oislike for:<? wizauos, she hao Lear:<?neo Long ago how to 
r:<?eao a Dispel Fielo scr.zoLL. So, it was a simple matter:<? for.z heu to 
sheathe her:<? swor:<?o, pull the scr:<?oll fr:<?om her:<? backpack, r.zeao 
alouo the necessar:<?;y incantation, ano make one segment of the 
fielo oisappear:<?. 

With a smile that bor:<?oer.zeo on ar:<?r.zogance, Th;ylena walkeo 
bolol;y t=or.zwar:<?o, gr.zaspeo the Br.zazieu in her.z hano, ano stu+.i:eo it 
into a silk sack. The smile was still ther:<?e when she tur:<?neo to 
heao for:<? the exit. Ano it was still ther.ze when she pulleo on the 
hanole of the mighcy ir.zon ooor.z. Onl;y when the 00011 was open 
wioe enough for:<? her.z see the golem guar.zoian stanoing at the 
bottom Of the stair:<?S to gr:<?eet her.z oio the smile .J=aoe. 

With a quiet moari the golem Lifteo its gr:<?eat fist to come 
cr:<?ashing oown on Th;ylena's heao. In a flash, she Leapt 

backwmios out of har:<?m's wa;y, simultaneousl;y or.zawirig her:<? 
swor:<?o. The cr:<?eatur:<?e Lumberzeo towarzo her.z, again pr:<?eparzing 
forz a might;y swing. Realizirig herz swor:<?o woulo be all but 
useless agairist the hano skin of berz opponent, Th;ylena neeoeo 
an alter.znatioe qaickl;y. 

Down came the maul-Like fist with tr:<?emenoous fonce, catchirig 
Th;ylena's blaoe beneath it as she nar.zr.zowl;y ooogeo the blow. 
The sworzo snappeo in twain as the ston;y hano connecteo with 
the ston;y floor:<?. Having never.z seen a golem befo11e, she oio not 
expect the extent of the guanoian's ueach. 

That's it, the Long ar.zms! While the golem was mooing into 

position for:<? another.z str.zike, Th;ylena backeo up almost against 



one of the rwmaining fielos of eneRgi)'. She knew this woulo 
RequiRe pRecision timing OR she woulo be pounoeo squaRel,y into 
a cobblestone-shapeo mouno of flesh. She waiteo as the 
massive hano Reacheo its zenith, ano then just as it began to 
fall, she Rolleo into the empt;y space wheRe the oispelleo fielo 
once spaRkeo with eneRgi)'. Again, the fist cRasheo into the flooR, 
but this time it also bRoke the baRRieR Of the magical fielo. 

Thylena heaRo a thunC>eRous cRasb, ano just baRel,y manageo to 
ouck as chunks or Rock flew past heR heaC>. The huge behemoth, 
now missing most Of one aRm ano paRt Of the otheR, began to 
CRumble befoRe heR eyes. 

Realizing heR opponent boo suRel,y maoe enough noise to Rouse 
the entiRe neighboRhooo, Let alone the wizaRo into whose home 
she hao bRoken, Thylena wasteo no time. She Rusheo to the 
staiRs, car.lefull,y pulleo shut the ()ool'.2, ano boun()e() up the steps 
in time to slip thr.lough the upper.2 ()ool'.2 that ha() been openeo by 
the closing of the one below. She oashe() thr.lough the Libr.lar.ly 
an() into the hallway, past the sel'.lvants who wel'.le bRave 
enough to investigate (Thylena lear.lneo latel'.2 than Mor.lki()an 
was oft on some expe()ition, which explaine() why she ()io not 
have to face him that evening), ano thr.lough the win()ow. The 
()Rop to the gr.loun() below was painful, but her.2 r.lolling lan()ing 
minimize() the br.loken bones. An() Like a bolt, she was of+ into 
the night. 

Unfor.ltunatel,y for.2 Thylena, wealthy Ar.lkler.lon ha() miscalculate() 
the amount of manor.lake l'.loot to use in his Latest exper:ziment, 
an() a wizal'.2() who has hur:zle() himself in pieces thr:zoughout the 
cit;y can har:z()l,y pay for:z expensive magical ar:ztifacts. An() the 
Br:zazier.2 of Enchantments, though quite power:zful in()ee(), is a 
har:zo item to get r:zi() of without attr:zacting un()ue attention. So 
now, having been aban()one() somewher.le on the whar:zves of 
BRitain, it sits in the stu()y of Lor:z() Br:zitish's wizar.2()1,y a()visor:z, 
N,ystul, per.lhaps one of the few mages power.lful enough to 
make Mor:zki()an think twice about taking it back. Of cour:zse, 
ther.le ar:ze r:zumor:zs that Mor:zki()an knows someone who might be 
able to get it back for.2 him .... 
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At fir:zst glance, it seems this stor:z,y, one of canning an() 
gaile, is besigneo to oo nothing mor:ze than amase. It is 
bifficalt to betect a mor:zal or:z a Lesson to be Lear:zneo. Bat 
doser:z inspection r:zeveols the hiooen message. The 
cor:zefal wor:z()s within bemonstRate the bongeu of 
over:zconfibence, of habr:zis, itself, ano is visible in mor:ze 
than one chor:zocter:z. It is a dever:z stor:z,y, for:z in it the 
por:zoble is oisgaiseo beneath the ver:z,y stor:z,y itself. Lor:zo 
Br:zitish was por:zticalor:zl,y attentive to this tale, for:z oar:z 
king r:zecognizes that she lear:zns best who boes not 
r:zealize she is being toaght. Ano, b.y the b,y, for:z the 
r:zecor:zo, N,ystal oenies knowlebge of the wher:zeoboats of 
on,y kino of enchonteo cool-bar:zning contoiner:z. 

Ano so have posseo the five toles Of life ono leorming, 
hamor:z ano hor:zmon,y. Per:zhops ,yoa have heor:zb these 
stor:zies befor:ze, or:z at least r:zecognize elements within. Be 
that so, it is a testament to their:z r:zelevonce, not a mor:zk 
against their:z or:ziginolit,y. Consioer:z cor:zefall,y all that ,yoa 
have r:zeoo fOR it Will help mitigate the Str:zaggle Of ooil,y 
life in Lor:z() Br:zitish's r:zeolm of Vir:ztae. 
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GENERAL TIPS 
Ultima Online is a big game, and the folks playing it (as well as the folks designing 
and administering it) have come up with a lot of useful information for you. A 
few of these tips listed here are available in the docs, but they bear repeating to 
make sure you're aware of them. Of course, as with all material in this book, any 
particular tip might be out of date by the time you try it. However, most tips are 
based on broader principles, so even if a specific tip no longer applies, consider 
Lhe more general principle behind it. 

CbaRa ct:eR CReat:fon 
f It helps to plan ahead when assigning skills Lo a new character. One sample 

strategy (out of many) is to start a character with Animal Taming (to attract 
pets), Tailoring (to provide a steady income) and Archery (to attack from a dis
tance). When trouble strikes, send in your pets to attack and launch a ranged 
weapon attack from a safe distance. If the battle becomes too heated, you 
have a better chance of escaping with your life. 

For more tips on character creation, see Developing Your Characters (later in this 
chapter, on p. 40) and Skills (beginning on p . 38). 

CbaRact:eR Anvancernent: 
f Good skills to practice to raise your Strength are Swordsmanship, Mace Fighting, 

Wrestling and Lumbe1jacking. 

f Good skills to practice to raise your Dexterity are Archery, Fencing and 
Musicianship. 

f Good skills to practice to raise your Intelligence are Musicianship and Item 
Identification (Magery and Inscription work extremely well, of course, but the 
reagents are expensive.) 

f To find someone to teach you skills, stick close to the towns. Save money and 
work on the simpler skills that you can learn without a teacher. After you've 
earned some cash, work on your basic combat skills. Training dummies are 
free (check out the Warriors' Guild building in most towns). 

f If you're practicing Wrestling at a training dummy, take off any gloves or 
gauntlets you're wearing. You don't need them to practice, and practicing will 
only wear them down. You don't need to be in War mode to practice. 

f You also don't need to be in War mode to train at an archery butt. Staying out 
of War mode while you train means there's no chance of a PC or NPC wan
dering into your line of fire and getting you flagged as a criminal accidentally. 
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f After you practice at the archery butt for a while, you can collect your arrows 
by walking up to the butt and double-clicking on it. (It's not a bad idea to do 
this whenever you happen to pass a butt, as some players don't kno~ that 
arrows spent in practice are recoverable.) A few arrows will be randomly 
destroyed if you practice long enough. 

f Carrying Capacity is equal to Strength times four, plus 30 stone. If you go 
more than a stone or two over you maximum, you start losing Stamina every 
time you move. 

f At this time almost all containers, from a bag, to a chest, to your bank box, 
have a maximum capacity of 400 stone and 125 distinct items (a stack of 
objects counts as only one item). 

Ba&'fOG 
f If at all possible, try to purchase items from other players (or their vendors) 

rather than from NPC shops. Players often have lower prices than a shop, and 
they are often willing to compromise or trade for something you don't need. 

f In particular, banks are a great place to trade and buy things. There are always 
plenty of folks gathered around. They will often sell armor and weapons at a 
cut rate. (Be careful, though. Banks are also where unsavory types tend to con
gregate while in town.) 

f You can use Arms Lore and Item Identification skills on the items displayed in 
the inventory scrolls of NPC shopkeepers, player characters and vendors. 

f Something that will make you feel really silly the first time it happens ... If 
you're trying to buy something from a vendor, and he won't sell it to you 
even though you know you have the price, make sure you're talking to the 
right vendor. Sometimes when vendors are positioned right next to each 
other, it's possible to be looking at one's inventory, but the other is the one 
responding to your words. (As plans to limit vendors to one per house go 
forward, this problem will decline, but it will probably always be possible, 

especially in areas with lots of small houses.) 
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f Your Stamina goes down much faster when you're severely wounded. 

Therefore, if you suspect you may have to run away from a creature or oppo
nent, it's better to start running at 1/2 Hit Points than at 1/3 - you'll get a lot 

farther. 

f When a creature or character is hit in combat, he, she or it staggers a bit. This 
actually lengthens the time before it can attack again. This is a minimal factor 
in one-on-one combat, but if you're fighting two-on-one or better, this stagger 
time can become very significant. This is why it's always a good idea to have a 
friend along when you're hunting, and also why two minor monsters are 
much more dangerous simultaneously than they are one at a time. 

f Monsters will usually concentrate on one enemy at a time. This means that if 
a monster is attacking somebody else, you can attack it with relative impunity 
(although there is a point where even the dumbest monster will tum his 
attention to a new fighter) . If you're attacking a tough monster in a group, 
and you win, it's just good manners to give part of the treasure to the guy 
who took all the damage, even if the rest of you actually killed the thing. 

f An obvious but useful tactic is to hide behind a large object, such as a tree or 
comer of a building, then use a bow or crossbow. The person you're attacking 
has trouble getting at you to return the attack, especially without a ranged 
weapon and the skill to use it. 

f Plate armor reduces your effective Dexterity when worn. You should never 
wear a plate helm, if you care about your Dexterity - three other helms give 
the same protection, without the Dex hit (see p. 244). 

f Be careful about wearing armor when you're just barely strong enough for it. 
If your Strength is reduced for any reason (including magic spells), your 
armor will fall to the ground. 

f It is sometimes necessary to slay someone intent on killing you. While player
killing is not advocated, there are steps you can take to cover your tracks, if 
you fear revenge from the deceased, his friends or guildmates: 

Don't give your character an easy-to-remember name 

Change your clothing after slaying someone 

f Conversely, pass on the names of troublesome players to other players. 

f You regain one lost hit point every 5 to 15 seconds. The better fed you are, the 
faster your hit points are restored . 

f Silver weapons do double damage against undead. 
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Anveot:aRioG 
f Don't leave hides, meat, packs and the other miscellaneous detritus of wilder

ness hunting just lying around on the ground. The spawn rate for an .area is 
directly affected by the total number of different objects in a given location. 
Stuff neatly packed away in a pack, bag or chest counts less than stuff left 
lying around loose. Also, all kinds of stuff can be piled into the corpses of 
animals and monsters (double-dick on the corpse to open it up), and when 
the corpse deteriorates, the stuff goes away. 

f Alternatively, a newbie can make a pretty good living around the more active 
hunting grounds gathering what other adventurers leave behind. This is main
ly meat, the odd random reagent or lesser potion, Ore boots (worth over $25 
gold per pair!), or wool. Our newbie scavenger can gain experience by joining 
in combats where others are the main target (always ask before joining some
one else's combat, and for your own good let the more experienced characters 
have the kill, and the first pick of the treasure) . You can run away from all 
monsters and some nasty PCs if the situation gets out of hand. 

f Never travel between cities alone. If you form traveling parties, make sure all 
members have offensive and defensive skills and armaments that complement 
each other. You should always include at least one member who is armed and 
skilled with a bow or crossbow. 

f When you're in the wilderness, stay near the trail. It makes it easier to run 
from large monsters if you have to. 

f It's a simple truth, but one easily forgotten in the rush to adventure: There is 
strength in numbers. If you don't have friends, consider hiring one or two 
guard or buying a couple of large, fierce animals to protect your back. Just 
make sure you have plenty of gold and/or food, to keep them happy. (Note 
that large creatures often can't keep up with you if you have to flee, and that 
having too many hirelings or pets might block your way out of a dead end .) 

f Following a tradition that goes back to Ultima I, walking through a swamp 

can sometimes weaken or even poison you. 

f You can cook on forges. This is a handy way to barbecue those ribs without 
building a camp fire. 

f If you're a Grandmaster Animal Tamer who wants to try the ultimate chal
lenge of dragon taming, take a good (Adept level or above) Bard along when 
you make the attempt. The Bard's job is to distract the beast by either 
Provoking it to attack other nearby monsters (which means it will be ignoring 
you - try to get it fixated on a water elemental in the middle of a pool, since 
neither monster will be able to physically touch the other) or simply 
Peacemaking it to keep it calm while you make your attempt. 
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f Although a boat costs a fair amount of gold, it is well worth the investment. lf 

you 're interested, but short of money, try assembling a small band of people 
- around three to six - to pool money for the ship deed. 

f Once you've bought the boat, go to the nearest shore, double-left-dick on the 
ship deed in your backpack, and place the boat on the water. Make sure that 
the outline of the boat doesn't touch the land, and that the side of the boat 
can be reached from the shore - otherwise you won't be able to board. 

f And before you start building a boat - make sure that you'll be able to navi
gate the finished boat out of its construction location! If you build upstream 
of a bridge or other structure, you might be unable to sail out of port. (It 
wouldn't hurt to pick up a sextant before setting sail.) 

MaGic 
f Your spell book cannot be stolen and it stays with you when you die .. . unless 

you put it inside a second container in your pack (which there is absolutely 
no reason to do), in which case it stays with your corpse and can be looted. 
The moral here is obvious. 

f Targetable spells (spells that require you to specify a target) display cross hairs 
when you cast them. Place the cross hairs over a target, then left-dick. 

f When casting area effect spells (spells that affect everyone/everything within a 
certain radius), it's better to target the ground near the middle of your objec
tives rather than the objectives themselves. This "grounds" the spell and dis
tributes its effects more evenly. 

f Always keep a large supply of reagents on hand. The last thing you want to do 
is face a life-or-death situation with a shortage of blood moss or ginseng. 

f Never waste your mana and reagents on a high-level spell when something 
cheaper will do the job just as well. Mana regenerates slowly in the game, and 
as a mage, you'll be more vulnerable when your mana level is low. 

f It's handy to keep your spellbook open all of the time. Minimize it, leaving 
the closed book visible. This will save time when you're scrambling to cast a 
spell. 

f Work with another mage whenever possible. The best magical combination is 
to have one mage working on offensive spellcasting, while the other concen
trates on healing and protecting the first mage or accompanying warriors. 

f Keep a backup magic item handy (an item with magical charges) whenever 
possible, in case your mana or reagents run low. 

f Mana regenerates at a flat rate of one point every five seconds. 
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f Casting offensive spells in town, including the Summon and Field spells and 
those listed below, is forbidden and subject to punishment. 

Any offensive spells cast in town will do no damage, but casting the.m will flag 
you as a criminal. 

Clumsy 
Curse 
Earthquake 

FtRst: CtRcle 

Feeblemind 
Mono Drain 
Mono Vampire 

Moss Curse 
Paralyze 
Woll of Stone 

Poison 
Weaken 

f Even the most powerful mages often lead off with a Magic Arrow in combat, 
because it wiU take down an enemy's Magic Reflection. 

f If you're a mage fighting another rnage, you can temporarily lower his 

Intelligence by casting a Feeblemind spell. This lessens your opponent's 
chances of hitting you with a spell, since casting abilities are affected by 

Intelligence. (Similarly, striking a warrior with a Clumsy or Weaken spell will 
lower his ability to hit you.) 

f While a target is suffering from a spell that lowers attributes - e.g., Weaken 
or Feeblemind - no other such spells can be cast on the target. 

Secoon CtRcle 
f If you're fleeing from someone, run through a door and then cast Magic Trap 

on the door you've run through. If you are pursued through the door, the pur
suer takes damage. 

Tbt Rt> Ct Rcle 
f Magic Lock only works on chests, boxes and other containers. It will not work 

on doors. 

f Use Wall of Stone to temporarily block a door. For a truly underhanded 

method of doing someone in, lure your victim into a room that contains a 

monster or other nasty character, then run out and block off the door with a 
Wall of Stone. 

f Field and Wall spells are very sensitive to the direction in which they are cast. 
They'll appear perpendicular to the direction you are facing when you cast 

them. Be sure that you're pointing the right way before you cast. 

f Teleport can get you to the roof of buildings with no other access. It can also 
save you when trapped by monsters. 

f Fireball is a good offensive spell - it costs little mana, and can often finish 
off a kill for you. 
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f A Curse will lower Intelligence, Dexterity and Strength simultaneously. 

f When you find yourself involved in a magical battle, try casting Mana Drain 
or Mana Vampire on your enemy. They're very effective and temporarily elimi
nate an opposing mage's ability to cast high-level spells. 

f With a marked object, you can use Recall or Gate Travel to teleport to the 
place where you originally cast Mark. Simply click on the marked item. (Try 

to cast Mark away from doors and other paths of heavy traffic.) 

f If you're enough of a mage to cast Recall, but can't yet cast Mark, don't worry. 
Recall runes are available from many Vendors everywhere, or another player 
can Mark an object for you. 

f Mass-effect spells - Mass Curse, Archcure, Chain Lightning and so forth -
work well over a densely populated area. A maximum of nine characters can 
be affected at once if they're packed into a tight group, standing shoulder-to
shoulder. Target the ground at the center of the group instead of the group 
itself for the maximum effect. 

Fq:t:b CfRcLe 
f When a summoning spell is cast, creatures always appear about three feet to 

the north (directly up and to the right of where the caster is standing). If 
something is standing at the place where the creature should appear, you 
won't be able to Summon anything until you move to a clearer location. 

f When fighting a magical battle, set up a Magic Reflection on yourself. Your 
reflection only rebounds a single spell, so you may need to recast the spell 
several times during battle. if your enemy casts a Mana Vampire while you're 
protected, you'll end up with all of his mana instead of him gaining yours. 
This makes him totally vulnerable and gives you the upper hand in battle. 

f Be judicious when you're using the Mind Blast spell. The damage it inflicts is 
based on the difference between your Intelligence and your victim's 
Intelligence. If your target happens to have a higher Intelligence than you, 

then you'll take damage, not him. (Of course, this can work to your advantage 
if someone of a lower Intelligence casts this spell at you.) 

f Blade Spirits are geared to track and attack warrior types - namely, characters 
with high Tactics and Parrying skills. Similarly, Energy Vortex tracks and kills 
mages and other characters with high Intelligence. 
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f Both spells are particular about their targets. While you can ward off or 
destroy Blade Spirits, Energy Vortex spells can not be physically countered. 
Your best defense against either spell is to run and lure it past near~y charac
ters in hopes that the spell finds someone else a more suitable target than 
you. 

f Blade Spirits and Energy Vortex can have a devastating effect in a crowded 
room. Stand near the door, casting one of destructive spells, then trap your 

opponents in the room with Magic Lock or Wall of Stone. 

f The field spells (Energy Field, Fire Field, Poison Field, Dispel Field and 
Paralyze Field) double as both offensive and defensive weapons. Most mon
sters tend to shy away from fields. 

Sf.xtb Cf Re Le 
f If you can cast Mark, it can provide a quick teleport getaway in an emergency. 

From your home (or wherever you want the spell to take you to), cast the 
spell on an object small enough to carry in your backpack. It will record your 
exact location. 

f You may want to cast Mark on several items, just so that you have several safe 
points to which to escape (your home, your guild hall, a healing shrine, etc.). 

f When you make yourself invisible, you see yourself as a gray apparition on 
the screen. However, other players can not see you for the duration of the 
spell (excepting, of course, mages who cast Reveal). 

f Use Reveal if you suspect that an invisible character is lurking nearby. It works 
over a large radius and exposes invisible characters. 

f Invisible targets can be hit by mass-effect spells. 

Sevent:b Cf Re Le 
f Gate Travel opens a 30-second gate between your current location and a speci

fied marked object. This spell is useful for moving an entire party of people 
between points. 

f An Energy Field is impassable (the other field spells can be passed through, 
but with some detrimental effects) . Because of this, Energy Field is the best 
one for blocking off an exit from a dangerous room. 
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f Just before battle, Summon a creature, then access its status window by dou

ble-dicking on the creature. The name box will say something like #Daemon" 
or "Fire Elemental." Erase that identifying name by dicking in the name field 
and typing in a new name. Now, you can treat the creature like a pet - order 
it to attack, follow, retrieve, etc. Its loyalty will be at maximum, although the 
creature will disappear after a short time. 

f Earthquake is a destructive spell, but it can also help you make a grand 
escape. A wide-radius spell, it causes all characters within the area (except the 
caster) to flop around on the ground and injure themselves. The effects of an 
earthquake last long enough to allow you to flee the area. 

Pot:ions 
f You can only drink one Healing potion every ten seconds. If you're going to 

regularly use potions in combat, this makes timing your potion breaks very 
important, especially against tougher enemies. 

f If you only want to make one potion, make it Night Sight. It's easy to learn 
(no minimum skill) , cheap to make, and extremely useful in dungeons. 

f Night Sight potions don't have a set duration. They wear off anywhere from 
five to 15 minutes after you take them. Don't forget some extra Nightsight 
potions when you go Dungeon delving. 

f Many experienced adventurers believe that Nightsight spells and potions 
expire at dawn of each game day. This is not true (though Nightsight spells do 
expire simultaneously worldwide, oddly enough.) 

f If you drink a Greater Strength potion, it raises your Strength, including your 
maximum possible Hit Points. If you then drink a Greater Heal potion (and 
you were unwounded), you will gain about 20 temporary "free" Hit Points. 
All damage you take while the potions are in effect will come out of these 
magical Hit Points first. (Note that the effect only lasts about 10 seconds.) 

Commanfcat:fon C-aJJst:als 
The Communication Crystal was a device originally designed to let characters on 
the same shard communicate over a long distance. They never became hugely 
popular for that purpose, largely because they were expensive to get and maintain, 
~hile outside programs like !CQ (a utility that allows real-time chat over the 
internet) were free. Now, with the Chat feature being added to UO, it would seem 
that Communication Crystals have become completely obsolete. Not so! While 
they're not the most efficient means of simple long-distance communication, they 
have several other creative uses that make them a handy specialty item. 



f Ghost communicator. Communication Crystals automatically translate a 
ghost's moans into understandable speech. Place a sender crystal near the 
ghost, and listen to his message through the receiver. 

f Home security. With house break-ins an ongoing concern, the 
Communication Crystal is a handy way to know if a gang of housebreakers 
has entered your home. Just place a sender crystal in the middle of your 
empty home, and carry the receiver with you. If anybody enters your home, 
the crystal will pick up anything they say. 

Hfr:rcs 

f Intercom system. Drop a crystal on your vendor, and go about your business. 
When somebody comes up and starts to talk to the vendor, you can use the 
crystal to carry on a two-way conversation with the prospective customer. 

f PA System. If you ever need to be heard by more than one screen of charac
ters all at the same time, scatter some communications crystals around the 
area. Your words will be visible in every screen that contains a crystal. 

Noo-PLacveR CbaRacteRs 
f Non-player characters (NPCs) have 225 different ways of saying "I don't 

understand." 

f When you're talking to NPCs, speak to them in complete sentences. Their 
vocabularies are based on keywords and context. The more words you use, the 
better the chance they will have of correctly understanding you . 

f You can ask NPCs for directions to a specific place of business. They will rec
ognize "blacksmith," "tavern," "stable" and words for other common trade 
shops and locations. (See Keywords, p. 165.) 

f NPCs speak differently according to how intelligent they are. Educated NPCs 
will tend to have larger vocabularies and more refined grammar, while some 
peasants will have a strong dialect and a narrow vocabulary. 

f Innkeepers, bards and tavemkeepers usually have the latest rumors on where 
magic items are located in that region. 

f You can ask any NPC what time it is in game hours. Just make sure to include 
the word "time" in your question. 

f You can talk to scholars, tavern keepers, bards and mages about "Relvinian" 
to find out the history behind the hedgemaze and the wizard who created it. 

f The NPC names include the fust name of every employee at Origin. 

f Try saying "News" to town criers to get information that may be of interest. 



Coaoselor<s 
Some experienced players have volunteered to answer questions and help new 
players get started in Ultima Online. These counselors are recognizable by the blue 

robes they wear. A counselor can usually answer your game-related questions 
immediately, or can find someone who knows the answer. 

Counselor characters do not actively participate in the game, so don't expect to 
find them adventuring. (On the other hand, a counselor might locate herself near 

a shrine or dungeon, to help players in those areas.) Players who run counselor 
characters should create another character to actively participate in the game. 

CoaoseLoRs' GafLnbaLLs 
Each major town has a Counselors' Guildhall (Britain and Trinsic each have two). 
These are marked on the town maps (in the Playguide), in the Guild category. 
Unlike game guilds (p. 161 ), you won't find a guildmaster there, and you can't 

use the the guildhall to join the ''Counselors' Guild," but you may find a coun

selor. 

BecornioG a CoaoseLoR 
If you're interested in becoming a counselor, check the website for more informa

tion. 

Mfscellaoeoas 
f Houses are not secure. We say again, houses are not secure. Let's review: 

houses are not secure. There are many ways to get into a house. Many of them 
are cheats, and will be cured in forthcoming patches. However (as we may 

have mentioned) houses are not, and were never intended to be, secure. If 
you have something you just can't bear to Jose, keep it in your bank box. If 
you keep important things in your house, it is possible that they will be 

stolen, and there is nothing a GM or anybody else can do to get them back for 

you. Because houses are not secure. 

f lf you need a large place in which to meet, try Trinsic. There's a hall there, 

suitable for guild meetings and other large congregations of people. You don't 
have to reserve it - all you need to do is occupy it. Look for the large build

ing with the second-story balcony and large garden. 

f If you slay a creature, make sure you dress your kill. You can make money by 
selling the hides of certain animals, and nearly all creatures have ribs you can 
sell to a butcher. If you don't lmow where the nearest butcher is, simply ask 
any town-dwelling NPC, "Where is the butd1er?" 

f Creature Resources. Knowing how much meat and hide (resource units) dif-



ferent creatures provide can be especially important if you intend to hunt 
them and sell the animals' by-products - a cow yields 15 resource units of 
leather, for example. See Creature Descriptions, starting on p. 175. 

f Wilderness music. If you have Peacemaking and Musicianship skills (and an 
instrument to play on), the wilderness isn't as dangerous as it might be to 
other characters. Creatures are particularly affected by your music and will 
usually remain peaceful. 

f Wisps can only be attacked with magic, but they are susceptible to the powers 
of music. A tacky bard trick involves luring other players into the expanses 
between Britain and Yew, where many Wisps can be found. As a skilled bard, 
you can use Provocation to force the Wisps to attack your victims, then appro

priate their equipment. Of course, this will not make you any more popular 
than any other player-killing exploit, and is also quite dangerous, since if your 
Provocation attempt fails the Wisps will attack you. (Conversely, beware of 
bards bearing lutes between Britain and Yew!) 

f Pets and hirelings are much more likely to attack if they've been ordered to 
"guard" you than if you just tell them to "attack" something. You have to be 
immediately adjacent to the pet/hireling, however, so it can tell you're in 
trouble. 

f Name your pet something you can type quickly and easily. Many of the pet 
commands involve using the pet's name, and it's a lot easier to type "Igg" or 
"Flu" rather than "Ignatius" or "Fluellicello." 

f When you name a pet, you cannot enter a space in the name. However, the 
animal is initially identified as "a cat," "a rabbit" or whatever. If you carefully 
enter the new name without erasing the space that's already there and "trim
ming off" the other letters, you can give your pet a two-word name. Like this: 

a rabbit "* a r 1• Baba rDobbs ''* Bob Dobbs 

Note that pets named in this way may not respond to commands. 

f You mount your horse by double-dicking on it while you're in Peace mode. 

If you carelessly double-click on it while in War mode, you will of course 
attack it, and it will defend itself. Horses are both large and expensive, so 
don't start a fight with yours. 

f Horses. The barrier island off the coast ofTrinsic is based in part on the 
American island of Chincoteague. If you want to tame a wild horse, it's a 
good place to visit. 

f A shrine will fully resurrect you, but no more than once a day (that's once 
every two hours, with the current game/real time ratio). Contrary to rumors, a 
shrine will not heal a wounded character, but it will cure any sort of poison. 



SKILLS 
Skills are the heart of Ultima Online. Nearly everything you do (other than walking 
and talking) is based on a skill. (In fact, even talking can be affeaed by skills -
for example, Begging and Spirit Speak.) 

BeGinninG Skills 
Every beginning character starts by specifying three skills and assigning values to 
each of them. The total value of the three skills is 100 (currently), but you can 
spread this over the three skills you've chosen in any way you wish - 35 for two, 
and 30 for the Last, or 50/40/10, or 50/49/1, or whatever works best for you. Even 
if you just put a single point into one of your starting skills, you'll get that skill's 
starting equipment, which will make it easier for you to train up the skill later. 

Skill vs. ABilfC(Y 
However, you begin with at least minimal ability in every other skill in the game. 
Why? Because your actual ability with any skill is not based solely on your current 
skill level. lt's also based on your attributes (Strength, Intelligence and Dexterity). 
Unless you're totally braindead, powerless and unable to walk (none of which is 
possible in Ultima Online), those attributes contribute at least a point or two 
toward nearly every skill in the game. In some cases, they contribute a great deal. 
For example, even if you don't pick Inscription as one of your first three skills, your 
initial Inscription ability will be 10% of your initial Intelligence, because your abili
ty in the skill is 10% based on your Intelligence. 

Let's distinguish two terms at this point. The value for each specific skill is how 
many points you've put into that skill, either as one of the three skills you seleaed 
when creating your charaaer, or through time spent practicing and training. Your 
ability with that skill is your base skill value (what we've just described), plus any 
modifications based on your Strength, Dexterity and Intelligence. 

The numbers that the game shows you are your ability levels for each skill, not the 
base skill level, and it's your ability level that is used when the game calculates 

whether you've succeeded or failed in a specific task. 

Ability formulas for each skill are listed in the table on p. 144, and are also listed 
under each individual skill description (starting on p. 92). 

·Pn.actice Eqaiprnent: 
When you finish creating your character and begin playing, you always get the 
clothes on your back, a practice dagger and a backpack. You also get starting 
equipment based on the three skills you chose. For example, if you selected 



Hfnt:s 

Archery, you begin with a practice bow and 25 arrows. If you chose Cartography, 
you begin with 4 blank maps and a sextant. Starting equipment for each skill is 
listed in the table on p. 145, and is also listed under each individual skill descrip
tion (starting on p. 92). 

DevelopioG Yoar:i Skills 
Every time you successfully use a skill, you fractionally improve your skill level. (It 
can take a lot of successes before that improvement is visible as an additional skill 
point.) The fractional improvment for some skills is greater than for others - fig
ure that any skill you can attempt often and repeatedly (swinging an axe, Anatomy, 
or just about any combat skill) will produce significantly less improvement per 
success than skills that are harder to repeat (for instance, Carpentry or Healing. 
And no, you don't get credit for healing people who are already well). 

Your ability in a skill also improves when an underlying attribute improves, in 
proportion to that attribute's contribution to your ability - if your Intelligence 
rises ten points, your Inscription ability will rise a point, since Inscription ability is 
based 10% on your Intelligence. 

To encourage you to attempt new challenges and try the uncommon, and to pro
mote diversity, your improvement will tend to be more dramatic in skills that 
other players aren't using very often. Also, the harder a challenge, the greater your 
reward (in improved skill) if you accomplish it. 

Advancement at lower skill levels is much faster than at higher skill levels. In 
other words, it takes much longer to improve from a skill level of 90 to 91 than it 
does to improve from 10 to 11. 

Your ability in a skill declines when you don't practice it (but never below 1 ). 

Skills will atrophy faster if they're not used, and skills that are increased entirely 
through watching are considered to be totally unused, so they'll deteriorate very 
quickly. If you increase a skill through observation, then go practice it even a sin
gle time, that will greatly slow down its atrophy rate. 

DevelopioG Yoar:i Attr:if BaLeS 
Every time you successfully use a skill that is based on one of your attributes -
Strength, Intelligence or Dexterity - that attribute is also fractionally improved. 
However, the attribute improvement is even slower than the skill improvement 
mentioned above. ln like manner, attributes also atrophy like skills, but again, the 
rate of decline is much slower than the rate of decline for skills. And advancement 
at higher levels is slower than advancement at lower levels. 



DEVELOPING YOUR 
CHARACTER 
by Ken Scott (Astra Irae) 

When starting a new character, there are two things that you should decide before 
ever hitting CREATE CHARACTER: "What does this character wish to be?" and "How 
am J going to get there?" The fact that these questions require thought at all is one 
of the great innovations of Ultima Online. Because the system is skill-based, char
acters are not locked into any one career, but may follow any path, or series of 
paths, that they choose. A little thought before d1aracters are introduced to the 
rigors and joys of Britannia can produce much more well-rounded and self-suffi
cient careers in the long run. 

((Wbat: noe s t:bfs cban.act:eR wtsb t:o se?" 
That's the easy question to answer. Most players have an idea of what their charac
ter will be. Whether it be a Doughty Fighter, a Powerful Mage, a Cunning Thief, a 
Skillful Ranger or something less mainstream, the game has templates set up with 
useful skills for all these professions. However, the skills in the templates are some
times more reflective of the skills that a fully formed character of the profession 
should have. The player who dives right in (presses CREATE CHARACTER, selects a tem
plate and runs with it) may be in for a bit of a rude awakening. Character tem
plates often lack skills that the new character will need to make a start in the game. 

Ternpla t:es - Pn.os ant:> Coos 
For example, a Mage starts out with Magery, Inscription and Resisting Spells . All well 
and good for a spellcaster at the height of her career, when people ask her to join 
them on grand quests for a share of the loot. Unfortunately for the lowly 
Apprentice Mage, there is very little potential for self-sufficiency in those skills. 
The same goes for the Thief template: Snooping, Stealing and Lockpicking are all the 
necessary skills for a good iliief. But in ilie beginning, while ilie thief is at best 
mediocre with one of these skills, and near-pitiful with the others, he is going to 

spend many hours of game time seeking the services of healers for resurrection. 

Similarly, unless our apprentice Mage is fortunate enough to have a band of 
friends who are willing and able to support her in the early stages of her career 
(frnd her spells to add to her book, give her reagents, protect her from harm when 
butside the city), so they might reap the benefits of having a high-circle Mage in 
their company later on, she's going to need a plan that gives the character time to 
grow, from "infancy" through adolescence to maturity. The template reflects the 
necessary skills of a mature Mage, but consider changing it to address the needs of 
an infant character. 
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Monf.J=(Yfn G Te m p lates 
What an infant character needs most is the ability to make money needed to pur
chase equipment and training. Our apprentice mage could replace Resist Spells 
with Tailoring (or, if she wouldn't stoop to something outside the magica·l arts, 
Alchemy) . Tailors can buy doth and dyes, make clothes and sell them to shop
keepers and others without ever leaving the safety of the town. (Alchemy can also 
make the mage money, but the market for potions is smaller. On the other hand, 

Alchemy will probably be more useful to the mage later in her career.) 

Similarly, someone who wants to be a Ranger might start with a Bowyer template 
(Parrying, Archery, Bowyer/Fletcher) , since a self-sufficient ranger will want to craft 
her own arrows anyway, and bows and arrows can be sold or traded. However, 
bows are crafted from wood. If you don't have the means to collect wood, you 
have to trade for it or by it, and the increased overhead lowers your profit margin 
and results in a longer 'infancy' for your character. One solution: replace Parrying 
in the Bowyer/Fletcher template with Lumberjacking. Now you've got the skill and 
tools to produce marketable goods with only time and effort invested. 

SavfnG .J=OR a Rafn(Y Da(Y 
Once you start acquiring gold and training in the skills of your profession, build a 
nest-egg. Never spend everything an infant character makes - always put half of 
it in the bank. In the unfortunate event of an unplanned death, a penniless infant 
character has a harder time recovering than one with a few hundred in the bank. 

GRowt:b ann Mat:aRft:(Y 
The character can now begin to venture out more often, take more risks, delve 
into the unknown, and train the skills that the mature character will require. 
Fighting monsters will raise skills far faster and farther than hitting the practice 
dummy or shooting at the archery butt. But don't be taken in by the headstrong 
enthusiasm of adolescence. Pace yourself. Don't dive headlong into the depths of 
Covetous the first trip into the wilderness. The adolescent character is still train
ing, learning skills by experience, and making money along the way. 

Eventually characters will approach the original conception, and become mature 
characters. Full-fledged characters are well-rounded, possessing the skills to ply 
their crafts, support themselves in time of need, and contribute to the plans and 
aspirations of their cohorts. 

Sometimes, over the course of their growth, characters become something entirely 
different from what was originally sought. That's the beauty of this game, that 
growth and change is possible. So, when you hit that CREATE Cl lARACTER button, 
give some thought before you hit DONE. What do you want the character to be, 
and how are you going to get there? 



ROLEPLAYING 
The one thing that divides the good UO player from the clueless is not whether 
their character is good or evil, but whether the character is a character. In other 
words, roleplaying. Unlike single-player fantasy games (and "deathmatch" or 
"dungeon crawl" multi-player games) there's far more to UO than simply grab
bing as much cool stuff as you can by any means available. If this is the level on 
which you play Ultima Online, you will find that its appeal fades rapidly. On the 
other hand, if you uy to roleplay - uy to create a character who is a real person, 
different from yourself, and react within the game as that person would act -
then UO can continue to be fascinating experience literally forever. Roleplaying 
doesn't necessarily mean putting on a pose or talking with a bunch of "thees" and 
"thous," and it certainly doesn't mean acting like a stereotype out of an action 
movie, it just means acting in a consistent and believable fashion. Those who go 
to the effort to roleplay their character will, in time, inevitably become the most 
significant characters in the game, while those who don't are doomed to be 
regarded as simple annoyances or, at best, nonentities. 

lt's not: &'Dau Dan's DanGeon Cuawl 
There is a conceptual leap that needs to be made in going from traditional com
puter games to Ultima Online. In an ordinary, single-player game you expect to 
be, and rapidly become, the center of the whole game-universe. Not only do you 
either start as, or rapidly become, the most dangerous entity in the game, but 
everything that happens happens to you or because of you. This is particularly 
true in the other games of the Ultima series, where you are the Avatar, the predes
tined champion of all the Virtues. 

In UO, you still have formidable natural advantages, particularly when compared to 
NPCs, but there are also thousands of other players in the game, each with the same 
natural advantages, and each with the same power to alter events in the game. Also, 
there's no big payoff - no "level boss" to defeat and prove that you're the baddest 
of the bad. Most importantly, there's no save game or reset button to allow you to 
go back and correct your mistakes. Mistakes in UO are not necessarily fatal, but they 
are definitely indelible - once they happen, they can not be erased, only corrected. 

What you gain in return for giving up these (admittedly entertaining) features of a solo 
game is growth, change, freedom of choice and the opportunity to participate in a real 
c?mmunity. Understanding what UO does and does not offer is the key to roleplaying. 

If you play UO with the traditional computer game goals of "get all the cool stuff, 
find all the secret places, beat the big bad guy and win" in mind (either con
sciously or unconsciously) you won't find the game entertaining for long, because 
you won't be roleplaying. 
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Rolepla(Yfr:JG ReqafRes a Role 
On the other hand, if you go into the game planning to explore the full potential 
of your character, make a name for yourself among the other players, and make a 
lasting mark on the way the online world of UO expands and deepens, then you 
will find the game endlessly fascinating, and you will be roleplaying. It doesn't 
really matter if you have a flashy "high-concept" character with a deep and com
plicated background story (although such characters can be fun, and many of the 
best roleplayers prefer them). What really makes you a roleplayer is your willing
ness to become a member of the community. 

This doesn't mean you have to be pushy or a "joiner." Your function in the com
munity can be the solitary hunter who only comes into town to sell his hides, or 
the crotchety old hermit who prefers not to associate with anybody except those 
in great need of her skills. The point is that even such solitary characters have 
found a niche in the community and occupy it to their fullest potential. In order 
to roleplay, you must first find a role. Killing monsters for their stuff is not a role, 
nor is killing other players for theirs, but being Jae! the Hunter, or Debrah the 
Bandit Princess is. Making lots of armor because that's a quick way to make cash 
isn't roleplaying, but being a hero so exacting in her standards that she will trust 
her safety only to things made with her own hands, that's a role. 

RoLepLa(Yfr:JG ts robot: (YOO make of: ft: 
The last thing to note about UO is that it does not put an adventure in your face 
every time the plot slows down. If you're getting bored with the routine, change it 
- it's your routine. The adventures are out there, but it's up to you to find them 
and it's up to you to conquer them. Nor are they carefully pre-programmed so 
that the next thing you meet is guaranteed to be something you can handle. That 
ettin will be just as happy sucking the marrow of a newbie it flattened with one 
swat as it will be with a hero who almost slew it. ln the traditional computer 
game, you wait for the adventure to come to you, and then you keep banging at it 
until you beat it. In UO you go out and find the adventure, you decide whether 
you're prepared to tackle it when you do find it, and you get only one shot to get 

it done. It's a much more fascinating experience than the average fantasy game 
bash, but also a much more subtle and difficult one. You can't experience Ultima 

Online passively - you have to take the initiative and find your own excitement, 
and this process of taking control of your own situation is also part of roleplay
ing. To have a goal is to have a role, and vice versa. You have to grab the adven
ture by the throat in UO, but before you can grab it, you have to know what 
you're reaching for. None of the maps or hints in this book can tell you where to 
go or what to do to have the perfect Ultima Online adventure, but roleplaying a 
real character will open up a sure path to years of ongoing fun and excitement. 



OTHER PLAYERS 
The thing about Ultima Online that sets it apart from any other roleplaying adven
ture in history, is the fact that you are interacting with thousands of other real 
people simultaneously. This is the game's main attraction, but also one of its 
main sources of frustration, particularly for new players. 

People, you see, cannot be controlled. ORIGIN cannot write code into the game 
to prevent jerks from being jerks. They can take measures to limit anti-social activ
ity and to keep malicious players from ruining the fun of the unwary, but that's 
about as far as they can go. 

There are lots of good people in UO - good roleplayers, and also folks who are 
more interested in helping new players than in tormenting them. Meeting such 
people is one of the great joys of this game. But even in a perfect world, there 
would be some players more interested in roleplaying evil characters than virtu
ous ones, and so precautions would have to be taken to protect oneself. Since the 
world is not perfect, there will always be some players in UO who are simply 
malicious (or more often, immature), and they are far more annoying than play
ers who are seriously trying to portray evil characters. 

Below are some pointers for new players to help you protect yourself from evil 
characters, and avoid immature or hostile players. 

PkiLLioG 
Player killing (AKA "pkilling" or "PK") is the killing of one player-character in a 
multi-player game by another. (PK is also used to refer to player killers them
selves.) There are a number of different degrees of player killing. If Harry the 
Dashing accosts travellers on the open road with, "Your pardon, Sirrah, but I will 
have either your money or your life," that is far less objectionable than Basha, 
who likes to train bears and sic them on unsuspecting travellers while she hides in 
the forest. Both are preferable to Lord of D' eth, who thinks that it is just hilarious 
to Hide in a dungeon with his friends throwing Energy Vortexes at any innocent 
questers that happen by - D'eth is basically inexcusable. All three actions, how
ever, are completely legal in the game. 

While pkillers who roleplay are far preferable to pkillers who just like slaughter 
for its own sake, no habitual pkiller is ever going to be popular. They are regarded 
by most players as an annoyance and an obstruction, and are usually invoke 
eXtreme prejudice, regardless of how well they roleplay. Unless you thrive on the 
hostility of others, you might want to avoid character concepts that involve 
pkilling. 

And whatever your character concept might be, you'll definitely want to avoid 
pkillers. Guards provide solid protection in the towns, but if you're worried about 



being ambushed in town, set up a Macro so you can call the guards with a single 
keystroke instead of having to type in the word "Guards! " 

In the wilderness, the things that will protect you against pkillers are the same 
things that protect you against monsters. Travel in groups, and if travelling alone, 
keep to the main roads for speedier travel. Pkillers and monsters occupy different 
regions - the worst monsters tend to congregate in the deepest wilderness, while 
pkillers haunt approaches to congested areas, like towns and dungeons. While 
shrines and moongates are guarded areas, PKs will haunt the approaches. 

Pkillers rarely attack unless they're sure they have the tactical advantage, and there's 
nothing shameful about simply running away. You're very hard to target successful
ly while moving full-out, and often PKs will simply let you go and wait for even 
easier prey to happen by. Your biggest risk is running out of Stamina, which will 
leave you basically helpless. Head directly for the nearest town or guard area, or 
look for a group of two or more experienced characters with positive Karma - PKs 
usually steer clear of anything resembling a fair fight. Hiding and Invisibility are 
both excellent alternatives to simply fleeing. And the Recall spell, of course, is the 
ultimate quick escape. 

If your honor demands that you stand toe-to-toe against aggressors, then you're 
going to have to put in some serious time preparing to survive and win. See PvP: 
The Fine Points on p. 47 . 

St:ealfnG 
Thievery is an ancient and (in its particular context) honorable fantasy profession, 
but that doesn't mean you have to be an easy target for it. Figure you're doing the 
thieves a favor by presenting them with a challenge to be overcome - or just figure 
you don't owe thieves any favors at all. Either way, figure on taking steps to avoid 
being picked blind. 

First, stay out of crowds. If a stranger comes and stands close to you and appears to 
be doing nothing at all, chances are he's trying to Snoop in your inventory - move 
away. In town, you're allowed to attack a thief that you catch in the act, or you can 
call a guard who will do the deed for you (and you'll be first in line for the culprit's 
stuff - there's absolutely nothing shameful about looting the corpse of a failed 
thief, when you were the intended victim) . 

Keep your really valuable possessions in bags - or even keep the bags in bags, lay
ered three or four deep. This not only conceals your valuables, but each container 
requires a separate Snooping check, increasing the chance a thief will be caught. A 
similar strategy is putting valuables under a stack of hides or something equally 
bulky and innocuous in your pack. This slows a thief down, and she might miss 
the best stuff entirely. 



Since the Reputation system was introduced, a new kind of thief has made himself 
lrnown. This character will brazenly walk up to you and steal something (usually 
some - but not all - of your arrows, bolts or reagents). He wants to be caught, so 
you'll attack him. Once you attack, you're flagged as the aggressor for the combat, 
so he can kill you and take all your possessions without risk of you reporting him 
as a murderer (being the aggressor doesn't necessarily mean you're doing some
thing criminal or jeopardizing your Karma, but it does mean you can't report your 
opponent for murder). Unless you're much tougher than you look (see PvP: The 

Fine Points, p. 4 7) or you know where to find lots of friends on short notice, it's 
probably best just to move on when confronted with this specimen. (Note that as 
of this writing, debate still rages among fans and designers about whether Stealing 
should flag the thief as not simply a criminal, but an aggressor as well.) 

LoorfoG ec Geoeu.al Osooxf oasoess 
Gleaning useful items from the corpses of the fallen is an integral part of the 
game. lt is a criminal act to loot the possessions of the fallen before the body 
deteriorates. However, there is no guarantee that your possessions will still be 
with your body if you wander off in search of resurrection. 

This is a case where the golden rule applies. If someone falls while you're both 
fighting a monster, ask yourself if you'd like them to guard your possessions if 
you were the fallen. 

If something useful is lying on the ground, it's probably available for the taking, but 
if others are standing nearby it is polite to ask who it belongs to (of course, while 
you politely await an answer, someone with fewer scruples might grab the object). 

There are two other forms of predatory behavior that are not covered by the 
Reputation system. The first, and most blatant, is simply hogging treasure after a 
monster kill. A single person (often someone who wasn't even trying to fight) 
grabs the monster's pack the second it falls, and then refuses to share. The second 
is a bit more subtle, and involves lurking or hiding nearby while someone else 
fights a monster, then dashing out at the last second to strike the death blow, to 
claim the Reputation bonus from the kill. (It's a mark of an experienced and civi
lized player to ask if help is needed before jumping in to aid another in combat.) 

Both of these acts are marks of an inexperienced and short-sighted player, and 
both carry the seeds of their own correction. If you behave in this fashion, you 
s,oon find that nobody's willing to help you when you take on a tough monster. 
They'll stand around and watch until you die or are forced to flee, then jump in to 
take out the monster you weakened. Furthermore, really powerful players don't 
need the kind of penny-ante rewards such behavior offers, but they can probably 
afford to take a Reputation hit, or even a single murder count, just to teach a 
loutish newbie a lesson. 
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PVP: Tbe Fine Pofot:s (At YoaR TbRoat:) 

PvP (Player vs. Player) technically means the same thing as PKilling. However, 
while PK usually suggests a predatory attack on another, PvP also include~ self 
defense, plus socially recognized conflicts like guild wars and arena combat. Even 
if you're not a Pkiller or the member of a martially inclined guild, you still need a 
good grasp of the basic principles of PvP. 

PvP combat is a specialty all its own. ln virtually every other UO profession, it's pos

sible to get ahead even at relatively low levels of accomplishment, just by knowing 
what's too tough for you and avoiding it. In PvP, however, you never know how 
tough your next opponent is going to be, so you want to be prepared for anything. 
The really successful PKs (and dedicated anti-PKs, or just antis for short) are com
pletely optimized for battle. If you're going to go head-to-head against them, you'll 
need to optimize yourself as well. But even if PvP isn't your whole in-game life, you 
can still take some basic steps to protect yourself from being a victim. 

Skills. Whether you want to be a PK or just defend yourself from them, you'll 
need a good Hiding skill . The importance of the Detecting Hidden skill is there
fore obvious as a defense against hidden ambushers. 

The heart of PvP is, of course, combat. Tactics reigns supreme among all the com
bat skills, followed by Archery. Since Archery depends on a constant supply of 
arrows, you'll probably want a secondary skill for dose combat - Swordsmanship 
skill and a halberd are preferred, for the massive damage it can do. (At this writ
ing a future patch is planned that will bring all the combat skills more in line 
with one another. Watch the Update Center on the UO website for details.) 

Some bards use Provocation effectively for self defense, forcing monsters and large 
beasts to attack trouble-makers. 

See p. 45 for a discussion of Stealing in PvP combat. 

Equipment. Healing potions are the meat and bread of PvP as it currently exists in 
the game. All else being equal, the results of a battle between PCs will often come 
down to which one is carrying more Greater Heals. A few Cure potions, for protec
tion against Poison attacks (see below) is also a prudent measure. 

While we're on tl1e subject of potions, a few Greater Explosions are a lifesaver for 
the non-optimized character who doesn't want to roll over for the PKs. Scatter a 
few around when you're attacked, to take out mediocre PKs quick, or to cover 
your retreat from the really dangerous ones. 

Good armor and weapons are, of course, essential. Plate and bone armor remain 
favorites, although there is a growing faction of PvP experts who prefer magical 
chain to plate, because of the small but noticeable penalty that plate inflicts on 
your effective Dexterity. (This is particularly true of melee fighters, to whom rate 
of attack is everything.) 



The weapon of d1oice is still the magic heavy crossbow, backed up by a halberd. 
However, some of the most accomplished PvP archers prefer a magical bow 

(enchanted for a good damage bonus), because of it's significantly higher rate of 
fire relative to the crossbow. 

Horses really come into their own in a PvP context, for fue obvious reason that 
fuey make you virtually uncatchable by opponents on foot, while allowing you to 

ride down most fleeing enemies. 

Reagents, runes and magical supplies are discussed below. 

Safety in Numbers. The advantages of knowing when to make a run for it have 

already been discussed. All too often, however, adventurers will start to run off or 
Recall out at the first sign of PK aggression, even when they possess a numerical 
advantage. This is not necessary. PKs, as a class, do not like fair fights - they're 
looking for easy pickin's with a quick payoff. Even very highly optimized PKs will 
often Recall out if confronted with a determined group of rather average adventur
ers. And if the PKs are cocky, and the defenders play their cards right (and maybe 
have a hero or two among them) the result is often a dead PK. If you have a little 
experience and some decent equipment, there's no reason to bolt at the first sign 

of PKs if you can organize a numerically superior defense instead. 

Tactics. lf you're trying to fight an archer with a hand weapon, keep moving. And 

try to keep the archer moving as well (try to get out of his line of sight, making 
him adjust his position). The longer an archer can stand stiU and target the same 

opponent, the more deadly each shot becomes. 

lf you're going to try to make a stand against PKs, move into the open. Don't let 

them comer you against the scenery or block your line of escape. 

As has been mentioned, Healing potions are the cornerstone of serious PvP com
bat. Remember that you can only drink one Healing potion every 10 seconds, so 
you can't wait until you're almost dead and then quaff three or four. You have to 

manage your potion intake for maximum efficiency throughout the whole battle. 

Finally, try not to let your Hit Points drop below half for any reason. When your 
Hit Points get very low, your Stamina loss accelerates, so if you tliink you'll have 

to make a run for it, try to run when you still have a good reserve of Hit Points. 
Otherwise, you'll never make it. 
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Magic. Magic is the artillery of Ultima Online. Nothing else in the game comes dose 
to its massive damage potential. The two favored PvP spells are Energy Bolt (every 
player, at some time in his career, learns to fear the dread words "Corp P?r") and 

the awful Energy Vortex, which offer maximum damage potential in relation to 
mana expenditure. 

The single most important PvP spell, however, is not an attack spell at all, but 

Recall. Recall allows you to get out of a situation quickly and utterly when it's going 

against you. The Mark spell is also useful, of course, but it's not essential, since pre
Marked runes can be bought from many vendors. 

Reactive Armor and Magic Reflection are also excellent defensive spells. Most expe
rienced PK mages will open combat with a simple Magic Arrow, to try to take down 

your Magic Reflection defense, but nonetheless it's a good piece of insurance to 
have. If nothing else, it gives you a couple extra crucial seconds before the enemy 
opens up with the heavy stuff. 

Paralyze, and the various spells that diminish the mental or physical capacity of 
your opponents, can also give you a marked edge in PvP combat. Teleport is 
extremely handy if you plan to make a stand against PKs, as it allows you to seri

ously mess with their tactics. 

PKs tend to travel rather light, as a group (not surprising, since they make their 
shameful living off those who carry more than they absolutely need to), but they 
do tend to have good weapons and armor, and a lot of reagents at all times. 

Therefore, eliminating a PK is usually a windfall for the conqueror. 

Poison. Poison use is growing in popularity. Poison weapons are nice, but they 

don't stay poisoned for long. Note that there are two levels of success when you're 
poisoning weapons. lf it tells you "You apply a dose of poison to the weapon," that 

means your chance of actually poisoning someone is a bit of a longshot. If it says 
"You apply a good dose of poison to the weapon," your odds are much better. 

Poisoning weapons is not the only use for a Poison potion, however. Energy Vortex, 
the deadliest PvP spell, relies primarily on an extremely virulent poison for its 

deadliness (that's not the only way this spell does damage, it's just the worst) . 

However, it is an oddity of the game that a character who's been poisoned cannot 
be poisoned again until the original poison wears off, even if the second poison is 
stronger. Therefore, some hardcore PvPers have taken to quaffing a minor Poison 
potion early in combat, to pull the teeth of enemy Energy Vortexes. This can lead to 
the rather ludicrous spectacle of a player poisoning himself before battle, then 

immediately being Cured by his enemy. 

Defensive Thievery. If you' re fighting an archer, try to steal his arrows or bolts. If 

you're attacked by, or fighting a mage, try to steal his reagents (go for Mandrake 
first, Garlic or Gensing last) . This will seriously blunt your enemy's offense. 



REPUTATION 
When you play a charaaer in Ultima Online, you can choose to live life however 
you please - whether your goal is to rob everyone around you blind, or to wan
der throughout Britannia spreading kind deeds. Whatever you do, however, affects 

your Reputation in the world. This is a measure of how others see you (mainly 
NPCs ), which in turn affects how they respond to you. 

Fame 
Least Most 

Best Trustworthy Estimable Great Glorious Glorious Lord/lady 
Honest Commendable Famed Illustrious Illustrious Lord/Lady 
Good Honorable Admirable Noble Noble Lord/Lady 
Kind Respectable Proper Eminent Eminent Lord/Lady 

<::$ Fair Upstanding Reputable Distinguished Distinguished Lord/Lady ;::: 
c: Neutral none Notable Prominent Renowned Lord/Lady 
~ Rude Disreputable Notorious Infamous Dishonored Lord/Lady 

Unsavory Dishonorable Ignoble Sinister Sinister Lord/Lady 
Scoundrel Malicious Vile Villainous Dork Lord/Lady 
Despicable Dastardly Wicked Evil Evil Lord/Lady 

Worst Outcast Wretched Nefarious Dread Dread Lord/Lady 

f 1f you use the bardic ability of Provocation to control a creature or monster, 
you become responsible for the Provoked creature's actions. If you order it to 
make an unlawful attack against a PC, NPC or pet, it is just as though you 
made the attack yourself (including the possibility of being reported as a mur
derer). If a Provoked monster attacks an innocent without your direct orders, 
you wilJ be flagged a criminal for two mfoutes (you will become gray) but the 
monster's actions will not effect your Reputation, nor will you be held 
responsible for any deaths. 

f To collea the bounty on a murderer, you must chop up his corpse (Use a 
bladed item on the corpse) and collea the head of the murderer. Chopping a 
corpse results in a small Karma loss, but does not flag you as a criminal. 

When you turn the head in to a town guard, you will receive (in addition to 
your bounty) a small Karma bonus to offset the Karma you lost from taking 
the head. 



Htnt:s 

f A bounty on a murderer remains active for up to two weeks after the last mur
der. This means that a murderer can reduce his murder count to zero and still 
have a bounty on his head. When a bounty expires, the gold goes b~ck into 
the general economy, not back to the characters who posted the bounty. 

f Chaos/Order shields do not vanish immediately upon being dropped, but 
they will vanish if an unworthy person tries to equip them. Dishonest charac
ters have been known to put Chaos/Order shields on their vendors, which 
unsuspecting adventurers then buy for a high price, only to have the shield go 
up in smoke when they try to use it. 

f One way to tell if a chest might be trapped is to simply run your cursor over 
it. If it highlights yellow, that means it belongs to another PC, who may well 
have left it out as a trap. (However, it is also possible to trap an unowned trap 
in a dungeon or monster camp, and these won't highlight yellow.) 

f Some quick-witted players have been known to take particularly obvious 
trapped chests and shove them into their backpacks, unopened . Then they 
can use the trap themselves, later, and any Reputation damage will be inflict
ed on the tinker who originally set the trap. 

f If you trap a chest in a building or boat that you own (that is, you have the key 
to that building or boat in your backpack while working in the building or on 
the boat), you will not be flagged a criminal or murderer for anybody harmed 
when the trap goes off, even if you take the chest out of your building or boat 
later. The chest has to be on the floor of the building or the deck of the boat 
when it's trapped, not in your inventory or even on furniture. If you trap a 
chest anywhere else (including non-moveable monster and NPC chests) you 
will be held criminally responsible for anybody harmed by the trap. 

f Murderers (red PCs) will be killed on sight by town guards. PCs at the lowest 
level of Karma (Outcast, Wretched, Nefarious, Dread) cannot do business 
with NPC shopkeepers, but they can still have access to their bank boxes. 

f No act will flag you a criminal if it is performed against a member of your 
own guild or an enemy guild. 

f Murderers killed in a guild war will lose stats due to their murderer's status. 

f Apart from Resurrection by other PCs, the only way for murderers to get resur
rected in the game is by an evil healer or at the Chaos Shrine. There are PCs 
who loiter at the Chaos Shrine hoping to pump their own Karma and Fame 
by making a quick kill on an unarmed and newly weakened former murderer. 
This is not a behavior which the game's designer's are inclined to discourage 
- murderers don't deserve an even break. 



f A thief who successfully steals anything from another PC will remain flagged a 
criminal until the next time he dies. His name will continue to appear gray to 
his victims, but even those to whom he appears blue can, in fact, attack him as 
a criminal. Using Query (from the Option Menu) will tip you off to the sus
pected thiefs actual status. It will warn you against attacking a true innocent, 
but not against attacking a blue thief. (You can, however, cast beneficial spells 
on a blue thief without being flagged as a criminal or losing Karma.) 

f Casting beneficial spells like Heal or Resurrection on criminals or murderers 
will flag you as a criminal. Transferring a pet to a criminal or murderer will 
flag you a criminal. 

f Harming any innocent (blue) PC with a field spell will flag you a criminal. 
Watch out! There are characters out there who wiJI leap into your field spell 
just so they can attack you without risking a murder charge. If you cast a field 
spell directly on an innocent you will be flagged as an aggressor, but if he steps 
into your spell, you won't. This means that you can defend yourself against the 
spell-jumpers without fear of becoming a murderer or losing Karma. 

f Looting is a crime, but not if the corpse belongs to a criminal, a murderer, an 
aggressor (against you, personally), or a member of your guild or a rival guild. 
You can also loot your own corpse without penalty. lf you're wondering if a 
corpse belongs to a murderer or criminal, dick on it. If the name appears in 
gray or red, it's fair pickin's. And, just in case you're worried, once the body 
decays, the remaining items are up for grabs - it doesn't count as looting at all. 

f Any use of Poisoning skill drains Karma. You are legally responsible for anyone 
damaged or killed by food you poisoned (you can become a criminal or a 
murderer, and lose Fame and Karma), but you can never gain Fame or Karma 
by killing someone with poison, no matter how evil your victim. 

f In the case of poisoned weapons, the wielder, not the poisoner, is responsible 
for any deeds done with the poisoned weapon. 

f lf a PC is killed while under the effects of Paralyzation, Weaken or some other 
spell that decreases his combat performance, the caster can be reported for mur
der. However, this doesn't apply to spells which only effect mana (Mana Drain, 
Mana Vampire). If the caster only cast such spells on the victim, he cannot be 
reported for murder if the victim dies. (Using mana-draining spells against an 
innocent can, however, cause you to be flagged as a criminal and an aggressor.) 

f Summoning Daemons will always lower your Karma. This is purely for role
playing purposes ... virtuous people do not traffic with the nether realms. 

f Polymorphing yourself into a non-human form will cause you to appear as 
gray for the duration of the spell, meaning all other PCs can attack you with 
impunity, just as if you were a creature or monster. 
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f Dispeling magic (Dispel, Dispel Field or Mass Dispel) can never cause you to 
become criminal or be reported as a murderer. 

f Criminal flags normally last about two minutes. However, if you're in rnmbat, 
the flag resets each time you successfully attack an enemy. If someone is 
attacking you while you're gray, that sets a two-minute "lawfully damaged" 
flag on you that allows him to continue the fight without you suddenly 
becoming innocent. You will have to completely break off combat for at least 
two minutes to lose this flag. 

Repat:at:ioo aon lot:eRactioo 
Most NPCs in the game have neutral Karma, and will adopt an attitude toward 
you based on your current Karma. They will still give you approximately the same 
information and ask the same questions, but you'll find that the tone of conversa
tion reflects their opinion of you. 

For example, if you ask an armourer about the best way to improve your 
Blacksmithy skill, you'll get one of the following responses: 

To negative-Karma players 

To neutral players 

To positive-Karma players 

"Oh, don't tell me thou dost want to learn 
armor-making. I'd be hard-pressed to train 
someone like thee." 

"I've been known to teach some how to 
improve their skills, for a few coins." 

"I'd be honored to teach thee some of what I 
know. 'Twould be up to thyself, though, to 
practice it." 

Additionally, the responses change as you become famous. If you talk to an 
innkeeper, for example, he or she will recognize your Fame: 

To famous, negative-Karma players "! suppose I shall have to place a sign 'pon 
my inn, declaring that the Great and Vile, 
Killer of Infants and Slayer of Guards, the 

Monstrous Zenkoh slept here once. 

"If thou makest a solemn promise not to 
harm anyone while thou stayest with us, 
then I can offer thee a room." 

To non-famous, neutral-Karma players '"Tis a pleasure to offer thee a bed and a 
room." 

To famous, good-Karma players "Ah, if 'twere possible for thee to stay the 
night in one of mine humble rooms, per
haps my lot would improve." 



LIVING IT UP IN LIMBO 
When your character's Hit Points are reduced below zero, you die. Dying isn't nec
essarily a terrible thing in Ultima Online - you can still wander the world and 
spook any mortals you find. However, if you decide to stay undead, you must be 
willing to sacrifice your skills and attributes and give up your mortal belongings. 

Newl&' Dean? 
A great Britannian who claimed to converse with spirits once called death the 
"passage into life, into death, and into life again." You are still an aware d1aracter 
- you just don't have as much interaction with the world as a living character. 
Should you die, here are some facts that might make your passage a bit easier. 

f The living will not be able to see your dead character unless you choose to 
manifest yourself. Other ghosts will appear on your screen in full color. 

f If you have a loyal pet or faithful hireling with you when you die, they will 
remain by your corpse's side, guarding it and the contents of your backpack. 
You must tell them to "Guard" when you die - that is the only command a 
dead character can give a hireling or pet. 

f Contrary to popular belief, your ghostly character cannot pass through walls 
or float across water. You have to use a doorway, bridge or teleporter, just like 
everyone else. However, you can pass through dosed doors. 

f NPCs, monsters and animals are oblivious to your presence. Unfortunately; 
your loyal mountain cat Finny won't come when you call him - but then 
again, you don't have to worry about being attacked by dragons. 

GbosLL(Y PRaoks 
f Going into War mode while in a ghostly state causes you to "manifest" as a 

gray figure in the mortal world. Trying to manifest oneself is quite a tiring 
task for a ghost, so it is no surprise that fatigue sets in very shortly. Once 
fatigue points are exhausted, your manifestation automatically ends. 

Manifestation has been known to strike fear in the hearts of NPCs. 

f No one besides other ghosts and someone using the Spirit Speak skill can 
understand your speech while you're dead. While manifesting, anything you 
say is automatically translated into ghostspeak as "Oooooh." 

· f Ghosts are immune to traps! For some fun, lure a gullible human into a trap. 

f Ghosts can call guards in town. This can come in handy if you're murdered by 
a one-shot surprise attack. Ghosts can also ask Town Criers for news. 

f Ghosts of criminals or murderers still highlight gray or red. This can be handy 
knowledge when deciding whether to raise a passing ghost. 
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Deat:b ec ResaRRect:ioo 
f When you die, you are immedfately presented with a choice. You can wander 

as a spirit in search of resurrection, or you can resurrect yourself instantly. The 
second option seems more attractive on the face of it, but it comes at a cost 
- you can lose up to 25% of your skill and attribute values. A single quickie 
resurrection can literally undo months of hard roleplaying. 

f Newbies, however, have an advantage in that instant resurrection cannot 
lower attributes or skills below the point the character started with, so if you 
just started playing and you have the misfortune to get offed ( especiaJly if 
killed by an animal or dumb monster who doesn't bother to loot your 
corpse), go ahead and resurrect instantly. The Joss of whatever trivial experi
ence you have earned is not nearly as crippling as the loss of your equipment 
would be. Just be sure that whatever killed you has moved on before you raise 
yourself and start to recover your belongings. 

f Sometimes, particularly in heavily overgrown terrain, a monster or creature 
will linger over your COllJSe for minutes that can seem like hours, bouncing 
off the surrounding scenery. In this case a rather extreme tactic that some
times works is to resurrect yourself and immediately make a dash for an open 
area. You might get away, or the creature might catch you and kill you again. 
Either way in the more open area it's more likely to wander off promptly, 
after which you can raise yourself again and return to your first COllJSe for 
your belongings. Just remember that you have a finite maximum number of 
instant resurrections per day (about five) . 

f For more experienced characters, however, instant resurrection is a crippling 
experience. It should be avoided except when you have an item you absolute
ly cannot lose, or a schedule you absolutely must keep. This assumes, howev
er, that appropriate precautions are taken . 

f When you create a character whose main worth is in her possessions, and 
she's killed and stripped, you've essentially lost the character. Oh sure, you 
could go back to town and start all over, but if you have to try to beg, borrow 
or steal enough money to buy some reagents, or an axe, and try to build your
self up from scratch, you're likely to be frustrated enough to say "enough 
already, I'll try a warrior next time around." The answer to True Death 
Syndrome is money in a bank. 

You don't have to save enough for retirement - just enough to get you back 
on your feet. Decide how many reagents, or weapons, or whatever, you'd want 
to have at a minimum, and work at making enough to tuck away for emer
gencies. Do it. Then, if you end up having your head whacked off, you can go 
back to town, suit yourself up, and put a bounty on your killer's head. 



MOONGATE TRAVEL 
Moongate travel, as the term suggests, depends on the phases of Britannia's two 
moons, Trammel and Felucca. There are eight known moongates in Britannia, 
each near a town. lt is possible to travel from any moongate to any other moon
gate - where you go depends on the phases of the moons at the moment you 
step through the gate. 

There are two ways to determine the current destination of a moongate you want 
to use. One is identify the phases of the moons directly (using a sextant), and cal
culate when you should use the gate by the two rings on the facing page. The 
other is to know the precise time, and to refer to our timetable. (Clocks can 
always tell you the time, or you can ask an NPC using the word "time".) 
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Jf you know the exact phase of both moons, you can use the rings for moongate 
travel. First, look at the Town Ring, below. Counting clockwise, begin with your 
current location and count how many steps it takes to reach your destination 
town. For example, counting from Moonglow to Jhelom is two steps. Counting 
from Jhelom to Moonglow is six steps (Be sure to count clockwise, not counter
clockwise.) 

Now, look at the Phase Ring on the facing page. Find Felucca's current phase, 
then count the steps (still clockwise) to Trammel's current phase. For example, if 
Felucca is a half moon waxing and Trammel is a full moon, Trammel is two steps 
ahead of Felucca. While that is the case (for ten or twenty minutes), you can travel 
from Moonglow to Jhelorn (also two steps) . 

While the moons are at their current phases, all moongates will send you that 
many steps along the Town Ring. Keep watching the moons until Trammel is as 
many steps ahead of Felucca as your desired destination is ahead of your current 
location. 
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If you know the exact time, you can use this timetable for moongate travel. First, look 
at the Town Ring and count the clockwise steps from your current location to your 

destination. Now, look up the number of steps you counted in the table below to 
find out when you can next use the moongate to reach your destination. (Times 
apply to either daytime or nighttime travel.) 

Steps to 
destination_ Times yo1~can travel _ 

- -
Nowhere 12:00-12: lO 2:00-2: 10 4:00-4:10 6:00-6: 10 8:00-8:10 10:00-10: 10 
One step 12: 10-12:30 2: l 0-2:30 4: l D-4:30 6: 10-6:30 8: 10-8:30 10: 10-10:30 
Two steps 12:30-12:40 2:30-2:40 4:30-4:40 6:30-6:40 8:30-8:40 10:30-10:40 
Three steps 12:40-1 :00 2:40-3:00 4:40-1:00 6:40-7:00 8:40-9:00 10:40-11 :00 
Four steps 1:00-1:10 3:00-3: 10 5:00-5: 10 7:00-7: 10 9:00-9: l 0 11 :00-11 : 1 0 
Five steps 1:10-1:30 3: 10-3:30 5:10·5:30 7:10-7:30 9: 10-9:30 11: 10-11 :30 
Six steps 1 :30-1 :40 3:30-3:40 5:30·5:40 7:30-7:40 9:30-9:40 11 :30-11 :40 
Seven steps 1 :40-2:00 3:4Q-4:00 5:40-6:00 7:40-8:00 9:40-10:00 11:40·12:00 

SboR.t:cat:s 
You can always get where you want to go, but how long must you wait before doing 

so? At the most, the wait will never be more than two hours, and less if you use the 
following shortcut: you can make multiple jumps that combine to send you where 

you want to go. Por example, if it's 4:15 when you want to get from Yew to Trinsic 

(two steps), you can immediately jump from Yew to Minoc (one step), then from 
Minoc to Trinsic (one step) . If it's 11:30 when you want to get from Yew to Trinsic 
(still two steps), you can go from Yew to Britain (six steps). from Britain to Magincia 

(six steps) and finally from Magincia to Trinsic (six steps) . You11 have to hurry, 
though, because at 11:40 the moongates shift their pattern and start giving seven-step 
jumps. 

It's not always the case that immediate jumps can get you where you want Lo go, 
but you can usually cut your waiting period. 



EASTER EGGS 
A favorite pastime of game designers is to throw hidden surprises into the game. 
They can be small or large, but they're always interesting. ln some cases, the sur
prises (a.k.a. "Easter Eggs") reflect actual events or inside jokes among the devel

opment team members. 

(Note: Many of these Easter Eggs are taf?en from the "Oddities" listing at Stratics.com 
- seep. 74 . They have not been independently confirmed by the writers of this book.) 

f Gifts have been known to appear in the packs of adventurers on holidays, 
occasionally including items not otherwise available (naughty adventurers 
with negative Karma have been known to receive coal, and at least once a can 
of brand-name pork product favored by Vikings). Both Santa and the Easter 
Bunny have been sighted on their respective days. 

f lf you speak to non-human species (such as Ores), you'll often get responses 
like "Glugbugzugboog!" Occasionally, however, they'll respond with "Me jab
ber incomprehensibly!" or the like. They know words like "Ultima" and 
"game," and will be offended if you say certain things to them. 

f If you charter a ship, have a conversation with the tillerrnan. He has some 
great stories, including one about a lass who braided fox tails into her hair 
(and who was actually a character played by one of the game's designers). 
Another story describes a fellow who is sucked into a whirlpool, and whose 
hair turns white - an allusion to Edgar Allen Poe's Descent Into the Maelstrom. 

f Most daemon names come from an old book on black magic. Other daemon 
names in the game are derived from many sources, from the traditional 
"Be'elzebub" to his whimsical country cousin "Be'elzebubba." You might also 
find "El Chupacabra," which you might remember from an episode of a pop
ular, supernatural-phenomenon series, several names from the works of H. P. 
Lovecraft, and "Starr," the name of the game's associate producer. 

f Some of the Ore names include "Digdug" (a classic videogame), "Frug" (a 
dance), "Gomoku" (a board game) and "lgnatz." 

f Magincia Council Members often carry magic items. 

f Pizza is a food item in the game. 

f You'll find a book describing some of the late night meals eaten in Origin 
meeting rooms - such as the Star Chamber, Mash Pit and Glass House. 

f Some books link together to form an ongoing story about a former paladin 
guildmaster and a girl he loved when he was young. 



f The book about a dragon exploding describes something that actually hap
pened to a programmer as a result of a bug (i.e., a problem with the game 
reported during testing). 

f Very rarely, you'll meet an NPC who describes his job as "mystic llama
herder. n 

Htnt:s 

f Drop gold on certain altars and pentagrams, and the money will disappear, 
leaving only a clinking sound behind. The Shrine of Sacrifice can also do this 
trick. 

f Try speaking the mantra of Spirituality three times on the top stair near the 
Shrine of Spirituality. (The shrine itself is halfway down the road between 
Britain and Trinsic, on the west side.) When uttering the mantra, type: 
om !Enter) om !Enter) om (EnterL not om om om [Enter). 

f You might check out a mountain range southwest of Trinsic where two rivers 
meet. The southern branch has a waterfall running out the side of the moun
tain. Follow the rivers to find something interesting. 

f Some NPCs and creatures will almost always have gold and a magic item in 
their inventory, including Ore captains, earth elementals, ettins, ogres, trolls, 
gargoyles and liches. More powerful creatures - daemons, dragons, drakes, 
gazers, and most other elementals - have even more. 

f Cryptozoology - the study of creatures which may or may not exist - is 
alive and well in UO. Singular creatures of all kinds have been reported. They 
range from the mundane (a gray fox, a caiman or sea alligator) to the exotic 
(an invulnerable eagle, and an invulnerable dolphin ... named Flipper, of 
course), to the terrifying (a magically potent Ore Warlord, an equally daunt
ing Lizard Man Warlord, a not-so-potent Rat Man Lord, a pyrotechnic Fire 
Dragon) . Perhaps the most mysterious of all is the enigmatic "Bigfoot. " This 
creature has never been seen at all, but his massive footsteps have been heard 
all over the realm, in several different shards. 

f If you cast the Paralyze spell on a Corpser, the Corpser will start to move, and 

will follow you until it is hit in combat. 

f If you click repeatedly on a standing cow while in Peace mode, you'll see a 
demonstration of the ancient Texas adolescent recreational activity known as 
"cow tipping." If you repeatedly dick on a boar, eventually the boar will 
squeal, turn its back to you and sit down . 

f Dolphins will occasionally perform tricks when fed or when a training 

attempt is made. 

f For those romantic liaisons, there's a heart-shaped clearing in the woods near 
Britain. 



f You can get drunk from too much alcohol.. This usually results in a case of the 
hiccups. These hiccups can have remarkable side effects, if you cast 
Polymorph on yourself while afflicted. 

f Goats will occasionally eat items left in bags on the ground, or even items in 
a corpse's pack. 

f A subterranean species of large, red-capped mushrooms have been known to 
explode when adventures approach. 

f After a popular gaming magazine declared Ultima Online its "Coaster of the 
Year" in an early review, certain slimes started to identify themselves as 
"Jwilson" ... interestingly similar to the name of the editor of that publica
tion. (We have not been able to confirm whether Jwilsons still haunt the dun
geons of Britannia.) 

f The Iron Maidens found in certain dungeons can be used. 

f The Energy Vortex spell has occasionally manifested itself as a wildly kicking 
purple llama. (Hey, we just report 'em, folks ... ) 

f Lord British's throne is a half-buried UO symbol. 

f Mushroom rings in the form of the UO symbol have been sighted. 

f Tf you drink a Healing potion while Polyrnorphed, you may transform into a 
creature not otherwise available to that spell. Apparently these magics do not 
mesh well together. 

f The "Prison" (where GMs take players who may be getting out of line) is 
rumored to contain a "potty-mouth room," complete with soap for mouth
washing, reserved for those who use inappropriate language. 

f Give any magic item to one of the staff of the Magincia's Magic (the mage 
shop), and they will usually give you either kindling, a deck of tarot cards, or 
a rune to the Trinsic mage shop (Encyclopedia Magicka) in return. (However, 
their stock of trade items can become temporarily exhausted.) 

f- For a while, when PCs attempted to place houses in positions that blocked 

access to caves, passes or other important right-of-ways, the GMs would delete 
the houses and replace them with "Trees of Wisdom" or "Rocks of 
Intelligence." This practice has been discontinued (due to improved code to 

prevent such illegal placement) and it is unknown if any Trees of Wisdom or 
Rocks of Intelligence still exist. 





THE STORY SO FAR 
(The Story so Far and Names to Remember by Jeremy "Rainman" Young) 

While citizens go about their daily affairs, great events are afoot in the land. Since 
the very first days of Ultima Online, the masters and seers of the game have been 

slowly unveiling the dark secrets of the Followers of Armageddon, and their plot 
to destroy the land. 

The tale is ongoing. Below are the major events (which occur, with a certain 
amount of variation, on all shards) up to the release of The Second Age. To find 
out about developments since that time, see The Town Cryer on Origin's Ultima 

Online website, and the Stories and Secrets site at: 

http://uoss.stratics.com/secrets 

Gravestones Appear All Over the Land in Large Numbers 

The combination of the stories on the stones creates a prophecy of unknown ori
gin. While it matches the account in a newfound story by Sherry the Mouse, it is 
unknown if this prophecy is completely fulfilled . 

Lord British and Blackthorn Argue Over the Formation of New Laws in the Land. 

Virtue Guards are established, and new laws regarding the hunting of murderers 
are created to help stem the tide of blood. British and Blackthorn come to an 
uneasy compromise, allowing both Guards of the established eight Virtues, as well 
as guards defending Blackthorn's symbol, Chaos. 

Hartham Dies From Poisoned Blade 

A manhunt ensues to capture the killer. Killer Duryn is found, and captured, only to 
make threats as to the end of the world, and then commit suicide with his own poison. 

Wake of Hartham 

The adopted son of Hartharn, Crawworth, leads the citizens ofTrinsic in a memo
rial to Hartharn's life, only to have an agent of the Followers of Armageddon (the 
organization that assumed responsibility for Hartham's death) appear and make 
yet more threats as to impending chaos and destruction that is to be wrought in 
the lives of all Britannians. 

Lich Lathiari Attacks Shrine of Justice 

Lich Lathiari, apparently the undead form of the mage Lathiari of Maginicia, 
attacks the Shrine of Justice with an army of his own summoned undead. He is 
seeking a "shrinestone," which he apparently did acquire. 
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Jou'Nar Attacks Shrine of Spirituality 

On the same day that Lathiari attacked Justice, Jou'Nar attacks the Shrine of 
Spirituality with hordes of Ores to back him up. He is reported to be se~king a 
necklace in the possession of three monks of a very peaceful order. Jou'Nar 
slaughters them without mercy or remorse and takes the necklace, again making 
prophecies as to a coming time of new rule for Britannia. 

G'Splat and G'thunk Make an Appearance 

Trolls north of Vesper make their presence known on the exact day that Jou'Nar 
and Lathiari attack. They strike with organization and "fierceness," but though 
their forces are numerous, they are not able to conquer Vesper. They flee, referring 
to a "Lady" that is assumed to be Lathiari's sister, Kyrnia. 

Shrinestones Used in "Test" Attack Against Humanity 

Lich Kyrnia uses one of the acquired shrinestones to open a "gate" of unknown 
nature. This gate is one which undead minions can walk through and attack the 
living. Sage Humbolt understands this threat and apparently this use of the 
shrinestone power, for he leads a quest to recover more shrinestone material, and 
dose the device that Kymia created. 

Crawworth Hastily Resigns 

Crawworth resigns his position as Captain of the Guards (in Trinsic) . He leaves 
behind a short note appointing Finth as his successor, and a vague message about 
seeking to end the Followers of Armageddon by himself. He leaves with no notice 

of where he might start or reside during his quest. 

Finth's Wife Murdered, Armaments Stolen 

While a caravan containing a large cargo of armaments, and Finth's wife, makes 
its way from Seara Brae to Trinsic, a massive attack is launched (apparently by the 
Followers) on all of the Shrines at once. This leaves the caravan lightly guarded, 
and open to attack. Very little is found of the caravan. It is assumed all members 
of the caravan are killed, yet no bodies are found. 

G'Thunk and G'Splat Return for Blood and Equipment 

After almost a week of silence in the lands, a troll invasion is staged in the lands 
north of Vesper. G'Splat and G'Thunk are blamed for the invasion . Hundreds of 
trolls are reported north of Vesper, and many warriors die pushing them back. 
This is concurrent with trolls kidnapping a seer from Vesper. G'Splat is killed as 
the attack is repelled, and a special book of instructions is recovered, written by 
an unknown influence. 



Sage Humbolt Begins Work On New "Weapon" Against Lich Twins 

Sage Humbolt decides enough is enough, and publicly requests aid to find several 
magic items for him. With these, he begins work on a new weapon with which he 
is confident he can end the lives of the vile Lich Twins, Lathiari and Kyrnia. 

Lord Jou'Nar is Killed, Lord Blackthorn is Abducted 

In a massive manhunt, perhaps the largest the land has ever seen, Lord Jou'nar, 
the terror of our land (also an alleged member of the Followers of Armageddon) 
is killed. There is no love lost at his departure from our realm, but the battles 
waged to achieve this exact a terrible price. Lord Blackthorn is abducted, or at least 
taken from us. It is not certain precisely how it happens. Many say he willingly 
entered a Red Moongate, others say he was escorted in by strange beings. 
Regardless of exact method, Blackthorn is gone. 

Sage Humbolt Saciifices Himself, Lich 'Ilvins Vanquished 

Sage Humbolt finally finishes work on his Weapon. He takes a large force of vol
unteers deep into Covetous in search of the Lich Twins. Finally, after fighting their 
way down, they arrive and the Sage works his deed. The sage's work is successful 
and he destroys the black hearts of the two liches. Sadly, in doing so he mortally 
poisons himself and dies. 

Crawworth Returns to Us, Mondain Relics Stolen from Britain 

Crawwroth returns from parts unknown, and begins to rant about having found a 
Followers of Armageddon lair. He requests that the people ofTrinsic assault the 
lair, battle what Followers of Armageddon they find, and return any clues or evi
dence of their plans. A locked tome is returned to Crawworth for further study. 

Shortly thereafter, Crawworth announces his discovery that the Followers of 
Armageddon intend to steal the relics of Mondain from their display case in 
Britain. He leads a force north to Britain, and enters the Counselor Guildhall to 
discover that they' re safe. A diversion outside the guildhall draws all outside, dur
ing which time a guard is killed while guarding the relics, and the relics are stolen 
with no witnesses save one. A peasant who witnesses the theft runs through 
Britain screaming insanities, and then falls to his death. Debate still rages over 
whether or not a poison was used to kill both the peasant and the guard. 

Crawworth Requests Trinsic's Help Fighting the Followers of Armageddon 

Crawworth announces that the Followers of Armageddon are gathering inside the 
Hedgemaze. Trinsic responds, and in one of the bloodiest battles in recent history, 
with Britannia's most valiant warriors falling by the score, the five Followers are 
finally killed. Crawworth had requested they be taken alive, but their strength and 
will prevented anyone from capturing them. More colored books are found on 
their bodies, and returned to Crawworth for examination. 
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Supply Boat Sunk by G'Thunk off Vesper Coast, Annageddon Message in Cargo 

A strange message is discovered in the remains of a supply boat that was 
destroyed by G'thunk and party off the coast of Vesper. The message has the sim
ple title "Urgent: Followers of Armageddon." The citizens of Vesper are called 
forth to deal with the hordes of G'thunk's trolls, and all the monsters are slain. 
G'thunk himself is not found. 

Messenger Delivers Supply Boat Message by Foot to Winslow and Crawwortf1 

After the boat sinking, a lengthy journey is taken by a most dependable foot mes
senger in Britannia. It is his job to deliver the Armageddon message found in the 
shipwreck to Crawworth and Winslow. Many of the general public accompany the 
messenger to protect him. Eventually, after many strikingly unsual attacks by 
monsters, the message arrives safely in Trinsic. It is obvious that someone is trying 
to stop the message from reaching the hands of Sage Winslow and Crawworth, or 
make it appear so. 

A Scene of Blood and Battle "Confirms" Crawworth's Death 

A sickening scene south of the bridge between Britain and Trinsic seems to point 
to only one outcome, the death and dismemberment of our beloved Lord 
Crawworth. Among the battered platemail and pools of blood lies a note, beckon
ing the reader to a coordinates that lie in the middle of a demonic shrine on 
Hythloth Isle ("The Isle of the Avatar") ... on it, we see our first evidence of the 
elusive and mysterious "-W." 

Crawworth Rescued from the Hands of Death 

Crawworth is rescued from a band of ores and imprisonment in the old aban
doned encampment far east of Vesper. During his rescue, which is perhaps one of 
the strangest encounters yet with the man, he seems "detached" and not com
pletely cognitive of the situation. His demeanor is attributed to his imprisonment 
and brush with death. 

Followers of Amiageddon "Attempt to Cast" the Am1ageddon Spell! 

The entire land of Britannia is struck by a massive earthquake. The quake opens 
up caves never before seen, and leaves cryptic evidence behind as to how the 
quakes were caused. A single dead body is found near the mines of Minoc. The 
body is nearly completely buried by the boulders that crushed the man, and in 
his hand is a torn piece of paper, with three power words written on it.. Traces of 
all known Thaumaturgical reagents are found at the scene. 



Investigation Into the Quakes and the Whereabouts of the Followers of Annageddon 

Begins 

A helpful citizen by the name of Jasper McCarrin takes up the task of personally 
investigating the earthquake itself, and the locations of the Followers of 
Armageddon. Many citizens join in the search for the Followers. Lord British 

sends an expedition, under the leadership of Lord Crawworth, to explore the 
"Lost Lands" that lie beyond the mysterious openings revealed by the earthquake. 

Lord British Speaks Out on the New Lands and the Followers of Armageddon 

Lord British gives a public speech! Ile requests more volunteer help to explore the 
new lands. As well, he formally declares the Followers of Armageddon to be ene
mies of the people, and commits them to be hunted down, captured and brought 
to justice by any means necessary. 

Lost Lands Expedition Ends Tragically 

After an agonizing delay, the sad news arrives that all members of Crawworth's 
expedition, save only the journalist Caitlin Elopidat, are killed or presumed dead. 
Caitlin returns to Britain to make her report to Lord British and tum over her 
notes, but soon dies in the castle of injuries sustained in the Lost Lands. 
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NAMES TO REMEMBER 
Avatar 

ls he here? Will he come? We can only guess. This is the savior of Britannia many 
times over. While he wasn't able to appear in time to save the Beta shard from col
lapse into evil, and the rule of evil entities, it is thought that such an event (the 
summoning of the Avatar to our shards) is possible. The theory is complex, but 
holds some merit. It is also rumored that he will only return to the "original" 
Shard, which none of us live on. So, we're left !mowing little more than rumors. 

Crawworth 

The adopted son of Hartham, Trinsic's late captain of the guards. Crawworth is 
the sole survivor of a village that was pillaged by a band of powerful ores. 

Hartham saved Crawworth's life as a child by slaying the band of ores that slew 
Crawworth's parents. Crawworth is a great warrior, and a man of honor. 

Duryn 

The first agent of the Followers of Armageddon to act publicly. He killed Hartham 
with a poisoned blade, and then fled, triggering a manhunt by Crawworth. Duryn 
was eventually captured, only to babble on about the coming doom to the land 
and then swallow his own poison, killing himself. 

Exodus 

The progeny of Mondain and Minax. He was a machine being who arose to 
avenge his parents' deaths in Ultima III. He's never even been mentioned in 
Ultima Online, but his relationship with Mondain makes him worth remember
ing. (It has been suggested that this character/event is not !mown to our shards, 
and thus holds no meaning to what can happen on them.) 

Finth Desryn 

Finth is Trinsic's new captain of the guards. He was appointed to the position 
recently, after the resignation of Crawworth. Since then, he's bad some run-ins 
with Lord Jou'Nar. Finth's wife was apparently murdered by Jou'Nar's attack on a 
caravan out of Seara Brae. 

Followers of Armageddon 

A secret conspiracy. They are rumored to have agents all over the land, infiltrated 
into various political circles. 

(In ancient times, only one man was ever !mown to have actually held a compre
hensible dialogue with the Wisps. The Wisps foolishly trusted this mage with the 
Apocalypse (Doomsday) spell, which he then used to wipe out all life on Sosaria 
for a period of time. This evil mage is dead, and his name is now anathema, not 
to be spoken within the realm of Britannia; his bones are rumored to be the old
est relics in existence. 



Any actual connection between this mage and the Followers of Armageddon 
seems to be idle speculation, even though the Followers originally adopted his 
name for their own.) 

G'Splat & G'Thunk 

Two trolls that have repeatedly attempted to invade Vesper from the north. 
They're powerful, yet somewhat cowardly when pushed. G'Splat was recently 
killed in a failed attempt at complete conquering of the forests north of Vesper. 
On him was a book of instructions from a character known only as "LM." 

Guardian 

Entity of unknown origin who is "hell-bent" on conquering every shard of Sosaria 
(now known as Britannia) and filling them with his vile evil. Known to have 
already accomplished the total destruction of at least one shard. 

Harth am 

Not much is known about Trinsic's old guard trainer. He was killed by a poisoned 
dagger in his back recently. He was a decorated defender of Trinsic for many years, 
and one of the finest warriors Britannia has ever seen. 

Lich Lathiari 

The son of AJinae and Eulin of Maginicia, and brother to Lich Kyrnia. This charac
ter was a precocious young mage who ruined his career when he attempted to uti
lize darker magics with his sister to re-animate his dead mother. As an undead 
agent of evil now, he is rumored to work for the Followers of Armageddon. 
Presumed destroyed by Sage Humbolt's device. 

Lich Kyrnia 

Sister to Lich Lathiari. Her powers are known to be just as powerful as her broth
er's. The two of them are also rumored to share an unnatural relationship, as they 
rely on ead1 other for both research into dark magic and help in implementing 
their evil plans. Presumed destroyed with her brother. 

Lord Blackthorn 

Close friend of Lord British and high advisor to the lord on all matters of state. 

This man believes that the key to ruling a land is to encourage acceptance of all 
choices of lifestyle and modes of thought. An alchemist of great skill. While his 
magic is regarded as powerful, its not known exactly how he fares when compared 
with Nystul, the royal mage to Lord British. 

Lord British 

Ruler of Britannia. He's concerned about the land he rules, and believes the 
nature of government is to guide the people toward better lives. 
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Lord Jou'Nar 

A Paladin gone evil, he is a killing machine. I Ie's only been seen wearing very 
dark plate and wielding a bloodstained sword, while murdering the monks at the 
shrine of Spirituality. Believed to be allied with the Followers of Armageddon, and 
to have helped them gain armaments and supplies from the government by theft, 
murder and betrayal. 

Min ax 

Mondain's apprentice and lover in Ultima II. She's made no appearance whatsoev
er in UO, but her relation to Mondain makes her worth mentioning. (It has been 
suggested that this character/event is not known to our shards and thus holds no 
meaning to what can happen on them.) 

Mondain, the Wizard 

Mondain slew his father for the gem of immortality, and then twisted its magic to 
trap all of Sosaria (Britannia) inside of it. A Stranger appeared to slay Mondain, 
and attempt to free Sosaria. 

While the death of Mondain did free Sosaria (Britannia) from the evil that was 
sweeping the land (if only temporarily), it did not free it from the Gem. Instead, 
it split it into a thousand worlds, each identical at the first moment, but quickly 
falling away from each other, into their own paths, afterwards. 

Sage Humbolt 

A wise man of mysterious origin, he helps Lord British design ways of dealing 
with the evil that stalks the land. 

Shadowlords 

The Evil manifestations (so to speak) of the Guardian's power. The original 
three are named Astaroth, Nosfentor and Faulenei. It is believed by some that a 
fourth Shadowlord was born when the Guardian succeeded in destroying one 
of the shards. 

Sherry the Mouse 

Sherry is the world's inside source as to what transpires behind the gates of Castle 
Britannia. She sees all, while slipping from room to room. She's published two 
books so far. Some have suggested that she's a real mouse, of exceptional literary 
gifts for one of her species. Others dismiss this rumor as childish and fantastic. 

The Time Lord 

A mysterious figure, mentioned in the book "My Story, " by Sherry the Mouse, and 
in the fabulous stories told by tillermen everywhere. Sherry states that he has 
pledged to Lord British his desire to protect the sanctity of Sosaria. 



PLACES OF INTEREST 
Since Ultima Online went live, the players on each shard have made an indelible 
impression on their worlds. This is perhaps most visible in the various player-created cities 
and institutions that have evolved on the various shards. Most of the established shards 
has at least one player-created town or gathering place. 

For an excellent page of links to the websites of many of the most active player-created 
sites and "nonhuman" roleplaying guilds, see: 

http://www.uovault.com/links.html 

At:Lant:lc: SeRpent: CRoss TaoeRn 
(h ttp://www.angelfire.com/md/serpen tcross) 

An establishment near Yew, northeast of Empath Abbey, where "all disputes begin 
and end with words, not with swords." The Serpent Cross is dedicated to the rec
onciliation of the principles of Order and Chaos throughout the land. It's open 
most evenings, 9:30 - midnight (or beyond) Eastern Time. 

Baaa: Clt:(Y o+: Avalon 
(http://www.crpgtavern.com/Avalon) 

A player-run city just northwest of Dungeon Wrong. Avalon, "City of Destiny," has 
an elected government and a formal system of justice. Dedicated to bringing play
ers of all persuasions together for fun, Avalon sponsors competitive tournaments. 

Cat:skfLLs: Sbanow Clan 0Rcs 
(http://members.xoom.com/ograk/index.htm) 

Centered around Yew, these players portray an elaborate Orcish society. (See 
"Nonhuman" Roleplaying, next page.) 

Cbesapeake: Cit:(Y o+: PaxLafR 
(http://gogan.landlords.com/paxlair) 

Located north of Britain, between Vesper and Yew, Paxlair is dedicated to roleplay

ing, neutrality and peace. There is a simple set of laws designed to keep the peace. 
Festivals, quests and other events are planned regularly. 

GReat: Lakes: KazoLa's TaveRn 
(http://crpgtavem.com/kazolas) 

More formally, "Kazola's Treetop Keg and Winery," located due east of Empath 
Abbey in Yew. One of the most respected roleplaying centers on any shard. Check 
out the website for Kazola's tips on creating an officially recognized site of your 
own. Also the inspiration for the excellent "Samwise" comic strip. 
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Lake S a p eRfo R: C it:&' o.i: Rfvennale 
(http://norad.smudge.net/tVtown) 

A small city located just east of Skara Brae, on the mainland. Rivendal~ has spon
sored a number of creative events, like boat races, raffles and picnics. They even 
had a fireworks display ("Purple Potion show") . Law and government are mini
mal, designed to keep the peace. 

Sonoma: C it:&' o.i: Oasis 
(http://steroid.cchem.berkeley.edu/ IVfields/main .h tm) 

Oasis, located in the desert east of the Shrine of Compassion, is notable for it's 
regular and well-organized combat tournaments. It also features an unusually high 
number of training institutions for various character specialties. 

"NONHUMAN» ROLEPlAYING 
Although there are no "real" nonhuman PCs in Ultima Online (at least not yet), 
true roleplayers are limited only by their imaginations. It didn 't take long before 
UO roleplayers started taking on the personas of nonhuman characters. 

"Nonhumans" in UO can be recognized by the way they dress, the way they speak 
and the company they keep. Probably the earliest efforts at nonhuman roleplaying 
were the various Ore guilds - put on a set of scale mail, high boots and an Ore 
helm, and any PC can pretty well pass for an elite Ore warrior. 

From there the concept gained momentum. Elves (both High and Dark varieties) 
and Dwarves were inevitable. The undead (including Vampires and 
Necromancers) followed thereafter. Eventually human "tribes," dedicated to recre
ating the cultures of human legend and history, emerged .. . Celts, Picts and simi
lar barbarian types predominate. All these concepts were adopted with varying 
degrees of seriousness (Clan S.H.E.E.P. of Sonoma Shard representing one of the 
more irreverent tribes) . 

Nonhuman and tribal organizations can be found on every shard, but they're 
most dominant on Catskills - probably because that shard is the home of the 
Shadow Clan Ores, one of the original and most active nonhuman guilds. The 
Shadow Clan has built up an excellent relationship with Origin, and currently 
plays a key role in the plots and politics of the Catskills shard . 



~ 
WHICH SHARD? 
Each shard in UO has its own unique character. Every server has plenty of opportu
nities for play-styles ranging from good old-fashioned dungeon crawling and mon
ster hunting to running a virtual business, from player-vs.-player action to pure 
roleplaying. However, the mix is different on different shards. 

In general, it holds true that the oldest servers (Atlantic, Pacific, Great Lakes) are 
more violent than the newer ones. Broadly speaking, this is because immediately 
after the game went live, it was significantly easjer for a dedicated player to quickly 
read1 a high level of power and wealth. Those players who quickly shot to the top 
in the early days of the game had relatively litt1e incentive to try to start over on 
the newer servers, when they could keep their super-characters and lord it over the 
newbies. Over time, however, the curve is starting to smooth out, due to the natur
al flow of players in and out of the game. There actually aren't that many "super
characters" left on the older shards, but they have left an indelible impression on 
the play-styles of those servers. 

Another marked trend is that competitive PvP behavior is more popular on the 
East Coast servers. (This behavior definitely includes Player Killing, but is not lim
ited to it - guild wars and tournaments are also popular on the East-Coast 
shards.) Roleplaying is more in the forefront on the West Coast servers, with the 
Central servers leaning towards monster-hunting and dungeon crawling. If this 
appears to reinforce certain regional stereotypes, we will not comment on it. We 
just report the trends. (Bucking the trend, however, is the Catskills shard, th.e 
undisputed hub of East-Coast roleplaying.) 

Broadly speaking, therefore, if you're looking for an intensely competitive environ
ment, go to the older servers, and if your connection supports it, try for the East 
Coast. If you want to avoid PKs, lean towards the newer servers and try to stay 
towards the central or west. If you want to roleplay above all else, take a newer 
server, and see if you can get a good connection to the West Coast. 

Visloos o-t= t:be Seeus 
As this book went to press (in late September, '98) we spoke to some of the game's 
seers about their medium- and long-term visions for their shards. 

(Seers from the Baja Shard were unavailable for comment.) 

Atlantic 

Seek out the Serpent's Cross Tavern (seep. 70) and the township of Rivendale 
(near the mountains west of Britain). Let tl1e inexperienced beware of the treacher
ous route from Britain to Vesper, and me dungeon of Covetous, which are fre
quently haunted by murderers. The Court of Truth in Yew will fairly judge the 
complaints of the common and the great, and seek out justice for all. 

Catskills 

On this shard, the exercise of the mind is as greatly respected as mastery of arms. 
Riddles are occasionally posted in the Counselor's Guildhalls, leaving the folk of 
the land to wonder at the true identity and purpose of me riddler, even as they 
seek the answer to his latest conundrums. 



LoRe o.J= t:be Lann 

Catskills 

Expect continued growth in the traditional organizations of Britannia. Paladins 
will continue to gather in Trinsic, while mages will be drawn to Moonglow. Great 
events are afoot in the land (see The Story So Far, p. 62) and Catskills will get its 
full share of the events to come. 

Chesapeake 

A mysterious cult will soon begin to work mischief upon the land. Hints as to 
their purpose will begin to appear throughout the towns and cities. Who can say 
where the pursuit of this enigmatic evil will lead? 

Great Lakes 

Kazola's Tavern (seep. 70) is the place to seek out fellowship and adventure. There 
will continue to be ample opportunity for fame and glory, seeking strange crea
tures, or the truth behind mysterious rumors. 

Lake Superior 

The city of Riven dale (see p. 71) offers exercise for both mind and body. The 
Contest of Champions allows warriors to test their strength one against another, 
while the Mage Tower hosts events of an arcane nature. Rest and company can be 
found within the walls of Silk's Tavern. 

Napa Valley 

Look for an increase in new townships and taverns, festivals and weddings, as the 
folk of the shard look beyond the thrills of combat and conflict, and discover 
other ways to live together. 

Pacific 

Adventure can be found in Magincia. Seek out the host, Already the patrons of the 
Great Homs Tavern have avenged the death of Ben Kahns' father in the famed 
Quest of the White Serpent. It is also recommended that folk seek out fellowship 
in Sarai's Cantina, in the township of Paws. 

Sonoma 

The quest to unite the four Staves of the Elements proved far more successful than 
planned, resulting in a massive elemental attack. One wonders what will come 
next ... 

Sonoma 

For some time, bold and cunning thieves have been trying - often with success -
to seize the great gems of the land. The ruby called Heart of Glory was lost in 
Magincia, while the opal Noble Pride vanished from the museum of Vesper. A 
bold public attempt to seize the necklace of office (with its great Star Sapphire) 
from the very neck of the Vizier of Nujel'm was only narrowly thwarted. Who is 
behind these thefts? And what is their motive? These gems are far too famous to 
ever be sold on the open market ... does someone seek them for more sinister 
purpose? 



IMPORTANT WEBSITES 
Ultima Online is a net-based community, and many sites on the internet are devot
ed to the game. These sites exist for fans to ex.change information and strategy, sug
gest improvements, vent frustrations and exercise their creativity. 

At the time of this writing, the sites below represent the best known, most compre
hensive and most actively maintained and updated forums for UO information. 

0RtGfo 0.J+fctal Wesstt:es 
(http://www.ultimaonline.com, http://update.owo.com) 

Your first stops for official announcements and authoritative information about 
updates, as well as complete online documentation and ex.tensive information 
about the cities and creatures of Britannia. The Update Center features not only 
information about current and planned patches, but also articles by the design 
team about the state of the game and the dynamics of building a virtual world. 
The Town Cryer online paper is the source for developments in the game fiction. 

U 0 St:Rat:eG(Y a on St:at:t st:f cs 
(http://uoss.stratics.com) 

The most experienced, successful players find this site absolutely indispensable. If 
this book is "UO 101," then UO Strategy and Statistics is a whole post-graduate 
degree. Includes meticulously researched tables and stats on all aspects of combat 
and skill use, and player-written essays on many aspects of the game, including 
character concept and development, skill use, combat strategy and much more. 

CRossRoans o.i: BRft:aonta 
(http://cob.crossroadsrpg.com) 

One of the premier fan sites since before the game shipped, Crossroads includes a 
well-maintained and balanced news site, discussion boards and a classified ad 
page, plus exclusive interviews and a humor page that's definitely worth a look. 

LIO Vaalt: 
(http://www.uovault.com) 

A meticulously maintained, religiously updated news site, with an emphasis on 
roleplaying, in-game events and plot development (although they're also faithful 
about relaying official announcements and patch news). Excellent link page to 
most of the best sites. Also includes message boards, plus maps and articles. 

ULt:trna@ScoRcben.corn 
(http:/ /ultima.scorched.com) 

Another well-maintained news site. Utima@Scorched.com concentrates less on 
in-game events than the Vault, and more on administrative announcements, patch 
news and similar issues of policy and technology. This site does not shy away 
from controversy, and is vocal in sticking up for the rights of customers and agitat
ing for game improvements. Articles on basic game strategy are also available. 



LeGenns O.J= BRJt:annfa 
(http://www.webforces.com/Jegends) 

LoRe o.J= t:be Lann 

This site actively seeks out fan-created poetry, stories and other creative endeavors 
related to UO, and gives them a home on the web. Also includes a serialized story 
illustrated using in-game graphics. 

Lost: fn LIO 
(http://www.burgoyne.com/pages/bren tth/index.htm) 

One of the best of several humor sites devoted to making comic strips using the 
UO game art. (Links can be found here to most of the other humor/cartoon sites.) 

AaRfc's Ult:frna MoonGat:es 
(http://www.moongates.com) 

One of the original UO news sites, it's no longer actively maintained. However, it 
remains worth visiting as the home of La Wiz's Chatzone, probably the single best
known UO chat site. Since before the game was even in testing, La Wiz's has been 
the place to go for no-holds-barred discussion of UO questions, issues and gripes 
of all description. 

LIO Boar:in 
(http://uoboard.gagames.com) 

An interesting and ambitious site that combines news and an impressive array of chat 
boards. Still has a ways to go before it lives up to the standard set by some of the 
longer-established news and chat sites, but the commitment behind it is obvious. 

PRfrna's 0.J+fcfal Gafne Upnat:e PaGe 
(http://www.primagames.com/other/76150926.htrnl) 

As the game changes and evolves, revisions to this book will be posted here. 

LIO On Usenet: 
(rec.games.computer.ultima.online) 

This is the primary Usenet newsgroup for UO discussion. It's a high-volume group 
(300+ posts each day), and like much of Usenet there's a lot of negativity 
and contentiousness. 

LIO On IRC 
There are many opportunities to chat about UO on IRC. The most official is the 
UO House of Commons, an effort co-sponsored by Origin and the Stratics web
site, to bring the designers and the players of UO together on IRC. House of 
Commons events are held about once every two weeks, with GMs and members of 
the UO design team in attendance. 

For full information, including schedules and channels, see: 

http://uohoc.stratics.com 



THIRD-PARTY PROGRAMS 
A third-party program is a program designed to interact with Ultima Online to 
make it easier to accomplish something in the game. Some of these programs are 
relatively harmless (programs designed to make repetitive tasks less tedious), but 
there have also been programs released that exploit the client software of UO to 
give players an unfair advantage over others in combat or character development. 

Unauthorized third-party programs are forbidden in UO, and their use can get you 
banned from the game. You can be banned temporarily or permanently, at the dis
cretion of the GM who catches you. Or, in the not-at-all-subtle words of the GMs 
themselves: 

The use of any third party program, which directJy interacts with Wtima 
Online and allows you to perform acts not possible while playing the game 
as it was designed, will result in the termination of your account. 

As of this writing, a system is being devised whereby third-party utilities can be 
submitted to ORIGIN for official approval. At this writing there are no actual 
approved programs. For a List of any approved third-party utilities, see ORJGIN's 
UO website. 

Here's some things you should know about third-party programs that claim to 
allow you to "cheat" in the game. 

1. Cheat programs can compromise your account and your system. In at least one 
instance, hackers have distributed "cheat programs" that were in fact "back
door" programs that gave the hackers access to the user's UO account and 
even allowed the backers to enter and explore the user's system. 

2. Cheat programs don't work for long, if they ever work at all. ORJGIN is constantly 
patching and upgrading UO, and dosing security holes as quickly as possible 
is an ongoing priority. 

3. GMs patrol the game constantly looking for cheaters ... even during the hours 
when GMs are not normally "on call." Enough said. 

SCHEDULED MAINTENANCE 
Game servers are taken down for daily maintenance at about 11 a.m. local time 
(Atlantic, Catskills, Chesapeake are in the Eastern time wne, Great Lakes and Lake 
Superior are in the Central time zone, and Baja, Napa Valley, Pacific and Sonoma are 
in the Pacific time zone), normally for about half an hour. A "server going down" 
message is usually broadcast about a half hour prior to the downtime. Actions accom
plished between this message and the actual downtime are not usually saved. 

On Tuesdays and Fridays at 10 a.m. Central Time, the Login Servers are taken 
down for about an hour, for database maintenance. Players already in the game at 
this time are unaffected. 





STARTING TEMPLATES 
ALcbernist 
(Alchemy, Resisting Spells, Taste Identification) 

Jerimiah Remmint, student of the akhemicaJ arts 

Q: Wb~ L>f'D ~oa Become ao ALcbernrst:? 
I chose the alchemical arts for two simple reasons: I like magic, and I do not like 
combat. Mages are mercenaries. They strike me not so much as "adventurous" 
magic users, but rather as fighters who would rather not do battle up dose. 
Myself, I study the craft itself - the way certain elements transcend to create 
undoubtedly extraordinary results. I seek to explain the inexplicable, if you will. I 
like to stay in town, and let the reagents come to me. I work with them, observe 
them and take note of the results. By and large I dispose of the resultant product 
in any way that seems the most prudent. 

Q: Wberie ts a Goon place t:o st:arit:? 
I started my career in the town of Moonglow. It and Britain are the only two cities 
that I would even consider. They have a number of advantages, the greatest being 
that they both have adequate reagent shops, and claim a large population, many 
of whom are eager to buy the remnants of my studies. 

Q: Wbat: anorce rooaLn ~oa Gtoe Noorce 
Alcbernfst:s? 
The first thing Alchemists needs must do is to become very familiar with all the 
varieties of reagents. They should have in their possession some random reagents, 
and if they are very lucky, these may transcend into some sought after potion. 
Healing potions are best, or Nightsight potions to besold to those who explore 
the Dungeons. They should visit an Alchemist's shop and research the retail price 
of such a potion. They should be able to undercut a shop's price, since they have 
not acquired any overhead costs. 

They should then go into an area heavily trafficked by adventuring Warriors, such 
as a bank, and announce that they have a potion for sale, and they could also 
offer to identify any mysterious potions. The price does not have to be only gold 
- it could be in trade for some useful reagents, a few empty bottles, or anything 
else that seems useful. 

They should avoid over-selling to the akhemy shops, if they can. It does not take 
too long for an eager Alchemist to glut the retail market with his own potions. It 
is always best to sell to adventurers, I've found. 



Anfrnal TRafneR 
(Animal Lore, Animal Taming, Veterinary) 

Morello, Beast Master 

Q: Wb'Cf nrn 'CfOO Become an Aofrnal 
TRafoeR? 

SkrLLs 

I'm not a people person, you know what I mean? I don't like people, don't let 
anybody get control over me. I wanted to do something where I could go where I 
want, when I want, and l didn't have to worry about having some bark-chewing 
moron with an oversized knife coming and sticking a foot of steel in me. I get a 
couple of big furry bodyguards, and it's just as good as having a couple of soldiers 
with me. Plus, it's pretty good money. I can sell the critters as protectors to weaker 
folks. People like Alchemists like that, so they can go and get reagents without 
being stomped into the mud by some limping half-wit with a dagger. 

Q: WbeRe fs a Goon place 'to s'taR't? 
I started off in Yew, and that worked pretty good for me. It's a kind of spread out 
area, with lots of creatures nearby. Anyplace with woods nearby, I guess. And 
dogs. If there aren't any dogs around, you might as well just give up, 'cause you 
need dogs to practice on, and give you some initial income. 

After I got some guard animals, I found a place with less people. That's just the 
way l am. Plus people tend to have a bit more money farther out. Fewer green
horns. 

Q: Wba't anofce wooln '{IOO Gloe Novice 
TRafoeRs? 
First off, I'd go around and tame the local animals. You know, cats and dogs and 
rabbits and stuff. Once you have an animal tamed, give it a name and get it to 
guard you. Don't forget to feed it every once in a while, especially right at first. 
When you have a couple of guard dogs, you should go out and try to train 
tougher and tougher animals. Work up to something like a panther or a bear, and 
tame it. Then bring it back into town and sell it to someone who needs a guard. 
When you get good with harts and panthers and bears, you can stick your neck 
out and try a polar bear or a giant spider. 

Yeah, an Animal Trainer can tame monsters, if he don't get his head bit off. Or 
her head. 

Something I do sometimes is go deer hunting with a panther, and sell the hide 
and meat. 



Assassin 
(Hiding, Poisoning, Taste Identification) 

Butterwick, Urban Assassin 

Q: Wb;y nrn ;yoa Become an Assassin? 
There isn't any one reason I can point to. I adore a challenge, I simply thrive on 
adrenaline, and I have no desire to ever Jive anywhere but the city. Those are the 
three formative reasons. I knew it was a difficult career to break into, but that's 
never stopped me before. I've always loved being where I shouldn't be, doing what 
I shouldn't be doing, and this seemed like a good way of making money at it. 

Q: WbeRe's a Goon place LO SLaRL? 
Britain is good . Or Trinsic. Any place where there are enough people ... especially 
an unebbing flow of new people ... where a stealthy person might lose himself in 
the crowd. An Assassin isn't really someone who can survive on his own, and 
these cities also offer the benefits of a wide variety of shops where various "imple
ments" can be discreetly purchased. 

Q: WbaL anofce woaln ;yoa Gfoe Novice 
Assassins? 
Know that this is a very difficult life to perfect. You are relatively weak, and work
ing in a hostile environment - if you try to kill someone outright within the 
walls, you'll most likely be caught. As with anyone who might encounter an 
enemy in close quarters, you should ensure that you have adequate skill in Tactics. 

The first thing a novice should do is go to the blacksmith shop and offer to test a 
client's food and poison one weapon for enough gold that you will be able to buy 
or make two more poison potions, not forgetting to include the cost of the vial in 
your offer. If you find someone who is sincerely interested in keeping you in busi
ness, you're set. Whenever you're not conducting business, practice hiding. And if 
possible, try to make friends with an alchemist. Otherwise you'll end up paying 
retail for your poisons, and that can be murder, you'll pardon the expression. 

Another way to make money is to hang around the healers' places and offer to 
check food for poison. As you get more experienced, you can offer your services in 
poisoning food, gathering information for guilds, and following people outside 

the city walls to dispose of them. 

Staying alive represents its own challenges for an Assassin. An Assassin survives on 
anonymity. When your reputation gets too poor, people will attack you on sight. 
For long-term survival, consider performing many good deeds. Doing so can offset 
the occasional assassination, keeping your reputation neutral. 



Bar.in 
(Musicianship, Peacemaliing, Provocation) 

Flurry the Lute 

Q: Wb(Y nro (YOO secorne a BaRn? 

Skills 

Well now, 'tis the power of the music, isn't it? There's no other answer for it. 'Tis 
as plain as the nose on a pig that 'tis the gift of music what has me. It's stood me 

in good stead, though, and I cannot complain of it. It's saved me from the busi
ness end of a dagger many a time. 

Also, I have to admit to a wee touch of wanderlust. As soon as I know the back
side of every wall, why, I'm off through the woods. I'm a fair hand in an adventur
ing party, so I just make some friends and we're off to the next town. 

Q: WbeRe's a Goon place t:o st:aRt:? 
That would be Britain, and there's not a doubt about it. There's a music hall for 
practicing until you are a dab hand at the strings. Then you can join up with 
groups and travel. 

Q: Wbat: anvfce wooln (YOO Gfve Novfce 
BaRns? 
Now I can't say as it's an easy life if you're a loner. Also, don't try to Provoke peo
ple in town. It's illegal. 

Practice, practice, practice. That's the only way to get skilled, and the better your 
Musicianship, the better your Peacemaking and Provocation. There's a conserv
atory in Britain, so go there. If you need money for something, the best you can 
do is go into the woods and Provoke the animals to fight each other. If you see a 
deer and three rabbits, for example, you can get the deer to kill the hares. (Now 
don't look like that, you know music isn't all waltzes and minuets.) Then you can 
sell the hides and meat for a little gold. 

The real goal, though, is to get with a party and use your skills to keep trouble

makers at bay. That's when you really start earning your wages. Just ask up front 
that a portion of the cash found be yours. 



Blacksrnit:b 
(Arms Lore, Blacflsmithy, Parrying) 

Toman Ironarm 

Q: Wb'lf nro 'lfOO Become a Smtt:b? 
It's a good job. Especially if you like to stay active ... if you like to make things. I 
like to stay at home. I don't like killing things for sport. Looking for trouble, that 
is. l don't go out of town much ... l just like learning new things. Making new 
things. 

Still, I'm not afraid to go outside the walls. Hammer work means a strong arm, 
and l can pound most people who would make trouble with me. Some other 
smiths, they like to go get their own ore. Usually they come back okay. But most
ly, it's staying put and making things for folks. 

Q: WbeRe is a Goon place t:o st:aRt:? 
I'd say Minoc would be a fine place to start. It's got two forges, I hear. It's not so 
hustle-bustle as Britannia, but it's busy enough. There's ore nearby, so people can 
get it and bring it to you. Or you can mine it yourself if you have a mind to. 

Q: Wbat: anotce woaln 'lfOO Gioe Noofce 
Smft:bs? 
I'd make sure that before I came to town, I had as much Blacksmithy skill as I 
could get. That's important, because you make things for other people ... you 
don't want to sour the sword that someone else has paid for. The better you are 
when you start, the less mistakes you make. So as much Blacksmithy skill as pos
sible. 

Then I'd go to a Blacksmith's forge. I'd offer to anyone around that if they bring 
ore, I'll make them something. I would ask for more ore than the weapon uses, 
you understand. Maybe they want a blade that uses five ores, I'd ask for ten. I'd 
keep five. Sometimes asking for gold is okay ... if you need gold. 

Most of the best smiths I know do their own Mining. You don't really need 
Parrying ... learn how to mine your own ore instead. 

I'd start off with weapons. Weapons are fairly easy. I'd start on a cutlass, maybe, 
because it's much better than a dagger, but easy to make. When you get good, 
thep try some easy armour. Armour is difficult. Also, if you try to fix something 
and fail, you'll make it worse. 

Oh, and run away if you get in a fight. It's always better. Pound 'em only if you 
have to. 



Bowd'eR 
(Bowcraft/Fletching, Panying, Archery) 

Timony Fletcher 

Q: Wbey nrn eyoa Become a BoweyeR? 
Well to tell you the truth it was because I couldn't quite make up my mind. 
Sometimes l wanted to be one of the townfolk, and make things for other people 

for my living, and never have to try to join a group of adventurers and face who 
knows what .. . and sometimes I couldn't stand the thought of being stuck in town 
and never seeing what was going on in the far off places. So I figured, if l knew 
how to make arrows, that would be a good living in a town, and a good start as 
an adventurer. 

Q: WbeRe f s a Goon place -co s-CaR-C? 
Now that's a question. Britain is good ... Britain is always good .. . but maybe 
another good place would be Vesper. It's got lots of woods and trees near Vesper. 
That's mostly what you look for, you know. Trees and the like. 

Q: Wbat; anvfce woaln eyoa Give Novice 
BoweyeRs? 
Make up your mind. I didn't, and it made it a little harder to start. If you want to 
stay in town, you should have the highest possible skill in Bowcraft/Fletching, and 
change Parrying to Lumberjacking, so you can get your own wood. I've always 
fancied a bit of Tinkering, but I haven't ever studied it much. 

If you want to go wandering, you should be as good as possible in Archery. You 
won't really need Parrying, so concentrate instead on Tactics. 

Anyway, the first thing you should do is make a bow. Then go out and hunt some
thing, and get money for it. If you can get a hatchet, you can use it on trees to get 
logs. You can make arrow shafts and bows out of logs. You also need feathers, so 
hunting birds is good. 



HealeR 
(Healing, Anatomy, Forensic Evaluation) 

Aras Longfingers 

Q: WbN nfn NOa secorne a Healer<? 
It's a very powerful job. That's what originally attracted me. It works well inside 
the city walls, but is easily twice as useful out in the wilds. Any band who knows 
what it's doing will want to bring a Healer along, and there are very few places 
where you can't find business. I liked the freedom that gave me. Yes, I like helping 
people, but that's more of a side benefit, really. 

Q: Wber<e fs a Goon place t:o st:au.t:? 
Britain is a good place. Lots of people running around, getting into fights, coming 
back from adventures. Trinsic has so many glory-hungry fighters crawling around 
it that it's a goldmine. Or it was last time I visited. I've gone more in the direction 

of traveling groups of adventurers. 

Q: Wbat: an of ce woaln NOCJ Gf oe Novice 
Healeu.s? 
Hmmrn. If they plan to go out with adventurers, it might be good if they trained 
themselves in the art of Tracking. When you combine that with Forensic 
Evaluation, you can look at the body of someone and know who killed it, or 
rifled it, and which way they went. That's an incredibly useful skill, especially if 
your friends don't like murderers. 

The first thing I'd do would be to go to town entrances and offer to heal people 
for practice (and a little money or doth). Smithy and healer shops are also good 
places. Don't worry about competing with the local retail healers, they're usually 
too busy resurrecting people to have time to cure wounds. 

Also, whatever you do, don't go it alone outside of the city! You'll die friendless 
and lonely. Stay with groups of heavily armed fighters. They're your friends, they 
know you're their friend, and they will take care of you. 



Ma Ge 
(Magery, Inscription, Resisting Spells) 

Adrienne of Moonglow 

Q: Wb(f nro (foa Become a MaGet 

Sktlls 

l am compelled by my art to see the world as it truly is, shorn of the veils and 
screens of illusion which comfort those who have no desire for understanding. I 

have oft heard folk say that all Mages are mad. In truth, l believe it is the opposite 
that is true: we are, as it were, too sane to pass unmarked in the crowd of mad 
mundanity. 

There are those, I will not call them Mages, but merely magic users, who use the 
arts by putting them to work in the market; it is almost like a prostitution. It is 
not wrong, I suppose, but certainly they are lured more by gold than by truth. 

Q: WbeRe Is a Goon place t:o st:aRt:? 
The question of where to start is more complex than that of where to end. There 
is only one path to perfection, and that is in Moonglow's academic atmosphere, 
where all strive to pierce the ephemeral fog with which appearance blinds us. But 
it is not easy to get there. 

Commercial centers where adventurous and gold-focused ilk abound Britain -
Trinsic, and other like towns - are undoubtedly good place for Mages to begin 
their careers. 

Q: Wbat: atJoice woaln (fOa Gfoe Novice 
MaGes? 
Unfortunately for those who wish to apply themselves to the true art, it is not 
easy for a novice to make her way undefended to Moonglow's halls. They must 
first find companions to bring them there. These sort value spells such as Heal, 
Magic Missile and Unlock. Mages are valued for their skill at making and sharing 
scrolls, especially Resurrect and spells with "first strike" capabilities, such as 
Fireball. In return, I'm told they get any reagents and magical supplies that are 
found during the journey. 



RaoGeR 
(JTacJiing, Camping, Archery) 

Braldt Ironeye 

Q: Wb~ n rn ~oa Beco me a Ra nGeR? 
Grew up in the woods, know the woods. Understand it, the way it breathes and 
grows. The way it moves. 

Use Camping to make good, safe camps. Sleep isn't dangerous when you know 
what you're doing. Sleep can be deadly if you just lie down anywhere. 

Don't like the city much. Too many people, pushing, running. Saying nothing 
with too many words. 

Could have been a Warrior, but like to think too much. Could have been a Healer, 
but don't have the touch. 

Q: WbeRe fs a Goon place t:o st:aRt:? 
Vesper is good. On the edge of forests, and near roads to Britain and Minoc. Good 
place to join parties if that's what you want. 

Q: Wbat: anvfce w o a Ln ~oa Gfoe Novice 
RanGeRs? 
Tracking is necessary. Show where creatures and people are, find them when you 
need them. For money, find monsters or other creatures for adventurers. 

Forensic Evaluation is useful. You can find out who did something, then use 
Tracking to bring them to justice. 

Archery brings you money if you need it. Track a creature, shoot it, then use your 
dagger to skin it and bring the skin, meat to market. Also good against enemies, 
monsters. Learn Lumberjacking, Bowcraft and Fletching, make your own arrows, 
don't have to buy them in town. 

Always make a good camp. Saves lives. 



Sbepbeu.n 
(Herding, Animal Lore, Veterinary) 

Crispin the Goatherd 

Q: Wb:~ nrn cvoa Become a Sbepbeun? 

Skills 6 
,I 

It's not really something I do. It's what r am. I've always been with the animals, 
for as far back as I can remember. I like it. I enjoy eating simple foods in the open 
air, with the sunlight on my back and a breeze keeping me cool. People tend to 
make me a little neIVous. Other people have so much to do, or say, and so little 
time to do it in. I feel like I'm getting in their way, like a stray dog. I try to keep to 
myself. 

Q: Wbeue is a Goon place t:o st:aut:? 
I guess Britain would be the best place. There are some lovely fields to the north
west, and you can usually find some goats or sheep. I prefer sheep, myself, but to 
each his own. lf you can't find a place to call your own, perhaps you could ask a 
tracker where to go. I've never done that, but they might help. 

Q: Wbat: anvi ce rooaLn cvoa Give Novice 
Sbepbeuns? 
I'm not a good person for asking questions, really. l can truly say that this is not 
the way for many people. They should really search their souls for what they want 
to do with their lives before deciding to herd. It's dangerous, and lonely, difficult 
to sustain and even more difficult to make a financial living. 

They should be the very best Herder they can be. Your Herding ability should be 
as high as possible, otherwise what's the point? 

If they want to make money, they could heal the tamed animals that people use 
as guards, I suppose. I've done that often, but I don't ask for mud1 money. It 
wouldn't be fair to the animals. They could also shear the sheep, and sell the 
wool, that's steady money. But you have to spin it into yarn before you can sell it. 
Or they could slaughter some goats or sheep and sell the meat and hides. 

I've often thought that the skill of Peacemaking would be useful in these troubled 
lands, but I haven't found an instrument yet. I will someday. 



Tbie.J= 
( tealing, Snooping, Lockpicfling) 

Little Millet 

Q: Wbl!J t:>ft:> l!JOD Become a Tbfe.J=? 
I had some big friends that liked to go adventuring, and they asked me to go 
along to help out with some of the stuff that brute strength can't handle. I started 
when I was quite young, and it was a while before I realized that "Thief" has a lot 
of negative connotations. Everybody always seemed pretty glad to have me come 
along. They trusted me, and I think that was why I was pretty popular. 

I'm not really big into picking pockets and breaking into people's houses, 
although I've done a lot of work breaking into guildhalls. Mostly I just concen
trate on opening chests down in the dungeons, and going through the clothes of 
the recently departed. 

Q: WbeRe f s a Goon place t:o st:aRt:? 
I started in Trinsic, which is good because of all the adventurers that go there. 
Britain is also a popular place to join a group. If you're more interested in the 
"involuntary liberation" of cash and goods, Magincia has a fairly rich populace. 
Still, until you're really good, don't pick pockets in the city. The guards really keep 
their eyes open for that kind of thing. 

Q: Wbat: at:>vfce woaln l!JOD Gfve Novice 
Tbteves? 
If they get caught red-handed, they'll be killed. Tf they get caught stealing in a 
house, and a lot of things have alarms on them, they'll be killed. It's a hard life, 
and a tough one to get good at. 

Of course, if they've got a significant stash and a good friend, they can buy a 
house and practice indoors without fear of the guards. But then, who among us 
has that kind of bankroll? 

Worst comes to worst, they can always try to tide themselves over by catching a 
rabbit .. .. 



TiokeR 
(Tinkering, Item Identification, Lockpicking) 

Elas, Tinker and Wanderer 

Q: Wb(Y nrn (YOO Become a TiokeR? 
Strangely enough, it was because l wanted to join an adventurer band. It's actually 

a good trade to have, because you have a natural indination toward picking locks, 

but are more trustworthy than a thief. Tinkers also make tools which are good for 
selling in different towns, and it's always best to travel with some big thugs with 

swords when you go from place to place. 

Q: WbeRe fs a Goon place t:o st:aRt? 
Magincia and Jhelom are good places, because they both have Tinker shops. You 

can head over to the shop and watch what happens, and then put your hand to 

making some bits on your own. 

Q: Wbat: anofce wooln (YOO Gioe Novice 
TfokeRs? 
Well, now, if you want to make a fortune, it would be best to go to a seafaring 

town and sell sextants and other such useful implements. Also you could make 
carpentry tools to sell for cut rates to carpenters. 

A bit of a steadier job would be to go adventuring, and polish up your Lock

picking ability. 

The real goal for a professional Tinker, however, is to go to Minoc. It has the best 
Tinker shop, and it's where all the notable Tinkers go to earn their reputation. 



(Arms Lore, Cartography, Item Identification) 

Mikal Serity, Professional Peddler 

Q: Wb;y n1n ;yoa Become a TRaneR? 
Frankly, my first interest is really Cartography, but so few people understand a 

love of pure science. So I carry things from hither to yon, but most of my time 

and energy goes into creating maps of interesting areas, and selling them to hope
ful adventurers. 

I knew it was a dangerous trade, so I often find others who wish to travel with me 

for the promise of a map or two. They usually even provide the wherewithal for 
me to purchase blank maps, and I tend to make them a large-scale map, a medi
um scale one or three, and then a more detailed map of any one or two particular 
areas that interest them. I get what I want, they get what they want, everyone is 

happy. 

Q: WbeRe Is a Goon place t:o st:aRt:? 
Britain is a marvelous place to begin the trading life It has lots of people, shops 
to purchase everything you'll ever need, and no monsters to threaten a fledgling 
Trader, should he tum down the wrong alley. 

Q: What: anvfce woaLn ;yoa Give Novice 
TRaneRs? 
It wouldn't hurt to assess people's equipment, to get some early money flowing 
in . A good place for this is near the blacksmith's shop, since this is where adven

turers tend to gravitate, especially after they come in from the dungeons. 

A Trader is not an attractive member for a band of adventurers, which is too bad 
since maps tend to mean more to people who want to go to a certain place, rather 
than the people who are already there. Many people won't care for the opinion of 

an assessor, since they can just ask how much a shopkeeper will pay, and judge its 
worth according to the amount offered. 

Moongates are a good way of getting to distant places, but you'll have to find 
some people who are interested in traveling with you, as a Trader is as good as 
unarmed in the woods. 

It's a difficult life. 



War.ir.iioR 
(Anns Lore, Parrying, Tactics) 

Demuel Longarm 

Q.: Wb;y nrn ;yoa Become a WaRRioR? 

Skills 

I got to thinkin', what it was in life that was important. I mean, my father, he's a 

good man and all, but he spent all his time in the pasture. He was a shepherd, 
you see. He didn't want much but to spend a life in peace, keeping his sheep safe, 
and his family fed and healthy. He didn't aspire to much fame or success. That 
was his way of saying he loved us - r see that now. But that's a difficult concept 
for a young lad to understand. I wanted him to give us money; I guess all kids do. 

So I became a fighter. You can be more independent, don't have to deal much 
with people if you don't want to. You can get bags of gold, go on lots of adven
tures, and have a fighting chance at killing anyone who annoys you. That's why I 
became a Warrior. 

Q: WbeRe ts a Goon place t:o s'CaRt:? 
I got my start in Vesper, and I recommend it. It's got a good inn, called the 
lronwood Inn, that's on the edge of a wilderness, so you can get up in the morn
ing, go out into the woods and kill a couple of creatures, then make it back in 
time to sell the stuff at the market before lunch. There's a lot of monsters nearby, 
not to mention the cemetery. Always nasties crawling out of cemeteries. Good 
practice. Also, there's a dungeon nearby, once you get good. 

Q: Wbat: anvfce woaln ;yoa Gfoe Novice 
WaRRfoRs? 
Don't underestimate Tactics. Tactics is what actually keeps you alive. 

If you want to make money, go out and start hunting small things, as soon as pos
sible: deer and whatnot. Get the hide and meat and sell it at the market. Once 
you get a bit of practice with the sword, hire yourself out as a guard. 

It's not the most interesting thing to be, right at the very start. In the long run, 
however, it's the most exciting job in the world. 

Your ultimate goal, of course, is to make it to the bottom of a dungeon. That's 
where the good stuff is. 
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SKILLS 
Alcbern~ 
Skill 90%, Intelligence 5%, Dexterity 5% 

Hendrika Crowbright - "Alchemy is the fountainhead of all other arts." 

S-tant>aRt> Eqafprnent: 
1 mortar & pestle 
4 empty vials 
4 random reagents 
1 red robe 

Me-tbot> o+: cReat:fnG potions 
Use the mortar and pestle on a reagent. Select the intensity of potion you want to 
create from the list that is displayed. 

Cornrnon Cornplernent:aR(Y Skills 
Resisting Spells : Automatic 

Taste Identification: Select the Taste Identification skill, then target an item (food, 
drink or potion). 

Best: Income 
Selling potions, particularly health potions, to adventurers. 

Identifying poisonous food/drink picked up in dungeons. 

Best: Towns 
Britain, Moonglow 

Potion Reagent Color For more details, see Potions, p. 276. 

Agility Blood Moss Blue 

Nightsight Garlic Black 

Explosion Sulphurous Ash Purple 

Healing Ginseng Yellow 

Poison Nightshade Green 

Refresh Block Pearl Red 

Cure Spider Silk Orange 

Strength Mandrake White 
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Anat:omJI 
Skill 100% 

Vimnock Rickers, Anatomist 

SkrLLs 6 
·' 

It's, ah, the muscles, you see, and determining the tensile strength. Tensile is 
quickness, only sometimes it's strong. Depends on where it attaches, you see ... . 

St:aonaRU Eqafpment: 
1 yellow robe 

3 bandages 

Met:bon o.i: Det:eRmf of oG Sornet:bf oG's 
Pb(Ysfcal CapaBflft:fes 
Select the Anatomy skill, then target a person or creat_ure. 

Best: Use 
Necessary for full development of the Healing skill (see Healing, p. lll ) . 
Otheiwise, this should only be used as a secondary skill. Use it to judge the dan

ger in tackling an opponent, whether animal, monster or human . 

Best: Towos 
Enemy infested woodland 

Target's Attribute Strength Dexterity 
----

1-10 rather feeble very clumsy 

11-20 somewhat weak somewhat uncoordinated 

21-30 to be of normal strength moderately dexterous 

31-40 somewhat strong somewhat agile 

41-50 very strong very agile 

51-60 extremely strong extremely agile 

61-70 extraordinarily strong ex1Toordinorily agile 

71-80 s1Tong as on ox moves like quicksilver 

81-90 one of the strongest one of the fastest people 
people you have ever seen you hove ever seen 

90+ superhumanly strong superhumanly agile 



Anfrnal LoRe 
Skill 100% 

Catarine De Calb, Animal Behaviorist 

It is not so hard determining the thought and action patterns for creatures. I've 
done it all my life. You have to respect them. You have to respect their needs, and 
drives, and the environment in which they choose to live. Then you make your 
mind a blank, and let yourself melt ... merge ... mingle with the Trueness ... the 

Realness ... which is the creature. You ignore the itchy parts and concentrate on 
the deeper nature, that which makes a deer a deer ... a wolf a wolf ... an eagle an 
eagle. You go deeper, and as you fall, you rise higher. Past the trees .. . the hills ... 
the clouds. One deer is all deer ... one wolf all wolves ... one eagle all eagles. You 
wrap yourself in the fur and feathers and you search out the hungers ... the fears 
... the longings. You become all ... the grass and the trees ... the small flowers 
and the mountains. Then you take all that Truth and you hold it out in front of 
you. You see the lacework pattern of their souls, all interwoven. You take that lace 
and you carefully, carefully fold it over and over until it is a small packet you can 
hold in your hand. And then you open your eyes, and you understand. 

Of course, I'll admit it's much easier if you can get a trace of their aura pattern 
first. 

StaonaRn Eqatprneot: 
1 green robe 

1 practice shepherd's crook 

Met:bon o.i: OiofofoG CReat:ar:ie Resoar:ice 
lo.t=oRrnat:foo 
Select Animal Lore skill and target animal or monster. 

Best: Use 
This is best used as a temporary skill, until you feel confident about what makes 
animals act as they do. It is also a good secondary skill to Animal Taming - you 
can use it to judge a pet's current loyalty. 

Best: Towns 
Creature-inhabited woodland 



Anfrnal TarninG 
Skill 80%, Strength 14%, Intelligence 4%, Dexterity 2% 

Tagyerd Beastmaster 

Yer gotta have their attention, first off. 

Then yer gotta keep it. 

Then yer gotta feed 'em. 

Then they gotta know that they's allus got yer eye on 'em. 

Then they stay good. 

St:ar::tt>ar:in Eqafpment; 
1 practice shepherd's crook 

Met:bon o.J= TamfnG an Animal 
Select the skill and target the animal, then stay near the animal for about 10 

seconds. 

Common Complement:aR(}' Skills 
Animal Lore: Select the skill, and target the animal. 

Veterinary: Use bandage on animal. 

Best; Income 
Selling trained animals to people as guards. 

Having your trained animals attack other animals, and selling the proceeds. 

Best: Town 
Yew 

:T 
Skills 0 



Ar.icbeR~ 
(See also Bowyer, p. 83.) 

Sl<lll 90%, Strength 5.5%, Dexterity 4.5% 

Ariella Featherleaf, Archer 

Swinging swords and such is all very well if you want to look well-bred and dash
ing. But if you're rather more interested in staying alive in the wilderness, then 
look to a good solid bow. 

St:annaR:n Eqatprnent: 
1 practice bow 

25 arrows 

Met:bon o+: UsfnG ARcbeR<Y Skill 
Automatic with use of bow or crossbow. Moving reduces your chance to hit. 
Standing still for a few seconds improves your chance to hit. 

Cornrnon Cornplernent:aR<Y Skills 
Bowcraft/Fletching: Use feather on shaft for arrow, use edged weapon on wood for 
shaft or bow. 

Lumberjacking: Use axe on tree to obtain wood for Bowcraft/Fletching. 

Tactics: Automatic 

Best: Income 
Meat and hides from hunted creatures. 

Archery is best if you are going to be part of a team. It gives you ability with a 
good ranged weapon. 

Best: Towns 
Britain has a good Bowyer's shop that you can use, and it's a great place for team

ing up with adventurers. 

Vesper is also good for its nearby woods. 
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ARrns LoRe 
Skill 100% 

Tikyr the Trader 

I wouldn't want to earn my bread with it, but it puts butter on the table. 

St:annarin Eqafpment: 
1 random practice weapon 

Met:bon o.J: Det:erimfnfnG Arimoari Qaalft:J' 
ori Weapon DamaGe 
Select skiU, then target armour or weapon. 

Common Complement:ORJ' Skills 
Cartography: Select the skill, target a map, then choose the scale. 

Item Identification: Select the skill, then target the object. 

Tactics: Automatic 

Parrying: Automatic 

Best: Income 
Determining the quality of "confiscated" weapons and armour. 

Best: Towns 
Britain, or city with a large population of adventurers 

Result Annor Ratings Result Average Weapon °!!!!,rage ----
Offers no Defense against attackers 0 Might scratch your opponent slighriy 0-2 
Provides almost no protection 1-5 Would do minimal damage 3-5 

Provides very litrie protection 6-10 Would do some damage 6-10 

Offers some protection against blows 11-15 Would probably hurt your opponent a fair amount 11-15 
Serves as a sturdy protection 16-20 Would inflict quite a lot of damage and pain 16-20 

Is a superior defense against attack 21-25 Would be a superior weapon 21-25 

Offers excellent protection 26-30 Would be extraordinarily deadly 26+ 
Is superbly crafted to provide maximum protection 31 + 

Skills 



BeGGioG 
Skill 100% 

Crazy Arliss 

1 prefer to call myself an arbitrary entrepreneur. I think of it as a kind of grassroots 
economic redistribution, good for the souls of others and for the financial health 

of the city at large. Originally I was going to save up and buy a boat, you know, be 
a ferryman for all these noble heroes rushing off to save the world, but then I 

thought, "what good am I if I don't put the money back in circulation?" No better 

than these rich folk who are barely generous enough to give me a bit of the over

age. So I stopped setting the money aside. 

Back in the lean years, I stayed in one place and let the business come to me. That 

had its good points. I could sit and contemplate my deep thoughts. Ponder on the 
finer things in life. Think about dinner. But then I got my limp perfected, and I'm 
more of a hither-and-yon type these days. More money, but more work too. 

Doesn't it always work out that way? 

S-tannaRn Eqafpment: 
1 practice gnarled staff 

Met:bon o.J: BeGGfnG 
Select skill from list, target NPC. 

Common Complement:OR(Y Skills 
Enticement: Select skill, target person or creature. 

Musicianship: Select instrument. 

Snooping: Double-left-click on someone's backpack. 

tealing: elect an item in a backpack you've Snooped. 

Best: Income 
The generosity of non-player characters. 

Best: Towns 
Any populated place 



BLacksrnftbJ! 
Skill 90%, Strength 10% 

Smiths' adage: One fire, one hammer. 

St:annaRtJ Eqafprnent: 
1 random smithy tool 

1 brown apron 

Met:bon o.i: CReat:fnG a New lt:ern 

7 

Sktlls 0 
,I 

Double-dick on smith's hammer or tongs while near forge or anvil. A window 
displays the types of armor and weapons you can make (based on your skill and 
your supply of metal ingots). 

You must have at least Skill 75 to make the highest valued iternSi your skill must 
be much better than the minimum required (for any particular item) to make that 
item of high quality. 

See the list of possible items you can make, and their cost (in metal ingots) on 
page 146. 

Met:bon o.i: RepafRfnG Eqatpment: 
Select Repair (the anvil icon), then select item to be repaired. 

Cornman CornpLernent:aR&' Skills 
Parrying: Automatic (must have a shield equipped) 

Arms Lore: Use skill on armour/weapons. 

Mining: Use pick or shovel on mountainside or cave wall. 

Best: Income 
Making weapons and armour for adventurers. 

Best: Towns 
Minoc 
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BowcRa.i:t:/FLet:cbioG 
Skill 80%, Strength 10%, Dexterity 10% 

Bowyer's Saying: Bad work kills business before aught else. 

St:annaRn Eqafprnent: 
makings for 2 bows 

shafts & feathers 

Met:bon o.J= CReat:fnG a New lt:ern 

Use On To Produce 

Shaft Feather Arrow 

Feather Shaft Arrow 

Feather Shaft Crossbow bolt 

Edged Item Wood Shaft for arrow or bolt, bow, 
crossbow, heavy crossbow 

Your skill must be at least 20 to create a crossbow; if must be at least 
50 to create a hea crossbow. 

See the list of item material costs on page 146. 

Cornrnon Cornplernent:aR(Y Skills 
Lumbe1jacking: Use axe on wood. 

Archery: Automatic 

Best: Income 
Hunti ng 

Make bows and arrows fo r others 

Best: Towns 
Britain 

Vesper 



CarnpfnG 
Skill 50%, Strength 20%, Intelligence 15%, Dexterity 15% 

Luther, Tradesmaster 

I would not say that I am an expert camper. Not at all, not at all. By profession I 
am a Trader, but I specialize in maps, and travel the realm making maps of the 
dangerous and unlrnown comers. Now, don't think that I recommend sleeping 

under an open sky! Not a bit of it! But there are times when passage is delayed, 
illness or injury strikes, or the way is harder than predicted. 

Yes, yes, I make maps, but that doesn't mean I lrnow where the Ettin tribes are 
active! 

There are things in the darlrness that follow and wait. I don't mean the dark of 
night, I mean the deep purple shadows that grow in the deep woods. The dappled 
brights and darks of the leafy tree branches hold invisible eyes. They lrnow when 
you'll be weak and defenseless. Sleep will make you easy prey, just like a babe in 
the woods. 

Guards are good. That's what they're paid for, 1 lrnow, I know. And yes, animals, 
are a help. Nevertheless, gjve me a good campfire anytime. 

St:aonaRn Eqafprneot: 
5 kindling 

1 bedroll 

Met:bon of: SettfoG Up Carnp 
Double-left-click on kindling to start a fire. 

Not:e 
You can have an instant logout in the vicinity of a fire, but there is a certain prepa
ration time associated with starting the fire. To logout, be near the fire and use 
your bedroll. Campfires don't last forever, though, and will flicker a bit before 
going out. Be sure you've logged out before this happens. 



CaRpeo-CR'(I 
Skill 75%, Strength 20%, Dexterity 5% 

Gray Veedo, cabinetmaker 

I do it because I love the smell of wood, I love the feel of the tools. r like seeing 
my finished projects and knowing "that was done right." It makes a house some
thing more than a box with people in it, and it gives friends a warm, welcoming 
place to gather. 

S-taonaRn Eqafprneot: 
1 random carpentry tool 

10 boards 

1 brown apron 

Met:bon o.i: CReat:foG lt:erns 
Double-dick on any carpenter's tool. A window displays the items you can make 
(based on your skill and your supply of wood). See the list of items costs on page 

146. 

Cornrnoo Cornplerneot:aR(Y Skills 
Lumberjacking: Use hatchet or axe on source wood. 

Best: locorne 
Making furniture for people with houses. Chests are popular. 

Best: Towns 
Any populated city 

CaRpeot:R(Y t:ools 
Dovetail Saw Draw 
Jointing Plane (and nails) 
Smoothing Plane 

Froe 
lnshave 
Scarp 

You can make the following items: 

Hammer 
Moulding Plane Saw 

Armoire Bookcase Box (wooden) Chair 
Stool 

Chest (wooden) 
Crate Shelf Small Crate Throne Table 

Woo<;len hield 



Cau.t:oGu.apb(Y 
Skill 85%, Intelligence 7.5%, Dexterity 7.5% 

Terrence Mapmaker 

Skills 

f've been a cartographer ... that's a mapmaker, you know ... for about two years 
now. Before that I was a kind of mercenary Healer, I guess you'd call it. I would go 
with bands of adventurers all over the world, finding dungeons and seeing how 
far down we could get before someone got so hurt J couldn't bring them back. 
Then we'd meet at the closest shrine, and go back home. I discovered l had a real
ly good sense of direction, and would always know the way, and how far away 
things were. I drew some maps for fun, and got pretty good at it. 

And the funny thing was, it got to where I just liked the traveling, seeing new 
places and new people. I still enjoy healing people, but it got to be ... I don't 
know a good word ... upsetting? ... to get to know people, get to be friends, and 
then watch somebody come and slit them open. It got to where I didn't like that 
at all. So now I just go and make maps. There isn't as much prestige, but I can 
usually find people who will let me travel with them, and that's all I really want. 

St:annaRn Eqafpment: 
4 blank maps 

1 sextant 

Met:bon o.J= MakfnG a Map 
Select the skilJ and target a blank map. Choose the scale. Your location will be the 
center of the map. 

Common CompLement:aR(Y Skills 
Item Identification: Select the skill, target the item. 

Arms Lore: Select the skill, target the armour/weapon. 

Best: Income 
Making maps for adventurers. 

Selling maps of popular areas (such as dungeons) to adventurers. 

A map is needed to set course on a ship. 

Best: Towns 
Britain, or any place with an active adventurer population. 



CookfoG 
Skill 50%, Intelligence 30%, Dexterity 20% 

Tarak, Chief Cook 

"Raw food is animal food." 

St:annaRn Eqatpment: 
3 raw food items 1 sack of flour 
1 pitcher of water 2 kindling 

Met:bon o.J= PRepaRinG Foon 
Use an ingredient (or an oven) on an ingredient. 

Best: Income 
SeJling food to people whose health is diminished. 

Best: Towns 
Cities with a large adventurer population 

Places where battles are common 

Not:es 
Cooked food has more food value than raw food. 

Campfires and forges also serve as ovens. 

Use an edged item on a fish, and you'll get several fish steaks. 

Using a finished product means you'll eat it on the spot! 

en 
Cl) Use On To Produce 
0.. water flour dough -u flour water dough Cl) 
~ oven dough bread 

Cl) honey dough sweet dough 
-I dough honey sweet dough 
0.. e ft our sweet dough cake mix 

oven coke mix coke 
0 oven sweet dough muffins en 
8 

sweet dough honey cookie mix 
oven cookie mix cookies 

Cl) dough fruit fruit pie u.. 

< 
dough meat meat pie 
dough vegetable vegetable pie 



DeLectfnG Hinnen 
Skill 100% 

Manetta, Swordsfighter 

I'm pretty good at finding villains that hide in dark comers. lt's not what I would 
call the most important skill I have, not like Tactics or Healing, but it's something I 
do well. 

I got a lot of practice early on when I was looking for my ex-husband. He wasn't 
my ex-husband at the time ... that was the whole point of looking for him. 
There's more than one way to end a relationship, if you know what I mean. That 
little weasel could hide in a drainpipe, and I got to be really good at recognizing 
when a shadow was a little too dark, or too wide, or too shadowy. 

It comes in handy, but it isn't something that you can do all the time. You start 
looking in all the comers, and you'Jl bump into what's right in front of you. It's 
usually when you know there's someone you want to stick a knife into, and just 
can't put your hands on him right off. I hate it when that happens. 

St:annaRn Eqafpment: 
1 black cloak 

Met:bon o+: ReoeaLfnG HfneRs 
Select the skill, and target an area. Any hiders in that area will be revealed to all 
people nearby. 

Best: Income 
Best if used as a secondary skill. 

Best: Towns 
Areas with thieves 



Eot:fcerneot: 
Skill 95%, Intelligence 2.5%, Dexterity 2.5% 

Meredette, Wandering Bard 

It's a silly little skill, and not a lot of people have it to any great extent. It's more 

like a parlor trick. Frankly I think it was designed to lure people closer to your tips 
cup, but I've never seen it work. 

I started enticing people out of a purely egotistical notion that if I were going to 

be worth my salt as a Bard, I would need to have expertise in all the Bardic skills. I 
practiced how to walk the walk, talk the talk, and sing every last sappy song about 

lost love. So I would try my hand at enticing the natives every evening. Then it 

turned into a game, really. I promised myself I would buy drinks for the house if I 

ever found a man with blond hair and purple eyes. Like I said, it's a silly skill, but 

somebody's got to do it! 

St:annar.zn Eqalpment: 
1 random musical instrument 

Met:bon o.J= Lar.zfnG Someone CLoser.z 
Select the skill, then target the NPC or creature. 

(You must have a musical instrument.) 

Best: Income 
Hunting 

Luring creatures closer to adventure group. 

Best: Towns 
Woodland 

Not:es 
Your target wiU try to find the best way to approach you, not necessarily a direct 

line. 

City guards cannot be Enticed. 
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EoalaatJnG lnt:ellect: 
Skill 100% 

Troth, Evaluator 

I'd try to explain, but you'd not understand . 

Stannar:in Eqatpment: 
None 

Met:bon o.i: EvaLaat:fnG lnt:eLLect 
Select the skiJJ, then target a person or creature. 

Best: Income 
Best if used as a secondary skill . 

Best: Towns 
Areas with monsters 

Intelligence Comment 

1-9 sligh~y less intelligent than a rock 

lQ-19 fairly stupid 

20-29 not the brightest 

30-39 about overage 

40-49 moderately intelligent 

50-59 very intelligent 

60-69 extremely intelligent 

70-79 extraordinarily intelligent 

80-89 like a formidable intellect, well beyond even the extraordinary 

90-99 like a definite genius 

100+ superhumanly intelligent in a manner you cannot comprehend 

Sktlls 



FencinG 
Skill 90%, Strength 5%, Dexterity 5% 

Astan, Ex-Fencer 

Well, yeah, I was a fencer when I started the whole fighting thing. It seemed like a 
cool thing, very swash, very buckle. Tights and tunic, little mustache, curly hair. 
Jump on tables. I fenced using a chair once and the other guy took the chair and 
broke my jaw with it. 

Let me explain something about fencing. It's all about taking a long piece of 
metal and poking holes in people with it. Little holes. And if the other guy's wear
ing armour, that's too bad for you, isn't it? And if he's got a longer sword, that's 
too bad. And if he gets in past the point of your blade, that's too bad. And what if 
he's some tough bruiser who doesn't care if he's got little holes in him? What if 
he's a fast little rat who whips around behind you? lf you're lucky, you get your 
jaw broken. 

So now I make exploding potions. Very swish, very boom. I recommend them. 

St:annaRn Eqafprnent: 
1 practice spear 

Met:bon o.i: FfGbt:fnG 
Put the weapon in your hand and enter War mode, then double-left-click on 
opponent. 

Best: Income 
Fighting creatures 

Exploring dungeons 

Best: Towns 
Definitely not in a town! 

Anywhere outside the city walls 



FisbioG 
Skill 100% 

Goodman Dunnet 

I started fishing because 1 thought it would be a quick and easy way to make 
some money. 1 didn't have many skills back then. I figured I could always get 
enough to feed myself. Well, I went hungry the first few days, but I stuck it out. 
And then one day I understood the whole point. 

The goaJ is not to catch a fish . It's to fish. 

z 
Skills 0 

You stand on the bank of a river, or at the quiet edge of a bridge, and you look 
out at the water. You can feel your thoughts slow down, become all polished and 
smooth like a pebble. The best way I can describe it is that you begin to watch 
yourself think A thought flows up, unwinds, and floats down. 

And then you have a nice dinner, sell the rest of your catch, and wait until the 
next chance you can get away and watch the water flow past. 

S-taonaRn Eqafprneot: 
1 fishing pole 

1 brown floppy hat 

Met:bon of: Ff sbfoG 
Use fishing pole on water. 

Best: locorne 
Selling fish in town. 

Selling fish to injured parties. 

Not:e 
Use string on stick to make fishing pole. 



FoRensfc Evalaaaon 
Skill 100% 

Midrah, Professional Examiner 

Some people tell me, as if they expected to be telling a man how his very own 
profession is accomplished, that there is an "underground" magic that allows me 
to divine the individual attacker of any corpse I encounter. 

This is not so. There is nothing occult about my announcements. They are based 
on facts, which is something of which these "informed" people have no acquain
tance. A pox on them. 

I know things. I know about the imprint of shoes, the angle of the sun, the leaf 
overturned in the woods and of small hairs caught on nails. The victims scratch 
furrows in their attackers' flesh, and leave remnants under their nails. Their retinas 

retain the dying image. The lines on their hands mark their ki ller by name. I am 
able to acquire all these facts and weave them into an answer. It is mere logic. 

Okay, okay, so 1 use magic when I'm stumped. If I admitted it, they'd make me 
join a guild. 

St:ar:.lt.>aRn Eqafp rnent: 
Nothing 

M et:bon o.J= Exarnfn fnG a CoRpse 
Select skill, then target corpse. 

Cornman CornpLernent:aR(Y Ski lls 
Ttacking: Select skill, pick target. 

H ealing: Use bandage on person. 

Best: Income 
Helping find the killer of a guildmember. 

Finding a murderering thief, killing him (with or without help), taking his loot 
and collecting the bounty. 



HealioG 
Skill 80%, Strength 6%, Intelligence 8%, Dexterity 6% 

The Healer's miracle: "clean bandages, wholesome food" 

St:ant:>aRt:> Eqafpment: 
5 bandages 

1 pair of scissors 

Met:bon o.J: bea LinG 
Use bandage on person. 

Common Complement:aR(Y Skills 
Anatomy: Select skill, target person. 

Forensic Evaluation: Select skill, target person. 

Tracking: Select skill, pick target. 

Best: Income 
Healing fighters, either as a business or as part of a group. 

Best: Towns 
Britain 

Trinsic 

Any city populated with adventurers 

Not:es 
The amount of healing done is commensurate with the skill. 

Make bandages by using scissors on cloth. 

if both Healing and Anatomy are at 60, the healer will be able to cure poisons. 

J 
Skills 0 

If both Healing and Anatomy are at 80, the healer will be able to resurrect ghosts. 



HeRnfoG 
Skill 75%, Strength 16%, Intelligence 3%, Dexterity 6% 

Mayderry Two-River 

"A sheep has more wool than it needs, and thus placidly teaches more of sharing 
than ever a human might learn." 

St:aonaRn Eqafprneot: 
1 practice shepherd's crook 

Met:bon 0-1= HeRnfoG Aofrnals 
Select your shepherd's crook, then target the animal. 

Cornrnoo CornpLerneot:aR(Y Skills 
Animal Lore: Select skill, target creature. 

Veterina1}': Use bandage on creature. 

Musicianship: Automatic 

Peacemaking: Select skill, target creature. 

Best: I ocorne 
Meat and hides 

Veterinarian work 

Best: Tawas 
Britain 

Not:e 
This is a difficult profession, with few rewards. 



Skrlls 

HininG 
Skill 100% 

Zilred, profession undefined 

Yes. Um, yes. Wait a sec ... okay, now let me tell you something. Hiding is not a 
profession, okay? It's a professional flourish . It's style. It's like long robes on a 
Mage. Like the apron on a mith. Very panache. 

Anybody can go up and stab someone in the back. If nobody's around to see you 
do it, you think "good job, " right? But if the victim just keels over on a busy 

street, now that's a class act. 

But it's not just killing, you know. Wait! Shhhh ... ! 

It's not just killing. It's being where no one thinks you can be. It's knowing things 
no one else knows. Brute strength is easy, but subtlety is a real trick. Sub-tie. 
Staying alone in a crowd. Being wise when everyone else is foolish . Being deep as 

the ocean, as deep as death . 

Being a shadow at noon, at dusk, at midnight. 

Shhhhhhhhhhhhh ... 

St:annar:in Eqafprnent: 
1 black cloak 

Met:bon o.i: Hft:>fnG 
Select the skill, the rest is automatic. 

Best: Income 
Not being killed and having all your money taken. 

Eavesdropping on guilds for information to sell to other guilds. 

Best: Towns 
Any town witl1 dangerous people 



loscr.iipt:ioo 
Skill 90%, Intelligence 8%, Dexterity 2% 

Tad the Limner 

The art of making scrolls for a Mage is similar to the art of kneading for a Baker. 
It's an essential. Get it wrong and nothing good will come of it. 

I've made a study of scrollwork, although this is not likely to impress anyone but 
the most devoted of scholars. Every Mage's style is different, either in lettering or 
in materials. I can safely say that the more skilled Mages have the more esoteric 
scrolls. The success of a scroll does not seem to reside in the penmanship or the 
quality of ink. Blood, although popular to certain people, carries no more power 
or assurance than berry juice. 

It seems, instead, to be that the act of writing a scroll is a sort of magic in itself. 
Writing the scroll is casting the spell and binding it at the same time. 

That is the source of my academic pursuit. Where, exactly, is the magic stored? 
How is the power quelled into submission, by the mundane act of touching ink 
to paper? It is a humble pursuit, but one which promises great power in the con
clusion. Perhaps I will find another Method of spellcasting! We shall see. 

S-tannaRn Eqaiprnent: 
2 blank scrolls 

1 small blank book (to take notes) 

Met:bon o.i: lnscRfBioG Text 
Select skill, select a spell from the list, target a blank scroll. (The list includes all 
spells that you can cast and for which you have sufficient reagents. Reagents are 
expended when Inscribing the scroll.) 

To copy a spell from a scroll onto a spellbook, drag the scroll onto the book. 
Inscription is not necessary to do this. 

Cornrnon CornpLernent:aR(Y Skills 
Magery: Cast a spell 

Resisting Spells: Automatic 

Best: Income 
Best if used as a secondary income. 



lt:ern lneot:if:icauoo 
Skill 100% 

Drue the Daring 

Skills 

1 think that every craftsman should have skill in Item Identification. Traders and 
any other merchant types who go out on their own, especially. When you're far 
from a town as fine and busy as Britain, you get to miss the little amenities, and 

everybody ought to do their share. 

Now me, I'd like to know if the plate armour I'd just picked up in a dungeon is 
worth my taking off my leather jerkin, or if it's going to come to pieces in the first 
battle. I've heard tales of fighters who finally got a sword they thought would be 
worthy of their deeds, only to see it bend like a willow the first time it parried an 
axeblade. That's not the kind of story you tell from first hand experience, if you 
know what I mean. I'd pay good gold to know if I could trust my gear! 

St:annaRn Eqafprnent: 
1 practice gnarled staff 

Met:bon o.J: lnent:f.J:(YfnG an Osaect 
Select skill, then target item. 

Best: Income 
Usually best if used as a secondary skill, but there are scattered opportunities to 
make a living identifying magic items. 

Best: Towns 
Towns near dungeons. 

Not:es 
Depending on the ability of the user, the evaluation might be off by up to 50% 
or so. 



LockpickioG 
Skill 75%, Dexterity 25% 

Trenton the Tinker 

It's no simple thing, picking a lock. It looks it, but it ain't. If a fellow was to take a 
lockpick and just poke it around in a lock, why, the first good twist and it would 
snap like a twig. And then you've done all bad and no good. A broke pick, and 

now a broke lock. 

I'll give you the clue. To unlock a lock, you've got to build a lock. It's the pins, you 
see. You can't move the little pins around like you was stirrin' a pot. You've got to 
get them all in a line and marching in order. A Tinker like me, we've seen a lock 
from the inside, and know how they work. A Thief, he knows how it works too, 
only it's from practice and poking and playing. He gets to know how the pins 
work from spending the kind of time with them that gives him more than just a 
casual knowledge. It's a thing no lazy Thief can master .. . nor a stupid one, 
neither. 

St:annaRn Eqafpment: 
5 lockpicks 

Met:bon o.i: PickfnG a Lock 
Use a lockpick, then target a locked object. 

Common CompLement:ar:i31 SktLLs 
Stealing: Drag item from other person's backpack into yours. 

Snooping: Select skill, target backpack. 

Tinkering: Use Tinkers' tools on items. 

Item Identification: Select skill, target item. 

Best: Income 
Opening locked chests in dungeons. 

Best: Towns 
Danger~ms in town, could be caught stealing. 

Best out of town. 



?" 

LarnBeRaackfoG 
Sk!Lls <:> 

Skill 80%, Strength 20% 

Aelfwine 

1 have betimes been accused by ignorant city folk of "cutting down" trees for their 
wood. Even if such a thing were possible, it would be a disgraceful act. The func
tion of the lumberjack is to harvest the bounty of the wood, not to destroy it I 

gather useable wood from living trees (taking care always to do no harm) . 

St:annaRn Eqalpment: 
I practice hatchet 

M et:bon o.i: LarnBeRaackfnG 
Use hatchet or axe on source of wood . 

Common CornpLement:aR(Y Skills 
Bowcraft/Fletching: Select skill, target wood . 

Carpentry: Select skill, target wood. 

Best: Inc ome 
Reduce overhead on other craft skills. 

Sell kindling to provisioners. 

Best: Towns 
Britain 

Vesper 



Mace Ff Gbt:foG 
Skill 90%, Strength 10% 

Jedd of Jhelom 

If you ask me, the only real man's weapon is the mace. Well, I suppose the axe is 
all right too, if you want to do things the easy way, but I don't hold with none of 
that mincing swordplay or cowardly archery - yeah, you heard me right, blade
boy, I said "mincing." You don't like it, come talk to me in the pit. Interested? 

Didn't think so. 

Anyway, nothing like the jar of a full forearm swing and the sound of a crunching 
skull to make you feel like a real Warrior. 

StaonaR:D Eqafprneot: 
1 practice mace 

Met:bon o.i: Mace FtGbt:foG 
Put the weapon in your hand and enter War mode, then double-left-dick on 
opponent. 

Cornrnoo Cornplerneot:aR&' Skills 
Parrying: Used automatically in combat when holding a shield. 

Tactics: Used automatically in combat. 

Best: locorne 
Adventuring 

Best: Towns 
Jhelom 

Trinsic 



MaGeR'J/ 
Skill 85%, Intelligence 15% 

Xedric, Master Mage 

"Magic is hard, and successful Mages are as rare as dragon teeth." 

St:annar<n Eqafpment: 
1 spell book 

reagents 

3 random First Circle scrolls 

Met:bon o.i: UsfnG MaGeRJ' 
Automatic whenever a spell is cast. 

Common CompLement:ar<(Y Skills 
Inscription: Select skill, target blank scroll, select spell from list. 

Resist Spells: Automatic 

Best: Income 
Create and sell scrolls. 

Adventuring 

Best: Towns 
Britain 

Moonglow 

Not:e 
See The Secrets of Magic (p. 24 7) for a full explanation of Magery and 
spellcasting. 

Skflls 



MioioG 
Skill 80%, Strength 20% 

Tobias of Minoc 

I don't know anybody who's just a miner, although I suppose you could make a 

living at it. Almost all the miners I know are really Blacksmiths, and almost all the 
Blacksmiths I know do their own mining, or at least can do their own mining if 
they need to. 

You have to know how to take care of yourself if you're going to mine for your-

elf, for the best ore deposits are found far beyond the city walls, and no guard 
will hear you if you cry out. The mining sites themselves are pretty safe, because 
the miners look out for one another, but brigands and thieves like to haunt the 

routes between the mines and the forges, preying on anyone who's foolish 
enough to travel alone. 

St:annaun Eqafpment: 
1 practice pickaxe 

1 shovel 

Met:bon o.i: MtnfnG 
Double-left-dick on pick or shovel, target mountainside or cave wall. 

Double-left-dick on ore, then target forge to produce ingots. 

Common Complement:au(Y Skills 
Blaclmnitlzy: Select skill, double-djck on raw material, select item to make. 

Tinflering: Select skill, double-click on raw material, select item to make. 

Best: Income 
Eliminate overhead for Blacl?Smithy. 

Sell ore to Smiths. 

Best: Towns 
Minoc 

Jhelom 



Masiciaosbip 
Skill 100% 

Rhianna Songbird 

Skills 0 
' 

"The proof of the Bard is in the playing." That's the simple truth of it. People look 
to Bards as a source of gossip, or as a sort oflesser Mage with the power to cause 
others mischief, but every true Bard knows that the real foundation of the thing is 

always firmly bound into the music. If you can't play the music, all else is simply 
delusion. People make much of the vaunted powers of the Bard, but in truth the 
power resides in the music. A single missed note, a briefly untuned string and all 
your efforts to sway the minds of others will go for naught. 

St:ar:tt>aRn Eqafpment: 
1 random musical instrument 

Met;bon o.J= MakfnG Masfc 
Select instrument. 

Common Complement:OR(Y Skills 
Enticement: Select skill, select instrument, target person or creature. 

Peacemaking: Select skill, select instrument, target person or creature. 

Provocation: Select skill, select instrument, target person or creature. 

Best: Income 
Adventuring as a Bard. 

Hunting with Enticement and Provocation. 

Best; Towns 
Britain 

Ocllo 



PaRRJliOG 
Skill 90%, Strength 7 .5%, Dexterity 2.5% 

Captain Emil d'Leon 

In its most precise definition, parrying is the act of turning an attacking weapon 

with one's own weapon. However, when the Arms Masters of Britannia speak of 
the art of Parrying, they are referring to the Warrior's techniques of evasion and 

defense with a shield, channeling blows to those locations where they can do no 
harm. I have lmown many foolish young Warriors who have channeled all their 

efforts into learning to inflict harm, and little into the more subtle techniques of 

defense. I know no old Warriors who pursue that philosophy. 

St:annar<n Eqafprnen"t 
1 wooden shield 

Me"tbon o.i: Par<r<JtfOG 
If holding a shield, checked automatically when attacked. 

Cornrnon Cornplernen"tar<31 Skills 
Tactics: Automatic 

All weapon skills: Automatic 

Bes"t lncorne 
Any combat-related activity. 

Bes"t Towns 
Trinsic 

Jhelom 



PeacernakinG 
Skill 100% 

Germyn Hightone 

Skills 

There are those who follow the Bardic calling (it shames me to confess it) who 
relish more the mischief they can do through Enticement or Provocation, than the 
good they can do through peacemaking. For though no magic is strong enough to 
change the human heart, it is often enough to simply cause those who contend 
against one another to stop a moment and consider the wisdom of their course. 

Those who scorn the gentle art of the peacemaker are foolish, furthermore, for 
they reject a means to great profit, for the master of this art may walk in peace 
where the mightiest of champions would be torn asunder, and may gather the 
bounty of such perilous regions with relative impunity. 

Sr:annaRn Eqafprnent: 
1 random musical instrument 

Met:bon o.i: PeacernakfnG 
Select skill, target individual or creature in combat. (You must have a musical 
instrument.) 

Cornrnon Cornplernent:aRcY Sktlls 
Musicianship: Select skill, target instrument. 

Provocation: Select skill, target one or more creatures or 
individuals. 

Best: Income 
Scavenging in hostile areas. 

Best: Towns 
Britain 

Trinsic 



PoisonioG 
Skill 80%, Intelligence 16%, Dexterity 4% 

Alonzo Quietus 

They say that the Poisoner's art lacks honor, but two great armored asses chopping 
each other to bits, that's honorable as anything can be. I say, if somebody needs 
to remove someone else, do it the quiet way, the dean way, my way. That's what I 
call honorable. 

Anyway, it's not as though the only use for poison is, er, the resolution of inter
personal disagreements. Can a simple farmer be expected to drive off a bear or a 
harpy or some similar monstrosity all on his own with his pitchfork? Of course 
not, but leave out some of my special meat, and such pests never bother honest 
folk no more. 

5Laonar<n Eqafprne o L 
2 poison potions 

MeLbon o.J: Pot so nfnG 
Select skilt select vial of poison, target food or drink. 

Select skill, select vial of poison, target weapon. It is then poisoned for a while. 

Cornrnon C o rnple rnenLOR(Y Skflls 
Alchemy: Select skill, target reagent, target bottle. 

Taste Identification: Select skill, target item. 

BesL lncorne 
Assassination 

Trapping 

BesL Towns 
Magincia 

Nujel'm 



Pr..iovocat:foo 
Skill 95%, Intelligence .5%, Dexterity 4.5% 

Benin, Apprentice Bard 

Skills 

You get taught that Provocation is wrong, you !mow, and something that no self
respecting musician would ever do. But I've got news for you ... Bards tend to 
travel, and it's a cruel mean world out there. You either keep up or get kicked 
aside. 

Really, just think about it. How often do you find money just lying in the road, 
free for taking? Never! If you need gold, the best way for me to get it is to trade 
something. Now my choices are: I could sell my lute, or try to beat a rabbit to 
death with it, or play a tune that would compel some passing stag to skewer a 
hare, and then sell the pelt. Only one road can I take, and still remain a musician, 
and that's the one I'll take, thank you very much . 

St:annar:in Eqafpment: 
1 random musical instrument 

Met:bon o.i: encoar<aGfnG ot:ber:is t:o .J=fGbt: 
Select skill, target NPC or creature. (You must have a musical instrument.) 

Common Complement:ar:i~ Skills 
Peacemaking: Select skill, target NPC or creature. 

Musicianship: Select instrument. 

Best: Income 
Adventuring as a Bard with a group. 

Selling hide and meat from animals provoked to kill each other. 

Best: Towns 
Britain, for its music hall (Provocation is better the more skilled your Musicianship) 

Buccaneer's Den, because it has no guards on patrol 

Not:e 
Provocation is illegal, and will be promptly punished within any city walls. 
Shopkeepers cannot be Provoked, and even trying to Provoke them will summon 
guards. 



Restst:foG Spells 
Skill 100% 

Master Runyon, Mage for Hire 

Resisting Spells is a standard precaution in my occupation. Tt takes a bit of time 

and attention to mature this skill, but 1 would no more be without it than a 

Warrior would enter battle bare of armor. 

It is a subtle sensation, when it takes effect. In fact, it feels most like a gentle 

spring breeze, brief and cool to the skin ... only instead of blowing across you, it 

feels as though it is blowing outward. Quite an innocuous feeling, actually. 

Of course, now that I am experienced in occult battles, I must say the sensation 

triggers the same immediate reaction as the sound of an arrow whizzing by my 

ear: a quick counterstrike. 

St:anna~:o Eqafprneot; 
Nothing 

Met;bon o.i: Resfst;ioG MaGfc 
Automatic. The more damage you are about to absorb, the higher your skill needs 

to be to avoid that damage. 

Cornrnoo CornpLerneot:aR(Y SktLLs 
Alchemy: Select skill, target reagent, target bottle. 

Taste Identification: Select skill, target item. 

Best; locorne 
Best if used as a secondary skill. 

Best: Towns 
Any place with hostile magical occupants 



SooopfoG 
Skill 75%, Dexterity 25% 

Arman DeAdder 

Sktlls 

Snooping! Snooping is what little old ladies do through their son's sock drawers! 

Perhaps you are referring to the honorable endeavor of gathering intelligence, 
hmmm? 

I would say it is a harmless and sometime necessary practice. The true masters 
claim to be able to identify all the contents in someone's pack by simply looking 

at it, although I doubt their veracity. l think instead they are so quick that no one 
sees them peek under the flap . It is a difficult thing to become thoroughly skilled 
in, and should not be practiced within the city walls. 

StannaRn Eqafpment: 
4 lockpicks 

Met:bon 0-1= PeekfnG fnt:o Someone's 
Backpack OR Cont:afneR 
Double-dick on someone, then double-dick on their backpack/container. 

Common Complement:aR(Y Skflls 
Stealing: Drag item from other person's backpack into your own. 

Lockpicking: Double-dick on lockpick, then target lock. 

Best: Income 
Best if used in conjunction with Stealing. 

Best: Towns 
Buccaneer's Den, because it has no guards. Very dangerous trying to Steal in a 
town with a vigilant guard. 



SpiRf"t Speak 
Skill 100% 

Zaharian the Healer 

Almost anyone can hear the speech of the dead. They speak in vowels, or I should 
say vowel, since they almost never achieve actual diphthongs. Only the practiced 
medium, however, can understand what the spirit is actually trying to communi
cate. I'll warn you now, it is not an art to be pursued by the faint of heart. Ghosts 
have much anger to express, and once you can hear the consonants, the language 
is usually quite shocking. 

Still, if you venture off into dangerous territories, it is better for several, if not all, 
of the members to be able to understand the words of the departed. Should no 
one have a Resurrection spell, meeting places and times can be arranged in order 
that the deceased may be able to rejoin his friends, reclaim his equipment, and 
set off for another day's battle and adventure. 

St:aonaRn Eqatprneot: 
1 black cloak 

Met:bon o.,:: beaRfoG t:be Speecb o.,:: Gbost:s 
Select skill to understand the speech of any nearby ghosts. 

Best: Income 
Best if used as a secondary skill. 

Not:e 
Most often used to understand the speech of your recently departed comrades. 

The duration is dependent upon the user's skill and intelligence. 



Sktlls 

St:ealfoG 
Skill 90%, Dexterity 10% 

Toran Woodshield, Captain of the Guard 

I made a vow to keep my town free of bloodshed, free of crime and free of the 
civic tarnish that comes from living in a place of fear. If I have to kill every man, 
woman and child three times over to accomplish that, I'll think no more of it 
than of washing my hands before breakfast. 

5-r:annar.in Eqaiprnen-r: 
4 lockpicks 

Me-r:bon o.t= Acqatr.ifnG Goons 
If you've already Snooped, select the skill, then select an item in the backpack or 
container you've revealed. 

OT 

Select the skill, then select a person on the screen (not the person's display). 
Success gives you a random item from that person's belongings. 

Cornman CornpLe rnen-r:ar.iJI Skills 
Snooping: Double-dick on someone's backpack. 

Lockpicking: Select a lockpick, then target a lock. 

Bes-r: Income 
Participating in a band of adventurers. 

Other people's money. 

Bes-r: Towns 
Outside the cities 

Buccaneer's Den, because it has no guards 

Nute 
If you plan to join an adventuring group and fight at all , Tactics is a good skill to 
develop, and so is Parrying. 



Swor:insrnaosbip 
Skill 90%, Strength 7.5%, Dexterity 2.5% 

Padrig the Swift 

Anyone can swing a sword. A true swordsfighter is one who practices the swing. 

S-cannaRn Eqafprnen-c 
1 practice long sword 

Me-cbon o.i: .t=fGb"tfnG 
Put the weapon in your hand and enter War mode, then double-left-dick on 
opponent. 

Cornrnon CornpLernen"taR(Y Skills 
Panying: Automatic 

Tactics: Automatic 

Anns Lore: Select skill, target weapon. 

Bes-c Income 
Adventuring with groups into dungeons. 

Alternative professions, such as bodyguard or highwayman. 

Bes"t Towns 
Vesper 

Britain 

Trinsic 



Tactics 
Skill 90%, Strength 7 .5%, Dexterity 2.5% 

Kel Joertzs, Senior Arms Master 

Don't underestimate the importance of Tactics! 

Skrlls 

That's what I tell all my students. You can be the best swordsman in the world, 
and if you don't know tactics you won't last five minutes in a real fight! Sure, it's 

easy standing next to a practice dummy, slapping away at it with your sword or 
whatever like a some peasant beating a carpet, but if you don't know where to be 
- and where not to be - it's you what's going to be the practice dummy. 

Get your Tactics ability up! 

S-taonaRn Eqafprneot" 
Nothing 

Met"bon o.J= UsioG Tactics fo Battle 
Automatic. Tactics skill affects how much damage you do each time you hit The 
higher your Tactics skill, the more skilled you are at inflicting damage. A high 
Tactics skill can increase damage by as much as 50%. A low Tactics skill can reduce 
your potential damage by half. See p. 234 for examples. 

Common CornpLerneot"aR(Y Skills 
Arms Lore: Select skill, then target specific weapon. 

Parrying: Automatic 

Various weapons skills: Put the weapon in your hand and enter war mode, then 
double-left-dick on opponent. 

Best locorne 
Best if used as a secondary skill. 



Taflon.fnG 
Skill 75%, Strength 4%, Intelligence 5%, Dexterity 16% 

Tad the Tailor 

Clothes are identity and confidence. They are the disguise the naked beast dons to 
fool the world. 

St:aonaRn Eqafprneot: 
1 sewing kit 

1 bolt of doth 

Met:bon o.J= MakfoG CLot:b aon CLot:bes 
Use tools on raw material to create sewing goods. Sew these to create clothes. See 
the list of possible items on page 146. 

Best: locorne 
Selling clothes to adventurers, at lower rates than retail shops. 

Best: Towns 
Magincia and Nujel'm have a rich population, so tend to pay more for their clothing. 

Use On To Produce 
Spinning wheel Wool Yorn 

Spinning wheel Cotton Thread 

Knife Hide Pile of Hides 

Sewing kit Hide Leather clothing 
t!) 

Loom Thread Cloth Cl ,_ 
Loom Yarn Cloth :::I. 

0 Dye Cloth Hued cloth 
~ Dye Yarn Hued yarn 
(/) 

Sewing kit Cloth Clothing co 
.0 Spinning wheel Pile of hemp Rope 
i-.J 
0 Spinning Wheel Unspun Wool 3 Balls of Yarn 

...J 

u Spinning Wheel Bale of Cotton 6 Spools of Thread 

Spinning Wheel Flax Bundle 6 Spools of Thread 

Loom 5 Balls of Yarn Bolt of Cloth (50 Cloth) 

Loom 5 Spools of Thread Bolt of Cloth (50 Cloth) 



Tast:e lnent:f~fcat:fon 
Skill 100% 

Lucius Snuffler 

"The whole secret is not saying 'yick'." 

St:annaRn Eqaiprne nt: 
3 random potions 

Met:bon of: Tast:e-Test:fnG an lt:ern 
Select skill, then target the food or drink. 

Cornrnon CornpLernent:aR(Y Skills 
Alchemy: Select skill, target a reagent, then target a bottle. 

Resisting Spells: Automatic 

Hiding: Select skill, the rest is automatic. 

Poisoning: Select the skill, target the potion, then target the item to be poisoned. 

Best: Income 
Identifying poisoned food for adventurers (usually people who have been poi
soned by something they ate, and want to know if anything else is bad). 

Best if used as a secondary skill . 

Be st: Towns 
Britain, or any town with a large adventurer population 



Tinkeu.fnG 
Skill 90%, Strength 5%, Intelligence 3%, Dexterity 2% 

O'Halligan, Tinker: "My world is sma!Jer and more straightfoiward than yours." 

St:annaun Eqafprneot: 
1 set of tinker parts 1 set of tinker tools 1 brown apron 

Tools Tbat: a Tinkeu Can Make 
Butcher Knife 

Hammer 
Saw 

Shovel 
Tongs 

Dovetail Saw 

In shave 
Scissors 
Sledge Hammer 

Draw Knife 

Jointing Plane 
Scarp 
Smith's Hammer 

Met:bon o.J= MakfnG TbtoGs 

Froe 
Moulding Plane 

Sewing Kit 
Smoothing Plane 

Use tools on raw materials, then use tools on newly created items to create more 

complex items. See the list of items you can make (Item Material Costs, p. 146) . 

Cornrnoo CornpLerneot:aR(Y Skills 
Item Identification: Select skill, target item to be identified. 

Lockpicking: Select lockpick, target lock. 

Best: lncorne 
Creating and selling tools 

Joining an adventure group 

Best: Towns 
Minoc - it has a Tinker's shop and plentiful ore nearby 

Use On To Produce 

Tinker's Tool Wood/Ore Tool (from list above) 
~ Gears Sticks Axle with Gears 
Cl Sticks Gears Axle with Gears -~ Spring Axle with Gears Clock Parts 
~ Hinge Axle with Gears Sextant Parts 
Cl Axle with Gears Spring Clock Ports 

i:= Axle with Gears Hinge Sextant Parts 
Clock Ports Clock Frame Clock 
Clock Frame Clock Parts Clock 
Sextant Parts Sextant 



Tr:iackfoG 
Skill 75%, Intelligence 12.5%, Dexterity 12.5% 

Myberd the Ranger 

SklllsO-.,, 

,I 

I was a tracker since my childhood years. I'd go into the woods and try to follow 

tracks, pick up signs, find creatures I'd never seen before. My best advice is to remem

ber that a good tracker should expect to be tracked, and be prepared to be found. 

St:annaRn Eqafprnent: 
1 practice skinning knife 

1 pair brown boots 

Met:bon o.i: T RackfnG 
Select skill, then pick creature/person to track from list. 

Cornman CornpLernent:aR(Y Skills 
Camping: Select skill, target kindling to start fire. 

Archery: Use bow or crossbow. 

Best: Income 
Being an adventurer. 

Guiding people through woods. 

Tracking creatures and people for adventurers. 

Tracking creatures and selling their hides and meat. 

Best: Towns 
Vesper 

Skara Brae 

Any city near a forest 



Vel.eRfoaR~ 
Skill 80%, Strength 8%, Intelligence 8%,Dexterity 4% 

Jenna Pinchear, Vet 

Well frankly I don't like people enough to go out of my way for them. Most of the 
thugs who wander into town minus a quart of blood were trying to take it out of 
some other slack-jawed idiot. Let's face it, there's not a lot of people around here 
who mind their own business, am I right? 

It's the dumb animals that are the only innocent bystanders, as far as I can tell. 
Horses get slaughtered in battle, wildlife gets hunted for meat where there's more 
than enough vegetables for everyone, and bears and panthers get spell-tricked into 
taking the brunt of a battle for some myopic Trader who doesn't want to pay a 
guard's wages. And you want to know why I don't get rich patching Warriors up? l 
like to see them limp, that's why! 

St:aonaRn Eqaiprneot: 
5 bandages 

I pair of scissors 

Met:bon o.i: HeaLfoG Aofrnals 
Use bandage on animal. 

Best: locorne 
Heal the mounts and pets of adventurers. 

Best: Towns 
Any town with a lot of adventurers passing through. 

Cornrnoo Cornplerneot:aR&' Skills 
Animal Lore: Select skill, target animal. 

Musicianship: Select instrument. 

Peacemaking: Select skill, target individual or creature. 

Tracking: Select skill, then select creature/person to track from list. 

Not:e 
The amount of healing done is commensurate with the skill. 

Make bandages by using scissors on doth. 



Wn.est:LfnG 
Skill 90%, Strength 10% 

Brock Barrelhead 

Sktlls 

Well, you gotta have a good offense. Somebody shoots a coupla arrows into you, 
it's almost too late. You gotta get 'em after the first one, maybe sooner. Just tackle 
'em and try to rupture an internal organ, maybe break some bones that they use a 

lot. 

If you want to be a wrestler, you gotta know Tactics. Almost every barmaid is 
gonna have more steel than you, and so you gotta be able to get around them, or 
past their guard, or just plain not rush them from head on . So yeah, Tactics is a 
good thing. Parrying is good too, if you feel like holding a shield, just 'cause every 
shot that don't land is enough time for you to get yours in. 

And armour, that's useful. The less damage you take reaching an Archer is all the 
more time you'll have to relocate his arrows into his spare quiver, if you know 
what I mean. 

And last, you gotta be mean. Arrows are for little girls, and swords are for puppies. 
Fists are for fighters. 

St:aonaRn Eqafpmeot: 
1 pair of leather gloves 

Met:bon o.i: FfGbt:fnG 
Enter War mode without a weapon in your hand, then double-left-click on oppo
nent. Base hand-to-hand damage for a character is 1-8 Hit Points. Strength might 
increase that amount; Tactics will probably modify it, also. 

Common CompLement:aR(Y Skills 
Tactics: Automatic 

Parrying: Automatic 

Best: Income 
Adventuring 

Guarding travelers. 

Best: Towns 
Trinsic, or any place with a Warriors' Guild 



UseaBLe I-terns 
The world of Ultima Online is a fully interactive world in many respects, and near
ly everything in the game can be carried or used to make something else. (Chairs, 
tables and other large items, of course, are exceptions.) 

To use some items, such as doors, chests and food items, you simply double-left
click on them. Other items must be combined in specific ways to make something 
else. For example, you can use a weapon to kill a bull, then use a knife to skin it. 
By taking the hide to a tanner and then to an armourer, you can obtain a piece of 
leather armour. 

This section lists usable items in the game and explains how to combine items to 
use them or make salable goods. The use is generally performed by double-left
dicking on the item. In cases where you must use the item on something else, the 
second item is listed as well. If you use an item incorrectly, you'll receive hint text 

that describes how to use it correctly. 

lt:ern List: 

Foon 

Apple Corn Melons Ribs * (cooked) 
Bacon (slab/slice) * Dates Milk Roast pig 
Bananas Donuts Muffins Sausages 
Bird * (cooked) Eggs * (fried) 

Mushrooms Soup Bread (French) Fish steaks * (cooked) 
Bread (loaf) Food Onions Sporn 

Cabbage Gourds Peaches Sprouts 
Cake Grapes Pears Squash 
Cantaloupe Ham Peas Stew 
Carrots Honeydew melons Pies (baked) Tomatoes 
Cheese Leg of lamb * Pizzo Turnips Chicken leg * Lemons Potatoes Watermelons Coconuts Lettuce 
Cookies (pan) Limes 

Pumpkins 

Combinations 
Use On To Get Use On To Get 
Flour (sack) Water Dough * (Bread) Dough Fruit Fruit Pie * 
Dough Honey Sweet Dough * (Muffins) Sweet Dough Flour Cake Mix * (Coke) 
Sweet Dough Honey Cookie Mix * Edged Item Fish 3 Fish Steaks * 
Dough Meat Meat Pie * Dough Vegetables Vegetable Pie * 

* Cooked Foods 
Use a Campfire, Oven or Forge on any of the raw foods with an * to get a cooked food. 



Sktlls 

Cont:afneRs (Lfqaro) I DRfnks 

You can pour liquids into the following containers. When this is done, the name of 
the container changes to reflect what it contains. For example, a mug fill ed with ale 
becomes a mug of ale. When it is empty, it once again becomes a mug (empty). 

Containers: Bottle Flask Gloss Goblet Jug 
Mug (Ceramic, Pewter, Skull) 

Drinks: Ale Cider Liquor Water Wine 

Use 
Container 

On 
Drink 

To Get 
Filled Container 

Click on a drink container to view its contents. Double-left-dick on it to drink its 
contents. 

Cont:afneRs (St:oRaGe) 

Double-left-dick on a storage container to display a view of its contents. Place 
items into containers by dragging them into this display view. 

Portable Containers: Backpack Bog Chest (small) Pock Horse 
Pouch 

Pock Llama 

Fixed Containers: Armoire 
Crate 

Barrel Bookcase Chest (Gold, Steel, Wood) 
Chest of Drawers 

To unlock a storage container or house, use its key (or a keyring with its key) , or 
use a Lockpick (and Lockpicking skill). (You can't pick the Jock on a player's 
house.) 

All containers can hold a maximum of 125 items or a weight of 400 stones 
(whichever occurs first) . However, you can group similar items by dragging them 
on top of one another. A group constitutes a single item in a container. 

A container's label shows how many items are inside it. 

You can sell items without first removing them from their container. 

EnGen lt:ems 

Edged items include: 

Axe Broadsword 
Double Axe Executioner's Axe 
Longsword Scimitar 

Uses of edged items: 
To attack a target 
Use on sheep to obtain wool 

Butcher Knife 
Hatchet 
Skinning Knife 

Use on dead alligator, cow, deer, goat, horse to get hide 

Cleaver Cutlass 
Katona Kryss 
Two-Handed Axe Viking Sword 

Use on dead bird (chicken, crow, eagle, tropical bird, harpy, magpie, raven) to get feathers 
Use on dead fish to get fish steaks 
Use on carcass to skin on animal 
Use on corpse to obtain meat 
Use on wood to obtain kindling or shafts 

Dagger 
Lorge Bottle Axe 
War Axe 



Bed 
Tobie 

Bench 
Throne 

Choir Shelf Stool 

F!eLo CRops 

Cotton 
Hoy 
Wheat 

Flax 

FRalt: CRops 

Fruit Trees 
Grapevines 

ReaGent:s 

Use plant to obtain basket of Cotton (doesn't work with oil cotton fields) 
Feed animals (doesn't work with oil hoy fields) 
Use plant to harvest Wheat 
Grind into Flour 
Use plant to obtain Retted Flax 

Pick fruit (Apples, Peaches, Pears) from ground near tree 
Use Grapevines to pick Gropes 

Reagents can only be found in certain areas. Use them to cast spells and create 
potions. 
Block Pearl 
Spider's Silk 

Pot:lons 

Blood Moss Garlic 
Sulphurous Ash 

Ginseng Mandrake Root Nightshade 

To use a potion, drink it. Once you drink a potion, the flask falls at your feet. 

Using an Explosion potion brings up a targeting cursor, which allows you lo 
"throw" the potion at a specified location or person. 

Block Pearl Refresh (reduces fatigue) 
Blood Moss Agility (improves Dexterity temporarily) 
Garlic Nightsight (gives night vision) 
Ginseng Heal (restores Hit Points) 
Mandrake Strength (improves Strength temporarily) 
Nightshade Poison (causes poisoning) 
Spider's Silk Cure (cures poison) 
Sulphurous Ash Explosion (causes explosion) 

Books ant> Ballet:ln BoaRt>s 

Bulletin board Use to post or reply to messages 
Bounty board Use to view posted bounties 
Books (readable) Use o book to read it 
Books (writable) Use o book to write in it 

ScRolls 

Scroll 

If book is writable, previous contents con be erased 

Use Inscribe skill on o blank scroll to create o spell scroll (also requires that spell's reagents) 
Use to cost the spell inscribed on it 
Drag onto spellbook to copy spell inscribed on it into spellbook 



MlsceLLaneoas lt:ems 

Bedroll 
Clock 
Communication Crystal 

Curtains 
Deed 
Dye Set/Dyeing Tub 
Flour Mill 
Kindling 

Mop 
Millstone 
Moon gate 
Sextant 
Shrine 

Torch 

Log out near on active campfire 
Use to get time of day (in game time, not real time) 
Use and target the crystal to activate (repeat to deactivate) 
Use and target another crystal (or crystals) to link two crystals 
Use to open or close them 
Use to place a guildstone, house, vendor or ship you own. 
Use with cloth to dye clothing 
Use on wheat to make flour 
Use stocks of kindling in your backpack to drop enough firewood for one fire. 
Use Camping skill on kindling (prior to logging out) 
Use to set sailing course for a ship 
Use on wheat to make Flour 
Use to teleport (see Moongate Travel, p. 56) 
Use to get current compass coordinates 
Use on your character's ghost to resurrect 
Use on a living character to cure poison 
Click on a torch in your possession to use it 

GRoapasLe lt:ern Lfst: 

Skills 

You can drag some similar items on top of one another to group them. A group 
of items counts as only one item in a container or backpack. For example, if 
you're carrying 10 grouped torches inside your backpack, they'll be represented as 
a single item in the backpack. 

You can only group items that are similar. 

Weapons cannot be grouped. 

Gold can be grouped up to 60,000 pieces. 

Groupable items include: 

Arrows Bondages Bolts 
Food Items Gold Pieces Hides 
Ore Lockpicks Oil Flasks 
Potion Bottles (empty) Scrolls (Magic or Blonk) Spools 
Vials (empty) 

St:acklnG 

Candles 
Ingots 
Ore 
Tinkering Materials 

Cloth Bolts 
Kindling 
Reagents 
Torches 

You can make vertical stacks of either single, non-groupable items (such as wood
en shields) or multiple grouped items (such as groups of melons) by dragging 
them on top of one another. 

Stacked items occupy a single vertical unit of height. All stacks have a vertical 
maximum of 12 items. If you try to place anything on a stack that's too tall, it will 
simply fall on the ground. You can't stack items that are in containers, however. 



1-cems Usen Wf'tb Skills 
Your skill level determines your chance of success in using these items. 

Blacksrnft:b;y 

Ore Use on Forge to make Metal 
Smith's Hammer or Tongs Use on Ore with Anvil and Forge to make Metal 

Use on Metal to make a metal item (select item to forge from list that appears) 
(list includes oil metal armour and weapons) 
Use on damaged weapon/ armour near an Anvil and o Forge to repair item 
{successful repair improves item's condition by 1 ·5 points; failure reduces it by the some) 

Car:ipent:R(Y 

Carpentry tools include: 
Dovetail Sow Hommer Moulding Plane Scarp 
Draw Knife lnshove Nails Smoothing Plane 
Froe Jointing Plane Sow Wooden Shields 

When you use carpentry tools on wood, a screen appears. Select an item to build: 

Armoire Bench Bookcase Box Choir Chest Crate 
Shelf Stool Tobie Throne 

LockpfckfnG 

Use a Lockpick and target a locked object. Objects that can be locked include: 
Chests Crates Doors 

Mr..isfcfaosbfp 

Playing a musical instrument wiU result in either a pleasing sound or a "bad 
sound," depending on how successful you are. 

Drums Harp Lute Mandolin Tambourine 

Taflor:ifnG 

Wool, Spinning Wheel Use together to make Yorn 
Cotton, Spinning Wheel Use together to spin Thread 
Retied Flax, Spinning Wheel Use together to spin Thread 
Thread, Loom Use together to make Cloth 
Yorn, Loom Use together to make Cloth 
Scissors, Cloth Use together to make Bondages 
Bondage Use on ployer/NPC/onimol to heal wounds 
Leather/Fur/Cloth Use on Sewing Kit to make clothing 



Clothes made from a Sewing Kit used on Leather: 

Leather Bustier Leather Gloves Leather Gorget Leather Leggings 
Leather Sleeves Leather Tunic One Piece Studded Gloves 
Studded Sleeves Studded Tunic 

Clothes made from a Sewing Kit used on Cloth: 
Sandona Cloak Cloth Coif Cloth Leggings 
Fancy Shirt Full Apron Gold Belt Half Apron 
Sash Shirt Skirt Skullcap 

TtrJkeRfr.lG 

Target the specified item to make the Tinkered item: 

Leather Shorts 
Studded Gorget 

Cloth Tunic 
Kilt 

All Tinker's Tools Use on wood or metal to make tools or tinkered items* 
Gear, Stick Use together to make on Axle with Gears 
Spring Use on Axle with Gears to make Clock Ports 
Hinge Use on an Axle with Gears to make Sextant Ports 
Axle Use with Gears on Springs to make Clock Parts 
Clock Ports Use with Clock Frame to make a Clock 
Sextant Parts Use to make a Sextant 
Trap Use to make a dart trap (must hove o crossbow in your backpack) 

Skills 

Leather Skirt 
Studded Leggings 

Foney Pants 
Poor Shirt 

Use to make a poison gas trap (must hove a green or poison potion in your backpack) 
Use to make an explosion trap (must hove a purple potion in your backpack) 

Tools made from metal: 
Butcher Knife Dovetail Saw 
Saw Scissors 

Tools made from wood: 
Jointing Plane Moulding Plane 

Drow Knife 
Scarp 

Froe 
Sewing Kit 

Hammer 
Shovel 

Ins hove 
Smith's Hammer 



ABflft:(Y FoRrnalas 

,1,ll_ili Skill%S% I % 12% __ Abilit}'_ Skill%S% I 'M! D% 
Alchemy 90 5 5 Item Identification 100 

Anatomy 100 Lock.picking 75 25 

Animal Lore 100 Lumberjacking 80 20 

Animal Taming 80 14 4 2 Mace Fighting 90 10 

Archery 90 5.5 4.5 Magery 85 15 

Arms Lore 100 Mining 80 20 

Begging 100 Musicianship 100 

Blacksmithy 90 10 Parrying 90 7.5 2.5 

Bowcraft!Fletching 80 10 10 Peacemaking 100 

Camping 50 20 15 15 Poisoning 80 16 4 

Carpentry 75 20 5 Provocation 95 .5 4.5 

Cartography 85 7.5 7.5 Resisting Spells 100 

Cooking 50 30 20 Snooping 75 25 

Detecting Hidden 100 Spirit Speak 100 

Enticement 95 2.5 2.5 Stealing 90 10 

Evaluating Intellect 100 Swordsmanship 90 7.5 2.5 

Fencing 90 5 5 Tactics 90 7.5 2.5 

Fishing 100 Tailoring 75 4 5 16 

Forensic Evaluation 100 Taste Identification 100 

Healing 80 6 8 6 Tinkering 90 5 3 2 

Herding 75 16 3 6 Tracking 75 12.5 12.5 

Hiding 100 Veterinary 80 8 8 4 

Inscription 90 8 2 Wrestling 90 10 
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St:aR_.tfoG Eqafprneot: List: 
Alchemy 
Anatomy 
Animal Lore 
Animal Taming 
Archery 
Arms Lore 
Begging 
Blacksmithy 
Bowcraft/Fletching 
Camping 
Carpentry 
Cartography 
Cooking 
Detecting Hidden 
Enticement 
Evaluating I ncellect 
Fencing 
Fishing 
Forensic Evaluation 
Healing 
Herding 
Hiding 
Inscription 
/1em Identification 
Lockpicking 
Lumbetjacking 
Mace Fighting 
Magery 
Mining 
Musicianship 
Parrying 
Peacemaking 
Poisoning 
Provocation 
Resisting Spells 
Snooping 
Spirit Speak 
Stealing 
Swordsmanship 
Tactics 
Tailoring 
Taste Identification 
Tinkering 
Tr aching 
Velerinary 
Wres1/ing 

mortar &. pestle; 4 empty vials; 4 reagents; red robe 
3 bandages; yellow robe 
practice shepherd's crook; green robe 
practice shepherd's crook 
practice bow; 25 arrows 
random practice weapon 
practice gnarled staff 
random smithy tool; brown apron 
materials for 2 bows; shafts and feathers 
5 kindlings; bedroll 
random carpentry tool; 10 boards; brown apron 
4 blank maps; sextant 
3 raw food items; pitcher of water; sack of flour; 2 kindlings 
blackdoak 
random musical instrument 
none 
practice spear 
fishing pole; brown floppy hat 
none 
5 bandages; pair of scissors 
practice shepherd's crook 
black cloak 
2 blank scrolls; small blank book (to take notes) 
practice gnarled staff 
5 lockpicks 
practice hatchet 
practice mace 
spellbook; reagents; 3 random First Circle scrolls 
practice pickaxe; shovel 
random musical instrument 
wooden shield 
random musical instrument 
2 poison potions 
random musical instrument 
none 
4 Jockpicks 
black doak 
4 lockpicks 
practice long sword 
none 
sewing kit; bolt of doth 
3 random potions 
set of tinker parts; set of tinker tools; brown apron 
practice skinning knife; brown boots 
5 bandages; pair of scissors 
pair of leather gloves 

Sktlls 



I-tern Ma-teu.fal Cos-ts 
Not all items in the game may be created by player characters. This page lists most 
of those which can be made from metal ingots, wood, cloth or hides. For more 
complex items, see the individual skill listings on the respective pages. 

Blacksmlt:b(Y Chainmail TarLoRfoG BorocRa.µ/ 
Skill (p. 99) Coif 10 ingots Skill (p. 132) FLet:cbloG 

Skill (p. 100) Axes Leggings 18 ingots Leather Armor 
Bow 7 Wood Axe 14 ingots Tunic 20 ingots Bustier 4 Hides 
Crossbow 7 Wood Bottle Axe 14 ingots Helms Female Armor 8 Hides 
Heavy Crossbow 10 Wood Double Axe 12 ingots Boscinet 15 ingots Gloves 6 Hides 

Executioner's Axe 16 ingots Closed Helm 15 ingots Gorger 4 Hides Shaft l Wood 
Lorge Bottle Axe 14 ingots Helmet 15 ingots Leggings 10 Hides Kindling l Wood 
TwrrHonded Axe 16 ingots Norse Helm 15 ingots Shorts 4 Hides 
War Axe 16 ingots Plate Helm 15 ingots Skirt 6 Hides TlokeRfnG 
Knives and Platemail Sleeves 8 Hides Skill (p. 134) 
Daggers Armor (Female) 20 ingots Tunic 12 Hides Metal Items 
Dagger 3 ingots Breostpiece 25 ingots Studded Leather Butcher Knife 2 ingots 
Kryss 8 ingots Gloves 12 ingots Armor Dovetail Sow 4 ingots 
Maces and Gorger 10 ingots Bustier 4 Hides Drow Knife 2 ingots 
Hammers Leggings 20 ingots Female Armor 10 Hides Froe 2 ingots 
Hommer Pick 18 ingots Sleeves 18 ingots Gloves 8 Hides Gears 2 ingots 
Mace 6 ingots 

Ringmail Gorger 6 Hides Hommer 4 ingots 
Moul l 0 ingots 

Gloves 10 ingots Leggings 12 Hides Hinge 2 ingots 
War Hommer 16 ingots 

Leggings 16 ingots Sleeves 10 Hides lnshove 2 ingots 
War Mace 14 ingots 

Sleeves 14 ingots Tunic 14 Hides Sow 4 ingots 
Pole Arms Tunic 18 ingots Clothes Scissors 4 ingots 
Bordiche 18 ingots Sosh 4 Cloth Scorp 2 ingots 
Halberd 20 ingots Apron (Fu/I) 1 O Cloth Sewing Kit 2 ingots 
Swords CaRpent:RCY Apron (Hain 6 Cloth Shovel 4 ingots 
Brood Sword 10 ingots SkfLL (p. 102) Bondono 2 Cloth Sledge Hommer 4 ingots 
Cutloss 8 ingots Armoire 25 Wood Boots 8 Hides Smith's Hommer 4 ingots 
Katona 8 ingots Bench 17 Wood Boots (Thigh) 10 Hides Springs 2 ingots 
Long Sword 12 ingots Box 9 Wood Cloak 14 Cloth Tongs 4 ingots 
Scimitar 10 ingots Choir (Armrests) 17 Wood Dress (Fancy, Full) 12 Cloth Wooden Items Viking Sword 14 ingots Choir (Fancy) 15 Wood Dress (Plain) 10 Cloth Axle 2 wood 
sraears and Forks Choir (Simple) 13 Wood Skullcap 2 Cloth Clock Frame 6 wood 
S ort Spear 6 ingots Chest 15 Wood Kilt 8 Cloth Jointing Plane 4 wood 
Spear 12 ingots Crote (Small) 9 Wood Pants (Fancy, Long) 8 Cloth Moulding Plane 4 wood 
War Fork 12 ingots [rote (Medium) 11 Wood Robe 16 Cloth Smoothing Plane 4 wood 
Shields Crote (Lorge) 13 Wood Sandals 4 Hides Traps Buckler 10 ingots Shelf 21 Wood Skirt 10 Cloth An ingot and a Crossbow 
Heater 18 ingots Stool 9 Wood Shirt (Fancy) 8 Cloth Bolt make a Dort Trap. 
Metal Shield 14 ingots Tobie (Small) 17 Wood Shirt 8 Cloth 
Kite (Wooden) 8 ingots Table (Lorge) 23 Wood Shoes 6 Hides An ingot ond a Green Potion 
Bronze Shield 12 ingots Tobie (Larger) 27 Wood make a Poison Trap. 
Kite (Meta/) 16 ingots Throne 19 Wood 

Wooden Shield 9 Wood An ingot and a Purple Potion 
Writing Desk 17 Wood make on Explosion Trap. 
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SHOPS 
Britannia's trade centers operate on the free-market principle. Whatever you desire, 
chances are you can find what you need among the shops in each town. Upgrading 
your potion collection or augmenting your hard-earned armour with a sturdy 
shield is often as easy as travelling to the nearest town and asking a few questions. 

To discover where certain goods are sold in a town, talk to NPCs. Most of them 
are quite familiar with trade shops and such, and they'll be more than happy to 
give you general directions (west, north, etc.). You can locate shops that currently 
exist on the town maps (in the Playguide) . 

Once you do find a shop, you'll need to be specific about what you want. Not all 
shops carry the same goods all of the time, especially if demand is high. Prices 
vary as well - to find the best deal, you may have to visit several towns. 

BaJTfOG 
In keeping with Britannia's stringent work ethics, all NPC-run shops in Britannia 
are open night and day. (A game day is 2 hours in real time, meaning that 12 
game days pass for each 24 hours of real time.) Shopkeepers respond to "Buy" 
and "Sell," as well as to certain keywords (listed in Non-Player Character 
Descriptions, pp. 216-230) . If you're trying to find something, just ask for it. 

SellinG 
Shopkeepers will only buy items that are in their "buy" list (see Non-Player 
Character Descriptions, pp. 216-230), and only if they have enough money. To 
offer goods to a shopkeeper, tell the shopkeeper what you'd like to sell. Be sure to 
use the word "Sell" somewhere in your sentence. 

Occasionally, if you offer an NPC shopkeeper a valuable or needed item, he or 
she may reward you with something non-monetary, such as a scroll. Otherwise, 
the shopkeeper may just buy the item for a specific number of pieces of gold. The 
price offered is not fixed - it changes according to supply and demand. 

If the shopkeeper desires the item, the Sale scroll will pop up with the shopkeep
er's offer. You can then either accept or decline the offer. To accept the offer, con
firm the sale by left-dicking ACCEPT. The money automatically transfers into your 
backpack, adding to your current supply of gold coins. 
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All NPC shops start out with a standard collection of goods, although the list 
varies by shop type. An alchemy shop will deal solely in flasks, potions and simi
lar items, while a bakery will offer raw cooking materials and baked goods. 

Additionally, all shopkeepers buy some items from players on the side. The item 
must be in their list of preferred items to buy, however (see the Sell and Buy 
entries for each shopkeeper in the NPC Descriptions, pp. 216-230). If you have 

extra bolts of doth, you may be able to convince a tailor to purchase them. 

Riskd' Easiness 
Starting up a business may seem like an easy task, but in reality, Britannian busi
ness is as risky as real business. By nature, some shop types are more prosperous 
that others. How much capital a shop has depends on what the shop sells, and 
how much its items cost to produce. Armourers that make leather goods will have 
less money than one that makes metal goods - leather is less profitable than 
metal. Shopkeepers can go bankrupt if they run out of money needed to restock. 

Shopkeepers have a lot of control over what they carry as well. They operate on 
the rules of supply and demand, just as any business-conscious Britannian would. 
If an item is popular, they'll keep restocking their shelves with it. If they're carry
ing a hundred extra flasks and not selling any, they'll try to get rid of the excess. 

Specfalt:ies 
Shops can also specialize in certain items. For example, a weaponsmith may spe
cialize in blunt weapons - she buys the metal and forges it into hammers, maces, 
and other items she wishes to sell. This doesn't mean, however, that you can't sell 
a razor-sharp sword to a blunt weaponsmith. Shopkeepers are always looking for 
good deals on raw materials. The weaponsmith might buy your sword, then tum 

around and melt it down into several smaller, blunt weapons. 

Some shopkeepers might purchase certain items from players and sell them, even 
though they don't specialize in that particular good. A leather armourer, for 

instance, may have a couple of suits of plate armour in stock that he's bought 
from other adventurers. Although he doesn't typically sell plate, he'll probably 
hang onto the armour awhile and sell it to another player. 

Specialty shopowners will buy all items in their normal buy list (see the Sell and 
Buy entries for each shopkeeper in the NPC Descriptions, pp. 216-230). They'll 

tend to pay more for things they don't normally carry and also charge more dur
ing resale, since they don't keep these items in stock. This can be a good way to 
make a little extra cash on the side - buying items cheaply from one source, then 
turning around and selling them to a specialty shop for a profit. 



PRICES 
Cost: Anaast:rneot:s 
One of the first things you'll notice when you start purchasing goods is that sup
plies and costs are not static. In the game's free market, prices are determined by a 
number of fluctuating factors. What you pay for a shield in one town will proba
bly differ from what you'd pay in another town. Effectiveness, material properties, 
material availability and magical charges all affect an item's cost. 

Material makes a large difference in price. Something made out of wood is usually 
going to cost less then something made out of metal. The basic cost for metal 
items is 5 gold pieces per resource (unit value for an ingot of metal), while 
wooden items cost 1 gold piece per board. 

The effectiveness of an item affects price as well . A magical shield is going to cost 
more than a standard shield because it has more defensive power. Similarly, you'll 
pay more for a quality durable good than for a less expensive, less durable good. 

Here are some general guidelines on pricing: 

f- Food prices are based on the food value, or how much that item will fill you 
up in food units. 

f- House prices are based on size and architectural elements (boards, stones, etc.). 

f- Ship prices are based on size - i.e., the number of boards used. 

f- Wooden, metal and cloth items are priced based on size and materials, at a cur
rent base rate of 5 gold pieces/unit for metal, and 1 gold/unit for wood and 
doth. 

f- Armour prices start out at base material cost, and are increased according to 
how effective the armour is. 

f- Weapon prices start out at base material cost, and are increased according to 
how much damage the weapon can deliver and how much protection it offers 
to the wielder. Price is also affected by extra attack speed (if the weapon is 
lightweight), durability and the quantity of magic charges (which normally 

decrease each time a magical weapon is used). 
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Pu.ices ann Resoau.ces 
All items have a base price, which is then adjusted according to how many rele
vant natural resources exist in that region. For example, if iron ore is plentiful in 
one region, all iron goods will be available in nearby towns for an attractive price. 
But, in an iron ore-poor area, the price of iron goods will be significantly higher. 

If all the iron ore in an area is mined, it won't be as plentiful, and iron prices will 

rise. Although some resources regenerate naturally, the rate is not fast enough to 
provide a never-ending supply of ore or any other natural resource. 

This is merely one instance of how the game is affected by player actions. Like the 
real world, all the towns are affected by the rules of supply and demand. 
Therefore, it is impossible to provide a concrete list of prices for items in the 
game. 

The rest of this section discusses how items are priced according to different fac
tors in the game - availability, reputation, etc. 

Econornic Moni.f=icat:ions 
After the basic cost is determined, other factors come into play as well. 

Rare Items. First, there is the age-old problem of supply and demand . The shop
keepers in Ultima Online are of the greedy sort, and they'll overcharge any and all 
Britannians for a rare item. Just consider it a general rule that the smaller the 
quantity of an item in a particular town, the more expensive the item becomes. 

Availability of raw materials. The economic situation of a region also has some 
bearing on how much an item costs from town to town. If metal resources are at an 
all-time low, then buyers of swords, plate armour and other metallic goods are 
going to see a rise in price. 

Availability within other shops. If an item is common, prices for that item will 
drop to balance the supply and demand. Oversupply can be caused by several 
things. If someone comes into town and sells a wagonload of swords to various 
shops, the price of swords will drop. Conversely, if someone buys up every ear of 
com in town, the price of com will skyrocket. 

However, just because a resource is present doesn't mean it affects price. For 
instance, a miner brings a wagonload of iron ore into town and parks it. At that 
moment, the ore simply exists as the property of whoever brought it into town. 
Once this ore is sold to blacksmiths, however, it begins affecting the price of iron 
in that area. In other words, only items in shops are part of the supply and 
demand calculation. 



Repat:at:fon PRicfnG 
Your Reputation can determine how much you'll have to pay for certain goods. lf 
you have negative Karma, prices will be higher. If you have positive Karma, they'll 
be lower. Other people (especially NPCs) will notice your Reputation and 
respond accordingly. 

Negative Karma. Dastardly deeds can cause your Reputation to fall. Negative 
Karma can increase the price of an item you're buying from 1 % to 25%, depend
ing on your current Reputation level. Unless you enjoy evil deeds and have money 
to spare, it's in your best economic interest to pursue positive Karma. 

Positive Karma. Unselfish actions can raise your Reputation. In tum, you get a 
positive rating, and anywhere from a 1 % to 25% discount on prices. 

See Reputation, p. 50, for information on what actions can affect your 
Reputation. 

Gaito Discoant:s 
Today's professional societies surely stem from the guilds and trade associations 
that exist in Britannia. Game guilds are more than a way to make contacts and 
drop a few names around town - they're also a great way to save money in shops. 

If you're in the Warriors' Guild, for instance, you'll get a 10% discount if you buy 
your weapons from a shopkeeper affiliated with that guild. Check the signs out
side the shops. If the color scheme matches that of your guild, ask the shopkeeper 
if you can receive a guild discount. Some shops don't have signs - go in and ask 
the shopkeeper if they belong to a guild. 

See Game Guilds, p. 161, for details on specific guilds. 

How Macb Does It: Cost:? 
The easiest way to figure out how much an item costs is to ask the shopkeeper. But 
say you don't trust the shopkeeper, or you're finalizing a verbal deal with a player 
on the street. If you don't want to lose out to a deceitful trader, learn the Item 

Identification skill. Once you master it, you can use it to determine the regional cost 
of the item you're considering buying. On the other hand, Item Identification won't 
take into account variables that modify prices at a specific shop, such as overstock 
of an item. Appraised prices can also vary from region to region. 

Aat:ornat:fc DRa.J=t:fnG 
If you're one of Britannia's wealthier citizens and you want to purchase an item 
that costs upward of 2000 gold pieces, don't lug bag after bag of gold down lo the 
shop. Instead, just visit the shop and tell the shopkeeper you'd like to buy the 
item - the shopkeeper will then deduct the total from your bank account. 



MERCHANTS n: VENo~RSrnlcs 0 
By Stuart "Zamboni Driver" Kovinski 

A longer version of this anide originally appeared - and can still be found - on 
the net at: http://uoss.stratics.com. Look under "Professions: The Merchant." 

lot:n.onact:foo 
So ... your bank account is getting full, you're afraid that the four chests in your 
house just aren't safe and you're already using five character slots. What can you do? 

Are you trying to find a way to make some extra cash? Not sure how to go about it? 

Thought of running your own vendor, but have no due how to do it? Well, operat
ing a vendor can be a fun and profitable way of disposing of those extra magical 
items that you have. With our home study course you too can have a vendor and 
operate her successfully. We have six easy chapters for you to read. Study those and 
you will be selling with the best of them. You will learn what to keep stocked and 
how to stock her. Read on and be all that you can be (in the Vendor Reserve!) . 
Both of my vendors are named Marlene, so that's how I'll be referring to the ven
dor throughout this article. 

Warning! Operating your vendor is time-consuming and can be very addictive - a 
week might go by, and you won't make it to a dungeon, and you won't even miss it. 

GettioG St:an.t:en 
If you want to build a pure merchant character (instead of an adventurer who runs 
a vendor on the side), the skills that I recommend are Item Identification, Anns Lore, 
Magery, Blacksmithy, Alchemy and Inscription. The first four are the most important 
-Alchemy and Inscription just increase the items that you can put out for sale. I'd 
start the character with 45 Strength, 10 Dexterity and 10 Intelligence. 

CboosfoG a Locat:foo 
The first thing you need to do is scout out a good location. You'll be looking for a 
high traffic area or an area where you can fulfill a specific need (for example, the 
"extortion" vendors on the Isle of Fire do a brisk trade in Recall runes, Recall 
scrolls and Recall reagents for the recently deceased and resurrected). Once you 
have established yourself in the community, location becomes less important. One 
of the most important items to sell is a Recall rune to your vendor. I've sold over 
750 to mine, and more sell every day. l now have customers that Recall in just to 
do a little shopping, and then they're on their way again. 



Your location has to be capable of supporting a structure of some kind. Vendors 
can only be placed adjacent to buildings, with a maximum of one vendor per 
structure. You don't have to actually own or have permanent access to the struc
ture - if you find a nice spot with a building already present, see if you can track 
down the owner and buy the right to place a vendor there. 

BaNfOG ao EmploNmeot: Coot:r:iact: 
You can purchase a contract of employment for about 1500 gold. These contracts 
can be purchased from most innkeepers around the land. The money that you 
spend here actually goes toward Marlene's daily upkeep, so consider it to be a 
down payment on your future. 

PLacfoG Mar~.Leoe 
To place Marlene you have to have access to a key to the building beside which 
you wish to place her. You don't have to permanently have the key - you only 
need to be holding it while you place the vendor. However, you'll want to ensure 
that the building is regularly refreshed - if the building goes poof, then so does 
Marlene, with all of her goods. 

To place Marlene, stand in the spot in which you wish her to appear and double
dick on the contract of employment. She will appear right on top of you and be 
ready for immediate action. The vendor will be given a random name and random 
clothing (though all have thigh boots, a sash, etc., colors vary), none of which you 
can change at this time. The vendor starts empty - but some of the money paid 
for her contract goes toward her upkeep and is enough for about three days. 

Note: Vendors can be placed inside of buildings, but unless you plan to keep the 
door open to the public, this ability is of no use to merchants. 

Resfi:lfctfons 
Your vendor is limited by several program rules. First, she cannot hold more than 
400 stone of weight, just like a bank box. 

Second, the combined count of individual items and stacks on your vendor can
not exceed 125. A stack of anything counts as one item for this rule. 

Third, not just anything on a vendor can be left "not for sale." For an item to 
remain "not for sale," it must fall into one of four categories: 

Books 
Unlocked containers containing only "for sale" or exempted items 
items inside a container that is marked "for sole" 
Key rings 
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Anything else left "not for sale" on a vendor will be priced at its NPC shop price 
as soon as you take an action other than setting the price. Keep in mind that NPC 
shops set very little value. You could drop a full suit of Fortification plate armour 
off on your vendor while you run to town and come back to find it gone with 
only a small pittance of gold in its place. 

I recommend two different methods of labeling your wares. First, you should 
label all interior containers, just like you'd gjve any item on your vendor a 
description (for more details, see Stocking Your Vendor, p. 156). Second, you can 
place a "not for sale" book adjacent to the container, with a description of what's 
to be found within. This will enable players to click on the book to see what's in 
each container. 

CboosfoG YoaR MeRcbaonfse 
There are a number of different options for merchandise. Your choice will be 
dependent on your personal preferences and the skills at your disposal. I recom
mend the following types of vendors: 

Arms Merchant. The arms merchant carries magjcal items of various quality and 
has a wide assortment of armour and weapons from which her customers may 
choose. The majority of the items will be in the middle range of magjcal power 
(Might, Guarding and Hardening) with a few marquee items at higher prices. The 
arms merchant shouldn't have a problem with the item limit (125 items) but may 
run into trouble with the weight limit ( 400 stone). A good arms merchant is 
restocked daily. 

The most popular items will always be magjcal Viking swords, halberds, bardich
es, bows, heavy crossbows, war axes, war maces, plate armour (of almost any qual
ity) and ring and chain of Hardening or better. 

Reagent Shop. The reagent vendor sells reagents in bundles of 10, 20 and 100 at a 
slight mark-up over store prices. The reagent shop rarely has a problem with the 
weight limit, but will always have a problem with the item limit. A purveyor of 
reagents knows where to shop and spends a lot of time restocking her vendor -
up to three times a day, with heavy traffic. A true reagent shop carries nothing but 
reagents and a few Recall runes to the shop. 

The best-selling reagents are black pearl and mandrake root. 

Ars Magica. The peddler of items arcane carries runes, scrolls, spell books and 
potions. As with the reagent shop, the item limit is the killer here. 

The best selling items are Greater Heal, Poison and Explosion potions, almost all 
Recall runes (especially to dungeons) and Recall, Mark, Gate Travel, Energy Bolt, 
Flamestrike and Resurrection scrolls. Most high-level scrolls will sell, as will full 
spell books. 

.. 



St:ockfoG YoaR VeonoR 
You open Marlene by double-clicking on her. You can then place whatever items 
you wish in her pack. Be warned, however, that if you place an item other than one 
of the above-mentioned exempted ones, and take any other action before assigning 
that item a price, the item will be automatically priced at NPC shop levels! 

Organization is everything. The popular vendor will have all of her items neatly 
arranged in differently coloured bags for easy identification. Marlene has three 
bags for armour (all the same color) and separate bags for sword weapons, 
archery weapons and mace weapons (all differently colored) . My customers who 
use swords always know into which bag to look, and don't have to waste any time 
trying to figure out where the goodies are. All of the bags are labeled, as well (e.g., 
"Top Quality Items for the Archer"), for easy reference. Label the bags rather than 
placing labeled books near them so as to reduce your item count. 

I also recommend that you place a couple of books on Marlene offering your cus
tomers information and advice. Both the title of the book and the description that 
you type in as you place it on Marlene will be visible to your customers if they 
click on it. An excellent suggestion that was sent in to me is to have a book with 
the description, 11If you're short of funds, Marlene can do direct withdrawals from 
your bank account!" Not all players are aware of this, and I was told that it 
increased one vendor's sales by 30 - 40%! 

Even more important than organization is proper labeling. Item Identification 
and Arms Lore are vital skills for the successful merchant. All of my items are fully 
labeled, including state of repair. Use the label to emphasize the special qualities 
of the merchandise. An example of a good label is "FORTIFIED Surpassingly Ace 
War Axe of MIGHT - Brand New". You can leave out the name of the item; it will 
appear below the item, labeled or not. In the previous example, the words "magic 
war axe" would appear directly below the item if someone were to click on it: 

FORTIFIED, surpassingly accurate of MIGHT - Brand new a magic war 
axe 

Except for bows, crossbows and other unrepairable items, you should never stock 
items that are not in full repair. You will get a lot less repeat business if that war 
axe breaks over the head of the first ore your customer tests it on. 

To actually price an item, place it in Marlene and type the following: Price, 
Description. For example: 400, FORTIFIED EMINENTLY Ace Lgswd of MIGHT & 

Feeb (23) - B. New. rf you're short on room, you don't need the comma/space, 
as long as you leave one or the other between the price and description. Once it 
has been placed and priced, you can move it about in Marlene's pack without 
having to redo this step. If you want to change an item's price or description, you 
have to remove it from the pack entirely and then put it back. It's a good idea to 
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type out the description first, then place the item and hit (Enter). 

If you wish to make an item not-for-sale (only books, containers, key rings and items 
within a for-sale container - e.g., a full suit of armour), merely type the description 

without a price first: for ex.ample, "MASSIVE Plate Arms of GUARDING - Brand 
New". If this item is within a for-sale container, it wi11 be listed as not-for-sale (i.e. 

you have to buy the container itself) . If this item is not within such a container, it 
will be assigned a price automatically (for this item, approximately 225 gold). 

If you place a not-for-sale item in a not-for-sale container, the container will be 

assigned a price based on shop values of the items inside. This assignment will 
occur even if only one item in the container does not have a price, and even if you 
then assign a price to that item. 

SettfnG Pu.Ices 
Setting prices is, by far, the most challenging part of being a successful merchant. 
This section attempts to help with the problem, but it can be no more than a guide. 
Your merchandise can be impeccably organized and you can have the best location, 
but if you don't have prices that please your customers, your business will fail. 

Pricing weapons and armour, especially enchanted items, is a pain, particularly 

since there are no hard and fast rules to serve as guides. However, value is an elu

sive term and value lies in the eye of the beholder in any event. How else to 
ex.plain some of the fantastic prices being asked and paid for certain enchanted 
items today? 

20,000 gold for a heavy crossbow of Power? 11,000 gold for a Viking sword of 

Force? Absurd? Of course. But when you consider that weapon might earn its price 
within a few days, who's to say it's not worth it? In any event, price is set by what 

people will pay, not what an item is worth. So we present this section and hope 
that it will help to bring some sanity back into the game. 

Your prices will be dependent on a number of factors, including your cost, location 

and, most importantly, current supply and demand. 

While you have to factor your cost into the prices that you set, this should be the 
factor given the lightest weight - a successful merchant has fairly consistent prices 
that do not fluctuate except with supply and demand. Of course, it doesn't hurt to 

have the occasional sale to keep the customers coming back. You want your prices 

to be high enough to make it worth your while to continue the endeavor, but low 
enough to ensure repeat business. 



PRJcfoG Gatne 
Reagents. The successful reagent shop makes its profit on volume saJes. ff you are 
in a high traffic area, especially one in the wilderness without easy access to a 
mage shop, you can easily sell out your stock two or three times per day with 
aggressive pricing. Our vendors (my partner, Lord Monteroy, is in charge of 
reagents, runes and scrolls) sell reagents at 1.5 to 2 gold above store prices. 
Reagents are readily available from mage shops, if you have a little patience. The 
real service you are providing is convenience. If you wish to spend less time on 
your reagent vendor, set the prices a little bit higher. If your prices are too high, 
however, the extra cost will outweigh the convenience of using your shop and you 
will drive people to the mage shops. 

Black Pearl 
Blood Moss 
Garlic, Nightshade, Ginseng and Silk 
Mandrake and Ash 

7.5 to 8 gold 
7 to 7.5 gold 
4.5 gold 
4.5 to 5 gold 

Runes. All runes sell well, as long as they are priced reasonably. When pricing 
runes, keep in mind your cost (if you're a competent mage, 35 to 40 gold per 
rune) and don't be too greedy. 

To your vendor (depending on how much people want to go there anyway) 
Mainland cities 
Harder to reach cities (Cove, Jhelom, Nuje/'m, Magincia, Serpent's Hold, Ocflo) 
Dungeons and spots of interest (Buccaneer's Den, Chaos Shrine) 

Scrolls. Scrolls seem to move at these rates: 

Generic Scrolls 
Recall 
Mork 
Gate 
Resurrection 

base cost + l 0 per circle 
50 gold 
60 gold 
100 gold 
200 gold 

25 to 70 gold 
80 to 125 gold 
150 to 200 gold 
200 to 300 gold 

Full spell books generally sell for 3,000 to 3,500 gold. Considering the difficulty 
in finding scrolls to fill the book and the fact that it takes a GM scribe to inscribe 
31h_level spells, this price is generous. 

Potions. I am not an expert in the pricing of potions, but I have heard that the 
following prices may be effective. 

Greater Heal 
Greater Explosion 
Greater Poison 

40 to 55 gold 
60 to 100 gold 
60 to 150 gold. 
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Armour and Weapons. This area is, by far, the trickiest in which to set prices. You 
will have to experiment to find the prices that best suit your customers. The high 
range weapons and armour have the greatest variation, depending mainly on spe
cific purchasers. 

Halberds and heavy crossbows are the most sought-after weapons. I suggest the 
following prices (the ranges are dependent on your specific location as well as the 
accuracy bonus of the item): 

Ruin 
Might 
Force 
Power 
Vanquishing 

750·2,000 gold 
3, 000-6, 000 gold 
7,500-14000 gold 
12,500-25,000 gold 
25,000-60,000 gold 

The high-end items seem may to be excessively priced, but with the amount of 
gold available in the game, these amounts are within the realm of possibility. 
Items on vendors will sell at the lower end of the ranges, but not quickly at the 
higher end, if at all. These items are best sold privately. 

By far, plate is the most popular armour, commanding the best prices. Even plate 
of defense commands good gold. 

Defense 
Tunic 450-750 
Legs 425·600 
Arms 375·550 
Helm 350-500 
Gorget 200-350 

Guarding 
900-1250 
750-1000 
700-900 
650-900 
350-500 

Hardening 
1500-2500 
1250-2000 
1000-1750 
1000-1750 
1000-1500 

Fortification 
3000-5000 
2500-4000 
2000-4000 
1800-3500 
1500-3000 

Invulnerability 
15,000 + 
10,000 + 
10,000 + 
10,000 + 
10,000 + 

Chain is also quite popular, and can be priced at up to 2/3 the price for an equiv
alent piece of plate. 

Assume all weapons/armour either found or purchased are not brand new. A 
Master or GM smith with high Arms Lore skill is a treasure, and if they're honest 
pay them well to both Arms Lore an item and repair same. Even armour of 
Hardening can be weakened in battle and needs to be fixed from time to time. 

Maiot:aioioG Mar.ileoe 
Now that Marlene is ready for action, how can you keep her happy? 

You have to do two things to keep Marlene on the job. First, you have to make 
sure that her shop doesn't deteriorate - again, if her tent or building goes poof, so 
does she. Second, you have to keep paying her. If Marlene runs out of cash, she 
commits suicide, dropping all of her goods to the ground. 



To determine how much Marlene is costing you, say a sentence with the words 
"vendor" and "status" in it (or "Marlene" and "status") . The macro I use is "Will 
the real Marlene please tell me her status?" Marlene will now tell you how much 
gold is in the till, how much her daily charge is (in UO days) and for how long 
she has funds (in UO and real-world days). This last time span assumes that you 
are not removing any of the gold in the cash box. 

To remove gold from Marlene, say a sentence including the words "vendor" or 
"Marlene" and "get" or "transfer gold." The macro I use is "Marlene please trans
fer me the daily profits in gold." If you want to keep it simple, "vendor get" will 
do. At this time, there's no way to remove only a portion of the gold that Marlene 
is holding for you. 

Note: Keep in mind that 50 gold weighs 1 stone. Therefore, you can control the 
amount of gold that Marlene transfers to you by controlling your weight when 
you request the cash. Marlene will only pass you enough gold to put you at your 
maximum carrying capacity, and no more. 

To pay Marlene, simply drop gold on her head; she will let you know that she is 
applying the funds to her employment. Then do another status check to see for 
how long she's been paid. Remember, if you add more merchandise, her daily 
upkeep goes up. r advise keeping her paid for at least seven days at all times. Also, 
don't kill anybody unless in self defense. More than one murder on your murder 
count will cause your vendor fees to soar. 

The exact formula for your daily vendor charges is: 

[{Value of everything on your vendor)/ 500] + 20 

That total is multiplied times your murder count. Keys count as the value of the 
house or ship. 

Keep inG YoaR Cast:orneRs Happ&' 
Well, it seems like the hard work is done, but it's really just begun. The most chal
lenging, and most fun, part of being a successful merchant is pleasing your cus
tomers while maintaining a healthy bottom line. 

The most obvious way to please customers is to keep a good stock of items and to 
keep your prices competitive. Watch for trends in the sale of your merchandise 
and don't be afraid to adjust prices and the make-up of your inventory to suit the 
buying patterns of your customers. Hang out at your shop for an hour every day 
and chat with the customers - they are your best source for information on the 
marketplace. Remember - a happy customer will keep coming back and will 
bring friends. 



Econornrcs 

If your vendor is in the wilderness, offer free Heals and other helpful spells to 
passers-by - this will get their attention. I've probably resurrected 150 ghosts 
who have wandered by my tent, many of whom immediately refit themselves 
from my wares. If someone is down on her luck (my vendor is in a PK-frequented 
zone), 1'11 give her a free weapon or some gold to get her started - I'm confident 
that, ultimately, the gold will end up back in my coffers, with interest. 

If one of your customers is locked in battle, ask him if he requires assistance and 
let him have the lion's share of the loot from any kill. Just like real life, small kind
nesses can be repaid many times over. A player who feels gratitude toward you will 
go out of his way to shop at your vendor, as long as the prices are reasonable. 

If you see someone making repeated purchases, ask her if she has a rune to you 
vendor. If not, give her a free one. If she already has one, give her one to give to a 
friend. 

I'm always amazed at how few people haggle in the game. When I see a customer 
taking a long look at my items, I always say, "if you see something you like, make 
me an offer." Remember, no matter how much you sell an item for, you're probably 
still making a profit. Generosity in the short run is usually rewarded in the long run. 

GUILDS 
In the game, groups of players can band together in a group called a guild for the 
sake of furthering their principles, fostering an occupational community or 
numerous other goals. Some guilds are of the serious, occupational sort, such as 
the Warriors' Guild. Others are geared more toward social gatherings. 

Ultima Online has two types of guilds - game guilds (trade guilds run by NPCs) 
and player guilds (created and managed by players) . Anyone can join a game guild 
by finding the NPC guildmaster and paying a membership fee. Joining player 
guilds is a bit more difficult - you must contact the player guildmaster to gain 
permission to join. 

Garne Gaflns 
By joining a game guild, you can receive discounts at certain shops. Merchants 
affiliated with a certain guild display the guild's coat of arms on a sign in front of 
their shops. Members of that particular guild receive a 10% discount at that shop. 
The exception is the Thieves' Guild - instead of a discount, membership renders 
guild members immune to NPC thieves and beggars. 

Most main trade guilds have branches that represent local or specialty divisions. 
These sub-guilds use the same colors (green and white, for example), but their 
coat-of-arms design varies slightly (such as vertical vs. horizontal stripes) . All sub
guilds offer discounts to members of all branches of the guild. 



JofnfoG/LeaofoG a Game Gafln 
You can join nearly any game guild, as long as you pay the 500-gold piece mem
bership fee. (A couple are not currently accepting new members.) This ensures 
lifetime membership in that guild. However, you must pay again if you ever 
decide to change guilds. 

f If you say the word "guild" or "guilds" to an NPC Guildmaster, he or she will 
offer you membership in that particular guild. 

f If you say "join" or "member" to a Guildmaster of an NPC guild (you have 
the necessary 500 gold), you will automatically join that guild, if you don't 
already belong to another guild. 

f If you wish to withdraw your guild membership, say "resign" or "quit" to an 
appropriate Guildmaster. 

JofnfoG/LeaofoG a PLayeR Gafln 
Player guilds are controlled independently, and Origin exerts little control over 
them. Unlike game guilds, player guilds don't provide shop discounts (unless 
players in the same guild agree to trade goods at lower prices) . 

To join a particular player guild, you must find its guildmaster. This can be quite a 
task in some cases. Your best bet is to ask around or post a notice on the town bul
letin board. Some players create guild halls that you can visit. If you can't find the 

guildmaster, visit the Guild Hall on the Ultima Online web site (www.owo.com) 
and use the guild search engine to track down guilds by category, name, guildmas
ter or location. Then, you can contact the Guildmaster via e-mail. 

To leave a guild, e-mail the guildmaster and ask to cancel your membership. 

Game Gaflns By Clty 
To find a guild you want to join, you may have to travel to different towns - not 
every guild has a chapter in every town. Currently, no permanent guild halls exist 
for the Society of Clothiers and the Guild of Healers. However, you might 
encounter a guildmaster at any of their shops throughout Britannia. 
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Game Ganns B(Y Tcvpe 
General Membership. The prominent occupation for the group - i.e., alchemist, 
paladin, healer, etc. The occupations listed here indicate what types of shopkeep
ers will give you discounts. Not all guilds are currently open for membership. At 
this time, the Guild of Barbers, Society of Cooks and Society of Smiths are dosed 
to new membership. However, note that the Society of Weaponsmiths (a subguild 
of the Society of Smiths) extends membership discount privileges to the Warriors' 
Guild. 

Subguilds. Specialty branches of a main guild or association. Sub-guilds offer dis
counts to members of all branches of the main guild. 

Gatln o.J= AR.cane ARts (paRple ann slae) 
General Membership 

Subguilds 

Alchemists, mages 

Guild of Mages 
Guild of Sorcery 
Masters of Illusion 

Gailn o.J= BaRBeRs (Ren ann robit:e) 
(Not currently accepting new members) 

General Membership Barbers, hairstylists 

Subguilds None 

Soclet:cv o.J= CLot:bfeRs (paRple, Goln ann Ren st:Rfpes) 
General Membership Tailors, weavers 

Subguilds Tailor's Hall 

BaRnfc ColleGfarn (paRple, Goln ann Ren cbecks) 
General Membership Bards, musicians, storytellers, performers 

Subguilds None 

Soclet:cv o.J= Cooks ann Cbe.J=s (GReen, white ano Reo) 
(Not currently accepting new members) 

General Membership Cooks, chefs 

Subguilds None 

0R.DeR O.J= EnGfneeRS (Blae, golo ano prniple) 
General Membership Tinkers, engineers 

Subguilds None 

Gailn o.J= HealeRs 
(GReen, golo ano puRple; goloen ankh on gReen) 
General Membership 

Subguilds 

Healers 

Healers' Guild 
Lord British's Healers of Virtue 



MaRrt:rrne Garln (Blae ann robrt:e) 
General Membership 

Subguilds 

Fishermen, sailors, mapmakers, shipwrights 

Guild of Fishermen 
Sailors' Maritime Association 
Seamen's Chapter 
Society of Shipwrights 

MeRcbant:s' Assoctat:ron 
(GReen ann robtt:e; Goln on GReen) 
General Membership 

Subguilds 

Merchants, innkeepers, tavemkeepers, jewelers, 
provisioners 

Merchants' Guild 
Guild of Provisioners 
Traders' Guild 
Barterers' Guild 

MfntnG CoopeRat:lve 
(Golnen cRoss on Blae ann Black) 
General Membership Miners 

Subguilds None 

LeaGae o.i: RanGeRs (Goln slasb on Ren ann Blae) 
General Membership 

Sub guilds 

Bowyers, animal trainers, rangers 

None 

Soclet:&' o.i: Srnft:bs (Goln ann Black} 
(Not currently accepting new members) 

General Membership 

Subguilds 

Blacksmiths, weaponsmiths 

Armourers' Guild 
Blacksmiths' Guild 
Guild of Armaments 
Society of Weaponsmiths 

Socret:&' o.i: Tbteves (Ren ann Black) 
General Membership 

Sub guilds 

Beggars, thieves, assassins, brigands 

Federation of Rogues and Beggars 
Guild of Assassins 
Society of Thieves 

WaRRfoRs' Gafln (Ren ann Blae) 
General Membership 

Subguilds 

Fighters (mercenaries, warriors), weapons trainers, 
soldiers, guard, paladins 
(Weaponsmiths also commonly belong to this guild) 

Association of Warriors 
Fighters and Footmen 
Guild of Cavalry and Horse 
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KEYWORDS 
Trying to find out exactly what you need to know from an NPC stranger can occa

sionally prove difficult. To assist you, this chapter lists NPC keywords - recogniz

able words you can use in everyday conversations with NPCs. The lists are divided 

by General (applicable to all NPCs) and City keywords. Occupation keywords are 

listed with each NPC description, starting on page 216 . Keep in mind that these 

lists are subject to expand and change over time. 

UsaGe Gainelioes 
To help you interpret these listings, here are some general guidelines: 

f Multiple-word entries (such as "green potion") will only elicit the desired 

response if you type both words consecutively, without any other words in 

between them. For example, "green" by itself will not draw an NPC into an 

in-depth conversation, and "potion" will probably result in general direc

tions to a magic shop. "Green potion," however, will evoke a totally different 

answer. 

f Keywords ending with "'s "(primarily city names) trigger the same response 

whether you place the apostrophe before or after the "s," or if you leave it out 

entirely. Asking an NPC about "Buccaneer's Den," "Buccaneers' Den" or 

"Buccaneers Den" will get the same response. (Here, however, the keyword is 

only listed once, and with the apostrophe before the "s. ") 

f Some words listed are partially spelled to allow for multiple word endings. 

In the more obscure cases, a sample word follows in parentheses to help you 

understand the general meaning of the root word. An example is "thiev," 

which allows NPCs to respond to "thieving," "thievery" and "thieves." 

Similarly, "alchem" lets you ask about "alchemy" and "alchemists." 

f <any> between two words indicates that you can insert additional words 

between the keywords. Either "What job do you like to do?" or "What do wild 

ettins like to do in their free time?" will result in the same response, because 

the NPC responds to "What .... do .. .. do?" 

All NPCs have general keywords (given in the first entry) . Similarly, people in a 

given town will respond to certain keywords for that region. Most keyword 

responses, however, are based on occupation, as well as your reputation. If you're 

well-liked, the response will usually be more polite, and perhaps even more help

ful. (Responses are not listed here due to space constraints.) 



GeoeRal (All NPCs) 
ovotor blocklhorn britonnio buccaneer's den bye cove 
capital farewell go away greetings hasta lo vistu jhelom 
job king leave me alone lord british magincio moonglow 
name new mogincio nujel'm ocllo occupation profession 
ruler serpent's hold shrine skora brae see yo toke o hike 
trinsic vesper virtue yew yo 
what <onp do <onp do 

To start a conversation with an NPC, use his or her name instead of "hi" or "hello." 

H iRiOG 

You can hire NPCs with the following keywords: 

hire hireling hiring mercenary servant work 

Neen s 
Use the following keywords to identify an NPCs current needs you can help ful fill. 
ore you <onp well 
lhou fare 
you fare 

Cf"tfes 

destination 
lhou need 
you lac 

how mtlhou 
lhou require 
you need 

how <onp you 
thou wont 
you needing 

The following keywords work with NPCs in specific cities. 

BRi"ta fn 
alchemist ankh armour artisan 
bard boy blacksmith blackthorn's cosrie 
bowyer bread bridge brittony 
comp carpenter cartographer cosrie 
city wall clothes clothiers conservatory 
customs house cypress bridge death dummies 
ethereal goods farmers farms fighter 
groves graveyard great bridge great northern 
guard house guardhouse gung farmer healer 
incantations and enchantments I'm lost jewel 
lighthouse moge moge guild moge shop 
moge's bridge moge's shop magic shop main gate 
mausoleum mechonician miners mining guild 
musician narrows narrows neck northside 
oaken oar ocean old keep ore 
provision resurrect river river's gate 
salty dog shipwright skeleton smith 
steal sweet dreams tanner tavern 
theatre thief thieves training dummy 
undead unicorn horn vet virtue's poss 
waterfront wayfarer's inn weoponeer weapons trainer 
where om I woodworker where is 

I will take thee to <location> 
what is wrong what's wrong 
you require you wont 

baker bank 
blue boor boots 
brittony river butcher 
cat's lair cemetery 
crypt customs 
dummy ethereal 
fletcher gate 
guild 
incantations inn 
lb (weight, pound) leather 
moge tower magic 
mapmaker mop 
minstrel moot 
northern bridge neck 
paws poor gate 
sage advice ships 
sorcerer's delight stables 
temple theater 
troubadour train 
wall warrior 
weoponsmith 
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BaccaneeR's D en 
ale both drink fur heal hide inn provisioner 
smith supplies tanner tavern woodworker 

Cove 
armor armour dock fort heal lighthouse ore 

Jhe lom 
ale amber amethyst armor armorer armour 
armourer axe baker bakery blacksmith carpenter 
cartographer cemetery citrine city hall clothes clothier 
diamond dock drink drinduel dueling pit emerald 
farmer fighter's guild fish fisher's guild food gem 
gold grove guard guard house guard tower guardhouse 
hammer healer healing horse inn jeweler 
jeweler library mace mage map mapmaker 
pit provision ranch rubies ruby sapphire 
scorpion's tail shipwright silver sleep supplies supply 
sword tailor tavern theater theatre thieves guild 
tinker tourmaline town hall warehouse weapon 

MaGfncfa 
allies architecture artist artwork baker cartographer 
council a oft dock fish market Healer history 
house of parliament Inn item of protection jeweler kidnap lyceum 
moge moge guild moge shop magic guild magic magic shop 
mop mapmaker merchant's guild mining guild mine nujel'm 
parliament pirate politic provisioner pride ransom 
ship wright shipwright tailor tavern temple town square 
tinkerwarehouse youth 

Minoc 
armor (or armour blacksmith butcher clock concert drink 
fighters guild heol hides house mine 
miners music provisioner smith stable supply 
tanner tavern tent tinker woodworker warrior 

Moon Glow 
apprentice armour artist's guild baker butcher cemetery 
city hall docks form food fruit gadget 
graveyard healer herb inn lycaeum moge 
moge's guild mag <onp student mag <onv> teacher meat produce professor 
provisioner reagent scholar supplies tailor teleporter 
teach <any:> mag telescope town hall woodworker zoo 

Nu.JeL'm 
arbor bonk bard's guild blacksmith bowyer cemetery 
chess clothier concert custom <any:> house conservatory customs 
food gamble go ming gazebo graves graveyard 
inn jail jeweler jewelry moll manor 
mansion merchant's guild market mystical spirit po lace patio 
pergola restlul slumber silver bow slave auction slave market supplies 
tailor tanner tavern weaponsmith wager 



Ser:.z.pent:'s Holn 
armor (or armour blacksmith butcher healer inn keep 
provisioner stable supplies tailor tavern tinker 

Skar:.z.a Br:.z.ae 
alchem ale animal armor (or armour) blacksmith beekeeper 
bow bowyer butcher cartographer carver city hall 
cloth clothier farm farmer food fruit 
heal honey inn mage magic map 
mapmaker meat provision ranger's guild ranger shipwright 
smith supplies tavern theater theatre town hall 
trainer vegetable weapon wood woodcarver 

Tr:.z.rnstc 
armour baker barrack butcher constable engineer 
engineers guild fishermen's guild fishermen's shop guard guild healer 
inn jeweler moge mayor monost provision 
paladin's guild shop <any:> fish stable supplies tailor tavern 
tinker train weapon 

Vesper:.z. 
alchemist armor (or armour) art bakery bard <any:> guild bank 
beekeeper blacksmith bowyer bury <any:> dead butcher cemetery 
cartographer city hall crypt customs farm fish 
fighter's guild grave healer inn jewel moge 
magicians' guild magic <any:> hall mop mapmaker miners' guild meat 
mortuary museum point produce provisioner reagent 
seamen's guild ship wright shipwright smith sorcerery sorcerer 
supplies tailor tailor tanner thieves' guild tavern 
tinker town hall warriors' guild wood 

Winn 
eat food forest healer inn lob library magic 
mushroom provisioner reagent scholar supplies tailor wood 

Vero 
abbey baker bowyer butcher cemetery court empath farm 
flour food gaol healer jail market meat mill 
prison produce storehouse wine woodworker 

Coant:R(YSl"Oe (outside cities) 
appreciate bedroll britonny bay bye comp 
chow ciao colony concerns covetous 
despise destord dungeon Dupre earn <any:> money 

cove 
deceit 
gold 
hello 
lolo 
moon 

fare <any:> well get <any:> money good <any:> see <any:> thee greetings 
how <any:> quit <any>? how <any:> you hythloth is <any:> kindling 
knights log off logoff love many lands 
make <any> money many realms moongates order of the silver Serpent one realm of many 
other lands other realm lord robere robere see <any:> yo 
see <any> you Shomino shrines <any:> truth thank thee thank you 
thanks thou <any:> live treasure troubles virtues 
what is your what town am I in what's your what <any:> town is this whaYs thy 
who ore you where <any:> thou <any:> live where <any:> thou <any:> work 
where <any:> am <any:> you <any:> live 

shame 
thank ye 
weather 
wrong 



Cr.ieatar.ies aan 
NP Cs 
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CREATURE AND 
NON-PLAYER BEHAVIOR 
One of the most in-depth systems in the game is the artificial intelligence design 
for creatures (animals and monsters) and NPCs. All of them interact in Ultima 
Online, and each has survival needs, desires and fears. As in the real world, man is 
the supreme predator. Additionally, what they do - and what human players do 
- affects the world. This complex behavior system is based on a hierarchy of 
drives for all inhabitants of the world. 

The next few sections describe the intricacies of creature and NPC behaviors. 
Creature Descriptions begin on page 175 and Non-Player Character 
Descriptions begin on page 216. 

Dr:iives 
All creatures and NPCs have behaviors and priorities based on three drives -
food, shelter and desires. 

Food Items required for survival, such as food and water 

Shelter Locations that provide some degree of comfort, such as homes or caves 

Desires Luxuries not required for survival, such as gold or honey 

Creature and NPC searches nearly always proceed from food to shelter to desires. 
Survival is always the most urgent element, however - if anything threatens sur
vival, that takes precedence. 

Not everything has complex drives. Rabbits happily live in a grass field, eating 
grass. For that matter, not everything must have a specified shelter - some NPCs 
are nomads without a permanent shelter. 

Here are some examples: 

Dragons 

Eat meat 

Live in caves 

Desire gold 

Rabbit.s 

Eat grass/crops 

Live in grass 

Desire crops 

NPC Townspeople 

Eat meat 

Live in the village 

Desire wool, gold, 
fame, similar 
NPCs, etc. 

NPC Nomads 

Eat meat 

No permanent home 

Desire gold, similar 
NPCs, etc. 



Rates 0-1= BebaoioR 
Foon 

Cr:ieat:ar:ies ann NPCs 

Many plants are sources of food - grass, grain, wheat, carrots, apples, etc. In 
addition, all people and animals are meat sources for carnivores. 

''l'c:'s Noc: BrG Eom:mb" 

When NPCs and creatures search for food, they generally ignore anything smaller 

than a single bite. A dragon that eats in 5-unit bites won't bother with crows that 
are only 2 meat units. This rule is violated, however, if the carnivore is starving. 

"Cao Tba-c: Eat: Me?" 

Most NPCs are smart enough not to try killing a dragon for food. It's bigger, it's 

more powerful, and it's likely to win. Creatures follow this same basic rule - if 
they see something that desires them as food, they tend to avoid the predator. 

"I Can't: Get: t:o It:!" 

NPCs and grounded creatures won't waste their time trying to get to something 
that's obstructed or out of reach. For instance, a wolf realizes he's grounded and 
probably won't spend precious hunting time chasing a bird flying overhead. 

"Wbat: Sboaln I Ead" 

NPCs and creatures in Britannia follow a set of guidelines when they're hungry. 
They want to eat, and they want to eat as much as they can, as safely as they can . 
Here are the basic rules they use to determine what the food of choice will be: 

f Most inhabitants of Britannia prefer their meat already dead. No NPC wants to 
risk life and limb hunting evasive game in the wilderness, and most creatures 
would rather eat a freshly prepared carcass than kilJ something themselves. 

f The larger the quantity of food, the better. This is especially true with a group 
of creatures - the preferred food source is one that feeds the entire group. 

f The closer the food source, the better. 

f If the food source provides other resources as well (like hides, which comes 
from some animals that produce meat), it is more appealing. 

f Once the search for food is finished, the NPC or creature will eat the food or, 
if it's smart enough, take the food back to its home or lair. 

"SpllttfoG -Cbe Pack" 

This rule pertains more to creatures than NPCs. If a group of creatures need more 
food than an area can supply, the group will split into two packs. The strongest 
member stays and takes one half of the group, while the second strongest mem
ber splits off with the other half of the group (randomly chosen) and migrates to 
a new region with enough food resources. 



SbeLteR 
Most creatures seek out suitable shelter for their permanent homes. Once they 
find it, they're settled for the duration of the game and won't move unless they 
die, they're driven out, or their home is destroyed. 

Other creatures are more nomadic and will take shelter wherever they happen to 
be when that drive occurs. Later, when they desire shelter again, they may return 
to the previous shelter or seek out a new one. 

Here are the rules for living space: 

"Wber:.ze Sbooln I Lfue?" 

If no home amently exists, he/she/it will look for a location that has the largest 
amount of space available (grass, cave space, housing space, etc.) . Creatures look 
for grassy areas, forests, caves or whatever their natural habitat happens to be. 

Once they find suitable shelter, they claim it as their home. However, the area 
must be large enough to satisfy their needs. For example, sheep consider grassy 
areas as shelter. They also eat grass, however, which reduces the size of this shelter 
until it is insufficient, and they have to move to another grassy area. 

"Sbootn I Moue ori Sbooln I St:acv?" 

Most NPCs and creatures prefer permanent homes. However, if an NPC or crea
ture bas a home but discovers a similar shelter that offers more free space or other 
advantages, a move may take place. If the NPC has a stash of food, gold or other 
items, it will begin moving its possessions to the new location. 

For example, if a wandering dragon happens across a larger cave currently occu
pied by a lone adventurer and a large pile of gold bigger than the dragon's current 
hoard, it may attempt to kill the human and take over the cave space. Once that 
happens, the dragon will return to its previous quarters to transfer its hoard. 

uNot:bJnG Her:.ze ---" 

lf a homeless NPC or creature can't find suitable shelter in a certain area, it will 
migrate to a new area and seek out an area with enough free space and nearby 

food resources. 



CReat:aRes ar:ro NPCs 

DesfRes 
Several types of desires exist. Some are constant, meaning that the need never 
goes away. For example, an NPC female might fall in love with a male player and 
persistently follow him wherever he goes. Or, a thief remains constantly on the 
lookout for anyone carrying 100 gold pieces. Other desires are satiable, meaning 
that the NPC remains satisfied for some time, then seeks to fulfill his or her 
desires once more. 

"KrLL t:be lnvaneRs" 

This rule is slightly different from the normal shelter rule. Instead of a desire, it is 
usually a response to an action by some other creature, NPC or human player. 

If one creature or NPC tries to move into another's home, a fight may commence. 
For example, a wolf will attack a bear that tries to claim its comer of the forest. 
Both desire to live in the forest, and both consume local meat resources. However, 
a fight will probably not occur if a rabbit moves into a sheep's grassy area. Both are 
herbivores, and one or both will probably just migrate to a nearby grassy knoll. 

"PR.ot:ect t:be HoaR.n" 

If a creature or NPC's home is invaded by anyone that wants something from 
within the shelter, the homeowner will display aggression toward the invader. 

"Fron a Mast:eR" 

This causes creatures to form packs of creatures. Most creatures desire to be 
around others of their type. Within such a group, the most powerful creature is 
often considered the leader or master. Others in the pack follow the master. 

With creatures, pack behavior occurs only if there is enough food in the area to 
feed the entire group. If not, the group will either never form, or will split in two. 

"Hmm ... I Couln Use Tbat:!" 

Sometimes a creature with high intelligence or an NPC finds something it desires 
that can be moved. If the creature or NPC has a home and can carry the item, it 
will be taken home and added to the personal possessions. 

This can apply to food as well as items - if the creature or NPC is not hungry 
when it runs across something tasty, the food can be taken back home and stored. 

'Tm BoRen!" 

Both creatures and NPCs can get bored. If they have some desire that has been 
satisfied several times - such as the desire for gold coins, or for the company of a 
particular person - they may seek an alternative instead. 



Piionact:ioos aon Aoeiisioos 
Besides the basic food, shelter and desire drives, two other forces affect creatures 
and NPCs. They are productions (resources contributed by that creature or NPC) 
and aversions (anything that causes fear in an creature or NPC). These two things 
help drive decision-making and behavior patterns. 

PRonactfons 
Productions are resources that a creature or NPC can contribute to the region's 
resources. This can also apply to some objects. These resources are either fixed 
(such as meat) or consumable and renewable (such as wool on a sheep, or trees 
in a forest) . 

For example, a tree produces up to 5 units of wood. If the tree is cut, it will even
tually renew itself and grow back. Thus, wood is a renewable resource that can be 
consumed without being destroyed. A tree also represents 5 units of forest that 
can be used as shelter. 

Similarly, grass serves both as food and shelter for some creatures. After a grassy 
area has been eaten, it no longer serves as shelter for grassland creatures. 

AveRsfons 
Aversions are items, creatures or NPCs that cause a negative reaction - usually 
fear, but occasionally hatred (leading to attack) or dissatisfaction and unease 
(these latter being more typical of humans). Aversions essentially are the reverse 
of drives. 



CReat:aRes ann NPCs 

CREATURE DESCRIPTIONS 
Ranges of numbers. If the value listed is a range (for example, 15-38), that stat 
will vary from creature to creature (or NPC to NPC) between the two numbers. 

Damage (creatures) lists the base damage the creature can inflict with one blow. 

Natural armour (creatures) lists the "armour" protection the creature's skin provides. 

Skill to Tame is the Animal Taming skill a d1aracter needs to try to tame this crea
ture. If no Skill to Tame is listed, the creature can't be tamed. 

Alignment is only mentioned for animals or NPCs if they are not neutral. 

Movement lists any non-standard modes of travel for the creature. 

Difficulty is a general measure of how tough an opponent the creature is. The 
lowest Difficulty is l. The highest is 10+. 

Strength, Dexterity, Intelligence, Hit Points, Stamina and Mana are on the same 
scale and mean the same thing as the corresponding player stats. 

Skills. Of course, not every alligator has had a chance to matriculate at Bendar's 
School of Unarmed Combat. However, when you are attempting to attack, capture 
or resist a creature, these skill values represent the creature's natural abilities 
brought to bear against you. 

Food is what the creature or NPC eats. The first number is the number of food 
units it takes to fill the creature. The number in parentheses is how many units it 
can consume in a single bite. For example, an ogre (Food: Meat 15 (3)) eats meat, 
becomes full after consuming 15 units, and takes bites of 3 units at a time. 

Shelter is the type of natural habitat the creature/NPC seeks out as its home. 

Desires are preferences, not survival necessities.Resources are units of usable 
resources that the creature or NPC represents. For example, a sheep is both a meat 
resource and a wool resource. The number preceding the resource describes the 
number of units generated. 

We didn't feel it necessary to repeat this throughout the NPC stats, but all humans 
represent 8 units of meat to carnivores adventurous enough to stalk them. 

Aversions are things that this creature or NPC fears or hates. 

Treasure is the hoard this monster usually protects. Meager, Moderate, Extreme, 
and Very Extreme describe the general nature of the hoard. 

Sell/Buy lists and Spell Circles (NPCs) are explained on p. 216. 

Keywords (NPCs) are explained on pages 165-168 and 216. 

AS WITH ALL OTHER SPECIFICS IN THIS BOOK, GIVEN THE NATURE OF 
THIS GAME, THESE DESCRIPTIONS AND STATS ARE SUBJECT TO CHANGE. 



Anfrnals 
ALlfGat:oR 
Damage 2-18 Natural Armor 15 
Skill ta Tame 60 Alignment Evil 
Difficulty 3 Movement Amphibious 
Strength 76-100 Hit Points 76-100 
Dexterity 6-25 Mana 0 
Intelligence 11-20 Stamina 46·65 
Parrying 38-73 Resist. Spells 25-40 
Tactics 40-60 Wrestling 40-60 
Food Meat 5 (1) 
Shelter Swamps Water Caves 
Desires Dead logs 
Resources 6 Meat 12 Leather 
Aversions Civilization People Carnivores (3+ bites) 

Beat< 
Black/81'.loron BeaR 

Damage 2-12/ 5-13 Natural Armor 8/12 
Skill to Tame SO (Black) / 55 (Brown) 
Difficulty 3/3 
Strength 75-100/ 56-75 Hit Points 75-100 
Dexterity 55-75/ 25-45 Stamina 55-75 
Intelligence 10-14/22-47 Mana 0 
(Black) Parrying 2 5-4 5 Resist. Spells 20-40 
(Brn) Parrying 38-55 Resist. Spells 25-35 
Tactics 40-60 Wrestling 40-60 
Food Fish 5 (1) Fruit 5 (1) Meat 15 (3) 
Shelter Forests Caves 
Resources 9 Meat 12 Fur 
Aversions Civilization 

GRfzzL 

Damage 6·15 Natural Armor 12 
Skill to Tame 70 Difficulf'{ 4 
Strength 125-155 Hit Points 125-155 
Dexterity 80-105 Stamina 80-l 05 
Intelligence 15-40 Mono 0 
Parrying 70-85 Resist. Spells 45-60 
Tactics 70-l 00 Wrestling 50-65 
Food Fish 6 (l) Fruit 5 (1) Meat 15 (3) 
Shelter Forests Caves Mountains 
Resources 10 Meat 16 Fur 
Aversions Civilization 



r 
Cn.eat:an.es ano NPCso 

Polm~ BeaR 

Damage 5·14 Natural Armor 9 
Skill to Tame 50 Difficulty 4 
Strength ll 5·140 Hit Points 115·140 
Dexterity 80·105 Stamina 80·105 
Intelligence 25·50 Mono 0 
Parrying 70-85 Resist. Spells 45·60 
Tacffcs 70·100 Wresrling 60-90 
Food Fish 6 (l) Fruit 5 (l) Meat 15 (3) 
Shelter Snow Caves Mountains 
Resources 11 Meat 16 Fur 
Aversions Civilization 

Ball FROG 

Damage 1·2 Natural Armor B 
Skill to Tome 40 Difficulty 2 
Strength 46-70 Hit .Points 46·70 
Dexterity 6-25 Stamina 6-25 
Intelligence 11·20 Mono 0 
Parrying 38·72 Resist. Spells 25·40 
Ta di cs 40·60 Wresrling 40-60 
Food Meat 5 (1) 
Shelter Swamp Water Caves 
Resources 2 Meat 4 leather 
Aversions Civilization 

Cat: 
Damage 1 Natural Armor 4 
Skill to Tome 20 Difficulty 1 
Strength 9 Hit Points 9 
Dexterity 35 Stamina 35 
Intelligence 5 Mona 0 
Parrying 3 Resist. Spells 5 
Tacffcs 4 Wresrling 5 
Food Meat 5 (l) Fish 5 (1) 
Shelter Houses l Person 
Desires l Person l Window 
Resources 2 Meat 
Aversions Water 



Cattle 
Cow 
Damage 1-4 Natural Armor 5 
Skill to Tame 30 Difficulty 2 
Strength 30 Hit Points 30 
Dexterity 15 Stamina 15 
Intelligence 5 Mana 0 
Parrying 6 Resist. Spells 6 
Tactics 6 Wrestling 6 
Food Grass 588 (64) Grain 25 (5) Hoy 25 (5) 
Shelter Grass Stables 
Desires Cattle 
Resources 40 Meat 12 leather 
Aversions Carnivores (3+ bites) 

Ball 
Damage 4-9 Natural Armor 14 
Skill to Tame 80 Difficulty 4 
Strength 77-111 Hit Points 77-111 
Dexterity 55-75 Stamina 55-75 
Intelligence 47-75 Mana 0 
Parrying 43-55 Resist. Spells 18-25 
Tactics 68-85 Wrestling 40-57 
Food Grain 25 (1) Hoy 25 (1) Gross 57 6 (64) 
Shelter Gross Stables 
Desires Cattle 
Resources SO Meat 15 Leather 
Aversions Carnivores (3+ bites) 

CoaGaR 
-- -

Damage 2-12 Natural Armor 8 
Skill to Tame 55 Difficulty 3 
Strength 55-80 Hit Points 55-80 
Dexterity 65-85 Stamina 65-85 
Intelligence 25-50 Mana 0 
Parrying 55-65 Resist. Spells 15·30 
Tactics 45-60 Wrestling 45-60 
Food Meat 15 (3) 
Shelter Caves Mountains Forests 
Desires Cougars Foliage 
Resources 6 Meat 10 Fur 
Aversions Civilization Water 



CRea-taRes ann NPCso 

DeeR .1 
HaRt: oR St:aG 
Damage 4-10 Natural Armor 12 
Skill to Tame 70 Difficulty 2 
Strength 41·71 Hit Points 41-71 
Dexterity 47-77 Stamina 47-77 
Intelligence 27-57 Mono 0 
Parrying 25·43 Resist. Spells 27-45 
Tactics 30-48 Wresrling 30-48 
Food Crops 25 (l) Grass 57 6 (64) 
Shelter Forests 
Desires Deer Foliage 
Resources 30 Meat 15 Leather 
Aversions Civilization Carnivores (3+ bites) 

Htnn 
Damage 4 Natural Armor 4 
Skill to Tame 40 Difficulty 2 
Strength 21·51 Hit Points 31-49 
Dexterity 47-77 Stamina 41-53 
Intelligence 17-47 Mona 0 
Parrying 23 Resist. Spells 15 
Tactics 19 Wresrling 26 
Food Crops 25 (l) Grass 57 6 (64) 
Shelter Forests 
Desires Deer 
Resources 25 Meat 8 Leather 
Aversions Civilization Carnivores (3+ bites) 

DoG 
----

Damage 4·7 Natural Armor 6 
Skill to Tome 3 Difficulty 2 
Strength 27·37 Hit Points 28-37 
Dexterity 28·43 Stamina 31-49 
Intelligence 29·37 Mono 0 
Parrying 28-53 Resist. Spells 22-47 
Tactics 19-31 Wrestling 19·31 
Food Meat 5 (l) 
Shelter Houses People 
Desires People Dogs 
Resources 3 Meat 



DoL bro 
Damage 3-6 Natural Armor 8 
Difficulty 2 
Strength 21-49 Hit Points 21-49 
Dexterity 66-85 Stamina 90-140 
Intelligence 16-31 Mono 0 
Parrying 65-75 Resist. Spells 15-20 
Tactics 19-29 WresHing 19-29 
food Fish 5 (l) 
Shelter Water 
Desires Ships Dolphins 
Resources 4 Meat 
Aversions Coasttine 

Goat: 
Damage 3-4 Natural Armor 5 
Skill to Tame 30 Difficulty l 
Strength 19 Hit Points 19 
Dexterity 15 Stamina 15 
Intelligence 5 Mana 0 
Parrying 5 Resist. Spells 5 
Tactics 5 WresHing 5 
Food Fruit 5 (l) Gross 576 (64) 
Shelter Gross Stables 
Desires People Goats 
Resources 14 Meat 8 Leather 
Aversions Carnivores (3+ bites) 

Moant:afn Goat: 

Damage 3-7 Natural Armor 8 
Skill to Tame 20 Difficulty 2 
Strength 22-64 Hit Points 22-64 
Dexterity 56-75 Stamina 56·79 
Intelligence 16-30 Mana 0 
Parrying 45-55 Resist. Spells 25-30 
Tactics 29-44 WresHing 29-44 
Food Forests 5 (l) Fruit 5 (l) Gross 576 (64) 

Leather 5 (l) 
Shelter Forest Mountains 
Desires Mountain goats 
Resources 16 Meat 12 Leather 
Aversions Civilization Carnivores (3+ bites) 



CReat:aRes ann NPCs 

GoRILLa 
Damage 2-12 Natural Armor 10 
Skill to Tame s Difficulty 3 
Difficulty 3 
Strength 53-95 Hit Points 53-95 
Dexterity 36-55 Stamina 36·66 
Intelligence 36-60 Mana 0 
Parrying 43-53 Resist. Spells 43-58 
Tactics 43-58 Wrestling 43-58 
Food Crops 25 (1) Fruit 25 (1) Groin 25 (1) 
Shelter Foliage Jungle 
Desires Gorillas 
Resources 6 Meat 6Fur 
Aversions Civilization 

HoRse - [er: PackboRse] 
--

Damage 3-4 [4-12] Natural Armor 9 
Skill to Tome 45 Difficulty 2 
Strength 44-120 Hit Points 44-120 
Dexterity 36·55 Stamina 36-55 
Intelligence 6·10 Mano 0 
Parrying 35-45 Resist. Spells 25-30 
Tactics 29-44 Wrestling 29-44 
Food Crops 55 (1) Fruit 55 (1) Groin SS (1) 

Hoy 55 (1) Gross 57 6 (64) 
Shelter Stables 1 Person 
Desires Horses People 
Resources 15 Meat 10 Leather Transportation 
Aversions Carnivores (3+ bites) 

LLarna - [er: Pack LLarna] 
Damage 2-6 Natural Armor 8 
Skill to Tome so Difficulty 2 
Strength 21-4 9 [52-80] Hit Points 21-49 [52-80] 
Dexterity 36-55 Stamina 36-55 
Intelligence 16-30 Mono 0 
Parrying 35-45 Resist. Spells 15-20 
Tactics 19-29 Wrestling 19-29 
Food Crops 5 (1) Fruit 5 (1 l Groin 5 (1 ) 

Hay 5 (1) Grass 576 (64) 
Shelter Stables Person 
Resources 7 Meat 12 Fur Transportation 
Desires Llamas People 



Ost:ar.to (Oclock) 
Damage 7-lS Natural Armor 9 
Skill to Tame 4S Difficulty 3 
Strength 94·170 Hit Points 94-170 
Dexterity 36·5S Stamina 36-SS 
Intelligence 6-10 Mana 0 
Parrying 2S·3S Resist. Spells 27-32 
Tactics 29·44 Wrestling 29·44 
Food Crops 55 (1) Fruit 55 (1) Grass 57 6 (64) 
Shelter Stables 
Desires Ostards 
Resources 1 S Meat Transportation 

Ost:aRn (0Ro) 
Damage 4·12 Natural Armor 9 
Skill to Tame 4S Difficulty 3 
Strength 94-170 Hit Points 94·170 
Dexterity 36-SS Stamina 36-SS 
Intelligence 6·10 Mana 0 
Parrying 3S·4S Resist. Spells 2S·30 
Tactics 29·44 Wresrling 29·44 
Food Crops SS (1) Fruit SS (l) Gross S7 6 (64) 
Shelter Stables 1 Person 
Desires Ostords People 
Resources 1 S Meat Transportation 
Aversions Carnivores (3+ bites) 

Ost:aRn (Zost:Rf cb) 
Damage 8-23 Natural Armor lS 
Skill to Tame 8S Difficulty 6 
Alignment Evil 
Strength 94-170 Hit Points 94-170 
Dexterity 96· ll s Stamina 96· ll 5 
Intelligence 6·10 Mana 0 
Parrying 7S·8S Resist. Spells 7S·80 
Tactics 79·94 Wrestling 79·94 
Food Crops SS (l) Fruit SS (l) Gross S7 6 (64) 
Shelter Stables 
Desires Ostords 
Resources lS Meat Transportation 



Cr:zeat:ar:zes aon NPCs 

Paot:beR 
Oomoge 2-14 Natural Armor 8 
Skill to Tome 65 Difficulty 3 
Strength 61-85 Hit Points 61-85 
Oexterity 86-105 Stamina 86-105 
Intelligence 26-50 Mona 0 
Parrying 55-65 Resist. Spells 15-30 
Tacffes 50-65 Wrestling 50·65 
Food Meat 15 (3) 
Shelter Coves Jungle Gross 
Oesires Panthers 
Resources 6 Meat 10 Fur 
Aversions Civilization Water 

Pf G 

Oamage 2-4 Natural Armor 6 
Skill to Tome 30 Difficulty 1 
Strength 20 Hit Points 20 
Dexterity 20 Stamina 20 
Intelligence 5 Mono 0 
Parrying 5 Resist. Spells 5 
To en es 5 Wrestling 5 
Food Fruit 55 (1) Crops 55 (1) Groin 55 (1) 
Shelter Woods Dirt Stables 
Oesires Pigs 
Resources 6 Meat 

BoaR (BIG PIG) 

Damage 3-6 Natural Armor 5 
Skill to Tame 45 Difficulty 2 
Strength 25 Hit Points 25 
Dexterity 15 Stamina 15 
Intelligence 5 Mano 0 
Parrying 10 Resist. Spells 9 
Ta en es 9 Wrestling 9 
Food, Shelter, Desires and Aversions Some as pig 
Resources 12 Meat 



Rassf't 
Damage 1 Natural Armor 3 
Skill to Tame 5 Difficulty 1 
Strength 5 Hit Points 5 
Dexterity 25 Stamina 25 
Intelligence 5 Mono 0 
Parrying 5 Resist. Spells 5 
Tactics 5 Wrestling 5 
Food Crops 55 (1) Gross 57 6 (64) 
Shelter Gross Woods Foliage 
Desires Rabbits 
Resources 2 Meat 4Fur 
Aversions Carnivores (2+ bites) 

JackROBBft: 

Jackrabbits are the same as other rabbits, with these exceptions: 
Damage l-2 Natural Armor 2 
Intelligence 15 Hit Points 15 
Shelter Grass 
Desires Crops Jackrabbits 

RaL (Town RaL) 
Damage l-2 Natural Armor 3 
Skill to Tame 20 Difficulty 1 
Strength 9 Hit Points 9 
Dexterity 35 Stamina 35 
Intelligence 5 Mono 0 
Parrying 4 Resist. Spells 4 
Tactics 4 Wresrling 4 
Food Food 5 (l) 
Shelter Docks Civilization Eerie locations 
Desires Rats Darkness 
Resources 2 Meat 
Aversions Light People Carnivores 

SeweR Rat: 

Damage 1-2 Natural Armor 3 
Skill to Tame 20 Alignment Evil 
Difficulty 2 
Strength 9 Hit Points 9 
Dexterity 25 Stamina 25 
Intelligence 6-10 Mono 0 
Parrying 5 Resist. Spells 5 
Tactics 5 Wresrling 5 



CR.eat:aRes ann NPCs 

Sbeep 
Damage 1-2 Natural Armor 3 
Skill to Tame 30 Difficulty 2 
Strength 19 Hit Points 19 
Dexterity 25 Stamina 25 
Intelligence s Mana 0 
Parrying s Resist. Spells s 
Tocffcs 6 WresHing s 
Food Crops 5 (1) Grain 5 (l) Grass 57 6 (64) 

Hoy 5 (1) 
Shelter Grass Stables 1 Person 
Desires Sheep People 
Resources 1 S Meat 30 Cloth 

(from wool; regrows 5 units/game day) 
Aversions Carnivores (3+ bites) 

Soake 
Damage 1-4 Natural Armor 8 
Skill to Tame 70 Alignment Evil 
Difficulty 2 
Strength 22-34 Hit Points 22-34 
Dexterity 16-25 Stamina 16-25 
Intelligence 6-10 Mana 0 
Parrying 15-25 Poisoning 50-70 
Resist. Spells 15-20 Tactics 19-34 
Wresrling 19-34 
Shelter Coves Dungeons Desert 
Desires Gold 
Resources 1 Meat 

Ice Snake Lava Snake 

Damage 2-14 Natural Armor 15 Damage 1-8 Natural Armor 12 
Alignment Evil Difficulty 4 Alignment Evil Difficulty 4 
Strength 42-54 Hit Points 42-54 Strength 43-55 Hit Paints 43-55 
Dexterity 36-45 Stamina 36-45 Dexterity 16-25 Stamina 16-25 
Intelligence 26-30 Mana 0 Intelligence 6-10 Mana 0 
Parrying 15-25 Resist. Spells 15-20 Parrying 15-25 Resist. Spells 15-20 
Tac ff cs 39-54 Wresrling 39-54 Tactics 19-34 Wresrling 19-34 
Shelter Caves Dungeons Shelter Caves Dungeons Desert 
Desires Gold Desires Gold 
Resources 1 Meat Resources 1 Meat 



Snow LeoRaRn - -
Damage 2-10 Natural Armor 12 
Skill to Tame 65 Difficulty 3 
Strength 56-80 Hit Points 56-80 
Dexterity 66-85 Stamina 66-85 
Intelligence 26-50 Mana 0 
Parrying 55-65 Resist. Spells 25-35 
Tactics 45-60 Wresffing 40-50 
Food Meat 15 (3) 
Shelter Coves Snow Mountains 
Desires Snow leopards 
Resources 6 Meat 8 Fur 
Aversions Civilization Water 

WaLRas 
Damage 3-6 Natural Armor 9 
Skill to Tame so Difficulty 1 
Movement Amphibious 
Strength 21-29 Hit Points 21-29 
Dexterity 46-55 Stamina 46-55 
Intelligence 16-20 Mana 0 
Parrying 45-55 Resist. Spells 15-20 
Tactics 19-29 Wresffing 19-29 
Food Fish 5 (1) 
Shelter Water Snow 
Desires Walruses 
Resources 23 Meat 12 leather 
Aversions Civilization 



CReat:r:n~es ann NPCs 

Wol.J: 
Gr<ed' Wo 
Oamage 2-8 Natural Armor 9 
Skill to Tome 65 Difficulty 3 
Strength 56-80 Hit Points 56-80 
Dexterity 56-75 Stamina 56-75 
Intelligence 31-55 Mono 0 
Parrying 45-55 Resist. Spells 20-35 
Tactics 45-60 Wresrling 45-60 
Food Meat 15 (3) 
Shelter Forests Caves Mountains 
Desires Wolves 
Resources 3 Meat 6Fur 
Aversions Civilization 

TrrnseR Woi+ 
Oamage 4-10 Natural Armor 9 
Skill to Tome 40 Difficulty 3 
Strength 56-80 Hit Paints 56-80 
Dexterity 56-75 Stamina 56-75 
Intelligence 11-25 Mono 0 
Parrying 43-55 Resist. Spells 28-45 
Tactics 30-50 Wresrling 40-60 
Food Meat 15 (3) 
Shelter Forests Caves 
Desires Wolves 
Resources 3 Meat Sfur 
Aversions Civilization 

Whtt:e Wo 
Damage 2-8 Natural Armor 8 
Skill to Tome 75 Difficulty 3 
Strength 56-80 Hit Points 56-80 
Dexterity 56-75 Stamina 56-75 
lntelfigence 31-55 Mana 0 
Parrying 45-55 Resist. Spells 20-35 
Tactics 45-60 Wresrling 45-60 
Food Meat 15 (3) 
Shelter Snow Caves 
Desires Wolves Snow 
Resources 3 Meat 6 Fur 
Aversions Civilization 



BtR.n (FoR.est: BfR.n) 
Damage 0 Natural Armor 0 
Skill to Tame 10 Difficulty 1 
Movement Flying 
Strength 1-4 Hit Points 1-4 
Dexterity 25 Stamina 25 
Intelligence 1-4 Mana 0 
Parrying 5 Resist. Spells 5 
Tactics 5 Wresrling 5 
Food Crops 3 (1) Fruit 6 (1) Groin 3 (1) 
Shelter Foliage Gross 
Desires Forests Birds 
Resources 2 Meat 25 Feathers 
Aversions Water People 

TRopfcal BIRO CROW 

Damage 1 Natural Armor Damage l Natural Armor 
Skill to Tame 10 Difficulty Skill to Tame 15 Difficulty 
Movement Flying Movement Flying 
Strength 1-4 Hit Points 1-4 Strength 6 Hit Points 6 
Dexterity 26-35 Stamina 26-35 Dexterity 25 Stamina 25 
Intelligence 1-4 Mana 0 Intelligence 6-10 Mana 0 
Parrying 4 Resist. Spells 4 Parrying 5 Resist. Spells 5 
Tactics 4 Wresrling 4 Tactics 4 Wresrling 5 
Food Crops 3 (1) Fruit 6 (1) Food Crops 25 (1) Groin 25 (1) 
Shelter Foliage Gross Shelter Crops Wheat Scarecrows 
Desires Tropical birds Jungle Desires Crows Crops 
Resources 2 Meat 25 Feathers Resources 2 Meat 25 Feathers 
Aversions Civilization Aversions Carnivores Water 

Raven MaGE?fe 

Damage 1 Natural Armor 3 Magpies ore the some as crows, with these exceptions: 
Skill to Tome 19 Difficulty 1 Strength 9 Hit Points 9 
Movement Flying Intelligence 5 
Strength 9 Hit Points 9 Food Fruit 25 (1) Groin 25 (1) Crops 25 (l) 
Dexterity 25 Stamina 25 Shelter Foliage 
Intelligence 5 Mana 0 Desires Magpies Gold Jewels 
Parrying 5 Resist. Spells 5 Aversions Carnivores People Water 
Tactics 6 Wresrling 6 
Food Crops 15 (1) Groin 15 (3) 
Shelter Eerie locations 
Desires Ravens 
Resources 2 Meat 25 Feathers 
Aversions Civilization Water 



Chicken 

Damage 1 
Skill to Tome 20 
Strength 5 
Dexterity 15 
Intelligence 5 
Parrying 2 
Tactics 5 
Food Grain 5 (l) 
Desires Chickens 

Natural Armor 1 
Difficulty 1 
Hit Points 5 
Stamina 
Mono 
Resist. Spells 
Wrestling 

15 
0 
4 
5 

Resources 2 Meat 25 Feathers 
Aversions Carnivores (2+ bites) 

EaGLe 

Damage 4-10 Natural Armor ll 
Skill to Tome 35 Difficulty 2 
Movement Flying 
Strength 31-47 Hit Points 31-47 
Dexterity 36-60 Stamina 36·60 
Intelligence 8-23 Mono 0 
Parrying 25-40 Resist. Spells 15-30 
Tactics 18-37 Wresrling 20-30 
Food Meat 5 (1) Fish 5 (1) 
Shelter Foliage 
Resources 2 Meat 36 Feathers 
Aversions Civilization Water Carnivores (2+ bites) 

CReat:aRes ann NPCs 



MoosL"eRs 
AIR ELernent:aL 
Damage 5-13 Natural Armor 20 
Alignment Evil Difficulty 9 
Strength 125-155 Hit Points 125-155 
Dexterity 165-185 Stamina 165-185 
Intelligence 71-95 Mana 71-95 
Magery 60-75 Parrying 65-75 
Resist. Spells 60-75 Tactics 60-80 
Wresrling 60-80 
Shelter Mountains 
Desires Mountains 
Treasure Extreme, plus gold 

BLoon ELernent:aL 
--
Damage 4-40 Natural Armor 30 
Alignment Evil Difficulty 10+ 
Strength 526-615 Hit Paints 256 
Dexterity 66-85 Stamina 66-85 
Intelligence 190-315 Mana 190-315 
Magery 85-100 Parrying 85-95 
Resist. Spells 80-95 Tactics 80-100 
Wresrling 80-100 
Shelter Dungeons 
Desires Dungeons 
Treasure Extreme, plus extreme gold 

Cor:i seR 
Damage 3-30 Natural Armor 9 
Alignment Chaotic Difficulty 4 
Movement Doesn't move 
Strength 155-180 Hit Points 155-180 
Dexterity 26-45 Stamina 26-45 
Intelligence 26-40 Mana 0 
Parrying 15-25 Resist. Spells 15-20 
Tactics 45-60 Wrestling 45-60 
Food Meat 24 (3) 
Shelter Jungle Swamps Forests 
Resources Eeriness 
Aversions Civilization 
Treasure Gold 



C(YcLo s 
Damage 4-26 
Alignment Evil 
Strength 335-385 
Dexterity 9 5-115 
Intelligence 31-55 
Parrying 70-80 
Tocffcs 80-100 
Food Meat 15 (3) 
Shelter Forest 
Desires Cyclops 
Resources 20 Meat 
Aversions Civilization 
Treasure Extreme 

Daernoo 
Damage 25* 
Movement Flying 
Difficulty 10+ 
Strength 475-505 
Dexterity 76-95 
Intelligence 300-325 
Mogery 70-80 
Resist. Spells 70-80 
Wrestling 60-80 
Food None 
Shelter Dungeons 
Desires Gold 
Resources 9 Meat 
Aversions Civilization 

Natural Armor 
Difficulty 
Hit Points 
Stamina 
Mono 
Resist. Spells 
Wrestling 

Mountains 
Gold 

Natural Armor 
Alignment 

Hit Points 
Stamina 
Mono 
Parrying 
Tocffcs 

Coves 

8 Daemon Bone 
Water 

Treasure Extreme, plus high-level scrolls 

Balr<oo (Elner< Daemon) 

22 
9 
335-385 
95-115 
0 
60-75 
80-90 

3-18 
Evil 

475-505 
76-95 
300-325 
65-75 
70-80 

Mountains 

Damage 30* Natural Almor 18-51 
Movement Flying Alignment Evil 
Difficulty 1 O+ 
Strength 985-1185 
Dexterity 175-255 
Intelligence 15-25 
Mogery 9 0-1 00 
Resist. Spells 90-100 
Wrestling 90-100 

Hit Points 
Stamina 
Mano 
Parrying 
Tocffcs 

Shelter Dungeons Caves 
Desires Daemons Gold 
Resources 9 Meat 8 Daemon Bone 
Aversions Water Mountains 

985-1185 
175-255 
15-25 
90-100 
90-100 

Treasure Very extreme, plus high-level scrolls and sword 

*Daemons con wield o weapon; damage varies by weapon. 

CRea1'.mws ann NPCs 0 



DRaGoo 
Damage 
Skill to Tame 
Alignment 
Strength 
Dexterity 
Intelligence 
Parrying 
Tactics 
Food 

9-29 
99 
Chaotic 
795-825 
86-105 
435-475 
55-95 
98-100 
Meat 80 (3) 
Coves 
Gold 

Natural Armor 
Movement 
Difficulty 
Hit Points 
Stamina 
Mana 
Resist. Spells 
WresHing 

Dungeons 

30 
Flying 
10+ 
795-825 
86-95 
435-475 
99-100 
90-93 

Shelter 
Desires 
Resources 
Aversions 
Treasure 

99 Meat 20 Leather 8 Dragon blood 
Water Civilization 
Very extreme, extreme gold, jewels 

DRake (YoaoG DRaGoo) 

Damage 4-24 
Skill to Tame 100 
Alignment Evil 
Strength 400-430 
Dexterity 133-152 
Intelligence 100-140 
Parrying 65-80 
Tactics 65-90 
Food Meat 25 (3) 
Shelter Coves 
Desires Gold 
Resources 50 Meat 
Aversions Civilization 
Treasure Moderate 

Ice DRaGoo 
Damage 9-33 
Skill to Tame 1 00 
Alignment Evil 
Strength 795-825 
Dexterity 86-105 
Intelligence 385-425 
Magery 99-1 00 
Resist. Spells 99-100 
WresHing 90-93 
Food Meat 80 (3) 
Shelter Coves 
Desires Gold 

Natural Armor 
Movement 
Difficulty 
Hit Points 
Stamina 
Mana 
Resist. Spells 
WresHing 

Dungeons 

20 Leather 
Water 

Natural Armor 
Movement 
Difficulty 
Hit Points 
Stamina 
Mana 
Parrying 
Tactics 

Dungeons 

23 
Flying 
9 
400-430 
133-152 
100-140 
65-80 
65-80 

8 Dragon blood 

30 
Flying 
9 
795-825 
86-105 
385-425 
55-95 
99-100 

Resources 99 Meat 8 Dragon blood 20 Leather 
Aversions Civilization Water 
Treasure Very extreme, extreme gold, jewels 

w Rm (ELoeR DRaGoo) 
Damage 11-53 Natural Armor 35 
Movement Flying Alignment Choo tic 
Difficulty 10+ 
Strength 1095-1185 Hit Points 1095-1185 
Dexterity 86-175 Stamina 86-175 
Intelligence 685-775 Mana 685-775 
Parrying 55-95 Resist. Spells 99-100 
Tactics 98-100 Wrestling 90-93 
Food Meat 80 (3) 
Shelter Coves Dungeons 
Desires Gold 
Resources 99 Meat 20 Leather 8 Dragon blooa 
Aversions Civilization Water 
Treasure Very extreme 



EaRtb Elernent:al 
Damage 
Alignment 
Strength 
Dexterity 
Intelligence 
Parrying 
Tactics 
Shelter 
Desires 
Resources 

5-20 
Evil 
125-155 
66-85 
71-92 
40-65 
60-l 00 
Mountains 
Caves 
8 Magic 

Natural Armor 
Difficulty 
Hit Points 
Stamina 
Mono 
Resist. Spells 
Wres#ing 
Caves 

E Reet: 
Damage 8·16 Natural Armor 
Alignment Evil Difficulty 
Strength 325·355 Hit Points 
Dexterity 265-285 Stamina 
Intelligence 170-195 Mono 
Magery 60-75 Po"ying 
Resist. Spells 60-75 Tactics 
Wres#ing 60-80 
Food None 
Shelter Mountains 
Desires Mountains 
Resources 8 Magic 
Treasure Moderate, plus gold 

Ettfn 
Damage 4-20* Natural Armor 
Alignment Evil Difficulty 
Strength 135-165 Hit Points 
Dexterity 56-75 Stamina 
Intelligence 31-55 Mono 
Parrying 50-60 Resist. Spells 
Tactics 50-70 Wres#ing 
Food Meat 15 (3) 
Shelter Forests Mountains 
Desires Ettins Gold 
Resources 20 Meat 
Aversions Civilization 
Treasure Moderate 

17 
7 
125-155 
66-85 
71-92 
50-95 
60·100 
Dirt 

25 
10+ 
325-355 
265-285 
170-195 
65-75 
60-80 

19 
6 
135-165 
56-75 
31-55 
40-55 
50-60 

*Ettins can wield weapons; damage varies by weapon. 

CReat:aRes ann NPCs 



FtRe ELerneot:aL 
Damage 4-12 Natural Aimor 20 
Alignment Evil Difficulty 9 
Strength 125-155 Hit Points 125-155 
Dexterity 165-185 Stamina 165·185 
Intelligence 71-95 Mana 71-95 
Magery 60·75 Parrying 55·65 
Resist. Spells 60-75 Tactics 80-100 
Wrestling 70-100 
Shelter Lava 
Desires Lava 
Resources 8 Magic 
Treasure Extreme, gold 

FRost: Ooze 
Damage 2-10 Natural Armor 8 
Alignment Evil Difficulty 3 
Strength 22-34 Hit Points 22-34 
Dexterity 16-21 Stamina 16·21 
Intelligence 16-20 Mana 16-20 
Parrying 15·21 Resist. Spells 15-20 
Tactics 19-34 Wrestling 19-34 
Food Meat 35 (1 l 
Shelter Caves Dungeons 
Desires Frost Oozes 
Resources Eeriness 
Treasure Jewel(s) 

GaRGO(YLe __ __ 
Damage 3-18 Natural Armor 16 
Alignment Evil Movement Flying 
Difficulty 7 
Strength 145-175 Hit Points 145-175 
Dexterity 76-95 Stamina 76-95 
Intelligence 81-105 Mana 81-105 
Magery 70-85 Parrying 35-45 
Resist. Spells 70·85 Tactics 50-70 
Wresrling 40-80 
Food Meat 15 (3) 
Shelter Dungeons 
Desires Gargoyles Gold 
Resources 8 Meat 
Aversions Civilization Water 
Treasure Moderote, plus high level scroll(s), and jewel(s) 



Stone GaRGO(Yle 

Damage 4-24 Natural Armor 25 
Alignment Evil Difficulty 8 
Movement Flying 
Strength 245-275 
Dexterity 7 6-9 5 
Intelligence 81-105 
Parrying 3 5-4 5 
Tactics 8 0-100 
Food Meat 15 (3) 
Shelter Caves 
Desires Gold 
Resources 8 Meat 

Hit Points 
Stamina 
Mona 
Resist. Spells 
Wresffing 

Dungeons 
Stone Gargoyles 

Aversions Civilization Water 

245-275 
76-95 
81-105 
85-100 
60-100 

Treasure Moderate, plus high-level scroll(s), jewel(s) 

GazeR 
Damage 3-12 Natural Armor 18 
Alignment Evil Difficulty 7 
Strength 96-125 Hit Points 96-125 
Dexterity 86-105 Stamina 86-105 
Intelligence 140-165 Mona 140-165 
Magery 50-65 Parrying 55-65 
Resist. Spells 50-65 Tactics 50-70 
Wresffing 50-70 
Shelter Coves Dungeons 
Desires Gazers 
Resources BMeot 
Aversions Civilization 
Treasure Moderate 

Elner:i Gazer:i 

Damage 3-24 Natural Armor 25 
Alignment Evil Difficulty 10+ 
Strength 295-325 Hit Paints 295-325 
Dexterity 86-105 Stamina 86-105 
Intelligence 290-385 Mano 290-385 
Magery 90-100 Parrying 55-65 
Resist. Spells 85-100 Tactics 80-100 
WresHing 80-100 
Shelter Coves Dungeons 
Desires Gazers 
Resources BMeot 
Aversions Civilization 
Treasure Very extreme 

Crmat:aRes aotJ NPCs 0 



GboaL, Gbost: OR 5 ect:Re 
Damage 6-12 Natural Armor 14 
Alignment Evil Difficulty 6 
Strength 76-100 Hit Points 76-100 
Dexterity 76-95 Stamina 76-95 
Intelligence 36-60 Mana 36-60 
Parrying 45-55 Resist. Spells 35-50 
Tactics 45-60 Wresrling 45-55 
Shelter Eerie locations Dungeons 
Treasure Meager 

HaR ;y 
Damage 3-9 Natural Armor 14 
Movement Flying Alignment Evil 
Difficulty 5 
Strength 96-120 Hit Points 96-120 
Dexterity 86-110 Stamina 86-110 
Intelligence 51-75 Mana 51-75 
Parrying 75-90 Resist. Spells 50-65 
Tactics 70-100 Wresrling 60-90 
Food Meat 5 (1) 
Shelter Forests Mountains 
Desires Gold Harpies 
Resources 9 Meat 50 Feathers 
Aversions Water Civilization 
Treasure Gold 

St:one HaR 

Damage 3-21 Natural Armor 25 
Movement Flying Alignment Evil 
Difficulty 9 
Strength 295-320 Hit Points 295-320 
Dexterity 86-110 Stamina 86-110 
Intelligence 51-75 Mana 0 
Parrying 75-90 Resist. Spells 50-65 
Tactics 70-100 Wrestling 60-90 
Food Meat 5 (1) 
Shelter Forests Mountains 
Desires Gold Stone Harpies 
Resources 9 Meat 50 Feathers 
Aversions Water Civilization 
Treasure Extreme gold 
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Hean Less 
Damage 3-12 Natural Armor 9 
Alignment Evil Difficulty 3 
Strength 26-50 Hit Points 26-50 
Dexterity 36-55 Stamina 36-55 
Intelligence 16-30 Mana 16-30 
Parrying 35-45 Resist. Spells 15-20 
Tactics 25-40 Wrestling 25-40 
Food None 
Shelter Mountains Dungeons 
Desires Gold Headless 
Resources 8 Meat 
Aversions Civilization 
Treasure Meager 

Hellcat: 
Damage 3-15 Natural Armor 15 
Skill to Tame 80 Alignment Evil 
Difficulty 4 
Strength 15-55 Hit Points 15-55 
Dexterity 13-85 Stamina 13-85 
Intelligence 70-150 Mana 70-150 
Parrying 23-45 Resist. Spells 15-30 
Tactics 9-18 Wrestling 9-18 
Food Meat 2 (l) 
Shelter Coves 
Desires Hellcats 
Resources 6 Meat 10 Fur 
Aversions Water Civilization 

PRenat:oR Hellcat: 

Damage 2-20 Natural Armor 15 
Skill to Tame 95 Alignment Evil 
Difficulty 5 
Strength 160-185 Hit Points 160-185 
Dexterity 96-115 Stamina 96-115 
Intelligence 76-100 Mana 76-100 
Parrying 55-65 Resist. Spells 15-30 
Tactics 50-65 Wrestling 50-65 
Food Meat 15 (3) 
Shelter Coves 
Desires Predotor Hellcots 
Resources 6 Meat 10 Fur 
Aversions Civilization Water 



Hell Hoaon 
----

Damage 6-22 Natural Armor 11 
Skill to Tame 90 Alignment Evil 
Difficulty 6 
Strength 96-120 Hit Points 96-120 
Dexterity 81-105 Stamina 81-105 
Intelligence 36-60 Mana 36-60 
Parrying 63-75 Resist. Spells 58-75 
Tactics 50-70 Wresrling 60-80 
Food Meat 15 (3) 
Shelter Coves 
Desires Hell Hounds 
Resources 6 Meat 
Treasure Sulphurous ash, moderate gold 

Ice Elemental 
Damage 5-26 Natural Armor 20 
Alignment Evil Difficulty 8 
Strength 155-185 Hit Points 155-185 
Dexterity 96-115 Stamina 96-115 
Intelligence 170-192 Mana 170-192 
Parrying 40-65 Resist. Spells 40-95 
Tactics 70-100 Wresrling 60-100 
Shelter Caves Mountains 
Desires Coves 
Resources 8 Magic 
Treasure Moderate 

Ice Ffeon 
Damage 3-24 Natural Armor 30 
Alignment Evil Difficulty 10+ 
Movement Flying 
Strength 375-405 Hit Points 375-405 
Dexterity 175-195 Stomino 175-195 
Intelligence 200-225 Mana 200-225 
Magery 80-90 Parrying 75-85 
Resist. Spells 80-90 Tactics 80-90 
Wresrling 80-100 
Shelter Coves Dungeons 
Desires Gold 
Resources 9 Meat 8 Daemon Bane 
Aversions Civilization Water 
Treasure Extreme, plus high-level scrolls 



CReat:aRes ar:.ro NPCs 

lm__2 
Damage 3·18 Natural Armor 15 
Skill ta Tame 90 Alignment Evil 
Movement Flying Difficulty 5 
Strength 76-100 Hit Points 76-100 
Dexterity 61-80 Stamina 61-80 
Intelligence 86-110 Mana 86-110 
Magery 40·60 Parrying 50-60 
Kesist. Spells 35-50 Tactics 55-70 
Wrestling 60·75 
food Meat 9 (3) 
Shelter Coves Dungeons Eerie locations 
Desires Imps 
Resources 3 Meat 6 Leather 
Aversions Civilization Water 

KRaken 
Damage 4·48 Natural Armor 25 
Alignment Chaotic Movement Amphibious 
Difficulty 10+ 
Strength 755-780 Hit Points 755-780 
Dexterity 225·245 Stamina 225·245 
Intelligence 26·40 Mana 0 
Parrying 15·25 Resist. Spells 15·20 
Tactics 45-60 Wrestling 45·60 
Food Meat 24 (3) 
Resources Eeriness 
Aversions Civilization 
Treasure Gold 

Lava LtzaRn 
Damage 2·28 Natural Armor 20 
Skill to Tame 90 Difficulty 6 
Alignment Evil 
Strength 125-150 Hit Points 125·150 
Dexterity 56-75 Stamina 56-75 
Intelligence 11-20 Mana 0 
Parrying 48-82 Resist. Spells 55-70 
Tactics 60-80 Wrestling 60-80 
Food Meat 5 (1) 
Shelter Coves 
Resources 6 Meat 12 Leather 
Aversions Civilization 



Lf cbe 
Damage 15-25 Natural Armor 20 
Alignment Evil Difficulty 9 
Strength 105-135 Hit Points 105-135 
Dexterity 66-85 Stamina 66-85 
Intelligence 175-205 Mono 175-205 
Mogery 70-80 Parrying 55-65 
Resist. Spells 70-90 Tactics 70-90 
Shelter Dungeons Coves Eerie locations 
Desires Gold 
Resources Eeriness 
Treasure Magic, high-level scrolls 

Liebe Lon:o 
Damage 6-18 Natural Armor 25 
Alignment Evil Difficulty 10+ 
Strength 415-505 Hit Points 415-505 
Dexterity 96-115 Stamina 96-115 
Intelligence 565-655 Mono 565-655 
Mogery 90-100 Parrying 55-65 
Resist. Spells 90-100 Tactics 50-70 
WresHing 60-80 
Shelter Dungeons Coves Eerie locations 
Desires Gold 
Treasure Extreme, magic, high-level scrolls 

LfzaRn Mao 
Damage 3-9* Natural Armor 14 
Alignment Evil Difficulty 4 
Strength 96·120 Hit Points 86·110 
Dexterity 86-105 Stamina 76-95 
Intelligence 36·60 Mona 36·60 
Parrying 55·75 Resist. Spells 35·60 
Tactics 55·80 WresHing 50·70 
Food Meat 15 (3) 
Shelter Dungeons Swamps 
Desires Lizard Men 
Resources 6 Meat 12 Leather 
Aversions Carnivores (3+ bites) 
Treasure Gold 
*lizard Men con carry weapons; damage varies by weapon. 
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MonGBat: 
Arwor:~eal (Eas 
Damage 1·2 Natural Armor 5 
Movement Flying Alignment Evil 
Skill to Tame 5 Difficulty 1 
Strength 6-10 Hit Points 4·8 
Dexterity 26·38 Stamina 40-70 
Intelligence 6·14 Mana 0 
Parrying 25-38 Resist. Spells 5-14 
Tactics 5·10 Wres#ing 5·10 
Food Meat 5 (1) 
Shelter Forests Jungle Eerie locations 

Swamps Dungeons 
Desires Gold 
Resources 3 Meat 

Sust:ennaneaa 
Damage 3.9 Natural Armor 10 
Movement Flying Alignment Evil 
Skill to Tame 80 Difficulty 3 
Strength 56·80 Hit Points 56-80 
Dexterity 61-80 Stamina 61·80 
Intelligence 26·50 Mana 26-50 
Parrying 50-60 Resist. Spells 15-30 
To di cs 35·50 Wrestling 20-35 
Food Meat 9 (3) 
Shelter Coves Dungeons Eerie locations 
Desires Mongbol5 
Resources 3 Meat 6 Leather 
Aversions Civilization Water 
Treasure Gold 

Mamm(Y 
Damage 4-32 Natural Armor 25 
Alignment Evil Difficulty 8 
Strength 345-370 Hit Paints 345-370 
Dexterity 71-90 Stamina 71 -90 
Intelligence 26-40 Mona 26·40 
Parrying 20·60 Resist. Spells 15·40 
Tactics 35-50 Wres#ing 35·50 
Shelter Dungeons Eerie locations 
Desires Gold 
Resources Eeriness 
Treasure Meager 



NiGbt:rnaRe 
- - - --

Damage 9·29 Natural Armor 30 
Skill to Tame 100 Difficulty 10+ 
Alignment Evil Movement Flying 
Strength 995-1020 Hit Points 995-1020 
Dexterity 86-105 Stamina 86-105 
Intelligence 385·425 Mana 385-425 
Parrying 55·95 Resist. Spells 99-100 
Tactics 98-100 Wrestling 90-93 
Food Meat 5 (l) 
Shelter Coves Dungeons 
Desires Gold 
Resources 25 Meat 10 Leather 8 Dragon blood 

Transportation 
Aversions Civilization Water 
Treasure Extreme 

0GRe -----
Damage 5-15 Natural Armor 16 
Alignment Evil Difficulty 6 
Strength 165-195 Hit Points 165-195 
Dexterity 46-65 Stamina 46·65 
Intelligence 46-70 Mana 0 
Parrying 45-55 Resist. Spells 45-60 
Tactics 60-70 Wrestling 70-80 
Food Meat 15 (3) 
Shelter Forests Mountains 
Desires Ogres 
Resources 10 Meat 
Aversions Civilization 
Treasure Moderate 
*Ogres can carry weapons; damage varies by weapon. 

Om~.e LoRO 

Damage 10·42 Natural Armor 25 
Alignment Evil Difficulty 10+ 
Strength 765-945 Hit Points 765-945 
Dexterity 66-75 Stamina 66-75 
Intelligence 46-70 Mona 46-70 
Parrying 75-85 Resist. Spells 65-80 
Tactics 90-100 Wrestling 90-100 
Food Meat 15 (3) 
Shelter Forest Mountains 
Desires Ogres 
Resources 10 Meat 
Aversions Civilization 
Treasure Extreme 
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Or.ic 
--

Damage 3-9* Natural Armor 14 
Alignment Evil Difficulty 4 
Strength 96-120 Hit Points 96-120 
Dexterity 81-105 Stamina 81-105 
Intelligence 36-60 Mana 36-60 
Magery 50-75 Parrying 50-75 
Resist. Spells 50-75 Tactics 55-80 
Wrestling 50-70 
Food Meat 15 (3) 
Shelter Ore camps Caves Dungeons 
Desires Ores Gold 
Resources 9 Meat 
Treasure Gold 

One Ca t:afo 

Damage 2-18* Natural Armor 17 
Alignment Evil Difficulty 5 
Strength 110-145 Hit Points 110-145 
Dexterity 100-135 Stamina 100-135 
Intelligence 86-110 Mana 86-110 
Magery 60-85 Parrying 70-95 
Resist. Spells 70-85 Swordsmanship 70-85 
Tactics 85-100 
Food Meat 15 (3) 
Shelter Caves Dungeons Ore camps 
Desires Gold Ores 
Resources 9 Meat Ore camp (attracts followers) 
Treasure Moderate, gold 
*Ores can carry weapons; damage varies by weapon. 

One Lm~n One MaGe 

Damage 2-16 Natural Armor 15 Damage 2-16 Natural Armor 15 
Alignment Evil Difficulty 5 Alignment Evil Difficulty 6 
Strength 150-320 Hit Points 150-320 Strength 115-150 Hit Points 115-150 
Dexterity 65-160 Stamina 65-160 Dexterity 91-115 Stamina 91-115 
Intelligence 95-190 Mana 95-190 Intelligence 160-185 Mana 160-185 
Magery 70-95 Parrying 60-85 Magery 70-95 Parrying 60-85 
Resist. Spells 70-85 Swordsmanship 60-85 Resist. Spells 70-85 Swordsmanship 60-85 
Tactics 75-90 Tactics 75-90 
Food Meat 15 (3) Food Meat 15 (3) 
Shelter Caves Dungeons Ore camps Shelter Caves Dungeons Ore camps 
Desires Ores Gold Desires Ores Gold 
Resources 9 Meat Ore camps (attracts followers) Resources 9 Meat Ore camps (attracts followers) 
Treasure Extreme Treasure Moderate 



Opbfnfao Ma Ge 
Damage 3-12 Natural Armor 15 
Alignment Evil Difficulty 6 
Strength 180-205 Hit Points 180-205 
Dexterity 96-120 Stamina 96-120 
Intelligence 190-215 Mono 190-215 
Magery 20-60 Parrying 65-87 
Resist. Spells 75-97 Tactics 65-87 
Wrestling 20-60 
Food Meat S (l) Food S (l) 
Shelter Civilization 
Desires Gold Magic Silk 

Spider silk 
Resources 8 Meat 
Treasure Moderate, high-level scrolls 

Ophtnfan ARchmaGe 

Damage 3-12 Natural Armor 22 
Alignment Evil Difficulty 10+ 
Strength 280-305 Hit Points 280-305 
Dexte1ity 225-250 Stamina 225-250 
Intelligence 290-315 Mana 290-315 
Magery 95-100 Parrying 65-87 
Resist. Spells 75.97 Tactics 65-87 
Wresrling 20-60 
Food Meat 5 (l) Food 5 (l) 
Shelter Civilization 
Desires Gold Magic Silk 

Spider silk 
Resources 8 Meat 
Treasure Extreme, high-level scrolls 

Opbf"Ofao Qaeeo_ 
Damage 6-18 Natural Armor 25 
Alignment Evil Difficulty 10+ 
Strength 415-505 Hit Points 415-505 
Dexterity 96-115 Stamina 96-115 
Intelligence 365-455 Mano 365-455 
Magery 90-100 Parrying 55-65 
Resist. Spells 90-100 Tactics 50-70 
Wresrling 60-80 
Shelter Eerie locations 
Desires Gold 
Resources Eeriness 
Treasure Extreme, high~evel scrolls 



0 bfofan Waririfori 
Damage 
Alignment 
Strength 
Dexterity 
Intelligence 
Magery 
Resist. Spells 
Tactics 
Food 
Desires 
Resources 
Treasure 

3-13 
Evil 
150-320 
65-160 
95-190 
70-95 
70-85 
75-90 
Meat 15 (3) 
Ophidians 
9 Meat 

------
Natural Armor 18 
Difficulty 7 
Hit Points 150-320 
Stamina 65-160 
Mona 0 
Parrying 60-85 
Swordsmanship 60-85 

Moderate, jewel(s) 

Opbfnfao KofGbt: 

Damage 10-25 Natural Armor 20 
Alignment Evil Difficulty 10+ 
Strength 415-595 Hit Points 415-595 
Dexterity 165-175 Stamina 165-175 
Intelligence 46-70 Mana 0 
Parrying 75-85 Poisoning 60-80 
Resist. Spells 65-80 Tactics 90-100 
Wresffing 90-100 
Food Meat 15 (3) 
Resources l 0 Meat 
Treasure Extreme 
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Pboeofx 
-
Damage 7-25 Natural Armor 25 
Alignment Neutral Difficulty 10+ 
Movement Flying 
Strength 500-600 Hit Points 500-600 
Dexterity 300-400 Stamina 300-400 
Intelligence 50-65 Mono 50-65 
Mogery 90-100 Resist. Spells 85-100 
Tactics 80-90 Wrestling 90-100 
Food Meat 5 (1) 
Shelter Mountains 
Resources 2 Meat 36 Feathers 

Pofsoo ELerneo"taL 
Damage 5·25 Natural Armor 35 
Alignment Evil Difficulty 10+ 
Strength 425-515 Hit Points 425-515 
Dexterity 165·185 Stamina 165-185 
Intelligence 360-435 Mano 360-435 
Magery 80-95 Parrying 75·85 
Poisoning 90-100 Resist. Spells 80-95 
Tactics 80-100 Wresrling 70-90 
Shelter Dungeons 
Desires Dungeons 
Resources Magic 
Treasure Extreme, extreme gold 

Rar: (Gloor: Rar:) 
·Damage 3·9 Natural Armor 9 
Skill to Tame 45 Alignment Evil 
Difficulty 2 
Strength 32-74 Hit Points 32·74 
Dexterity 46-65 Stamina 46·65 
Intelligence 16-30 Mana 0 
Parrying 45·55 Resist. Spells 25·30 
Tactics 29-44 Wresrling 29·44 
Food Meat 9 (3) 
Shelter Dungeons Darkness Eerie locations 
Desires Rots Eerie items and places 
Resources 3 Meat 6Fur 



Rat: Man 
----

Damage 
Alignment 
Strength 
Dexterity 
Intelligence 
Parrying 
Tacffcs 
Food 
Shelter 

3·6* 
Evil 
96·120 
81-100 
36-60 
50-70 
50-75 
Meat 15 (3) 
Caves 
Desert 

Desires Rat Men 
Resources 6 Meat 
Treasure Gold 

Natural Armor 
Difficulty 
Hit Points 
Stamina 
Mana 
Resist. Spells 
Wrestling 

Dungeons 

Gold 
8 Fur 

14 
4 
96·120 
81·100 
36·60 
35·60 
50-75 

Swamps 

* Rat Men can carry weapons; damage varies by weapon. 

Rea_p_e_R ______ _ 
Damage 5-15 Natural Armor 20 
Alignment Chaotic Difficulty 7 
Movement None 
Strength 66-215 Hit Points 66-215 
Dexterity 6 6-7 5 Stamina n.a. 
Intelligence 86-235 Mona 86-235 
Mogery 40-50 Parrying 55-65 
Resist. Spells 3 5-50 Tocffcs 4 5-6 0 
Wrestling 50·60 
Food Meat 15 (3) 
Shelter Jungle Swamps Forests 
Desires Foliage 
Resources Eeriness 
Treasure Extreme gold 

ScoRpfon (Gta_n_t:_) __ _ 
Damage 3-12 
Skill to Tame 60 
Difficulty 4 
Strength 7 3-115 
Dexterity 7 6-9 5 
Intelligence 16-30 
Parrying 60-70 
Resist. Spells 30-3 5 
Wrestling 50-6 5 
Food Meat 15 (3) 

Natural Armor 14 
Alignment Evil 

Hit Points 
Stamina 
Mono 
Poisoning 
Tocffcs 

73-115 
76-95 
0 
80-100 
60-75 

Shelter Dungeons Caves Desert 
Resources 8 Meat 
Aversions Civilization 
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SeR eot: (Gfaot:) 
Damage 5-19 Natural Armor 16 
Alignment Evil Difficulty 5 
Strength 185-215 Hit Points 185-215 
Dexterity 56-80 Stamina 56-80 
Intelligence 56-85 Mono 0 
Parrying 45-60 Poisoning 70-100 
Resist. Spells 25-40 Tactics 65-70 
Wrestling 40-60 
Food Meat 6 (3) 
Shelter Dungeons Jungle 
Resources 20 Meat 15 Leather 8 Serpent Scales 
Aversions Civilization 

Ice SeR ent: Lava SeR eat; --
Damage 5-19 Natural Armor 16 Damage 7-25 Natural Armor 20 
Alignment Evil Difficulty 7 Alignment Evil Difficulty 7 
Strength 215-245 Hit Points 215-245 Strength 385-415 Hit Points 385-415 
Dexterity 56-80 Stamina 56-80 Dexterity 56-80 Stamina 56-80 
Intelligence 66-85 Mono 0 Intelligence 66-85 Mono 66-85 
Parrying 45-60 Resist. Spells 25-40 Parrying 45-60 Resist. Spells 25-40 
Tactics 75-80 Wrestling 60-80 Tactics 65-70 Wrestling 60-80 
Food Meat 6 (3) Food Meat 6 (3) 
Shelter Dungeons Resources 20 Meat 15 Leather 8 Scales 
Resources 20 Meat 15 Leather 8 Scales Aversions Civilization 
Aversions Civilization 

-Sea SeR eot: 
Damage 5-15 Natural Armor 15 
Alignment Neutral Difficulty 10 
Strength 165-225 Hit Points 165-225 
Dexterity 58·85 Stamina 58-85 
Intelligence 53-85 Mana 53·85 
Parrying 65-75 Resist. Spells 60-75 
Tactics 60-70 Wrestling 60-75 
Food Meat 25 (1) 
Shelter Water 
Desires Ships 
Resources 50 Meat 8 Serpent scales 
Aversions Coosttine 



SflveR SeR eot: 
Damage 2·24 Natural Armor 20 
Alignment Cha a tic Difficulty 8 
Strength 160·360 Hit Points 160-360 
Dexterity 15·35 Stamina 15·35 
Intelligence 21·40 Mano 21·40 
Parrying 85·90 Poisoning 90·100 
Resist. Spells 95·100 Tactics 80-95 
Wresrling 85·100 
Shelter Forest Jungle 
Resources 1 Meat 8 Serpent Scales 
Aversions Civilization 

Skelet:oo 
Damage 
Alignment 
Strength 
Dexterity 
Intelligence 
Parrying 
Tactics 
Shelter 

2·8* Natural Armor 8 
Evil Difficulty 3 
56·80 Hit Points 56·80 
56·75 Stamina 56-75 
16·40 Mono 16·40 
4 5·5 5 Resist. Spells 4 5·60 
45·60 Wresrling 45·55 
Eerie locations 

Resources Eeriness 8 Bones 
Treasure Gold 
* Skeletons con wield various weapons; damage varies by weapon. 

Skelet;on MaGe ---
Damage 2·8 Natural Armor 19 
Alignment Evil Difficulty 6 
Strength 76·100 Hit Points 76·100 
Dexterity 56·75 Stamina 56·75 
Intelligence 185-210 Mona 185-210 
Mogery 60·70 Parrying 45.55 
Resist. Spells 45·60 Tactics 45·60 
Wresrling 45.55 
Shelter Eerie locations 
Resources Eeriness 8 Bones 
Treasure Moderate, high-level scroll(s) 

CReat:aRes ann NP Cs 

Skelet;on KnfGbt; 

Damage 2·20 Natural Armor 18 
Alignment Evil Difficulty 6 
Strength 195-250 Hit Points 195·250 
Dexterity 76·95 Stamina 76·95 
Intelligence 36·60 Mono 36·60 
Parrying 85·95 Resist. Spells 65-80 
To di cs 85·100 Wrestling 85·95 
Shelter Eerie locations 
Resources Eeriness 8 Bones 
Treasure Moderate 



Slime ----
Damage 1-5 Natural Armor 4 
Skill to Tame 40 Alignment Evil 
Difficulty 2 
Strength 22-34 Hit Points 22-34 
Dexterity 16-21 Stamina 16-21 
Intelligence 16-20 Mana 16-20 
Parrying 15-21 Poisoning 30-50 
Resist. Spells 15-20 Tactics 19-34 
Wrestling 19-34 
Food Meat 35 (l) 
Shelter Caves Dungeons 
Desires Slimes 
Resources Eeriness 
Treasure Jewel(s) 
Note A slime may split into two creatures when hit 

Snow Elerneot:al 
Damage 4-24 Natural Armor 25 
Alignment Evil Difficulty 9 
Strength 325-355 Hit Points 325-355 
Dexterity 165-185 Stamina 165-185 
Intelligence 71-95 Mana 71-95 
Parrying 65-75 Resist. Spells 60-75 
Tactics 80-100 Wresrling 80-100 
Shelter Mountains 
Desires Mountains 
Resources 8 Magic 
Treasure Moderate, gold 

S p in e r< (Giao~ S Q)t>er<) 
Damage 3-15 Natural Armor 8 
Skill to Tame 70 Alignment Evil 
Difficulty 4 
Strength 7 6-100 
Dexterity 7 6-95 
Intelligence 36-60 
Parrying 35-55 
Resist. Spells 25-40 
Wrestling 50-65 
Food Meat 15 (3) 

Hit Points 
Stamina 
Mana 
Poisoning 
Tactics 

Shelter Webs Caves 
Resources 8 Spider silk Eeriness 
Treasure Spider silk 

76-100 
75-95 
0 
60-80 
35-50 

Dungeons 



CReat:aRes ann NPCs 

FRost: S lneR 

Damage 3-19 Natural Armor 10 
Alignment Evil Difficulty 6 
Strength 76-100 Hit Points 76-100 
Dexterity 76-95 Stamina 76-95 
Intelligence 36-60 Mono 36-60 
Parrying 35-45 Resist. Spells 25-40 
Tactics 35-50 Wresffing 50-65 
Food Meat 15 (3) 
Shelter Webs Caves Dungeons 
Resources 8 Spider silk Eeriness 
Treasure Spider silk 

Swam Ter:ltacles 
Damage 3-15 Natural Armor 15 
Alignment Chaotic Difficulty 6 
Movement Amphibious 
Strength 96-120 Hit Points 96-120 
Dexterity 66-85 Stamina 66-85 
Intelligence 66-80 Mono 0 
Parrying 15-25 Resist. Spells 15-20 
Ta di cs 65-80 Wresffing 65-80 
Food Meat 24 (3) 
Shelter Swamps 
Resources Eeriness 
Aversions Civilizoiton 
Treasure Gold+ 



Ter<a"tbao War<r<foR 
--

Damage 4-20 Natural Armor 15 
Alignment Evil Difficulty 8 
Strength 165-215 Hit Points 165-215 
Dexterity 9 6-14 5 Stamina 96-14 5 
Intelligence 41-65 Mana 0 
Parrying 70-80 Poisoning 60-80 
Resist. Spells 70-80 Tactics 80· 100 
Wrestfing 80-90 
Food Meat l 5 (3) 
Desires Terathans Gold 
Resources 20 Meat 
Aversions 
Treasure 

Civilization 
Moderate, gold 

TeRat:ban AveoGeR 

Damage 10-30 Natural Armor 
Alignment Evil Difficulty 
Strength 465-645 Hit Points 
Dexterity 66-75 Stamina 
Intelligence 46-70 Mana 
Magery 70-80 Parrying 
Poisoning 60·80 Resist. Spells 
Tactics 90-100 WresHing 
Food Meat 15 (3) 
Resources 10 Meat 
Aversions Civilization 
Treasure Extreme 

Ter<a"tbao Dr<ooe 

25 
10+ 
465-645 
66-75 
46-70 
75-85 
65-80 
90-100 

--
Damage 4-14 Natural Armor 12 
Alignment Evil Difficulty 4 
Strength 36-65 Hit Points 36-65 
Dexterity 96-145 Stamina 96·145 
Intelligence 21 -45 Mana 0 
Parrying 30-40 Poisoning 40-60 
Resist. Spells 30-45 Tactics 30-50 
WresHing 40-50 
Food Meat l 5 (3) 
Desires Terothans Gold 
Resources 20 Meat 
Aversions Civilization 
Treasure Meager, gold 



Cr<eat:ar<es ant> NPCs 

TeRatban Mat:RfaRcb 
Damage 5-20 Natural Armor 25 
Alignment Evil Difficulty 10+ 
Strength 315-405 Hit Points 315-405 
Dexterity 96·115 Stamina 96-115 
Intelligence 365-455 Mana 365·455 
Magery 90-100 Parrying 55·65 
Resist. Spells 90-100 Tactics 50-70 
WresHing 60-80 
Shelter Eerie locations 
Desires Gold 
Resources Eeriness 
Treasure Extreme, high-level scroll(s) 

Tft:an 
Damage 4·18 Natural Armor 20 
Alignment Evil Difficulty 10+ 
Strength 535·585 Hit Points 535·585 
Dexterity 125·145 Stamina 125·145 
Intelligence 280·305 Mana 280-305 
Magery 85·100 Parrying 40·50 
Resist. Spells 80-95 Tactics 60-80 
WresHing 40-50 
Food Meat 15 (3) 
Shelter Forest Mountains 
Desires Titans Gold 
Resources 20 Meat 
Aversions Civilization 
Treasure Extreme 

Toan (Giant:) 
Damage 2-20 Natural Armor 12 
Skill to Tame 85 Alignment Evil 
Difficulty s 
Strength 76·100 Hit Points 76·100 
Dexterity 6·25 Stamina 6·25 
Intelligence 11·20 Mana 0 
Parrying 38·72 Resist. Spells 25·40 
Tactics 4()-60 WresHing 40-60 
Food Meat 5 (1 l 
Shelter Swamps Water Coves 
Resources 6 Meat 12 Leather 
Aversions Civilization 



TRoLL [n: FRost: TRoLL] 
----

Damage 5-17 [9-25]* Natural Armor 20 [25] 
Alignment Evil Difficulty 6 [8] 
Strength 175-205 Hit Points 175-205 
Dexterity 46-65 Stamina 46-65 
Intelligence 46-70 Mono 46-70 
Po11ying 45-60 [+20] Resist. Spells 45-60 [+20] 
Tactics 50-70 [+30] Wresrling 50-70 [+30] 
Food Meat 15 (3) 
Shelter Forests Mountains 
Desires Gold 
Resources 10 Meat 
Aversions Civilization 
Treasure Moderate 
*Trolls con carry weapons; damage varies by weapon. 

Wat:eR Elemeot:al 
Damage 4-12 Natural Armor 20 
Alignment Evil Difficulty 9 
Movement Amphibious 
Strength 125-155 Hit Points 125-155 
Dexterity 66-85 Stamina 66-85 
Intelligence 71-95 Mono 71-95 
Mogery 60-75 Po11ying 55-65 
Resist. Spells 60-75 Tactics 80-100 
Wresrling 70-90 
Shelter Water 
Desires Water 
Resources 8 Magic 
Treasure Moderate, gold 

Wf~~--
Damage 15-20 Natural Armor 20 
Alignment Neutral Difficulty 8 
Strength 195-225 Hit Points 195-225 
Dexterity 195-225 Stamina 195-225 
Intelligence 195-225 Mono 195-225 
Mogery 80 Parrying 80 
Resist. Spells 80 Tactics 80 
Wresrling 80 
Food None 
Shelter Swamps Jungle Forests 
Aversions Civilization 



CRea-taRes ann NPCs 

Wolf (DfRe) 
Damage 6·22 Natural Armor 11 
Skill to Tame 90 Alignment Evil 
Difficulty 5 
Strength 96·120 Hit Points 96·120 
Dexterity 81-105 Stamina 81-105 
Intelligence 36·60 Mana 36·60 
Parrying 63·75 Resist. Spells 58·75 
Tactics 50-70 WresHing 60-80 
Food Meat 15 (3) 
Shelter Forest Caves 
Desires Dire Wolves 
Resources 6 Meat 7 Fur 
Aversions Civilization 

W~oeRo 
Damage 3·24 Natural Armor 20 
Alignment Evil Difficulty 8 
Movement Flying 
Strength 400-430 Hit Points 400-430 
Dexterity 153·172 Stamina 153·172 
Intelligence 51·90 Mana 51-90 
Parrying 65-80 Poisoning 60-80 
Resist. Spells 65-80 Tactics 65-90 
Wrestling 65-80 
Food Meat 25 (3) 
Shelter Caves Dungeons 
Desires Gold 
Resources SO Meat 20 Leather 
Aversions Civilization Water 
Treasure Moderate 

ZornBfe 
Damage 2-8 Natural Armor 9 
Alignment Evil Difficulty 4 
Strength 46-70 Hit Points 46-70 
Dexterity 31-50 Stamina 31-50 
Intelligence 26·40 Mana 26·40 
Parrying 20-30 Resist. Spells 15·40 
Tactics 35-50 Wrestling 35-50 
Shelter Dungeons Eerie locations 
Desires Gold 
Resources Eeriness 
Treasure Gold 



NON-PLAYER CHARACTER 
DESCRIPTIONS 
Most non-player characters ( NPCs) are based on the Typical NPC statistics given 
below. When an NPC type differs from the typical statistics, however, the changed 
information appears under that character's entry. For example, Cobbler (p. 226} 
has the same statistics as a Typical NPC, but also desires leather. For another 
example, a Ranger (p. 222) has a better Tactics skill than most NPCs (between 65 
and 88} and also has Animal Love (between 55 and 78) . All descriptions apply 
equally to male and female characters. 

Explanations of what each stat means are given on page 175, before the creature 
descriptions. There are three statistics that apply only to NPCs: 

Sells/Buys lists include all of the items the NPC will buy and sell by default. In a 
combined list, a (B) after an entry indicates the NPC only buys the item, and (S) 
indicates he or she only sells it. 

Keywords list the words that an NPC of this 
profession will respond to, in addition to the 
general and town-specific keywords he or 
she recognizes. See Keywords, page 165. 

Spell Circle is the highest circle from 
which this NPC can cast spells. 

TJtplcC!i:_ NPC __ 
Fencing 15-38 Mace Fighting 15-38 
Parrying 15·38 Resisting Spells 15-38 
Swordsmanship 15·38 Tactics 15-38 
Wres#ing 15-38 
Food Any common food 
Shelter House 
Desires Gold 
Resources 8 Meat 
Aversions Eerie items and places 

Carnivores (3+ units/bite) 

SbopkeepeR KejyWORt>s 
In addition to all of the keywords listed for each character, 
all characters who run o shop will respond to these keywords: 
Keywords o contract for employment buy 
dismiss merchant sell supplies 
shopkeeper vendor I <onp sole sole 
can <OnY> you <onp sell thou <any:> purchase 
what <any:> you <DOY> you <any> buy you <any> purchase 



Crieat:aries ar::ro NPCs 

@Gatln o +: Ar:ic a oe Ar:it:s · 0 
ALcbemfst: MaGe (Non-Sbopkeeper:;z) 

Strength 35-50 Hit Points 35-50 For Hire Doily Woge 60 
Dexterity 35-50 Stamina 35-50 Strength 60-75 Hit Points 60-75 
Intelligence 50-65 Mono 50-65 Dexterity 70-85 Stamina 7()-85 
Alchemy 55-78 Parrying 25-48 Intelligence 85-100 Mona 85-100 
Resisting Spells 2 5-4 8 Tactics 25-48 Inscription 50-65 Mogery 85-100 
Taste ldenfif. 55-78 Parrying 55-78 Resisting Spells 65-88 
Desires Magic Tactics 55-78 
Sells/Buys Flasks (empty) Hair dye Potions Spell Grefe 7-8 
Mortms and pestles Reagents Desires Magic Reagents 
Keywords agility alchem <any:> alchemist Keywords (see Mage (Shopkeeper) keywords) 
alchemy block pearl block potion blind 
blood moss blue potion explode explosion Eull M aGe 
garlic ginseng green potion heal ---

magic mandrake mortar Alignment Evil moge 
Strength 81 -105 Hit Points 81-105 nightshade orange potion pestle poison 

potion purple potion reagents red potion Dexterity 91-115 Stamina 91-115 

refresh secret skill sleep Intelligence 96-120 Mona 96-120 

spider silk strength sulphurous ash viol Inscription 75-90 Magery 85-100 

white potion yellow potion Parrying 65-88 Resisting Spells 75-98 
Tactics 65-88 Wrestling 20-60 
Spell Circle 3-5 

MaGe (SbopkeeJ=>eR) Desires Magic Reagents, etc. 
Strength 61-75 Hit Paints 61-75 Keywords (see Mage (Shopkeeper) keywords) 
Dexterity 71-85 Stamina 71-85 
Intelligence 86-100 Mana 86-100 Eufl H fGb MaGe 
Inscription 5()-65 Magery 85-100 

Some as evil moge, except: Parrying 45-68 Resisting Spells 55-78 
Tactics 35-58 Dexterity 190-215 Stamina 190-215 

Spell Circle 3-7 Intelligence 125-150 Mana 125-150 

Desires Magic Reagents Magery 95-100 

Sells Marker talismans Potions Reagents 
Scrolls* Scrolls (blank) Spell books Gaflnmast:er:;z 
Various arcane items Strength 90-105 Hit Paints 90-105 
*Each shopkeeper moge sells only those scrolls he or she is capable Dexterity 101-115 Stamina 101-115 
of creating. For example, a First Circle moge sells only scrolls inscribed Intelligence 116-130 Mana 116-130 
with First Circle spells, while a Fifth Circle moge sells scrolls inscribed Evaluating Intel. 55-78 Fencing 75-98 
with spells from the First tluough Fifth Circles. Inscription 75-90 Mace Fighting 75-98 
Keywords abbey abilities ability Magery 85-100 Parrying 75-98 
arcane art cost costing Resisting Spells 75-98 Swordsmanship 75-98 
component croft Des Mani empath Tactics 75-98 Wrestling 75-98 
ether guild In Lor In Mani Spell Orc/e 8 
In Mani Ylem In Por Ylem ingredients reagent Desires Magic Reagents, etc. 
Rel Wis relvinion scroll skill Additional Keywords guild join 
spell spell books spellbooks spells master 
talent Uus Jux where <any:> monks 
Wis Uus words of power 



@l5oc. o+: Cooks ec: Cbe-t=s @ 
(Nol currently accepting new members) 

Baunfc CoLLeGfam ~ 
Cook 
Strength 40-55 Hit Points 40-55 Ba Rn 

Dexterity 55·70 Stamina 55·70 For Hire Doily Woge 20 

Intelligence 55-70 Mano 55-70 Strength 15-30 Hit Points 15·30 

Cooking 55·78 Parrying 35·58 Dexterity 25·40 Stamina 25·40 

Resisting Spells 35·58 Tactics 35-58 Intelligence 25-40 Mono 25·40 

Toste ldentif. 35·58 Enticement 55·78 Musicianship 55-78 

Sens Birds (cooked) Breod (loaves) Cokes Peacemaking 55·78 Provocation 55-78 

Cheese Chicken legs (cooked) Flour (socks) Keywords obbey artifact bard 

Honey Muffins Mutton (cooked) Pies (baked) conservatory cool empath hint 
Pigs (roasted) Stews Tomato soup Vegetables info interesting magic minstrel 

Buys Apples Bananas Birds (row) music news ploy relvinion 
Bread (loaves) Cabbage (heads) Cantaloupe Carrots rumor rumour song tale 

Cheese Com Eggs Fish to do troubad (e.g., troubadour) 

Fish (steaks) Flour (sacks) Gourds Gropes where <any> monks 

Honey Kindling Lemons Lettuce (heads) Gaftomast:eR 
Limes Melons Milk (pitchers) Onions - -----

Strength 85-100 Hit Points 85·100 
Peaches Pears Pumpkins Ribs (row) Dexterity 70-85 Stumino 70-85 
Squash Turnips Watermelons Intelligence 60-75 Mono 60-75 Keywords bocon beef breod Enticement 55-78 Musicianship 55-78 
cake chicken consumption cook Parrying 65·88 Peacemaking 55·78 
croft fish flour food 
ham ingredient meal meals 

Provocation 55-78 Resisting Spells 65·88 
Tactics 65·88 

meat oven pastry pork Additional Keywords guild join 
roast skill sweets vegetables master 
what <any> you <any> cook e 

0 s ocfet:J' o+: CLot:bfeus 
WeaveR TafloR 

--· 
Strength 35·50 Hit Points 35-50 Strength 35·50 Hit Points 35·50 
Dexterity 50-65 Stumino 50-65 Dexterity 45-60 Stumino 45·60 
Intelligence 30-45 Mono 30-45 Intelligence 40-55 Mono 4().55 
Parrying 25·48 Resisting Spells 25-48 Parrying 25-48 Resisting Spells 25-48 
Tactics 25-48 Tailoring 35-58 Tactics 25-48 Tailoring 55·78 
Desires Cloth Cotton Wool Desires Cloth 
Sells/Buys Yorn (bolls) Cloth (bolls) Cloth (folded) Sells/Buys Aprons Bandannas Copes 
Cotton (row) (B) Dye bowls & tubs Scissors Wool (raw) (B) Cloaks Cloth (bolts) Cloth (folded) Cotton (row) 
Keywords doth cotton dye Doublers Dresses Dye bow~ Dye tubs 
loom weave wool yarn Flax (retied) Hors and caps Jester caps Jester suil5 

Gollnrnas"ter:i 
Kilts Leather caps Pants Robes 
Scissors Sewing kits Shirts Skirrs 

Strength 70-85 Hit Points 70-85 Thread Tunics Wool (row) 
Dexterity 85-100 Stamina 85-100 Keywords apron cape doth 
Intelligence 85·100 Mona 85-100 clothes clothier clothing coot 
Parrying 65·88 Resisting Spells 65-88 dress garment kilt pant 
Tactics 55-78 Tailoring 65·88 robe sew shawl shirt 
Additional Keywords guild join skill skirt tailor thread 
master vest 



T!okeR 
Strength 40-55 Hit Points 
Dexterity 65·80 Stamina 
Intelligence 60-75 Mana 
Lockpicking 45·68 Pauying 
Resisting Spells 35·58 Tactics 
Tinkering 45·68 
Sells/Buys Axles and gears Butcher knives 
Clock parts Copper keys Dovetails 
Drums Froes Gears 
Hammers Hinges lnshoves 
Iron keys Key rings Kindling (B) 
Logs (8) Lumber Lutes 
Magic keys (8) Nails (S) Pickaxes 
Rusty keys Sows Scissors 
Sewing kits Sexton ts Sextant ports 
Sledge hammers Smith hammers Springs 
Tambourines nnker's tools nnker's toolkit 
Keywords dock device 
lumber machine port 
skill spring sticks 
trade wood 

Ga1Lnmast:eR 
Strength 70-85 Hit Points 
Dexterity 85·100 Stomino 
Intelligence 85-100 Mona 
Lockpicking 65·88 Parrying 
Resisting Spells 5 5· 7 8 Tactics 
Tinkering 65·88 
Additional Keywords guild 
master 

40-55 
65·80 
60-75 
35·58 
35·58 

Clocks 
Drow knives 
Gold keys 
Iron ingots 
Lockpicks 
Lyres 
Planes 
Scarps 
Shove~ 
Sticks 
Tongs 
gear 
sextant 
tinker 

70-85 
85·100 
85·100 
65·88 
65·88 

join 

Cr::ie a-t aRe s ann N PCs 

Gaito o.J: H e aLe r:is 
H ealen (Sbopkeepet:l) 

Strength 70-85 Hit Points 
Dexterity 80-95 Stamina 
Intelligence 85· l 00 Mana 
Anatomy 55-78 Forensic Eva/. 
Healing 5 5· 7 8 Parrying 
Resisting Spells 65·88 Spirit Speak 
Tactics 65-88 
Desires Garlic Ginseng 

lQ-85 
80-95 
85-100 
35-58 
65·88 
55-78 

Cloth 
Sells/Buys Bondages Cloth (folded) (8) Garlic 
Ginseng Healing potions Refreshing potions Spider's silk(B) 
Keywords anatomy bondage buy 
cure first aid heal healing 
healing scrolls help hurt injured 
items knowledge master poison 
potion potions raise dead resurrect 
resurrection skill 

H e aleR (N oo-SbqpkeepeR) 
Strength 70-85 Hit Points 70-85 
Dexterity 80-95 Stamina 80-95 
Intelligence 8 5· l 00 Mana 8 5-1 00 
Anatomy 55-78 Camping 35·58 
Fishing 35-58 Forensic Eva/. 35-58 
Healing 5 5· 7 8 Pafl}'ing 6 5-8 8 
Resisting Spells 65·88 Spirit Speak 55·78 
Tactics 65-88 
Shelter Foliage 
Keywords (see Healer (Shopkeeper)) 

Gaflnmast:eR 

Strength 80-95 
Dexterity 95·11 0 
Intelligence 95· ll 0 
Anatomy 65-88 
Healing 65·88 
Resisting Spells 65·88 
Tactics 6 5·8 8 
Additional Keywords 
master 

Hit Points 
Stamina 
Mana 
Forensic Eva/. 
Parrying 
Spirit Speak 

guild 

80-95 
95·110 
95·110 
45·68 
65-88 
65·88 

join 



@ MaRf"tfrne Gafl"O ... ········· .. ' Frsberiman Sartori -- --- ----
Strength 60-75 Hit Points 60-75 For Hire Doily Woge 50 
Dexterity 60-75 Stamina 60-75 Strength 65-80 Hit Points 65-80 
Intelligence 40-55 Mana 40-55 Dexterity 65-80 Stamina 65-80 
Fishing 45-68 Parrying 35-58 Intelligence 40-55 Mana 40-55 
Resisting Spells 35-58 Tactics 35-58 Parrying 45-68 Resisting Spells 45-68 
Desires Water Tactics 45-68 
Sells Fish Fish (steaks) Fishing poles Desires Ships Water Sailors 
Buys Fish (big and small) Keywords pirate sail sailor 
Keywords cot ch fish <an)'> fisher ship 
fisherman fishermen food nets 
river sea skill 

Gailnmast:eR 
MapmakeR --- ---- Strength 80-95 Hit Points 80-95 
Strength 20-35 Hit Points 20-35 Dexterity 85-100 Stamina 85-100 
Dexterity 35-50 Stamina 35·50 Intelligence 80-95 Mana 80-95 
Intelligence 35-50 Mono 35-50 Fishing 65-88 Parrying 55-78 
Cartography 65-88 Resisting Spells 65-88 Tactics 65-88 
Sells/Buys Scrolls (blank) (B) Mops Additional Keywords guild join 
Maps (blank) master 
Keywords blank chart <DOV> course 
empty make mops plot <an)'> course 
sextant skill vellum 

~fpWRfGbt: @ MeRcbaot:s' Assoc. 
Strength 65-80 Hit Points 65·80 
Dexterity 70-85 Stamina 70-85 lnnkee e R 
Intelligence 60-75 Mano 60-75 Strength 65-80 Hit Points 65-80 
Parrying 45-68 Resisting Spells 45-68 Dexterity 65-80 Stamina 65-80 
Tactics 45-68 Intelligence 60-75 Mono 60-75 
Desires Wood Parrying 45-68 Resisting Spells 45-68 
Sells/Buys Ship deeds Tactics 45-68 
Keywords boat soil sextant Sells/Buys Ale (Bottles) Ale (Pitchers) Apples 
ship vessel Backgammon Backpacks Bananas Birds (baked) (Sl 

Harisorimast:eri 
Bread (loaves) Candles Checkerboards Cheeses 
Chessboards Chicken legs Cider (jugs) Cider (pitcheis) 

Strength 85-100 Hit Points 85-100 Dice cups Glass pitchers(B) Gropes Liquor (battles) 
Dexterity 65-80 Stamina 65-80 Liquor (pitchers) Milk (pitchers) Mutton (cooked) Peaches 
Intelligence 70-85 Mana 70-85 Pears Pies (baked) Ribs (cooked) (S) Ribs (row) (8) 
Parrying 55-78 Resisting Spells 55-7B Stews Tomato soup Torches Vegetables 
Tactics 45-68 Vendor Contrnct Water (pitchers) Wine (bottles) Wine (pitchers) 
Keyword dock Keywords ob bey oleq artifact 

barmaid bed beer breakfast 
cool dinner empath food 
for the night hint info inn 
interesting lunch magic news 
relvinion rent room rumor 
rumour sleep stay the night tavern 
to do waitress wench 

· where <On)'> monks e 



CReat:aRes ano NP Cs 

m I Meiicbaots' Associat:foo (cont.) m 
PRovrsrooeR JeweleR 
Strength 65-80 Hit Points 65-80 Strength 35-50 Hit Points 35-50 
Dexterity 60-75 Stamina 60-75 Dexterity 5(}65 Stamina 5(}65 
Intelligence 65-80 Mono 65-80 Intelligence 40-55 Mono 4(}55 
Parrying 45-68 Resisting Spells 45-68 Item ldentif. 55-78 Parrying 25-48 
Tactics 45-68 Resisting Spells 2 5-4 8 Tactics 25-48 
Sells/Buys Ale (bottles) (S) Apples (S) Armour (BJ Desires Jewels 
Axes (broken) (Bl Axles arxl geo15(B) Backgammon Backpacks Sells/Buys Beads Bracelets Earrings 
Bags Banda nos Bedrolls (S) Belt pouches Communications Crystals Gems Necklaces 
Birds(boked)(S) Books (various) Boxes (wixxl)(S) Bread (loaves) (S) Ingots (copper, gold, iron, silver) (B) Rings 
Candles Checkerboards Chessboards Chicken legs (S) Wire (copper, gold, iron, silver) (B) 
Cider (jugs) (SJ Clocks Clock ports (B) Diamonds (B) Keywords amber amethyst appraise 
Dice cups Dovetails (B) Flasks (empty) Froes (B) bead bracelet citrine diamond 
Garlic (SJ Gears (B) Gemstones (B) Ginseng (S) emerald estimate gem gold 
Gold ingots (B) Guild deeds Hair dye Hammerpicks (B) jewel necklace quality ring 
Hammers (8) Hats and cops (most) Helmets (most) rubies ruby sapphire silver 
Hinges (B) House deeds (B) lnshaves (B) Iron ingots (8) skill tourmaline value 
Jointing ~ones(B) Keys (copper) Key rings (B) Kindling 

TaveRnkeepeR Knives (most) Lanterns Leath. dothes(B) Lockpicks 
logs (B) Lumber (B) Meot deovers(B) Metal ingots (B) Strength 60-75 Hit Points 60-75 
Mould. planes(B) Oil (flasks) Pears (S) Pickaxes (B) Dexterity 65-80 Stamina 65-80 
Pitchforks (Bl Sows (B) Scissors (B) Scarps (8) Intelligence 5(}65 Mano 5(}65 
Sewing kits (8) Sextants and sextant ports (Bl Shepherd's Parrying 45-68 Resisting Spells 45-68 

m crooks (B) Shields Ship deeds Shop deeds Tactics 45-68 
Shovels (B) Silver ingots (B) Sledge ham- Sells/Buys Ale (bottles) Ale (pitchers) Backgammon 
mers (B) Smithy hammers (8) Smoothing Birds (cooked) Bread (loaves) Checkerboards Cheese 
planes(B) Springs (Bl Stoves (B) Sticks (BJ Chessboards Chickens Cider (jugs) Cider (pitchers) 
Tongs (B) Torches Weapons (B) Wine Dice cups Gloss pitchers Liquor (bottles) Liquor (pitchers) 
(bottles)(S) Milk (pitchers) Mutton (cooked) Pies (baked) Stews 
Keywords ale apple arrow Tomato soup Vegetables Vendor deeds Water (pitchers) 
bog beer bird bolt Wine (bottles) Wine (pitchers) 
bread candle chicken cider Keywords abbey ale artifact 
drink equip food fruit barmaid beer breakfast cool 
lantern liquor meat mutton dinner empath food hint 
pock pear pouch provision info interesting lunch magic 
ration supply torch wine news relvinian rumor rumour 

tavern to do waitress wench 
where <any:> monks 

GarLnmast:eR 
Strength 7(}85 Hit Points 7(}85 
Dexterity 85-100 Stamina 85-100 
Intelligence 85-100 Mono 85-100 
Item ldentif. 55-78 Parrying 27-50 
Resisting Spells 27-50 Tactics 27-50 
Additional Keywords guild join 
master 



@LeaGae o-t= RaoGeR.s @: 
RanGeR BoWJ<eR ( 

For Hire Doily Wages 7 0 Strength 65-80 Hit Points 65-80 J 
Strength 70-85 Hit Points 70-85 Dexterity 70-85 Stamina 70-85 s 
Dexterity 75-90 Stamina 75-90 Intelligence 60-75 Mana 60-75 D 
Intelligence 60-75 Mana 60-75 Archery 65-88 Bawcraft/Flet. 65-88 In 
Animal Lore 55-78 Archery 55-78 Fencing 25-48 Mace Fighffng 25-48 A1 
Camping 55-78 Fencing 35-58 Parrying 45-68 Resisffng Spells 45-68 Fi 
Herding 45-68 Hiding 45-68 Swordsmanship 25-48 Tacffcs 45-68 Pi 
Mace Fighffng 35-58 Parrying 65-88 Wresrling 25-48 Si 
Resisffng Spells 65-88 Swordsmanship 35-58 Desires Wood Feathers w 
Tacffcs 65-88 Tracking 45-68 Sells/Buys Arrow shahs Arrows Bolts D1 
Wresrling 35-58 Bows Crossbows Feathers Lumber (B) S1 
Desires Foliage Forests Keywords archery arrow bolt Ch 
Keywords alligator animal bear bow cross feather fletching Lei 
bird cot chicken corpser shaft stick Pl~ 
cow daemon deer dog 

Animal Tr::zalne r::z eJ 
dolphin dragon eagle elemental Lui 
ettin fish fowl gargoyle Strength 150+ Hit Paints 150+ 

gorilla hide horse Dexterity 150+ Stamina 150+ Ke 
goat 
hunt llama meat monster Intelligence 150+ Mana 150+ 8 
mountain cot pelt pig rabbit Animal Lore 92 Animal Taming 92 Sm 
ranger seal sheep skill Fencing 92 Mace Fencing 92 Del 
spirituality track wolf Parrying 92 Resisffng Spells 92 Intl 

Swordsmanship 92 Tacffcs 92 Arn 
Gullnmast:er::z Veterinary 92 Wresrling 92 Fe~ 
Strength 90-l 05 Hit Points 90-l OS Sells tomed: Block bears Brown bears Cots 

~~ Dexterity 95-ll 0 Stamina 95-110 Dogs Eagles Horses Panthers 
Intelligence 80-95 Mana 80-95 Rabbits Rots Ravens Timber wolves Wrl 
Animal Lore 65-88 Archery 75-98 Pockhorses Pock llamas Des 
Camping 65-88 Herding 55-78 Buys Apples Birds (row) Carcasses Sel 
Hiding 65-88 Parrying 75-98 Carrots Groin bundles Lettuce heads Ribs (row) 
Resisffng Spells 75-98 Tacffcs 75-98 Keywords animal cot claim Lu~ 

Tracking 65-88 dog horse mount saddle 
Ke1 

Shelter Forest blod 

Additional Keywords guild join 
stable steed tome taming dub 

master 
train trainer whip fo rk 

heat 

@MfoioG Coope Ra"tfve e krySI 
podc 
shiel 

Mrner::z Gullnmast:er::z steel 
Strength 65-80 Hit Points 65-80 Strength 85-100 Hit Paints 85-100 
Dexterity 50-65 Stamina 50-65 Dexterity 60-75 Stamina 60-75 w 
Intelligence 40-55 Mana 40-55 Intelligence 70-85 Mana 70-85 In a 

Mining 45-68 Parrying 35-58 Item ldenfff. 65-88 Mining 75-98 ship 

Resisffng Spells 35-58 Tacffcs 35-58 Parrying 65-88 Resisffng Spells 65-88 Smitt 

Desires Stone Tacffcs 65-88 con o 

Keywords dig hole mine Additional Keywords guild join founc 

ore shaft master 



Cr.ieat:ar.ies ann NPCs 

@Societ:cv of: Srntt:bs · . e socfet:cv Of: Tbieves e 
(Not currently accepting new members) BeGGOR 

ARrnoaReR For Hire Daily Woge 10 

Strength 85-100 Hit Points 85-100 Strength 25-40 Hit Points 25-40 

Dexterity 75-90 Stamina 75-90 Dexterity 20-35 Stamina 20-35 

Intelligence 60-75 Mono 60-75 Intelligence 35-50 Mono 35-50 

Arms lore 65-88 Blocksmithy 55-78 Begging 55-78 Snooping 25-48 

Fencing 45-68 Mace Fighting 45-68 Stealing 15-38 

Parrying 55-78 Resisting Spells 55-78 Shelter Guard Pasts 

Swordsmanship 45-68 Tactics 55-78 Desires Gold (each instance of begging) 

Wrestling 45-68 Aversions Guards 

Desires Metal Keywords artifact beggar coin 

Sells Shields Ring (if ring specialty) cool donate gold help 

Chainmail (if chainmail specialty) hint info interesting magic 

leather and studded leather (if leather specialty) money news rumor 

Plate (if plate or leather specialty) Helmets (if plate specialty) T bfe 
Buys Armourers buy all armour, shields and helmets, plus: For Hire Daily Wage 60 
lumber Metal ingots 
Keywords armor skill smith 

Strength 60-75 Hit Points 60-75 
Dexterity 85-100 Stamina 85-100 

Blac ksrnft:b Intelligence 7Q-85 Mona 7Q-85 

Strength 85-100 Hit Points 85-100 Detecting Hidden 35-58 Fencing 55-78 

Dexterity 65-80 Stamina 65-80 Hiding 45-68 Lockpicking 35-58 

Intelligence 60-75 Mono 60-75 Parrying 55-78 Poisoning 35-58 

Arms Lore 45-68 Blocksmithy 65-88 Resisting Spells 55-78 Snooping 45-68 

Fencing 45-68 Mace Fighting 45-68 Stealing 45-68 Swordsmanship 35-58 

Parrying 55-78 Resisting Spells 55-78 Tactics 55-78 Tinker 35-58 

Swordsmanship 4 5-68 Tactics 55-78 Wresrling 25-48 

Wresrling 45-68 Desires Jewels 

Desires Metal Aversions Guards (becomes uneasy) 

Sells/Buys Armour (all) Iron ingots Kindling (8) Keywords authorities copper fork <anp gold 

lumber (8) Tongs Weapons (all) guard hide lock lard British 

Keywords armor axe bordiche <anp fork silver skill soldiers 

blacksmith bow buckler chain trap 

dub crossbow curl ass forge G aflnrna st:eR 
fork gaunrlet gorget halberd Strength 
heater helm kitana knife 

90-105 Hit Points 90-105 

kryss mace maul meat cleaver 
Dexterity 90-105 Stamina 90-105 

padded plate ring scimitar 
Intelligence 90-105 Mono 90-105 

shield smith spear staff 
Detecting Hidden 55-78 Fencing 75-98 

steel sword war hammer 
Hiding 65-88 lockpicking 65-88 

weapon Mace Fighting 45-68 Parrying 75-98 
W e a onsrnft:b Poisoning 65·88 Resisting Spells 65-88 

In a unique arrangement, weaponsmiths have been allowed member· Snooping 65-88 Stealing 65-88 

ship in both the Society of Smiths and the Warriors' Guild. Since the Swordsmanship 55-78 Tactics 75-98 

Smiths are not currenrly accepting new members, new weaponsmiths Tinkering 65-88 Wresrling 55-78 

con only join the Warriors' Guild, and typical Weaponsmith stats ore Additional Keywords guild join 

found on p. 225. master 

e 



@ Waru-lJORS, Gatto . .. ....... e 
FIGbt:eR Palanro 

For Hire Daily Wage 60 For Hire Doily Woge 80 
Strength 11-88 Hit Points 11-88 Strength 64-92 Hit Points 64-92 
Dexterity 11-88 Stamina 11-88 Dexterity 46-88 Stamina 46-88 
Intelligence 7-49 Mana 7-49 Intelligence 37-49 Mana 37-49 
Arms Lore 42-65 Fencing 45-68 Arms Lore 52-75 Fencing 55-78 
Mace Fighting 45-68 Parrying 45-68 Mace Fighting 55-78 Parrying 55-78 
Resisting Spells 45-68 Swordsmanship 45-68 Resisting Spells 55-78 Swordsmanship 55-78 
Tactics 45-68 Wrestling 45-68 Tactics 55-78 Wrestling 55-78 
Keywords armor axe bordiche Keywords armor axe bordiche 
bow bucket helm buckler bullwhip bow bucket helm buckler bullwhip 
chain club crossbow curl ass chain club crossbow curl ass 
fight fork gounrlet gorget fork gounrlet gorget halberd 
halberd heater helm idiot heater helm honor kitano 
kill kitono kryss mace kryss mace maul meat cleaver 
maim maul meat cleaver moron norse helm open foced helm podded paladin 
norse helm open faced helm podded plate plate provisions ring scimitar 
provisions ring scimitar shield shield skill spear staff 
skill spear staff stupid sword weapon 
sword thou <any> idiot moron trouble 

W e a oos T Rafne R weapon you <onp idiot thou <onp 
Strength 95-110 Hit Points 95-110 you <Onp moron 
Dexterity 90-105 Stamina 90-105 

WaRRIOR Intelligence 70-85 Mana 70-85 
For Hire Daily Woge 70 Fencing 67-90 Mace Fighting 67-90 
Strength 18-88 Hit Points 18-88 Parrying 75-98 Resisting Spells 65-88 
Dexterity 18-88 Stamina 18-88 Swordsmanship 67-90 Tactics 75-98 
Intelligence 13-49 Mano 13-49 Wrestling 67-90 
Arms Lore 42-65 Fencing 45-68 Keywords abilities ability axe 
Mace Fighting 45-68 Parrying 45-68 bow dagger defend fight 
Resisting Spells 45-68 Swordsmanship 45-68 hammer mace sword weapon 
Tactics 45·68 Wrestling 45-68 

Gailnmast:eR Keywords (see Fighter keywords) 
Strength 95-110 Hit Points 95-110 

MeRcenaRiY __ Dexterity 90-105 Stamina 90-105 
For Hire Doily Woge 80 Intelligence 80-95 Mana 80-95 
Strength 25-88 Hit Points 25-88 Arms Lore 55-78 Fencing 55-78 
Dexterity 25-88 Stamina 25-88 Mace Fighting 65-88 Parrying 75-98 
Intelligence 37-49 Mana 37-49 Resisting Spells 65-88 Swordsmanship 65-88 
Arms Lore 42-65 Fencing 45-68 Tactics 75-98 Wrestling 55-78 
Mace Fighting 45-68 Parrying 45-68 Additional Keywords guild join 
Resisting Spells 4 5-68 Swordsmanship 45-68 master 
Tactics 45-68 Wrestling 45-68 
Keywords (see Fighter keywords) 



CReat:aRes ann NPCs 

IWaRRfoRs' Garto (cont.) @ 
Wea oosmft:b 

O t:beR Strength 85·100 Hit Points 85-100 
Dexterity 85·100 Stamina 85·100 C b a Ra ct:eRs 
Intelligence 80-95 Mono 80-95 
Alms Lore 45·68 Blocksmithy 65·88 ActoR 
Fencing 45·68 Mace Fighting 45·68 
Parrying 55·78 Resisting Spells 55·78 Strength 20-35 Hit Points 20-35 
Swordsmanship 45·68 Tactics 55·78 Dexterity 25·40 Stamina 25·40 
Wresrling 45-68 Intelligence 25·40 Mono 25·40 
Desires Wood Metal Keywords actor actors art 
Bloded Weaponsmith Sells/Buys clothe costume Noble perform 
Axes (broken) Bardiches Battle axes Bows priss real sissy stage 
Broadswords Butcher knives Crossbows Cutt asses theater theatre wuss 
Daggers Halberds Hatchets Double axes 

ARcbf"tect Hammerpicks Heavy crossbows (B) 
Iron ingots (B) Kitanas Kryss knives lrg. Battle Axes Strength 20-35 Hit Points 20-35 
Longswords Lumber (8) Meat cleavers Pickaxes Dexterity 35·50 Stamina 35·50 
Pitchforks Scimitars Skinning knives Intelligence 35·50 Mono 35·50 
Two-handed axes Viking swords War axes Sells/Buys House deeds Shop deeds 
Blunt Weaponsmith Sells/Buys Keywords architect build building 
Black staffs Clubs Iron ingots (B) Lumber (B) domicile home house lot 
Maces Mauls Metal ingots (B) Quarterstaves material 
Shepherd crooks Short spears Smith hammers Spears 
Staffs (gnarled) War hammers ARtfst: 
War maces 

Strength 15·30 Hit Points Keywords axe bardiche bow 15·30 

bullwhip dub crossbow cuttass Dexterity 30-45 Stamina 30-45 

dagger forge fork halberd Intelligence 15·30 Mono 15·30 

hammer kitana knife kryss Anatomy 25·48 

mace maul meat cleaver scimitar Keywords art canvas draw 

smith spear staff sweat paint picture portrait 

sword weapon what <any> do 
BakeR 
Strength 34-48 Hit Points 34·48 
Dexterity 33-47 Stamina 33-47 
Intelligence 25·40 Mono 25·40 
Cooking 55-78 
Desires Flour 
Sells/Buys Bread (loaves) Cakes Cookies 
Dough ($) Eggs (8) Flour (sacks) Honey 
Kindling (BJ Milk (pitchers) (8) Muffins Pies {baked) 
Pizzas 
Keywords bake baker bread 
cake dough egg flour 
honey loaf loaves milk 
muffin pastry pie 

@ 



BankeR CaR ent:e R 
Strength 70-85 Hit Points 70-85 Strength 70-85 Hit Points 70-85 
Dexterity 65·80 Stamina 65-80 Dexterity 65-80 Stamina 65·80 
Intelligence 65·80 Mana 65·80 Intelligence 50-65 Mana 50-65 
Parrying 45·68 Resisting Spells 45·68 Carpentry 55·78 lumber;acking 45·68 
Tactics 45·68 Parrying 45-68 Resisting Spells 45·68 
Keywords account bank coin Tactics 45·68 
copper currency deposit gold Desires Wood 
hold up money rob silver Sells/Buys Armoires (8) Benches (B) Chairs (B) 
steal transaction Boxes(wood) (B) Chests (B) Crates (B) Dovetoils 

Draw knives Drums Frees Hammers 
Beekee BR lnshaves Lags (B) Lumber Lutes 

Strength 20-35 Hit Points 20-35 Lyres Nails (S) Planes Saws 

Dexterity 35-50 Stamina 35·50 Scarps Shelves (B) Sticks Stools (B) 

Intelligence 35-50 Mana 35·50 Tables (B) Tambourines Thrones (B) 

Desires Beehives Honey Keywords carpent chisel hammer 

Sells/Buys Honey joining lumber nail plane 

Keywords apiarist bee bees saw skill tool wood 

flower honey woodcarving 

BRfGann CossLeR 

Far Hire Daily Wage 60 Strength 35·50 Hit Points 35-50 

Strength 65-80 Hit Points 65·80 Dexterity 35-50 Stamina 35·50 

Dexterity 80-95 Stamina 80-95 Intelligence 25-40 Mana 25·40 

Intelligence 60-75 Mana 60-75 Desires Leather 

Camping 45·68 Fencing 45·68 Sells/Buys Boots Hides (Cut, Uama, Pile) (B) 

Hiding 45·68 Lockpicking 35·58 Sandals Shoes 

Mace Fighting 25-48 Parrying 55-78 Keywords boot cobbler hide 

Poisoning 35-58 Resisting Spells 55-78 leather sandal shoe 

Snooping 35-58 Stealing 45·68 
FaRmeR Swordsmanship 35·58 Tactics 55-78 

Tinkering 35·58 Wresrling 35-58 Strength 10 Hit Points 10 
Keywords bandit brigand crime Dexterity 10 Stamina 30 
rob steal thief villain Intelligence 10 Mana 10 

Fencing l Mace Fighting l 
Bat:cbeR Parrying 30 Resisting Spells 30 

Strength 75-90 Hit Points 75-90 Swordsmanship l Tactics l 

Dexterity 70-85 Stamina 70-85 Wresrling l 

Intelligence 60-75 Mona 60-75 Sells Apples Cabbage Cantaloupes 

Parrying 55-78 Resisting Spells 55·78 Carrots Corn Fresh eggs Gourds 

Tactics 55-78 Grain (bundles) Grapes Lemons Lettuce 

Desires Meat Limes Melons Milk (pitchers) Onions 

Sells/Buys Birds (raw) Chicken (legs) Hams Peaches Pears Pumpkins Squash 

Knives Mutton (legs) Ribs (raw) Sausages Turnips Watermelons 

Keywords beef butcher buy Buys Grain (bundles) Kindling Flour (socks) 

cut fresh ham meat Keywords crops farm hoe 

poultry plow plowshare rodents tools 
vermin 



CReat:aRes aon NPCs 

Fau. T u.aneu. Gaau.n 
Strength 65-80 Hit Points 65·80 Alignment Good 
Dexterity 50-65 Stamina 50-65 Strength 150+ Hit Points 150+ 
Intelligence 40-55 Mono 40-55 Dexterity 150+ Stamina 150+ 
Animal Lore 65-88 Comping 55-78 Intelligence 150+ Mono 150+ 
Parrying 45·68 Resisting Spells 55-78 Detecting Hidden 9 0-100 Fencing 90-100 
Tactics 55-78 Forensic Eva/. 90-100 Mace Fighting 90-100 
Desires Fur Parrying 90-100 Resisting Spells 90-l 00 
Sells Hides (pile) Skinning knives Swordsmanship 90-l 00 Tactics 90-100 
Buys Birds (cooked) Bread (loaves) Cakes Wrestling 90-100 
Cheeses Chicken legs Cookies Hides Shelter Guard posts 
Muffins Mutton (cooked) Pies (baked) Ribs (cooked) Desires Guard posts 
Stews Tomato soup Vegetables Aversions Anyone with negative komio (shows aggression) 
Keywords animal bird bread Standard guard: Amiour, halberd, sash 
coke comp carrots cheese Blackthorn guard: Armour, red over·mmour, Viking sword, 
chicken corn creature critter chaos shield 
fleece food hungry lettuce Lord British guard: Armour, blue over-ormour, Viking sword, 
muffin mutton peas pelt order shield 
pie potatoes ribs skill Keywords armor armour arrow 
skin soup stew wool axe bolt bow club 

crossbow dagger guard mace 
GarnBleu. pike quarrel shield soldier 

For Hire Daily Wage 40 spear sword weapon 

Strength 30-45 Hit Points 30-45 
G'Jf Dexterity 50-65 Stamina 50-65 SJ' 

Intelligence 55-70 Mono 55-70 Strength 40·55 Hit Points 40-55 
Evaluating Intel. 45-68 Item ldentif. 35-58 Dexterity 50·65 Stamina 50-65 
Parrying 25-48 Resisting Spells 25-48 Intelligence 60·75 Mona 60-75 
Snooping 55-78 Stealing 35-58 Begging 45·68 Comping 45-68 
Tactics 25·48 Hiding 45-68 Item ldentif. 45-68 
Desires Gambling Parrying 35-58 Resisting Spells 35-58 
Keywords opp raise evaluate peek Snooping 45-68 Stealing 45·68 
cheat gamble game skill Tactics 35-58 Tinkering 45-68 

Keywords appraise camp freeman 
GLassBloweu. gypsie gypsy hide lack 

Strength 50-65 Hit Points 50-65 skill steal thief thiev 

Dexterity 60-75 Stamina 60-75 
Intelligence 50·65 Mono 50-65 
Parrying 35-58 Resisting Spells 35-58 
Tactics 35-58 
Sells/Buys Flasks (empty) Jars (empty) Glass pitchers 
Vials (empty) 
Keywords containers gloss jar 
objets d'art vessels viol 



HeRBalfst: Ma(YOR 
Strength 20-35 Hit Points 20-35 Strength 35·50 Hit Points 35-50 
Dexterity 35·50 Stamino 35-50 Dexterity 35·50 Stamina 35·50 
Intelligence 35-50 Mana 35·50 Intelligence 50-65 Mana 50-65 
Alchemy 35-58 Cooking 35·58 Parrying 25-48 Resisting Spells 25-48 
Taste ldentif. 35-58 Tactics 25·48 
Desires Herbs Desires Fame 
Sells/Buys Blood moss Flosks Garlic Keyword mayor 
Ginseng Mandrake root Mortars and pestles 
Nightshade MtlLeR 
Keywords ale hem flower herb Strength 40-55 Hit Points 40-55 
anion poison skill taste Dexterity 35·50 Stamina 35-50 

JafloR 
Intelligence 25·40 Mana 25·40 
Sells/Buys Groin (bundles) Flour (sacks) 

Strength 95-110 Hit Points 95-110 Keywords flour groin mill 
Dexterity 95·110 Stamina 95·110 miller oat wheat 
Intelligence 70·85 Mana 70-85 
Parrying 75-98 Resisting Spells 75·98 Mfot:eR 
Tactics 75·98 Strength 70-85 Hit Points 70-85 
Keywords guard jail keeper Dexterity 65-80 Stamina 65-80 
prison prisoner turnkey Intelligence 65·80 Mana 65-80 

JatJGe 
Parrying 45·68 Resisting Spells 45·68 
Tactics 45-68 

Strength 65·80 Hit Points 65·80 Keywords coin copper currency 
Dexterity 60-75 Stamina 60-75 die gold mint minter 
Intelligence 75·90 Mana 75·90 money plates press silver 
Evaluating Intel. 65·88 Forensic Eva/. 45-68 
Parry 55-78 Resisting Spells 55-78 Mook 
Tactics 55·78 Strength 20-35 Hit Points 20-35 
Keywords court judge Dexterity 35·50 Stamina 35·50 

MaGfocfa Coaocfl 
Intelligence 40-55 Mana 40-55 
Evaluating Intel. 55·78 

MernBeR Keywords abbey empath knowledge -----
monk relvinian scholar wisdom Strength 40-55 Hit Points 40-55 

Dexterity 40·55 Stamina 40-55 wine 
Intelligence 40-55 Mono 40-55 

Nos le Parrying 25·48 Resisting Spells 25·48 
Tactics 25·48 Strength 30-45 Hit Points 30-45 
Desires Fame Dexterity 40-55 Stamina 40-55 
Keyword parliament Intelligence 50-65 Mano 50-65 

Parrying 25·48 Resisting Spells 25-48 
MaGfocfa SeRoaot: Tactics 25·48 

For Hire Doily Woge 20 Desires Fame 
Strength 15·30 Hit Points 15·30 Keywords ore you well art thou well blue-blood 

Dexterity 20-35 Stamina 20-35 diamond gold how are you how art thee 

Intelligence 25·40 Mana 25·40 how art thou important money nobility 

Keywords labor servant noble wealth wealthy blue blood 
what is thy what is your what <any> do 



CReat:aRes ann NPCs 

O c LLo Casba aL PfRat:e 
Strength 60-75 Hit Points 60-75 For Hire Doily Woge 70 Alignment Evil 
Dexterity 70-85 Stamina 70-85 Strength 85-100 Hit Points 85-100 
Intelligence 85·100 Mana 85-100 Dexterity 85-100 Stamina 85·100 
Ald1emy 55-78 Inscription 50-65 Intelligence 70-85 Mono 70-85 
Mogery 85-100 Parrying 55-78 Fencing 25-48 Mace Fighting 25·48 
Resisting Spells 65-88 Tactics 55-78 Parrying 65-88 Resisting Spells 65-88 
Toste ldenlif. 55-78 Swordsmanship 55-78 Tactics 65-88 
Spell Circle 7·8 Wrestling 45·68 
Desires Magic Reogenls Bone Desires Pirates Jewels Ships 

Daemon Bone Dirt Dragon Blood Keywords captain <any> ? motey pirate 
Serpent Scoles Ink Silk soil sailor scum ship 
Volcanic Ash 

Sells/ Buys Marker talismans Potions Reogenls PRfsoneR 
Scrolls* Scrolls (blank) Spell books Arcane items Strength 10-25 Hit Points 10-25 
* Each shopkeeper coshuol sells only those scrolls he or she is capable Dexterity 10-25 Stamina 10-25 
of creating. For example, a First Circle cashuol sells only scrolls Intelligence 30-45 Mana 30-45 
inscribed with First Circle spells, while a Fifth Circle cashuol sells scrolls Keywords boil escape jail 
inscribed with spells from the First through Fifth Circles. prison prisoner 
Keywords book coshuol moge 
magic potion reagent scroll RancbeR skill spell 

Strength 35-50 Hit Points 35-50 
OcLLo PRfest:ess/PRfest: Dexterity 34-48 Stamina 34·48 

Strength 40-55 Hit Points 40-55 
Intelligence 28-42 Mono 28-42 
Animal Lore 55-78 Animal Taming 35-58 

Dexterity 50-65 Stamina 50-65 Herding 35·58 Veterinary 55-78 
Intelligence 60-75 Mono 60-75 Sells Horses (tome) 
Parrying 35·58 Resisting Spells 35-58 Buys Apples Carro ls Groin 
Tactics 35·58 Keywords cattle cow horse 
Keywords arpono god huonsuytin mount ranch steed 
priest 

OcLLo RanneR ScRfBe 

Strength 25-40 Hit Paints 25-40 
Strength 15-30 Hit Points 15-30 
Dexterity 25·40 Stamina 25-40 

Dexterity 30-45 Stamina 30-45 Intelligence 30-45 Mana 30-45 
Intelligence 15-30 Mana 15-30 Evaluating Intel. 45·68 
Keywords coshuol message runner Sells/Buys Books (large, small; blank, published) 

Peasant: 
Ink Pen Scrolls (blank) 
Keywords ink knowledge oppressor 

For Hire Doily Woge 10 relvinion scholar scribe scroll 
Strength 25-40 Hit Points 25-40 wisdom 
Dexterity 20-35 Stamina 20-35 
Intelligence 15·30 Mana 15-30 
Keyword labor 



Scalpt:ori VeGet:asle Selleri 
Strength 15·30 Hit Points 15·30 Strength 50-65 Hit Points 50-65 
Dexterity 25·40 Stumino 25·40 Dexterity 40-55 Stumino 40·55 
Intelligence 20-35 Mona 20-35 Intelligence 30-45 Mono 30-45 
Anatomy 25·48 Animal Lore 35-58 Herding 35·58 
Keywords carve sculpt statue Parrying 25·48 Resisting Spells 25·48 

Sbepberin(ess) 
Tactics 25·48 Veterinary 35·58 
Sells/Buys Apples Cabbages (heads) Cantaloupes 

Strength 50-65 Hit Points 50-65 Carrots Corn Eggs Gourds 

Dexterity 40-55 Stumina 40-55 Grain (bundles) Grapes Lemons Lettuce 

Intelligence 30-45 Mana 30-45 Limes Melons Milk (pitchers) Onions 

Comping 55·78 Herding 55·78 Peaches Pears Pumpkins Squash 

Parrying 25·48 Resisting Spells 25·48 Turnips Watermelons 

Tactics 25-48 Keywords crops farm hoe 

Shelter Grass plow plowshare rodents tools 

Desires Sheep vermin 

Sells Shepherd's crooks Wool (raw) 
Vet:erifnarifan Buys Birds (cooked) Bread (loaves) Cokes 

Cheese Chicken legs Cookies Hay Strength 55·70 Hit Points 55-70 
Muffins Mutton (cooked) Pies (baked) Ribs (cooked) Dexterity 55·70 Stumino 55-70 
Stews Tomato soup Vegetables (bowls) Intelligence 55·70 Mono 55-70 
Keywords sheep shepherd Animal Lore 55-78 Parrying 35·58 

Ta nne ri 
Resisting Spells 35·58 Tactics 35·58 
Veterinary 55·78 

Strength 50-65 Hit Points 50-65 Sells Bondages Cots (tome) Dogs (tame) 

Dexterity 60-75 Stumina 60-75 Horses (tome) Packhorses and Pock llamas (tame) 

Intelligence 40-55 Mano 40·55 Buys Apples Bondages Birds (raw) 

Parrying 35·58 Resisting Spells 35·58 Carcasses Carrots Cloth (folded) Grain (bundles) 

Tactics 35-58 Lettuce (heads) Ribs (raw) 

Desires Leather Hide Keywords bear bird buy 

Sells/Buys Leather and studded leather armour Bogs cat cure dog dragon 

Belt pouch Backpacks Cut hides Uamo hides (B) gorilla heal healing scrolls help 

Pile hides (B) Skinning knife horse hurt injured llama 

Keywords backpack fur gloves mount mule pet poison 

hide pouch potion potions raise <any:> dead 
resurrect resurrection steed toxin 

Tow n Criferi venom vet 

Strength 150+ Hit Points 150+ Waft:riess/Waft:eri 
Dexterity 150+ Stamina n.a. 
Intelligence 150+ Mana 150+ Strength 35-50 Hit Points 35·50 

Archery 90-100 Detecting Hidden 90-100 Dexterity 35-50 Stamina 35·50 

Fencing 90-100 Mace Fighting 90-100 Intelligence 20-35 Mano 20-35 

Parrying 90-100 Resisting Spells 90· l 00 Sells Ale (bottles) Ale (pitchers) Birds (cooked) 

Swordsmanship 90-100 Tactics 90-100 Bread (loaves) Cheese Oder (jugs) Cider (pitchers) 

Wrestling 90-100 Chickens Gloss pitchers Liquor (bottles) Liquor (pitchers) 

Shelter Guard posts Milk (pitchers) Mutton (cooked) Pies (baked) Stews 

Desires Guordposts Tomato soup Vegetables Water (pitchers) Wine (bottles) 

Keywords news Wine (pitchers) 

Keywords ale cider drink 
food server service waiter 
waitperson wine 



Com Bat 



COMBAT SYSTEM 
Although Ultima Online lets you pursue many peaceful career opportunities, com
bat can be an integral part of your gaming experience. Rule # l, however, is that 
fighting is not allowed inside towns. If any NPC sees or hears you fighting in the 
city, guards will inevitably show up to spoil your day. 

Pb (YsfcaL aon MaGfcaL CornBat: 
Physical combat occurs anytime a player fights another player, an NPC or a mon
ster. Blows are delivered through punches or weapon strikes. Armor or other pro
tections (if available) absorb part of the damage. Fighting continues until one par
ticipant gives up or dies. 

Magical combat works in essentially the same way. Not all spells are useful in 
combat, but many are - Fireball, Meteor Swarm, Reactive Armor, Magic Arrow 
and Summon Elemental, to mention a few. Other spells attack your opponent 
indirectly, such as Clumsy and Mana Drain. Both temporarily reduce your oppo
nent's vital statistics, and thus, the ability to attack you. 

How CornBat: WoRks 
To initiate combat, your character must be in WAR mode. (This activates automat
ically if you're attacked.) If you have a weapon in hand, you fight with that 
weapon. If not (for instance, if your weapon is in your backpack), your Wrestling 

skill is automatically triggered. You can also cast attack spells if you have the 
reagents and the necessary spell inscribed in your spellbook. (For creatures, the 
attack skill is usually hand-to-hand Wrestling with tooth and daw.) 

When you swing at a defender (another player, NPC or monster), the game fol
lows this sequence: 

l. Check for weapon type/speed 

2 . Check for hit or miss 

3. Determine base damage (hit) 

4 . Modify damage 

5. Check for magical defenses 

6. Check for sh ield and Parrying skill 

7. Determine hit location 

8. Ched< for armor 

9. Apply damage 

Each step is explained in detail on the following pages. 
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Corns at: 

1 - Cbeck .J=OR Weapon Type/Speen 
First, attack speeds are figured for each fighter. Attack speeds for the active 
weapons are based on each weapon's assigned speed (see weapons descriptions, 
beginning on p. 237) and each fighter's Dexterity. 

Attack Speed= 10,000 
(Dexterity+ 100) x Weapon Speed 

You don't necessarily trade swings with your opponent - you simply strike as 
quickly as you can. For novice fighters with slow weapons, the time between 
swings can be as long as 5 seconds. Experienced players with higher-speed 
weapons can strive for up to two attacks per second. The table below lists sample 
strike speeds - seconds of delay between strikes. 

Weapon Speed Attacker's Dexterity 

Examples s 2S so 7S 100 

Crossbow 17 S.6 4.7 3.9 3.4 2.9 
War Moce 30 3.2 2.7 2.2 1.9 1.7 
Fists so 1.9 1.6 1.3 1.1 1.0 
Dagger 70 1.4 1.1 1.0 0.8 0.7 

2 - Cb eek .J=OR Hf't OR Mt ss 
Whoever starts the fight gets to attack first. The chance of hitting is based on the 
attacker's ability is with the wielded weapon - reflected in specific weapon skills, 
such as Fencing, Mace Fighting and Swordsmanship. Success is also determined by 
the defender's ability. 

Hit Chance = (Attacker's Weapon Ability+ 50) 

(Defender's Weapon Ability +SO) x 2 

Here are some examples of percentages. Note that regardless of the attacker's 
weapon ability, or the defender's lack of it, there's still a chance to hit. 

Defender's Ability 
Attacker's Ability s 2S so 75 100 

s so 37 28 22 18 
25 68 so 38 30 2S 
so 91 67 so 40 33 
7S 114 83 63 50 42 
100 136 100 75 60 50 
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A successful strike helps you learn and improves your combat-based skills. If you 
miss, your skills don't improve, but your target's defensive battle skills do. 

If you're much more skilled than your opponent, you probably can't really 
improve your attack skills during the fight. Conversely, if you're evenly matched 
with your opponent, or slightly less skilled, you'll gain the most improvement. 

3 - Det:eRrnfne Base DarnaGe (Hit:) 
Once a hit is successful, the base damage is randomly determined from the 
weapon's range of damage. A war axe, for example, inflicts anywhere from 8 to 33 
points of damage. See Weapon, Armor and Clothing Descriptions, p . 237. 

4 - Mont.i:~ DarnaGe 
After base damage is determined, it is then modified. 

A high Tactics skill can increase damage by up to 50%. A low Tactics skill can cut 
damage in half: 

(Tactics + 50%) = Damage Multiplier 

Tactics Skill Damage Modifier 

0 (0 + 50) % = .50 

50 (50 + 50) % = l .00 

100 (100 + 50) % = l.50 

Strength adds from 1 to 20% additional weapon damage, depending on your cur
rent strength. 

Strength = % Bonus Damage 

5 

s - Cbeck .J=OR MaGfcal De-t=enses 
Magical items or spells always have first chance at reducing or increasing damage. 
Reactive Armor can reflect damage from physical attacks. This means that if you're 
wearing bone armor with a Reactive Armor charge, the Reactive Armor reflects that 
damage back at the attacker. 

If a magical weapon is being used for an attack, one charge is subtracted now, and 
damage is delivered similarly to a physical attack. 



con:rnatO 

6 - Cbeck f:OR SbteLn ann PaRR(YfOG SkfLL I 
If the defender uses a shield, the chance of blocking a blow is half of the defend-
er's Parrying skill. For example, if your Parrying skill is 76, there's a 38% chance of 
catching an attack on your shield. (Parrying only affects your skill with your 
shield. If you aren't using one, Parrying won't help.) 

If your shield misses the blow, the shield isn't damaged, and all damage passes 
directly to your armor (and possibly your body). 

If the blow is deflected, the shield absorbs damage. This is figured by subtracting 
the shield's armor from the attack damage. A Buckler shield has an armor rating 
of 7. This means that if a 25-point attack hits the shield, the shield takes absorbs 
7 points of damage and the remaining 18 points pass through to your body. 

If a shield is hit and absorbs damage, it will probably Jose one hit point to wear 
and tear. 

7 - D e-cer:irnfne Htt: Locat:ion 
Any damage that gets past the shield attacks a specific part of the body. If armor 
protects that location, the armor absorbs at least part of the damage. If the 
defender is wearing only clothing, the clothing absorbs a minimal amount of the 
damage. Any other damage that gets through attacks the character directly. 

Hits cannot be targeted to a specific location - where a successful hit strikes is 
randomly determined: 

Location % Chance Protective Armor 
Torso 44% Chest/breast plate* 
Arms 14% Arm plates 
Head 14% Helmet 
Legs/Feet 14% Leg plates 
Neck 7% Gorget 
Hands 7% Gloves 

* A chainmail tunic covers both the torso and arms. 

Note: Dresses, capes, cloaks and shirts cover the torso; pants and skirts cover the legs 
and feet. 

-



9 - Cbeck .J:OR ARmoR 

Once a location is determined, the game checks for protective covering there. 
Although you can wear multiple pieces of armor (or armor and clothing) on the 
same location, only the item with the highest armor value is checked when you're 
hit. Stacking pieces of armor has no additional effect. 

Each piece of armor has an armor value. Additionally, each piece of armor is capa
ble of absorbing a range of damage per hit. The damage that can be absorbed is a 
random amount falling between half and all of the armor's armor value. Excess 
damage (if there is any) strikes the defender's body, subtracting that many hit 
points. 

For instance, bone armor arm plates have an armor rating of 30. This means they 
can absorb from 15 to 30 points of damage each time they're hit. If damage is no 
greater than 15, the arm plates absorb all the damage without harming the arm 
beneath the plate. If damage is greater than 30, at least part of the blow injures 
the defender. 

If damage is between 15 and 30, the arm plate absorbs at least 15 points, and 
possibly as much as 30 points. A 25-point blow will be fully absorbed about a 
third of the time. Otherwise, the excess damage is inflicted on the defender. 

Creatures have natural "armor" (fur, hide or whatever) . It absorbs damage like 
man-made armor, but never wears out. 

9 - AppL(Y DamaGe 
To character. Whatever damage is not deflected by shields, armor or clothing 
affects the body directly. This damage is subtracted from the character's hit points. 
Magic effects and the effects of poisoned weapons are also applied at this time. 

To equipment. Each shield and piece of armor also has hit points - each time 
you're hit, this subtracts from the shield's and/or armor's condition. You might lose 
a point or two every time something strikes your armor. (The exact amount is ran
dom.) 

On the attacker's side, one point of damage may be applied to the attacking 
weapon to reflect normal wear and tear. Weapons and armor can be repaired by 
an armorer or weaponsmith, or you can learn how to repair them yourself. 
However, they wear out over time, and eventually repairs don't help. 

If you unsuccessfully try to repair an object, you'll further damage it. 



Com sat: 

WEAPONS1 ARMOR AND 
CLOTHING 
As with every other aspect of Ultima Online, these descriptions are subject to 
change. In addition, there might be items with extreme attributes that go beyond 
the values listed here (either extremely good or extremely bad). 

Ranges of numbers. If the value listed is a range (for example, 15-38), that stat 
will vary from creature to creature (or NPC to NPC) between the two numbers. 

Damage (weapons). How much damage the weapon can inflict with each blow. 

HP. How much damage the item can sustain before becoming completely useless. 

Spd (weapons). The speed with which the weapon can be wielded. (Higher num
bers are better.) 

Skill Req. (weapons) . What minimum skill is needed to wield the weapon. 

Str. The minimum Strength a character must have to use or wear this item. 

Two-Handed? (weapons) . Whether two hands must be used to wield the weapon. 

(If so, a shield cannot be used in conjunction with the weapon.) 

AR (armor and clothing). The armor defense of the item. Note that the armor rating 
for a character usually doesn't match the AR (armor rating) of any single piece of 
armor worn. The overall armor rating for a character is the weighted average of all 
armor worn. For example, if your character is wearing a breastplate (AR 30) and a 
plate helm (AR 30), but no other armor, the character's AR will be about 15, averag
ing the 30 rating for head and torso with the 0 rating protecting the rest of the body. 
Larger pieces of armor (for example, a breast plate) influence the weighted average 
rating more significantly than smaller pieces (for example, gloves). 

Weapons 
Pr<a ctfce W e apons 
If any new character is supplied with a weapon (because of a skill selected) that 
weapon will always be a starting variant of the usual weapon. Its stats differ from 
the usual weapons as follows: 

Weapon_ __Damage 
Practice Ranged Weapon 2-16 
Practice Piercing Weapon 2-8 
Practice Bashing Weapon 2·8 
Practice Sloshing Weapon 2-8 

HP 
21-40 
31-40 
21-40 
21·40 

_Bpd 
20 
50 
50 
43 

-5ki1L 
Archery 
Fencing 
Mace Fighting 
Swordsmanship 

__&i/. Str. 
lO 
lO 
10 
lO 

Th!o Hands? 
Yes 

Some 



Axes 
Weapon p_d Shill Req. Str. Th.lo Hands? 
Executioner's Axe 31·90 38 Swordsmanship 37 Yes 
Axe 31·80 46 Swordsmanship 29 Yes 
Large Battle Axe 31·110 31 Swordsmanship 44 Yes 
Double Axe 31-110 40 Swordsmanship 35 Yes 
Hatchet 31-80 40 Swordsmanship 35 Yes 
Pickaxe 3J-60 35 Swordsmanship 40 
Two-Handed Axe 31-70 31 Swordsmanship 44 Yes 
War Axe 31-80 42 Mace Fighting 33 

TP!ck= Two-Har:roet> Axe 
WaR Axe 

Axe 

Ha-c:cl:le-c: 

LaRGe Battle Axe 

Execat:for:ieR's Axe 

Knrues aon OaGGeRs 
Weaiz.cm __ Damage HP Sp_d 
Butcher Knife 2-14 31-40 55 
Cleaver 2-13 31-50 55 
Dagger 3-15 31-40 70 
Kryss 5-26 31·90 53 
Skinning Knife 1-10 31-40 55 

Bo<cheo'• Kn/ 
SkOoo•oG Ko•ca I 

CLeaoeR 

DaGGeR 

Shill 
Swordsmanship 
Swordsmanship 
Fencing 
Fencing 
Swordsmanship 

Doaale Axe 

Req. Str. Th.lo Hands? 
20 
20 
5 

22 
20 



Maces 
Weapon 
Club 
Hammer Pick 
Mace 
Maul 
Smithy Hammer 
War Hammer 
War Mace 

ann Harnrneus 
Damag~ HP Spd_ _5_kill_ 

Mace Fighting 
Mace Fighting 
Mace Fighting 
Mace Fighting 
Mace Fighting 
Mace F~hting 
Mace Fighting 

8-24 31-40 40 
7-31 31-70 30 
8-32 31-70 30 
7-32 31-70 30 
6-1 8 31 ·60 30 
B·41 31 -110 25 
5·38 31-110 30 

Maul WaR HammeR 

Re_q. Str. 
35 
45 
45 
45 
45 
50 
45 

Com Ba!: 

liuo Hands? 

Yes 

HammeR PtcK CluB 

Srnt'C:b(Y HammeR 

WaR Mace 

Pole Aurns 
Weapon 
Bardiche 
Halberd 

BaR"Ofc be 

Staves 
.Weatzon_ 
Block Stoff 
Gnarled Stoff 
Quarterstaff 
Shepherd's Crook 

Damage 
5·41 
5-45 

Damage_ 
4-34 
7-27 
5-29 
3-12 

Mace 

HP Spd SkilL _Req. _Str._ 1lva._Handsl 
31-100 28 Swordsmanship 4 7 Yes 
31-80 25 Swordsmanship 50 Yes 

L---:---Gr:iaRLen 5-COU 

SbepbeRn's 
CRook Black S'C:a.f:+ 

QuaR'C:0RS'C:O.f:+ 

HP _Sp_d_ Skill Rfil/.-5tr. Jwa Hands? 
31-70 35 Mace Fighting 40 Yes 
31-50 35 Mace Fighting 40 Yes 
31-60 43 Mace Fighting 32 Yes 
31-50 30 Mace Fighting 45 Yes 



Swouns 
Weapan Damage HP__5p_d Req .__Str._ 11.vo Hands? 
Brood Sword 5-31 31-100 39 Swordsmanship 36 
Cutlass 6-26 31-70 40 Swordsmanship 35 
Katona 4-25 31-90 48 Swordsmanship 27 
Long Sword 6-27 31-110 48 Swordsmanship 27 
Scimitar 4-30 31-90 43 Swordsmanship 32 
Viking Sword 5-37 31-100 30 Swordsmanship 45 

Looc; 

BRoan V!k!OG 
SwoRU 

SclrnltaR 
SwoRU SwoRn 

Cat:lass 
Kat:ana 

Speaus aon Fouks 
Weapan Damage HI!. Sfld Skill Req. Str. 11.vo Hands? 
Pitchfork 4-16 31-60 45 Fencing 30 Yes 
Short Spear 7-28 31 -70 45 Fencing 30 Yes 
Spear 4-40 31-80 30 Fencing 45 Yes 
War Fork 3-31 31-110 43 Fencing 32 

SboRt: 
SpeaR 

SpeaR 

Plt:cl:lfoRk WaR 
FoRk 



Bows ann Cr.iosssows 
WeaflQlJ _am.age HI!_ Stid Skill 
Bow 5-27 31-60 25 Archery 
Crossbow 5-37 31-80 17 Archery 
Heavy Crossbow 8-66 31-100 7 Archery 

Heav(Y CRossBow 

Bow 

Sbtelns 
Sllli:ld 
Buckler 
Chaos Shield 

_AR _ Hl?_ 
7 41-51 

Req_.__S_t~ _ 
15 

Heater Shield 
Metal Shield 
Kite Shield (wooden) 
OrdeL5hi.eld 
Round Bronze Shield 
Kite Shield (meta/) 
Wooden Shield 

32 101-115 
13 31-3] 
l l 51-65 
16 46·58 

-30 l0Hl5_ 
10 26-30 
12 101-115 
8 21-23 

0 
30 
15 
30 
a 

20 
20 
5 

Corn sat; 

_ R£q_.__&r. IWJLHands? 
20 Yes 
40 Yes 
so Yes 

CROSSBOW 

Cbaos 
Sbteln 

K1-ce Sbleln 
(me-cal) Hea-CeR 

BackleR 

K1-ce 
Sbleln 
(woonen) 

0ROeR 
Sb1eln 

Row:in 
BRonze 
Sbleln 

Me-cal Sbleln 

Woon en 
Sbteln 



(Many pieces of armor specifically conform to a male or 
female body. This distinction doesn't affect any of the 
stats listed below, so those pieces are not split into two 
listings.) 

Bone 

Armor 
Aimor (Breost Plote) 
Arm Plates 
Gauntlets 
Helm 
Leg Plates 

_AR_ 

30 
30 
30 
30 
30 

Cbafnrnafl 

Armor__ _AR 
Coif 23 
Leggings 23 
Tunic* 23 
Sleeves 23 

_HP _ RetJ._S_tr. 
26-30 40 
26-30 40 
16-30 40 
26-30 40 
26-30 40 

HP 
36-44 
46-58 
46-58 
46-58 

RefJ_._SJr. 
20 
20 
20 
20 

*A choinmoil tunic protects the arms os well os the torso. 

Leat:ben 

Armar R HP Req~ 
Bustier 13 31-37 10 
Cap 13 31-37 15 
Female 13 31-37 15 
Gloves 13 31-37 10 
Gorget 13 101-11 s 10 
Leggings 13 31-37 10 
Shorts 13 31-37 10 
Skirt 13 31-37 10 
Sleeves 13 31-37 JO 
Tunic 13 31-37 15 



Plat:e 

Armar AR HP Req 
Arm Plates 30 51-65 40 
Breast Plate 30 51-65 60 
Gaunrlets _3_Q 51-65 _ 30 
Gorget 30 51-65 30 
Helm 30 46·58 40 
Leg Plates 30 51-65 60 
Female Plate 23 51-63 20 

Rfr'.lGrnarl 

Ann or AR HP Req. Str. 
Gauntlets 20 41-51 20 
Leggings 20 41-51 20 
Sleeves 20 41-51 20 
Tunic 20 41·51 20 

St:annen Leat:beR 

Armar AR HP. Re_q, 
Armor 15 101-115 20 
Bustier 16 36-44 25 
Female J.6 36·44 35 
Gloves 16 36·44 25 
Gorget 16 36-44 25 
leggings 16 36:44 35 
Sleeves 16 36·44 25 
Tunic 16 36·44 35 



Aonlt:looal Helmet:s 

Amwr AR HP Req. Str. 
Bascloet: 

Closen Helm 

Bascinet 18 101-115 10 
Closed Helm 30 46-58 40 0Rc Helm 

Helmet 30 46-58 40 
Narse Helm 30 46-58 40 
Ore Helm 20 31-70 0 NoRse Helm 

Helmet; 

CLot:bfoG 
C1Dthin 
Apron (Full) 4 21-30 
Apron (Half) 4 21·25 
Bnndan.a_ _l_ 21.:23-
Belt l 11·40 
Boats (Black Knee Boots) 7 21-29 
Boots (Fringed) 11 21:31 
Boots (Thigh) 6 21-33 
Cape 11 21-31 
Claak 5 11-40 
Doublet 3 11·40 
Dress (Full) 5 21-30 
Dmss (Simpi.e)_ 5 11:25_ 
Hats* 1·3 21-23 
Jester's Suit 7 11-40 
Kilt ..3 11:2.4 
Mask (Bear ar Deer) 6 21-23 
Mask (Tribal) 5 21-23 
Pams (Fancy) 4 11-40 
Pants (Short) 3 11-40 
Robe 7 11-40 
Sandals _1 ill3_ 

Sosh l 11-40 
Shirt (Fancy) 4 21-23 
Shift (Poor; no sleews) 3 2J-23 
Shoes 3 21-25 
Skirt 4 21-24 
Skulkap l 6-10 
Trousers 3 21·31 
Tunic (has arms) 3 11-40 
Tunic (Padded) 3 21-31 

*bonnet, cop, feathered hat, floppy hat, jester hat, jester's cap, straw hat, tall straw hat, tricorne hat, wide-brim hat, wiz
ard's hat 
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agic is power:.z. It is the str:.zength of 
r:.zaging stor:.zms oistiLLeo to a few 
potent or:.zops. It is the might Of a 
Lightning bolt, foloeo into a gr:.zaven 

wano no thicker:.z than a finger:.z. It is the r:.zaw 
ener:.zgy or:.zawn fr:.zom the cosmos ano coer:.zceo to 
follow the whims of fr:.zagile mor:.ztals. 

Bat magic is not omnipotence. Know that the 
cost of necessar:.zy ano vital r:.zeagents pr:.zevents 
the acquisition of for:.ztane. Long hoar:.zs of staoy 
r:.zain health ano ooom companionable 
fr:.zienoships. Those few of yoa (ano yoa will 
namber:.z few) who sar:.zvive both yoar:.z Lessons 
ano yoar:.z fir:.zst combat exper:.ziences will know 
the oemanos of commer:.zcial inoentor:.zy ano the 
fine points of Legal contr:.zacts no Less than the 
intnicacies Of r:.zeagents ano incantations. Yoa 
will gr:.zow to be par:.zanoio ano gar:.zr:.zaloas, 
sar:.zcastic ano bitten, oyspeptic ano chr:.zonicallty 
exhaasteo. Yoa will be betnayeo unto oeath, ano 
none shall moar:.zn yoa. 

Bat yoa won't believe me, ano even if yoa oio 
yoa woalon't cane. So staoy oiligentlty ano 
nememben befone all this one basic pr:.zecept: 

~ Always enunciate canefallty, no matter:.z 
what is about to bite yoan heao o.J+. 

l12spir.mtio12al Speech Of: Xathrwn , ElCleR Mage, 

to the e12teRi12g canbibates Of: the Acabem;y 



THE SECRETS OF MAGIC 
Skill 

MaGfc 

In Ultima Online, your magical abilities are measured in terms of Magery skill , a 
numerical scale that measures your magical proficiency. You can select this skill 
when you create a character. Your skill can rise as high as 100, once you've spent 
time in practice. 

When you've acquired a bit of Magery skill and attempt to work magic, the pro
gram uses your Magery skill to compute your chances of success. The higher your 
skill, the more likely you are to succeed. A successful spell subtracts mana points 
and depletes your current stock of reagents. 

For more information on Magery skill, seep. 119. 

lmpR.oofnG MaGeR.&' SktLL 
If you're in the market for new spells, visit all of the local magic shops. While 
you're there, inquire about any local mages' guilds. Just as in the real world, any 
reliable contacts you make can put you ahead. 

Other adventurers can make good sources for new spells as well - most of them 
have little use for scrolls and are more than happy to sell them. 

One last note - if you watch or approach NPC mages who cross your path, be 
very polite to them. They've earned their skills the hard way, and if you insult or 
trick them, they can be extremely vengeful. 

f If you want to increase your Magery skill, cast spells. Start with lower-circle, 
non-harmful spells (like Heal) on yourself or friends. The more you success
fully cast them, the more your skill improves. Later, casting more powerful, 
higher-circle spells will increase your Magery skill even faster. 

f You'll need the Inscription skill to create a scroll of a spell that you know. 

f If you have a spell inscribed on a scroll you can cast it without reagents. 

f If you plan to pursue a career in magic, you might select these skills and val-
ues when you create your character: 

Magery 35 (or about half your available points) 

Resisting Spells 20 (or about a third of your available points) 

Alchemy 10 (or about a sixth of your available points) 

(See Developing Your Character, p. 40, for an alternative approach.) 
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Cir:icles o.,: MaGic 
Spells are currently grouped into eight circles containing eight spells apiece. Each 
circle marks an increase in the power of spells that can be cast and the amount of 
mana that they require. At first, you will only have the ability to cast spells of the 
First Circle. Each time you cast a spell, the game checks your current circle and 
your Magery skill. To advance from one circle to another, you must improve your 
Magery skill. The breaking points for the consecutive levels are arranged along a 
sliding scale, such that the earlier circles are somewhat easier to achieve, while a 
skill in the upper 90s is necessary to achieve the final circle. 

Nothing within the game will tell when you've advanced - no magical informa-
tion scrolls appear, no kind citizen will inform you of your new powers. (No one 
said the ancient arts were user-friendly.) You must keep track of the spells you 
have cast and your Magery skill yourself, or simply acquire a few spells of the next 
circle and attempt to cast them from time to time. 

f By the way, you'll know a spell was successful if you see the effect happen, or 
see sparkles appear around the affected item or person. If the spell fails, you 
will get a message to that effect. 

Ci Re Les 

1st 2nd 3rd 4th 5th 6th 7th 8th 
Reactive Agili1y Bless Archcure Blade Dispel Chain Earthquake 
Armor Spirits Lightning 

Clumsy Cunning Fireball Archprotect Dispel Energy Energy Energy 
Field Bolt Field Vortex 

Create Cure Magic Curse Incognito Explosion Flomestrike Resurrection 
Food Lock 

Feeblemind Harm Poison Fire Magic Invisibility Gate Summon Air 
Field Reflection Travel Elemental 

Heal Magic Telekinesis Greater Mind Mork Mono Summon 
Trap Heal Blast Vampire Daemon 

Magic Remove Teleport Lightning Paralyze Mass Mass Summon Earth 
Arrow Trap Curse Dispel Elementul 

Night Sight Protection Unlock Mono Poison Paralyze Meteor Summon Fire 
Drain Field Field Swarm Elementul 

Weaken Strength Wall Recall Summon Reveal Polymorph Summon Water 
of Stone Creature Elementul 
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How -Co AcqafRe ann Cast: Spells 
Scrolls. Once you've found (or bought or stolen) a spell scroll, you can do one of 
two things with it - you can place the spell into your spellbook or cast the spell 
directly from the scroll. 

Placing the spell in your spellbook - you will only be able to place a spell in your 
spell book if you have already reached that spell circle (i.e., you must be a Sixth
Circle mage to put a Sixth Circle spell in your book) . Once the spell is in your spell
book, you can cast it anytime, as long as you have the required reagents and mana. 

Casting the spell from the scroll - Anyone can cast any spell directly from a spell 
scroll, regarcUess of his or her skill, Circle or mana. But there's a catch - you can 
only use the scroll once. 

With any luck, you will be able to find some scrolls, and you can also purchase 
them from other players or from NPCs. Most spell scrolls you find (versus purchas
ing them) will be First or Second Circle spells. Occasionally, you'll find a real jewel 
(like an Eighth Circle spell), but not often. Figure that, of the scrolls you find while 
adventuring, less than one in a hundred will contain an Eighth Circle spell. 

If you have developed the Inscribe skill, you will be able to copy spells from your 
own spellbook on to scrolls, which you can then give or sell to others. 

Spellbook. To have continued access to a spell, place it in your spellbook. (Drag 
the scroll icon over your book - you will be able to do this only if you've 
advanced to the required circle of magic.) Having a spell in your book doesn't 
guarantee that you'll be able to cast it - you'll need to have the necessary mana 
and reagents. You can buy blank spellbooks from other players or alchemy shops, 
and you may occasionally get lucky and find one that already contains spells. You 
can carry multiple spellbooks in your backpack. 

Potions. Some spells can be condensed into magical potions. Potions are created 
by alchemists, and are sold at alchemy shops. (Players can sell the potions they 
own anywhere.) You do not have to have any Magery skill to use potions. They 
almost always work, but can be used only once. 

Double-left-dick on a potion to Use it. Potions are color-coded, so you know 
their general effects, but some potions can have varying intensities. You may want 
to use the Taste Identification skill - or find someone who can. This skill will 
identify a potion without releasing its magical effect. See Potions, p. 276. 

Magic Items. Several kinds of enchanted items - swords, statues, wands and 
rings among them - exist in the land of Britannia. These items cast spells when 
used, or possess certain magical qualities such as increased durability. 
See Magic Items, p. 274. 



ReaGent:s 
To the ignorant and untrained eye, reagents can appear to be nothing more than 
plants or other natural substances. Yet for the knowing they provide a vital link 
connecting the physical world and the nebulous fields of ethereal energy. Of 
course, there are about this world other, similar items, purported to be reagents by 
some and occasionally found in shop displays. These are curiosities to most, but a 
few may well hold hidden powers. 

If you're practicing alchemy or magic, you need to become intimately familiar with 
reagents. Alchemists extract the essence of reagents to form potions with magical 
properties. Mages, on the other hand, combine several different reagents in casting 

different spells. Before you can successfully cast a spell from your spellbook, you 
must have the necessary reagents present in your backpack. 

While creating a potion might require more than one unit of a particular reagent, 
casting a spell (or creating a scroll) always requires just one unit of each reagent 
that is listed in the spell description. 

Acquiring and learning spells can be somewhat daunting, but obtaining reagents 
is a relatively straightforward task. You can find them in the wild, or purchase 
them in the cities, or from vendors. Some reagents are more plentiful in certain 
areas, but you should be able to find anything you need within an hour's walking 
distance, especially if you search underground. 
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Black pearls are rare, and are often referred to as the reagent of movement. When fine
ly ground into a powder, black pearls can invoke spells that teleport or propel the 
caster to another location. 

Main effect Teleportation/propulsion 

Needed for Fireball (3) Mind Blast (5) Energy Field (7) 

Magic Lock ( 3) Poison Field (5) Gate Travel ( 7) 

Lightning ( 4) Energy Bolt ( 6) Mana Vampire (7) 

Mana Drain (4) Explosion (6) Mass Dispel (7) 

Recall (4) Mark (6) Energy Vortex (8) 

Blade Spirits (5) Paralyze Field (6) Resurrection (8) 

Dispel Field (5) Chain Lightning (7) 

BLoon Moss 
Blood moss takes its name from its reddish color. Those familiar with mycology theo
rize that blood moss is a magical offshoot of the Hyalopycris blepharistoma fungi. 

Prevalent in wetter surroundings (such as marshes or swamps), this type of fungi is a 
base reagent for spells involving locomotion or animation. 

Main effect Locomotion/animation 

Needed for Clumsy (l) Incognito (5) Polymorph (7) 

Agility (2) Summon Creature (5) Earthquake (8) 

Remove Trap (2) Invisibility (6) Energy Vortex (8) 

Telekinesis (3) Mork (6) Summon Air Elemental (8)) 

Teleport (3) Reveal (6) Summon Daemon (8) 

Unlock (3) Chain Lightning (7) Summon Earth Elemental (8) 

Wall of Stone (3) Mana Vampire (7) Summon Fire Elemental (8) 

Recall (4) Meteor Swarm (7) Summon Water Elemental (8) 



GaRLfc 
The ground paste of a ripe bulb of garlic has a reputation for warding off evil. This 
effect accurately describes its use a reagent as well. Modern magicians use garlic in 

spells that protect the caster (or a specified target) or dispel danger. 

Garlic is the most plentiful reagent - you can find and pick it in all areas of Britannia. 

Main effect Protection/dispel danger or evil 

Needed for Create Food ( l ) Bless (3) Incognito (5) 

Reactive Armor (l) Magic lock (3) Magic Reflection (5) 

Heal (1) Wall of Stone (3) Paralyze (5) 

Magic Arrow (l) Arch cure ( 4) Dispel (6) 

Weaken (l) Archprotection ( 4) Mass Curse (6) 

Cure (2) Curse (4) Mana Vampire (7) 

Harm (2) Fire Field (4) Mass Dispel (7) 

Magic Trap (2) Greater Heal 4) Meteor Swarm (7) 

Protection (2) Dispel Field (5) Resurrection (8) 

GtoseoG 
Ginseng is hailed as the reagent of health, as its syrup bestows both healing and 
restoration. Common Britannia folk use it as a home remedy for fatigue and sickness, 

but true magicians appreciate ginseng for its magical qualities and always keep a 
healthy portion on hand. 

Main effect 

Needed for 

Healing/enhancement 

Create Food (1) Magic Trap (2) 

Feeblemind (l) 

Heal (1) 

Cure (2) 

Harm (2) 

Protection (2) 

Archcure ( 4) 

Arch protection ( 4) 

Greater Heal ( 4) 

Paralyze Field (6) 

Earthquake (8) 

Resurrection (8) 



MaGfc 

MannRake Root 
Mandrake root is harder to find than other reagents, although it is probably the most 
commonly used of the eight base reagents. Like blood moss, it thrives in dark, dank 
areas where most dare not venture. Those that do search out this precious root are 
rewarded by being able to cast spells invoking strength and energy. 

Main effect Strength/power/energy 

Needed for Create Food ( l ) Recall ( 4) 

Agility (2) Blade Spirits (5) 

Cunning (2) Magic Reflection (5) 

Strength (2) Mind Blast (5) 

Bless (3) Paralyze (5) 

Telekinesis (3) Summon Creature (5) 

Teleport (3) Dispel (6) 

Archcure ( 4) Explosion (6) 

Archprotection ( 4) Mark (6) 

Greater Heal ( 4) Mass Curse (6) 

Lightning (4) Chain Lightning (7) 

Mana Drain ( 4) Energy Field (7) 

NiGbt:sbane 

Gate Travel (7) 

Mana Vampire (7) 

Moss Dispel (7) 

Meteor Swarm (7) 

Polymorph (7) 

Earthquake (8) 

Energy Vortex (8) 

Summon Air Elemental (8) 

Summon Daemon (8) 

Summon Earth Elemental ( 8) 

Summon Fire Elemental (8) 

Summon Water Elemental (8) 

The nightshade plant is as deadly as its long-standing reputation. Its touch can poison 
a human; in a magical spell, it invokes powers of death, damage and illusion. 

Most mages would rather pay a steep price for nightshade than search for it in swamps. 

Because its flowers bloom only at night, it must be picked in the late evening hours -
coinciding with the feeding habits of many dangerous swamp inhabitants. 

Main effect Harm/damage/illusion 

Needed for Clumsy (1) Magic Trap (2) 

Feeblemind (1) Strength (2) 

Heal (l) Poison (3) 

Magic Arrow (l) Curse (4) 

Weaken (1) Blade Spirits (5) 

Cunning (2) Incognito (5) 

Mind Blast (5) 

Poison Field (5) 

Energy Bolt (6) 

Invisibility ( 6) 

Mass Curse ( 6) 

Energy Vortex (8) 



Spfnen.'s Sflk 
Spider's silk is an inexpensive reagent, as it is quite plentiful and light on one's back, 
even in large quantities. However, it is so fine that massive amounts of fibers are con
sumed by a single spell. True to its origin as webbing, this reagent calls forth sum
moning and binding spells. 

Main effect Summoning/binding 

Needed for Night Sight (1 ) Paralyze (5) Polymorph (7) 

Reactive Armor ( 1 ) Poison Field (5) Summon Air Elemental (8) 

Fire Field ( 4) Summon Creature (5) Summon Daemon (8) 

Greater Heal (4) Paralyze Field (6) Summon Earth Elemental (8) 

Mana Drain ( 4) Energy Field (7) Summon Fire Elemental (8) 

Dispel Field (5) Flamestrike (7) Summon Water Elemental (8) 

Magic Reflection (5) Mano Vampire (7) 

Salpban.oas Asb 
Foul-smelling but powerful, sulphurous ash is a dusty volcanic residue. It is found 
mainly in Britannia's mountainous regions and is a common element of any spell 
releasing fire, light or explosive energy. 

Main effect Explosions/light 

Needed for Night Sight (l) 

Reactive Armor (l) 

Remove Trap (2) 

Protection (2) 

Fireball (3) 

Magic Lock (3) 

Unlock (3) 

Archprotection ( 4) 

Curse (4) 

fire Field (4) 

Lightning (4) 

Dispel Field (5) 

Mind Blast (5) 

Dispel (6) 

Explosion (6) 

Moss Curse ( 6) 

Reveal (6) 

Chain Lightning (7) 

Energy Field (7) 

Flomestrike (7) 

Gate Travel (7) 

Mano Vampire (7) 

Mass Dispel (7) 

Meteor Swarm (7) 

Earthquake (8) 

Summon Daemon (8) 

Summon fire Elemental (8) 
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False ReaGer:rts 
Adventurers in Britannia may notice that NPC mages take a marked interest in 
certain "reagent-like" substances, including Dragon Blood, Daemon Bone, Serpent 
Scales and Volcanic Ash. (And those who are familiar with the world of Pagan -
visited in Ultima VIII - may know that these substances do, in fact, function as 
reagents in that barbaric land.) It should therefore be noted that, while NPCs may 
have use for these substances in conjunction with certain theoretical inquiries, 
they are of no use whatsoever at this time to player mages, except as commodities 
to be sold or traded to those who desire them. To speak plainly, there are no 

"secret spells" in Ultima Online at this time, and these "occult objects" should not 
be construed as evidence of some kind of secret power to be unearthed. 

Ranfc Lexicon 
Every mage worth his or her spellbook knows that to cast any spell, you must 
know the magical words of power. These aren't any ordinary words - uttering 
them can cause the reagents you're carrying to combine and spew out a spell. 

Syllable Letter Meaning Syllable Letter Meaning 
An ~ Negate or Dispel Nox i- Magic 
Bet ~ Small Ort ~ Poison 
Corp " Death Por I< Move or Movement 
Des M Lower or Down Quos f" Illusion 
Ex M Freedom Rel R. Change 

Flom !!' Flame Sonct 11 Protect or Protection 
Grav x Field Tym t TI me 
Hur ~ Wind Uus f"I Raise or Up 
In I Make, Create or Couse Vos " Great 

Jux ' Danger, Trap or Harm Wis N Know or Knowledge 
Kol " Summon or Invoke Xen J.. Creature 
Lor I' Light Ylem RI Motter 

Mani f"\ Life or Healing Zu '!' Sleep 



Spell Narnes 
Acquiring spells is an art in and of itself (see How to Acquire and Cast Spells, p. 
249). Once you've collected a few, however, be ready to study what you have, and 
what's to come. Magery is an occupation unlike any other, and it behooves one to 
be intimately familiar with all spells - not just those personally known. 

The first lesson in spelkasting is that each spell has several names - common, 
lexicon (spoken) and runic (written). While most spells are referred to in common 
terms, you should be able to recognize all spells by their aural and visual repre
sentations. 

Common Lexicon Runic Common Lexicon Runic 
Reactive Armor Rel An R,f(- Agility Ex Uus Mfl 

co Clumsy Uus Jux "'' 
co Cunning Uus Wis 

"'"" -I -I 
Create Food In Mani Ylem u Cure An Nox u IP'\RI H 

c:t Feeble mind Rel Wis RN c:t Harm An Mani f(-P'\ -,_ u u Heal In Mani IP'\ Magic Trap In Jux " 
ij..l Magic Arrow In Par Ylem IKRI p Remove Trap An Jux f(-f 
Cf.I Night Sight In Lor II' t:! Protection Uus Sonct '1'1 
~ ~ Weaken Des Mani MP'\ Strength Uus Mani f'IP'\ 

Common Lexicon Runic Common Lexicon Runic 
co Bless Rel Sonct R. '1 co Arch cure Vos An Nox /\H 
-I Fireball Vas Flom /\!'-' -I Arch protection Vas Uus Sonct /\'1'1 u u 
c:t Magic Lock An Par f(-1< c:t Curse Des Sonct MLi - Poison In Nox - Fire Field In Flam Grav 11'-'X u I.,.. u 
§ 

Telekinesis Ort Par Ylem i:::KRI Greater Heal In Vos Mani IN'\ 
Teleport Rel Par R.K .t:! lightning Par Ort Grav K~X 

M"I Unlock Ex Por MK ~ Mono Drain Ort Rel i:::R. 

Woll of Stone In Sonct Ylem 1'1RI Recoil Kol Ort Par f,~K 
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There are some important limitations to combat spellcasting. First of all, mages are 

frozen in place while casting a spell, and cannot move until the spell is complete. 

Also, if the mage is struck while trying to cast the spell, there is a chance that the spell 

will abort. This chance varies according to the amount of damage taken, and his 

Magery skill.Finally, once the targeting cursor for spellcasting appears, the mage has 30 

seconds to select a target and unleash the spell, or it will be lost. 

One final related limitation - field spells (spells with area effects) cannot be cast near 

teleporters or dungeon entrances. 

Common Lexicon Runic Common Lexicon Runic 
Blade Spirits In Jux Hur Ylem lf~fi'I a.i Dispel An Ort ~f::: 

Dispel Field An Grav ~x ....t Energy Bolt Corp Por /...K 
Incognito Kol In Ex "IM 

u Explosion Vos Ort Flom /\f:::l1' c:t 
Magic Reflection In Jux Sonct lfLi - Invisibility An Lor Xen ~a 

Mind Blast Por Corp Wis K/...N u Mork Kol Por Ylem "Kfi'I 
Paralyze An Ex Por ~MK ..C! Moss Curse Vos Des Sonct /\1><111 
Poison Field In Nox Grav li-X ~ Paralyze Field In Ex Grav IMX 
Summon Creature Kol Xen "..!.. Reveal Wis Quos NI-' 

Common Lexicon Runic Common Lexicon Runic 
Chain Lightning Vos Ort Grav /\~X 

a.i 
Earthquake In Vos Por l/\K 

Energy Field In Sonct Grav ILiX Energy Vortex Vos Corp Por /\/...K ....t 

Flomestrike Kol Vos Flom l.J\111 u Resurrection An Corp ~/... c:t 
Gate Travel Vos Rel Por /\R.K - Smn. Air Elmtt. Kol Vos Xen Hur "l\J..I> 
Mono Vampire Ort Sonct ~Li u Smn. Daemon Kol Vas Xen Corp "1\..1../... 
Moss Dispel Vos An Ort /\~~ ..C! Smn. Earth Elmtl. Kol Vas Xen Ylem "/\J..fi'I 
Meteor Swarm Kai Des Flom Ylem "1><111'fi'I ~ Smn. Fire Elmtl. Kol Vos Xen Flom "/\J..11' 
Polymorph Vos Ylem Rel MR. Smn. Water Elmtt. Kai Vas Xen An Flom "/\Ur 



SPELL DESCRIPTIONS 
This section is meant to be used as a mage's reference, and lists the following 
aspects of each spell, by circle: 

Reagents. What natural reagents must be present and combined to cast the spell. 
Reagents are consumed during the casting of a spell, whether it is successful or 
not. See pp. 250-254 for information on each of the eight reagents. 

Effect. What the spell does when it is cast. Some spells affect only the caster, oth
ers a target, and others an entire area. 

Damage. How much damage the spell applies to the target object or person. This 

number is subtracted from the object or person's Hit Points. Not all spells inflict 
damage. 

Mana Cost. How much mana the spell consumes. This number is subtracted from 
your total reserve of mana. 

Duration. How long the spell's effects last. 

Reactive 
ARmoR 

ClarnS(Y 
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CRea-t:e 
Foon 

Re.agents 

Effect 

Damage 

Mana Cosl 

Duration 

Reagen LS 

Effecr 

Damage 

Mana Cost 

Duration 

Reagents 

Effect 

Damage 

Mana Cost 

Duration 

1st: Spell Ct ucle 

Garlic, Ginseng, Sulphurous Ash 

Reflects partial damage back at attacker 

Reflects a part of one blow's damage: 
(caster's skill+ 10) / 400 (= 3 to 27% of the blow). The 
caster still takes the remaining damage .. 

4 

Until armor is struck 

Bloodmoss, Nightshade 

Reduces target's Dex by (caster's skill/IO)(= 1-10 pts.) 

-NA-

4 

6 seconds x (caster's skill/5) ( = 1-120 seconds) 

Garlic, Ginseng, Mandrake Root 

Creates 1 of 10 food items: grapes, ham, cheese, muffins, 
fish, ribs, chicken, sausage, apple or peach 

-NA-

4 

Permanent (until consumed ... ) 
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Weaken 

Reagents 

Effect 

Damage 

Mana Cost 

Duration 

Reagents 

Effect 

Damage 

Mana Cost 

Duration 

Reagents 

Effect 

Damage 

Mana Cost 

Duration 

Reagents 

Effect 

Damage 

Mana Cost 

Duration 

Reagents 

Effect 

Damage 

Mana Cost 

Duration 

1st: Spell Cf Rcle 

Ginseng, Nightshade 

Reduces target's Intelligence by 
(caster's skill/10) (= 1-10 pts.) 

-NA-

4 

6 seconds x (caster's skill/5) (= 1-120 seconds) 

Garlic, Ginseng, Nightshade 

MaGfc 

Restores Hit Points: (caster's skill/10), plus 1 to 6 more 
(= 2-16 points) 

-NA-

4 

Single use 

Garlic, Nightshade 

Casts flaming fireball at target 

Reduces target's Hit Points by (2 to 3) x (caster's 
skill/10) (= 2-30 points) 

4 

Single use 

Spider's Silk, Sulphurous Ash 

Sharpens night vision (greater effect with greater skill) 

-NA-

4 

About 2 minutes 

Garlic, Nightshade 

Reduces target's Strength by (caster's skill/10) 
(= 1-10 pts.) 

-NA-

4 

6 seconds x (caster's skill/5) (= 1-120 seconds) 
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Reagents 

Effect 

Damage 

Mana Cost 

Duration 

Reagents 

Effect 

Damage 

Mana Cost 

Duration 

Reagents 

Effect 

Damage 

Mana Cost 

Duration 

Reagents 

Effect 

Damage 

Mana Cost 

Duration 

2nn Spell Ctu.cle 
Blood Moss, Mandrake Root 

Increases target's Dexterity by (caster's ski! I/ 10) 
(= 1-10 pts.) 

-NA-

6 

6 seconds x (caster's skill/5) (= 1-120 seconds) 

Nightshade, Mandrake Root 

Reduces target's Intelligence by (caster's skill/ 10) 

(= 1-10 pts.) 

-NA-

6 

6 seconds x (caster's skill/5) (= 1-120 seconds) 

Garlic, Ginseng 

Counteracts poison 
(greater skill counteracts more intense poison) 

-NA-

6 

Single use 

Nightshade, Spider's Silk 

Forms circle of harm around target (anyone within circle 
takes damage) 

Directly opposes Heal (An Mani, First Circle) 

Reduces target's Hit Points by 4-6 points 
(Resisting Spells: half damage) 

6 

Single use 
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Reagents 

Effect 

Damage 

Mana Cost 

Duration 

Reagents 

Effect 

Damage 

Mana Cost 

Duration 

Reagents 

Effect 

Damage 

Mana Cost 

Duration 

Reagents 

Effect 

Damage 

Mana Cost 

Duration 

2nn Spell CiRcle 
Garlic, Ginseng, Nightshade 

Places explosive trap on a useable objects 

(activates when object is used) 

Reduces Hit Points by 10 

6 

Single use 

Blood Moss, Sulphurous Ash 

Deactivates magical trap on a single object 

-NA-

6 

Single use 

Garlic, Ginseng, Sulphurous Ash 

Increases target's armor rating by (caster's ski!J/ 10) 

(= 1-10 points) 

-NA-

6 

6 seconds x (caster's skill/5) 

Mandrake Root, Nightshade 

Increases target's Strength by (caster's skill/10) 

(= 1-10 pts.) 

-NA-

6 

6 seconds x (caster's skill/5) (= 1-120 seconds) 

MaGfc 
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Reagents 

Effect 

Damage 

Mana Cost 

Duration 

Reagents 

Effect 

Damage 

Mana Cost 

Duration 

Reagen ls 

Effect 

Damage 

Mana Cost 

Duration 

Reagents 

Effect 

Damage 

Mana Cost 

3Rtl Spell Cf Rcle 

Garlic, Mandrake Root 

Increases target's I lit Points/Strength/Dexterity/ 
Intelligence by (caster's skill/10) (= 1-10 pts. each) 

-NA-

9 

6 seconds x (caster's skill/5) (= 1-120 seconds) 

Black Pearl, Sulphurous Ash 

Launches powerful fireball at target 

Reduces target's Hit Points by (1 to 6) x (caster's skill/8) 
(Resisting Spells: half damage) 

9 

Single use 

Black Pearl, Garlic, Sulphurous Ash 

Places magical lock on a chest 

-NA-

9 

Single use (lasts until broken or magically unlocked) 

Nightshade 

Poisons target 

Can be countered by Cure (An Nox, Second Circle) 

Gradually reduces target's Hit Points over several min
utes, but will not kill (Resisting Spells: no damage) 

9 



Telekinesis 
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Wall of: 
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Duration 

Reagents 

Effect 

Damage 

Mana Cost 

Duration 

Reagents 

Effect 

Damage 

Mana Cost 

Duration 

Reagents 

Effect 

Damage 

Mana Cost 

Duration 

Reagents 

Effect 

Damage 

Mana Cost 

Duration 

3u.n Spell Cfu.cle 
Single use 

Blood Moss, Mandrake Root 

Use or move a single object that is 
beyond reach 

-NA-

9 

Single use 

Blood Moss, Mandrake Root 

Transports caster to target location (within same screen) 

-NA-

9 

Single use 

Blood Moss, Sulphurous Ash 

Picks and opens magical or normal locks 

-NA-

9 

Single use 

Blood Moss, Garlic 

Erects temporary stone wall on open ground 

-NA-

9 

10 seconds 
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Reagents 

Effect 

Damage 

Mana Cost 

Duration 

Reagents 

Effect 

Damage 

Mana Cost 

Duration 

Reagents 

Effect 

Damage 

Mana Cost 

Duration 

Reagents 

Effect 

Damage 

Mana Cost 

Duration 

4t:b Spell Ct r:icle 
Garlic, Ginseng, Mandrake Root 

Counte{acts poisoning for all targets within two .__._. 

or three paces 

-NA-

11 

Single use 

Garlic, Ginseng, Mandrake Root, Sulphurous Ash 

Increases targets' armor rating by (caster's skill/10) 

(= 1-10 improvement) 

Protects all targets within two or three paces 

-NA-

11 

6 seconds x (caster's skill/5) (= 1-120 seconds) 
---·- -· 

Garlic, Nightshade, Sulphurous Ash 

Decreases target's Hit Points/Strength/Dexterity/ 

Intelligence by (caster's skill/10) (= 1-10 pts. each) 

-NA-

11 

6 seconds x (caster's skill/5) (= 1-120 seconds) 

Garlic, Spider's Silk, Sulphurous Ash 

Erects a 3' x 9' flaming area on open ground 

Reduces Hit Points of anyone touching field by 8-29 

points per touch (Resisting Spells: half damage) 

11 

(caster's skill), in seconds(= 1-100 seconds) 



G Reate R 

Heal 

l/\M 

LfGbt:r:Jfr.lG 

K~X 

Mana 
DRafn 

~~ 

Recall 

Reagents 

Effect 

Damage 

Mana Cost 

Duration 

Reagents 

Effect 

Damage 

Mana Cost 

Duration 

Reagents 

Effect 

Damage 

Mana Cost 

Duration 

Reagents 

Effect 

Damage 

Mana Cost 

Duration 

4t:b Spell Cf ucle 
Garlic, Ginseng, Mandrake Root, Spider's Silk 

Improves target's I lit Points by (caster's skill), 

plus 1-10 more(= 2-110 points) 

-NA-

11 

Single use 

Black Pearl, Mandrake Root, Sulphurous Ash 

Launches small lightning strike on target 

Reduces target's Hit Points by 8-29 points 

(Resisting Spells: half damage) 

11 

Single use 

Black Pearl, Mandrake Root, Spider's Silk 

Drains all mana from target 

(although mana will regenerate normally) 

Defend against this with Magic Reflection 

(In Jux, Fifth Circle); (Resisting Spells: no drain) 

-NA-

11 

Single use 

Black Pearl, Blood Moss, Mandrake Root 

MaGfc 

Transports user to object's original marked location 

Must be used on object marked with Mark spell (Kal Par 

Ylem, Sixth Circle) 

Recall will not work at all if you are carrying more than 

your normal maximum weight. 

-NA-

11 

Single use 
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MaGlc 
Ret=lection 

"t.i 

Reagents 

Effect 

Damage 

Mana Cost 

Duration 

Reagent.s 

Effect 

Dam.age 

Mana Cost 

Duration 

Reagents 

Effect 

Damage 

Mana Cost 

Duration 

Reagents 

Effect 

Damage 

Mana Cost 

Duration 

st:b Spell Ciucle 

Black Pearl, Mandrake Root, Nightshade 

Creates spinning column of blades that detects 
and chases moving targets within a one-yard radius 

Up to 15 points per strike 

14 

120 seconds 

Black Pearl, Garlic, Spider's Silk, Sulphurous Ash 

Creates a gap in field spells (e.g., Poison Field) through 
which you can walk. Dispel field is created perpendicu
larly to caster and is 15' x 3'. 

-NA-

14 

Permanent 

Blood Moss, Garlic, Nightshade 

Randomly changes your physical appearance and name 

-NA-

14 

6 seconds x (caster's skill/5) ( = 1-120 seconds) 

Garlic, Mandrake Root, Spider's Silk 

Reflects a single spell back at person who cast it 

Can also harm caster 

Varies by spell type 

14 

Single use 



Reagents 

Effect 

Minn Blast 

K1'.N Damage 

Polson 
Fteln 

l~X 

Sammoo 
Cueat:aue 

Mana Cost 

Duration 

Reagents 

Effect 

Damage 

Mana Cost 

Duration 

Reagents 

Effect 

Damage 

Mana Cost 

Duration 

Reagents 

Effect 

Damage 

Marw Cost 

Duration 

s-cb Spell Cf ucle 
Black Pearl, Mandrake Root, Nightshade, 
Sulphurous Ash 

MaGlco 

Compares the Intelligence of the caster and target. That 
difference, divided by 4, is the Hit Point damage that 
the less Inte1ligent character takes. 

See Effect (Resisting Spells: half damage) 

14 

Single use 

Garlic, Mandrake Root, Spider's Silk 

Temporarily paralyzes target 

Paralyzed for (caster's skill/5 + 7) seconds 
(= 8-27 seconds) (Resisting Spells: no paralysis) 

14 

See Damage 

Black Pearl, Nightshade, Spider's Silk 

Creates 3' x 9' wall of poison on open ground 

Same as poison (Resisting Spells: no poison) 

14 

(caster's skill x 2/5) + 15 seconds(= 15-55 seconds) 

Blood Moss, Mandrake Root, Spider's Silk 

Summons an animal or monster for combat support 

-NA-

14 

(caster's skill x 4) seconds(= 20-400 seconds) 
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Reagents 

Effect 

Damage 

Mana Cost 

Duration 

Reagents 

Effect 

Damage 

Mana Cost 

Duration 

Reagents 

Effect 

Damage 

Mana Cost 

Duration 

Reagents 

Effect 

Damage 

Mana Cost 

Duration 

6t:b Spell Cf r:zcle 
Garlic, Mandrake Root, Sulphurous Ash 

Permanently destroys a single Summoned target; .. liiiiiiilll• 
powerful mages can occasionally dispel Summoned 
elementals and daemons 

-NA-

20 

Single use 

Black Pearl, Nightshade 

Fires bolt of energy at target 

Reduces target's Hit Points by 14-56 points 
(Resisting Spells: no damage) 

20 

Single use 

Black Pearl, Mandrake Root, Sulphurous Ash 

Causes explosion at target location 

Reduces Hit Points of any within range by 14-56 points 
(Resisting Spells: half damage) 

20 

Single use 

Blood Moss, Nightshade 

Makes target temporarily invisible 

-NA-

20 

6 seconds x (caster's skill/ 5) ( = 1-120 seconds) 
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Fteto 
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Reveal 

Reagents 

Effect 

Damage 

Mana Cost 

Duration 

Reagents 

Effect 

Damage 

Mana Cost 

Duration 

Reagents 

Effect 

Damage 

Mana Cost 

Duration 

Reagents 

Effect 

Damage 

Mana Cost 

Duration 

MaGfco 

,I 
6tb SpeLL Cf ucLe 

Black Pearl, Blood Moss, Mandrake Root 

Makes an object a teleport marker 

Using Recall (Kal Ort Par, Fourth Circle) on a Marked 
object teleports caster to original location where object 
was Marked 

-NA-

20 

Single use 

Garlic, Mandrake Root, Nightshade, Sulphurous Ash 

Curses all creatures within a pace or two 

Delivers effect of Curse (Des Sanct, Fourth Circle), 
although some creatures can resist 

-NA-

20 

6 seconds x (caster's skill/5) (= 1-120 seconds) 

Black Pearl, Ginseng, Spider's Silk 

Creates 3' x 9' wall of paralysis on open ground 

Some creatures can resist paralysis 

Paralyzed for 30 seconds (Resisting Spells: no paralysis) 

20 

(caster's skill/ 3) + 15 seconds(= 15-48 seconds) 

Blood Moss, Sulphurous Ash 

Unveils all invisible objects, creatures and/or characters 
within 2 or 3 paces 

-NA-

20 

Single use 
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EneRG(Y 
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Reagents 

Effect 

Damage 

Mana Cost 

Duration 

Reagents 

Effect 

Damage 

Mana Cost 

Duration 

Reagents 

Effect 

Damage 

Mana Cost 

Duration 

Reagents 

Effect 

Damage 

Mana Cost 

Duration 

7tb Spell CfucLe 
Black Pearl, Blood Moss, Mandrake Root, 

Sulphurous Ash 

Casts lightning bolt within a pace or two of focal point 

Reduces Hit Points of all affected by 17-66 points 

(Resisting Spells: half damage) 

40 

Single use 

Black Pearl, Mandrake Root, Spider's Silk, Sulphurous 

Ash 

Creates 3' x 9' impenetrable wall of energy on open 

ground 

None 

40 

(caster's skill x 2/7) + 15 seconds ( = 15-44 seconds) 

Spider's Silk, Sulphurous Ash 

Casts down a pillar of flames onto target 

Reduces target's Hit Points by 17-66 points 

(Resisting Spells: half damage) 

40 

Single use 

Black Pearl, Mandrake Root, Sulphurous Ash 

Opens gate to location where item was 
Marked (Kai Por Ylem, Sixth Circle) 

Any can use gate for the duration of the spell 

Must be cast on Marked object 

-NA-

40 

30 seconds 
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Reagents 

Effect 

Damage 

Mana Cost 

Duration 

Reagents 

Effect 

Damage 

Mana Cost 

Duration 

Reagents 

Effect 

Damage 

Mana Cosl 

Dttration 

Reagents 

Effect 

Damage 

Mana Cost 

Duration 

7tb Spell Ct Rcle 
Black Pearl, Blood Moss, Garlic, Mandrake 
Root, Spider's Silk, Sulphurous Ash 

Transfers mana from target to caster 

Target's mana restores normally 

Some creatures/players/NPCs can re ist 

-NA-

40 (but target's mana transfers to caster) 

Single use 

MaGlc 

Black Pearl, Garlic, Mandrake Root, Sulphurous Ash 

Destroys all Summoned creatures within 8 paces 
of target 

-NA-

40 

Single use 

Blood Moss, Garlic, Mandrake Root, Sulphurous Ash 

Casts flaming meteor storm 

Harms anyone within a pace or two of focal point 

Reduces Hit Points by 17-66 points 
(Resisting Spells: half damage) 

40 

Single use 

Blood Moss, Mandrake Root, Spider's Silk 

Transforms target's appearance into random person, 
animal or monster (target's stats stay the same) 

Some creatures can resist Polymorphing 

-NA-

40 

(caster's skill) seconds(= 1-100 seconds) 
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Sammon 
AiR 

Element:al 

Reagents 

Effect 

Damage 

Mana Cosl 

Duration 

Reagents 

Effect 

Damage 

Mana Cosl 

Dura lion 

Reagents 

Effect 

Damage 

Mana Cost 

Duration 

Reagents 

Effect 

Damage 

Mana Cost 

Duration 

st:b Spell Cfu.cle 
Blood Moss, Ginseng, Mandrake Root, 
Sulphurous Ash 

Creates tremor that makes standing characters and 
creatures within 10 paces stumble and fall 

Does not affect caster 

Half of each target's Hit Points 

so 
Single use 

------~ ---
Black Pearl, Blood Moss, Mandrake Root, Nightshade 

Creates moving vortex of energy that attacks targets 
moving within its half-yard sensor radius 

Harm (~P'\, 2nd Circle) Reduces target's Hit Points by 
(caster's skill/10) (= 1-10 points) 

Poison (fi-, 3rd Circle) Same as Poison spell 

Curse foqi.,, 4th Circle) Reduces target's Intelligence by 
(caster's skill/10) (= 1-10 points) 

so 
.90 seconds 

Black Pearl, Garlic, Ginseng 

Brings human player ghost back to life 

Does not affect creatures or NPCs 

-NA

SO 

Single use 

Blood Moss, Mandrake Root, Spider's Silk 

Summons air elemental for combat support 

-NA-

SO 

(caster's skill x 4) seconds ( = 20-400 seconds) 
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EaRth 

Elemental 
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Reagents 

Effect 

Damage 
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Effect 
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Mana Cost 
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Effect 
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Mana Cost 
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Effect 

Damage 

Mana Cost 
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s-tb Spell Cfucle 
Blood Moss, Mandrake Root, Spider's Silk, 
Sulphurous Ash 

Summons daemon for combat support 

-NA-

SO 

(caster's skill x 4) seconds ( = 20-400 seconds) 

Blood Moss, Mandrake Root, Spider's Silk 

Summons earth elemental for combat support 

-NA-

SO 

(caster's skill x 4) seconds ( = 20-400 seconds) 

Blood Moss, Mandrake Root, Spider's Silk, Sulphurous Ash 

Summons fire elemental for combat support 

-NA-

SO 

(caster's skill x 4) seconds ( = 20-400 seconds) 

Blood Moss, Mandrake Root, Spider's Silk 

Summons water elemental for combat support 

-NA-

SO 

(caster's skill x 4) seconds ( = 20-400 seconds) 



MAGIC ITEMS 
Throughout your travels in Britannia, you may encounter magic items - swords, 
armor, wands and so forth, that have magic spells cast on them. Unlike the spells 

in your spellbook, you do not need to possess any magic skill to use the items, nor 

do you need to have the proper reagents or have achieved the proper spell circle for 
the spell you wish to cast. The magical energy required for the spell is contained in 
the magical item - you do not need incantation or reagents to summon it. 

The following percentages control magic items created entirely at random. Each 

percentage is the chance that particular type of item will be created: 

25% Magic weapon 
25% Magic armor 
25% Scroll 
13% Magic wand or staff 

6% Magic clothing 
5% Magic brazier or statue 
1% Ring 

But of course, things rarely happen entirely at random. Also, the are different 
types of magic - an enchanted breastplate that improves the wearer's weapon 

skills can't be created because weapon magic is only found on weapons, armor 
magic is only found on armor, and so forth. 

The Sr:rnst:ant:tal SwoRV o.i: Daernoo's BReat:b 

Sounds pretty sharp, but what can it do? The following tables list the magical 
qualities that magic items can have, and a description of each quality. For exam

ple, the sword mentioned above has 10 more hit points than average, and (while 
enchanted) casts the Fireball spell on whatever it strikes. The percentages listed are 
the chances that a particular effect will be cast on the weapon. (For example, if a 

helmet is enchanted, there is a 12% chance it will be a Durable Helmet, an 6% 

chance it will be a Substantial Helmet and so forth.) 

MaGfc ARmoR 
Boosts in armor ualue only apply to the areas covered by the magical armor. 

All of these effects are permanent. 

37% Defense +5 to AR 12% Durable + 5 armor hit points 
19% Guarding +10 to AR 6% Substantial + 10 armor hit points 
11 % Hardening +15toAR 4% Massive + 1 5 armor hit points 

6% Fortification +20 to AR 2% Fortified + 20 armor hit points 
2% Invulnerability +25 to AR 1% Indestructible +25 armor hit points 



MaGfc Weapons 
All of the effects listed below are permanent. 

16% Ruin + 1 damage 
8% Might +2 damage 
4% Force +3 damage 
2% Power +4 damage 
1% Vanquishing +5 damage 

18% Accurate + 5 to weapon skill 
9% Surpassingly Accurate + 10 to weapon skill 
5% Eminenrly Accurate + 15 to weapon skill 

3% Exceedingly Accurate 
1 % Supremely Accurate 

13% Durable 
6 % Substantial 
3% Massive 
2% Fortified 
1 % Indestructible 

+ 20 to weapon skill 
+25 to weapon skill 
+ 1 0 hit points 
+ 20 hit points 
+30 hit points 
+40 hit points 
+SO hit points 

The following effects cause a spell to be cast on an)llhing the weapon hits, in addition w the 
damage normally delivered. The duration of the effect is the same as tile duration for the spell. 

1 % Clumsiness Clumsy spell 1 % Ghoul's Touch Paralyze spell 
1% Feeblemindedness Feeblemind spell .5% Daemon's Breath Fireball spell 
1 % Burning Magic Arrow spell . 5% Evil Curse spell 
1 % Weakness Weakness spell .5% Mages Bane Mana Drain spell 
1 % Wounding Harm spell .2% Thunder lightning spell 

MaGic BRazieus ann S-ta-caes 
17% Restoration 
17% Heal 
12% Cure 
8% Agility 
8% Cunning 
8°b Strength 
5% Protection 
4% Bless 

4% Summon Creature 
2% Greater Heal 
2% Clumsy 
2% Feeblemind 
2% Weaken 
2% Wounding (Harm) 
1 % Mage's Bane (Mana Drain) 
1 % Ghoul's Touch (Paralyze) 

MaGfc Wanns ann Staves 
13% Identification 11 % Weaken 
13% Heal 10% Magic Arrow 
11% Clumsy 8% Harm 
11% Feeblemind 7% Greater Heal 

MaGfc CLot:bfnG 
33% Night Eyes (Night SigM 8% Invisibility (Invisible) 
13% Protection 5% Spell Reflection 
8% Agility (Magic Reflection) 

8% Cunning 4% Feeblemindedness 

8% Strength (Feeblemind) 

1 % Summon M ElementrJI 
1 % Summon Earth ElementrJI 
1 % Summon Fire ElementrJI 
1 % Summon Water ElementrJI 

.5% Summon Daemon 
5% Curse 

7% Dragon's Breath (FireballJ 
5% Thunder WghtningJ 
3% Mage's Bane (Mana Drain) 

4% Clumsiness (Clumsy) 
4% Weakness (Weaken) 
3% Blessings (Bless) 
2% Evil (Curse) 



MaGfc RfoGs 
There are only two known kinds of magic rings - a Teleport ring and an Invisibility 
ring. There is a 50% chance of either being created when a magic ring is made. 

MaGf c Sc Rolls 
Scrolls might have any known spell inscribed upon them. However, as the Circle 
increases, the odds grow slimmer that a particular spell will be inscribed on a 
scroll you find. The odds of a scroll having a spell of a particular Circle are: 

39% First Circle 10% Fourth Circle 2% Seventh Circle 
24% Second Circle 6% Fifth Circle l % Eighth Circle 
15% Third Circle 3% Sixth Circle 

Each of the eight reagents is the principle ingredient in one or more potions. The 
potions that can currently be concocted, along with the amount of reagents need
ed (in units) and the Alchemy skill necessary for a 50% chance to successfully mix 
them (seep. 92), include: 

Reagent Color Potion Units Min. Skill Effect when consumed 

Block Pearl Block Refresh l Restores 25% of lost Fatigue 
Total Refreshment 5 50 Removes all Fatigue 

Blood Moss Blue Agility 1 40 Improves Dexterity by l 0 for 30 sec. 
Greater Agility 3 60 Improves Dexterity by 20 for 30 sec. 

Garlic Red Lesser Cure 1 15 Usually counteracts low-level poison 
Cure 3 50 Usually counteracts normal poison 
Greater Cure 6 90 Usually counteracts any poison 

Ginseng Yellow Lesser Heal l Heols 3· l 0 hit points 
Heal 3 40 Heals 6· 20 hit points 
Greater Heal 7 80 Heals 9·30 hit points 

Mandrake White Strength 2 50 Improves Strength by l 0 for 30 sec. 
Greater Strength 5 70 Improves Strength by 20 for 30 sec. 

Nightshade Green Lesser Poison 1 20 Lose 1·2 HP every 5 seconds 
Poison 2 40 Lose up to 5% remaining HP /sec. 
Greater Poison 4 50 Lose up to l 0% remaining HP /sec. 
Deadly Poison 8 11 S* Lose up to 15% remaining HP /sec. 

Spider Silk Orange Nightsight 1 Lets you see in the dork (lasts until 
lighting around you gets brighter) 

Sulphurous Ash Purple Lesser Explosion 3 30 Explodes for 5-10 hit points 
Explosion s 60 Explodes for 1 0-20 hit point 
Greater Explosion 10 9D Explodes for 20-40 hit point 

*A 115% base skill means that a person with l 00% skill hos significontty less than a 50% chance to mix this potion. 
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~====== 
MN HeRof c Anoeo"taRes: 
PaR"t XIII, DaN 4 

I 
knew m;y Fate was GloR;y ano Aoventrme 
fr.2om the oa;y I lefE stRooe fRom the {Rain
ing fielo to ftR6 see* Confr.2ont m;y Destin;y. 
It is not ever.liY WaRr.2iOr.2 who can claim 

such a complete eoucation in oncy two weeks. 

M;y Glor.2ious AouentuRe appeaReo saoweo 
was Maoe Manifest within hour.ls! I 
Vanquisheo a Rogue, Slew tiff a gRewsome 
Or.le ano maoe ffiiY OWR Rabbit Stew oineo 
well upon Natur.2e's Repast. 

Much beffeR than school. 

The next oa;y I Sla;yeo a Despicable Villain. 
Righteouscy. 

Evil, howeuer.2, beckoneo me to Rigat the 
\''.lRoRgs Cleanse a ScouRge fRom OUR Noble 
Soil. A uillager.2 tolo me a famicy of Ettins Liueo 
in a cave neaRb;y, ano I f!OuRo it ther.le I went. 
The aiR was colo, the walls weRe oamp oank, 
ano the Stench Of DepRavit;y Assaulteo m;y 
Nose. Those aRe the stgff5 HallmaRks of a Foul 
Dungeon, so I knew I was in the Right Place. 

M;y fir.2st oa;y I Defeateo two r.lats ano a 
Mongbat. The secono oa;y I oiscouer.2eo the 
caeweo 0oey GRaweo CoRpse Remains Of a 
Thief. TheRe was one 8r.2ass-Bouno Chest, 
Filleo with tneasuRes, but also sur.2r.2ounoeo b;y 
boo;y par.2ts, so I oion't go near.2 it. I ma;y have 
been heRe OueRlong. Ma;ybaps weeks. I keep 
bear.ling tbe souno of footsteps , even when I 
Stano Silent? I can't fino the Ettins ano I'm 
Running low on toR~ 



DanGeons 

ABANDON ALL HOPE .... 
Dungeons are to an adventurer what flour is to a Cook, what a panther is to an 
Animal Trainer ... or what a metal-bound, locked chest is to a Thief. It is the first 
real challenge that will prove your mettle. It is the best opportunity for a lucrative 
day's work. It is the most fun, and also the most dangerous, way to spend a sunny 
afternoon . 

In this section we give you a bird's-eye view of each of the dungeons found in the 
game. Unique points of interest are individually named, and more common sites 
are noted with icons. 

Giant Snakes, Giant Spiders, Giant Rats, Slimes and Mongbats can be found on 
most dungeon levels. They are indicated throughout this section as "Vermin". 

8 Traps and other such dangerous locations are marked with exclamation 
points. You should be able to avoid these dangers if you look closely 

enough, but wherever you see the Trap Icon, you'll want to be sure you've 
got your Healing Potions stocked up. There is a variety of traps, just like 
treasure, and you need to keep your eyes open to see them coming ... and 
remember where they were for the next time you venture into the area. 

Healing areas are marked with an Ankh, and there aren't many of them. 
Dungeons are dark and evil places, and you should be prepared to look 
after yourself without having to drag your slaughtered spirit to a shrine for 
resurrection. 

D Numbered icons represent areas or lairs where specific monsters tend to 
congregate. The numbers correspond to the numbers in parentheses in the 
key near the map. 

1r Bulleted lists provide information on which monsters appear generally 
throughout the section. 

Unique areas, such as geographic (or architectural) landmarks, teleporters or 
other useful locations are called out on a location-by-location basis. 

Treasure sites (where the good stuff tends to be found) are randomly gen
erated throughout dungeons. Some of these are crates, some are wooden 
chests and some are metal chests. The treasure in these chests does recycle 
itself, but not so often as to make it feasible for you to hang around, open
ing the chest all day. Also, the goodies inside are chosen on a somewhat 
random basis. Just because a chest gives you the sword of a lifetime doesn't 
mean you can go into business as an arms dealer. Other times you might 
find gold, or other items. 

Once again, please note that these dungeons are correct at the time of printing, 
but that changes may occur as time passes. We recommend you make notes on 
the maps as you explore the dungeons. 



.·1 
AL"taR 

To Level 2 

Level 2 

Corpsers, gazers, harpies and the 
lesser undead all roam within 
Dungeon Covetous. 

Level 1 

(1) Harpy Lair 

(2) 1 Gazer 

(3) Corpser Lair 

f Lots of Vermin 

To Leoel i 

f All monsters may be found on this level 

(1) Gazer Lair (4 Harpies 

(2) Corpser Lair f Lots of Vermin 

(3) 1 Water Elemental 



Level 3 

f Skeletons 

f Vermin 

f The painting is useful if you 

double-left-click on it. 

Lake AR.ea 
f Drakes & Dragons 

f Vermin 

DanGeoos (;) 

To lake 

ToRt:aRe Roorns 
f Ghouls 

f Zombies 

f Vermin 



The haunted halls of Deceit are 
known as the home of the 
unquiet dead. 

Level 1 

(1) 1 Water Elemental 

f Zombies 

Level .2 

(1) Zombies 

(2) Skeleton Knights 

(3) Skeleton Magi 

f Ghouls 



Level 3 

(1) Ghouls 

(2) Liches 

f Poison Elementals 

Level 4 
(1) 1 Fire Elemental 

(2) Liebe Lords 

f Liches 

f Elementals 

f Ghouls 

f Liches 

DanGeons 0 



Telepout.:eR 

ScafRs co 
Level 1 

Level 2 

---- Er:it.:uar:ice 

E ot:R(YWO(Y 

The foul caverns of 
Despise are overrun with 

Dungeon Vermin 

Leve l 1 

-9- Vermin 

-9- Teleporters convey you back and 
forth between each other. They 

are two way. 

Telepout.:eu 

Le vel 2 

-9- Vermin 

Er:it.:Rar:ice 



Level 3 

(1) Evil Magi 

f Vermin 

DanGeons 

5 Crystal Balls may reveal what has been recently said in the vicinity ... if 
you're lucky. 



) 
Ent:Rance 

All tremble at the name of Destard, spawning pit of dragonkind, home of 

the Ancient Wyrms 

Level 1 

f Dragons & Drakes 

f A few Vermin 

(1) Water Elementals 



Level 2 

f- Dragons and Drakes 

Level 3 

(1) Fire Elementals 

(2) Ancient Wyrms 

f- Dragons and Drakes 

Ramp co 
Level 1 

DanGeons 

Ma ate 
CerrteR 



Brutish humanoids and their 
Daemon masters make their home 
in Hythloth 

Level 1 

f Ores & Ore Lords 

f Ore Magi 

f Hell Hounds 

f Ettins 

f Vermin 

Level 2 

f Ores & Ore Lords 

f Ore Magi 

f More Hell Hounds 

f More Ettins 

f Gargoyles 

f Vermin 



Level 3 

f Ores &. Ore Lords 

f Ore Magi 

f Hell Hounds 

f Ettins 

f Gargoyles 

f Vermin 

(1) Daemon & Balron Lair 

Level 4 
f Daemons 

f Vermin 

(I} Gargoyle Lajr 

DuoGeons 

To Levell! 



Spirits from the elemental planes 
make their home in Shame. 

Level 1 

-?- Vermin 

f Earth Elementals 

Level 2 

-?- Vermin 

f Earth Elementals 

f Air Elementals 

f Water Elementals 



Level 3 

All creatures found on upper levels, plus: 

f Fire Elementals 

f Poison Elementals 

Level 4 
All creatures found on Levels 1 and 2 plus: 

f Fire Elementals 

f Blood Elementals 

Dar:>Geoas 6 
' 

Telc~poRt:ei:i 
t:o Level 3 



Ent:Rance 
-J:ROm 

Oatsl'Oe 

Ent:Rance 
p~om Level 1 

Savage Trolls rule the decaying halls 

of Wrong. 

Level 1 

f Lizard Men 

f RatMen 

f Trolls 

f Vermin 

Level 2 

f Ogres 

f Rat Men 

f Trolls 

f Ettins 

f Ogre Lords 

f Vermin 



DaoGeoos 

A War.infnG ••• 

... Unto all who seek passage into the lost lands. 

I 
NASMUCH as man;y have sought the poRtals 
which have Latecy openeo between the fielos of 
BRitannia ano those shoRes st;yleo "the Lost 
Lanos", ano inasmuch as man;y gooo ano staL-

waRt folk have been Lost in making such attempt .. . 

BE IT KNOWN, that amongst those poRtals now 
known, most open into gReat expanses of tr:ieach
eRous, monsteR-haunteo caveRns1 holoing gReat 
peRiL foR the untr:iaineo ano the unReao;y. 

THEREFORE, b;y the gnace of LoRo BRitisht all who 
seek the bount;y of these "Lost Lanos" aRe aouiseo 
to pRepaRe themselves well fOR the peRils which 
wait upon the otheR sioe, OR else to tRaveL unoe R 
escor:it of the puissant. 

HAVING BEEN thus waRneo, the goveRnment of 
His GRace1 LoRo BRitish1 aouises the folk of the 
Lano that the;y can make no fuRtheR waRRant;y of 
thein safet;y, shoulo the;y choose to unoeRtake the 
peRiloas cnossing. 



PaLba.Jad's BeLa.Jeen 
BRiLannfa ann 
Tbe LosL Lanns 
As more is learned of the Lost Lands, more pathways are discovered leading to this 
mysterious continent. The Cartographers of Britannia are aware of at least a dozen. In 
each case, the location in italics is in the Lost Lands. (Keys refer to locations marhed on 
the map poster.) 

A The island with two buildings north ofTrinsic leads to the City of 
the Dead. 

8 A cave to the North of Minoc (across the bay) leads to a cave on the far 
east side by the swamp. 

C A Yew prison cell goes to the Lighthouse. 

D A Vesper crypt in the graveyard leads to an unmarked grave in the South 
central area. 

E A cave to the north, above the desert, opens into the Ice Dungeon, which 
connects to the Lost Lands. 

F A cave near Serpent's Hold leads to the Lava Dungeon, which also con
nects to the Lost Lands. 

G A cave in a mountain west ofTrinsic (and a bit south) also connects to 
the Lost Lands. 

H A sewer entrance in Britain leads to a cave in the eastern swamps. 

A pentagram in Moonglow's Encyclopedia Magicka connects to the penta
gram in Papua's Trichs of the Trade. Step on the Moonglow pentagram and 
say "recdu" to go to Papua. Step on the Papua pentagram and say "recsu" 
to go to Moonglow. 

J A teleporter in a forgotten temple on an island west of Serpent's Hold 
transports you to the midpoint of the southernmost border. 

K A Serpent Pillar in the ocean west of Jhelom (146° S, 63° W) transports a 
ship and its occupants to the western sea. To activate the pillar, sail close 
and say "doracron." 

A Serpent Pillar in the western sea transports a ship back near the first pil
lar. To activate this pillar, sail close and say "sueacron." 

L A Serpent Pillar in the ocean east ofTrinsic (111 ° S, 117 ° E) transports a 
ship and its occupants to the eastern sea. To activate the pillar, sail dose 
and say "doracron." 

A Serpent Pillar in the eastern sea transports a ship back near the fi rst pil
lar. To activate this pillar, sail close and say "sueacron." 



DaoGeons 

• Poison Gas Traps 
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f All ice and frost monsters inhabit this dungeon. 
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f All heat and lava monsters inhabit this dungeon . 
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K ei:zr:zick, 

I have hao sach an aoventm~e as a bauo woalo take twelve evenings to 
sing, ano I i::eau that one Letteu may not be enough to oescuibe it. Let me 
tell yoa how it began .... 

I was calleo to a quest i::ou a baby, stolen i::uom its motheu in a methoo 
most i::oal ano helo by a mischievous woman. Although it was no small 
matteu to buing justice to beau, I tuiampheo ano in the eno I hao the chilo 
anoeu my owa castooy. The next step was to uetaun him to his uightj:al 
famil,y. All I knew was that he "belongeo to Wino." 

Wino, I i::ouno, is a Legenoauy city hiooen within ou neau the i::ouest of 
Somlethe. Eveu;yone i::uom whom I sought aovice counseleo that it was a 
fool's euuano ... that theue was no sach city ano I was misleo. My hemzt 
is gaioeo by higheu fouces, howeveu, ano I was oeteumineo to go. I bought 
a basket to bolo the inj:ont - with a Lio ·to shielo him fuom the sun - ano 
began the secono pout of my quest. 

Keuuick, ;yoa hove young buotheus. Yoa know I have not. I thought that 
tenoing a baby woulo hove been a simple matteu, fon it weighs Less than 
a moil shiut ano sleeps thuough most oi:: the oa;y. You shoalo hove wauneo 
me. Yoa shoalo have saio: Goueth, oo not toke an inj:ont acuoss Buitannia 
without a tuoin of pack males, a wet nause ano a moioseuvont. You 
shoulo have mentioneo: Goueth, neveu i::eeo ewe's milk to a baby accas
tomeo to milk fuom a goat. Ou even: Gaueth, when ;you change a bo;y
chilo's napkins, Lowen yoau visou. I woalo have been guatej:ul fou bat a 
wouo on what makes an infant wail when it is feo ano ouy ano waum. By 
the time I ueocheo the Seupent Spine mountains, I was a buoken man. 

I neau wept with uelief when I saw gueeneuy of Somlethe's fouest. It is a 
haush place, plleo with monsteus ano wouse cueatuues, bat I was be;yono 
feau ono in no mooo to oall,y. Rogue magic has matateo the oenizens, ano 
the oucs ano humans seem to have banoeo togetheu into a black buoth
euhooo, bat eitheu the wilo Look on my face ou the foul stench fuom my 
packs kept them at bay. 

On the fiust evening in the fouest I heauo the eeuie cuies of the hangu;y 
cueotaues, bat it woke the baby into a fit of scueaming, ano the nights 
weue peaceful eveu afteu. I will tell yoa moue in my next letteu. 

Yoar:.z fr:.zieno, 

Gar:.z.eth 



K ennick, 

At the eno oi: m;y last Lettei:z, I hao enteaeo the i:01~est oi: Samlethe. It 
seemeo as though a path openeo up i:oi:z me to guioe me to the j:ableo cit;y, 
ano that is inoeeo the case. It is cei:ztain that without the aio oi: the mages 
oi: Wino, I woulo have spent weeks seai:zching i:oi:z the enti:zance to that 
mystical cify. 

Wino is oivioeo into two pai:zts: j:lat-j:aceo cliti: builoings ano plaftoi:zms that 
cling tenaciousl;y to the sioe oi: the mountains, ano the tunnels within the 
mountain itself:. It is almost like two cities, foi:z outsioe in the cola the peo
ple weai:z i:ui:zs ano oi:zab coloi:zs, while within the wanm innen cify the;y 
wean bnightl;y coloi:zeo j:Lowing 12obes, slippei:zs ano Long, unbouno hain. 
That is, at Least, what I was tolo by the guioe who came out to gneet me. 

It seems all the people oi: Wino a12e accomplisheo mages. Fnom what I saw, 
it fs tr.me; they have no technolog;y, but possesses a Libi:zai:zy which is a nigh 
intinite soui:zce i:o12 intoi:zmation on the a12cane a12ts. They have magical 
C>evices ano scu;ying techniques that let them see an;ything of inte12est to 
them, ano use spells oi: invisibility ano similar.! things to pi:zevent being ois
coveue() by those of no intei:zest to them. 

Most i:zemaineo invisible to me, but the f:Omil;y of the ini:ant was welcoming 
ano guatej:ul, anC> Leo me to the wonC>ei:zs of theii:z cify as an hono12eo ano 
i:zespecteo guest. I saw thein unoengnouno foi:zms, wher.ze they gr.iow the 
peculiau glowing fungi which one theia main vegetable staples. They 
showeo me the methoC>s that allow them to watch ovea ano car.ie i:o12 the 
mutant 12aces in the Samlethe i:ouest, i:o12 which they i:eel r.iesponsible. I 
even wanbeneo foi:z a time thrwugh the magical gai:zoen they maintain 
within the mountain, complete with a magical sun to pi:zooibe nui:ztui:zing 
light anb wanmth. 

Penhaps the most impi:zessive aspect oj: the people Of Wino is theiR belief in 
balance. Mooerwtion is theii:z one oesi12e. The;y sa;y that people cannot be 
fo12ceo to behave ethicall;y, but mast insteao grww into the oesi12e fo12 ano 
knowleoge of 12ight anC> w12ong. This, I believe, is the tnue neason fOR theii:z 
isolationism ... contact with the outeu wor.ilo might upset the balance by 
b12inging in anpi:zeoictoble elements. They sa;y. insteao, it is that they wish 
to impi:zove the balance of the wo12Lo, ano those who bevelop the wo12Lo as 
a whole must be ther.iej:D12e hiooen so that neliance upon them is 
impossible. ThetY ai:ze an unboubteol;y power.iful people, ano I am r.ielieveo 
that the;y a12e not an aggi:zessive one. 

Youu p:zieno, 

Ganeth 



The location of the city of Wind is secret, but it is not ilifficult to find - once 
you have found the Forest of Samlethe. Wind is an underground city, and you 
will find the sole existing teleponer from the surface to the city inside a cave 
maze. 

Be forewarned, however, that the city of Wind is a city of mages, and that the 
teleporter to Wind will only allow entry to those who meet two criteria estab
lished by the citizens of the town. Entry is granted to any who have a Magery 
skill equal or greater to 60 and who have cast every spell from every spell circle 

up to and including the Sixth Circle. The teleporter will deny entry to those 
who do not meet these requirements, informing them that they are not worthy 
to enter the city of Wind. 

Ke(Y t:o t:be Map 

Ctvrc <I Cornrnon Sbops 

(Cl) Bunkhouse INEJ (Sl) Wind Alchemy INWJ 

(C2) Dining Room [NE) (S2) Windy Clothes [NW) 

(C3) The Learned Mage (Library) [C) (S3) The Alchemist of Wind [NE] 

(C4) Seat of Knowledge (Library) [CJ 

Foon a: PRovisrons 

(Fl) Mage's Things [W] 

(F2) Mage's Appetite !NE] 
(Wind's communal kitchen 
contains three shops. You can 
purchase food from all three.) 

HealinG 

(Bl) Wind Healer [C] 

MaGfc 

(Ml) Magical Supplies [C) 

TaveRns, Inns ann 
TRaveLleR's Ain 

(Tl) Seeker's lnn (NW] 

(TI) Windy Inn [C) 

lntRacit:(Y TelepoR"'teRs 

(lA) Entrance to/exit from lB [N] 

(lB) Entrance to/exit from lA [NW] 

(2) Teleporter to surface [WI 

(3) Teleporter from surface [SW] 
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Ked' t:o t:be Map 

Ai:uns er: ARmor:nz 

(Al) Cutlass Smhhing 
(Blacksmith) [NWJ 

Civic er: Common 

(Cl) Buccaneer's Bath [NW] 

(C2) Docks I Ej 

Foon er: Pi:zoofsfoos 

(Fl) Pirate's Provisioner [SE] 

Gaflns 

(GI) Pirate's Den 
(Society of Thieves) fSWj 

HealinG 

(HI) Healer of Buccaneer's Den [C] 

Sb ops 

(SI) Violente Woodworks [NW[ 

(S2) Buccaneer's Den Leatherworks 
(Tanner) [C] 

TaveRos/lnos er: 
T Raveller<'s Ain 

(Tl) The Peg Leg Inn [NE] 

(T2) The Pirate's Plunder 
(Tavern) [SW] 
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