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This document is a word-for-word digital copy of the printed Ultima | manua that
came with the re-distributed Ultima 1 with enhanced EGA graphics. It isintended to
accompany the Ultima 1-6 CD compilation. Origin apparently decided that this
document was not necessary for redistribution when putting the CD together. However,
there's awealth of information about the world of Ultima 1 within the pages of this
document. | find the exclusion of this document from the Ultima 1-6 CD to be an
oversight. The game can't be played or enjoyed to its fullest extent without the
information provided here. Thus, the existence of this document.

| tried to keep the documentation as close to the original as possible. However, | did
take the liberty to correct afew minor grammatical and spelling errors. Millions of
thanks go out to both Brian Reynolds (hurin@silcom.com) and Scott Leonard (e-mail:
TrigonMan3@aol.com, web address: http://members.aol.comvtrigonman3/ultima.html)
who provided me with photocopies of their Ultima | documents. Without their help (and
Origin’s), this document wouldn’t exist. Both were identical, but each had dlightly
different scan qualities. so | combined the best of each to make this document.

| scanned in the graphics that existed in the re-distributed Ultima 1, but did not color
them. | would like to color them, but | am all colored-out. These documents have taken
more of my time that | care to admit and am more interested in getting them released than
coloring the graphics. If someone wishes to color the graphics in this document, e-mail
me and I'll get you the origina black and white scan. This document is provided "asis".
No warranty is expressed or implied.

The electronic version of this document is not endorsed or supported by Origin (OSl).
I am not an employee of Origin, and am not affiliated with them in any way. | just realy
like Ultima, and wanted to fill in the glaring gap of information Origin supplied to the
owners of the Ultima 1-6 CD. Please do not charge any money for this document in any
shape, manner or form. | charge no money for this, and neither should you. This whole package
isfreeware. Please do not make changes to this archive and then re-distribute it. Y ou may not
chunk thisfile into something smaller, and always be sure that the contents of this archive is
unmodified.

If you have any comments, questions, suggestions or problems, direct them to
micro@psyber.com. In the meantime, please enjoy!

Ultima and Lord British areregistered trademarks of Richard Garriott. Avatar, Quest of the
Avatar, Spell Book of the Eight Circles aretrademarks of Origin Systems, Inc. All Rights Reserved.
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The Advent ure

ail, Noble One! CQur land is in need of a
I"l stalwart hero, one who wll brave perils too

horrific to consider. A plague has be-falle
the Realm a scourge is upon the |and! CQur
villages |ie sacked, ruinous nounds of ashes where
once trod peasants stout of heart and sound of
m nd, where once lay fields of grain and fruit,
where kine and fow grew fat upon the bounties of

e s SN T
our fair Sosaria. Al manner of mncked and vile

creatures prey upon our people and ravage the | and.

‘Tis the doing of one so evil that the very earth
trenbles at the nmention of his nane.

Mondain the Wzard hath wought his nmalice well.
Qur nobl es bi cker anongst thensel ves, and each hat
retired to the confines of his keep in hopes of
wat ching the downfall of his rivals. Verily, the
Evil One hat heaped indignity upon curse by
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{ rel easi ng upon the Real ma host of creatures and

beasts so bl oodthirsty and w cked that our

reaper’s scyt he.
These deni zens of the underworld hold sway over I
all that can be surveyed, save for the stronghol ds
of the nobles besotted with their own anbition.
Nowhere in our once peaceful country may a traveler

def ensel ess people fall as grain before the “

find safe passage or |odging, save in the keeps of
t he sel f-proclai ned ki ngs—and t hey demand hard
| abors for their indul gences.

Only the young Lord British remains steadfast in
the vision of a peaceful and united Sosaria. |In
his castle and his towne the pure of heart wl|
find an ally and repl eni shnent for the needs of one J
who hath chosen to fight for the Realm |

Aid us in ridding our land of the scourge that
hat h befallen us, O Noble One. W beseech thee, i
for without thine aid we shall surely perish before ||
t he onsl aught of the mal efi cent necromancer. Sl ay
the evil Mbondai n!

Fel | owshi p

he | ands of Sosaria are popul ated by a
diversity of races as varied as the el enents.

Fromthe tiniest Bobbit to the nost towering
human, our fol k show a strength of character
unknown in other parts of the world. Until the
comng of the foul Mondain, our folk lived in
har nony and worked together in the true spirit of
conr ade-ship. The principal inhabitants of Sosaria
ar e:

Hunan: Endowed with a natural intellect higher
than any other race, the humans are the backbone of

D) ()

X

) (¢

.




D) (§

) (¢

D) (¢

) — - ) E—)

T

r—X

L

e

7 '
4 Sosarian society. Found in all walks of life, tgziﬁh\h

are strong of body and of unexcelled spirit.

El f: Shorter than their human counterparts by the

Il span of three hands, the elves of Sosaria are

J slight of build and swift of novenent. Their
superior natural agility nakes them excell ent

I nmusi ci ans and clever thieves. At hone anongst the
trees of the deepest forest or in the alleyways of

the capital, the Sosarian Elf nakes a stalwart

conmpani on and a relentless foe.

"[)Narf: Mountain fold and | egendary mners, the
dwarves of Sosaria stand but half a human’s hei ght,
yet often outwei gh slender elves. They are

mat chl ess i n courage and possess and i nordi nate
endownrent of natural strength. Never accept the
Sosarian Dwarf’s challenge to westle for drinks in
a tavern, unless thy supply of gold be endl ess and
thy generosity anple.

——

Bobbit: A small and gentle race, the Sosarian
Bobbits are believed to have cone to our Real mfrom
a distant place. They are said to favour
nount ai nsi de nmeadows and the serenity of forest
clearings. Their dimnutive height being even |ess
than that of a dwarf, they shun any task that

I nvol ves hard, physical |abour, preferring instead
to pursuits of study and contenpl ation. Bobbits
are naturally weak, yet possess a serenity

I ndi cative of profound wi sdom

Pr of essi ons
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/ hil st the professions practiced by our folk
nunerous, there are but four courses of action that
may be foll owed by the novice adventurer.

These are:

Il . . .
J Izlgfﬂier — The rigorous training involved in
| earning to becone a fighter results in a stronger,
Ilnore agi |l e adventurer. The know edge acquired
during this period permts the fighter to use
virtually every kind of weapon that m ght be found
i n Sosari a.

|[Aeric - A prof ession suited to those who are of

an introspective nature, the study of the ways of
the cleric requires patience and results in a good
lldeal of wisdom Such is their cal mand
concentration that at no tine will the proper spel
cast by a cleric fail to attain its desired result.

W zard - To becone a wizard in our Realm one
nmust study long and diligently, poring over ancient
witings and dusty tones. Mastery of the arcane
arts cones not easily, yet such training hones the
intellect to a superior edge! The fruits of the

| ong years of discipline are deened to be worth the
effort, however, for only the wi zard may purchase

t he necessary supplies for the casting of the nore
power ful enchant nents.

Thi ef — Wilst not a profession held in the

hi ghest esteem anong those charged w th nmai ntai ni ng
the public order, thieving is a trade that often
serves the adventurer well. Many of the explorer’s
finds are guarded by cl ever and devi ous traps that
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require ninble fingers and a dexterous hand.
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H-L/arjeny and the opening of |ocks cones nmuch easi e\
for the thief than for other nortals, for they who

follow this occupation are endowed wi th excepti onal

agility.
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*"/_ Cast| es & Townes \

f ;Barla Is a land dotted with the castles of the “

nobility of the Real m

and w th nunerous townes
wherein the travel er m ght
pur chase supplies and
Ilprovender. Townes and
castl es may be entered
freely, but woe to the one
who foolishly is apprehended
llin an act of thievery, for
the public order is
mai nt ai ned here by burly
FlGUards who fear none. I

(

)

s

Each castle is held by a noble, the King of his |
particular region. Visit these local rulers, they “
have nmuch to offer the adventurer. The castles are
often built of stone and peopled with nerchants,
courtiers, guards
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and fools. Beware 7|

of the jesters, for : % L

al t hough t hey i E
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pprotective garnments await your pleasure in the
arnmouries of Sosaria. The finest craftsnmen in the |
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Shoppes

he nerchant class of Sosaria is the nmainstay
T of the Realm s econony. Al manner of trade

goods — foodstuffs and the handi work of | ocal
artisans — can be found in the towe and castle
shoppes. An adequate supply of
gold will help to equip the
adventurer with everything from
rations to the nost esoteric of
weapons. Sone of the nore common
enpori uns i ncl ude:

UbF 3 Arnoury - The tailors of J

Realmw Il swiftly fit out the adventurer in a suit
made of worked |eather or netal. Price varies “
according to the |l evel of protection offered by the
suit of arnour.

Weapons - The workers of metal in Sosaria know

no peer. Froma sinple carved nace, reinforced
with good iron, to the nost exquisitely crafted
greatswords of tenpered steel, the weapons found in
t he shoppes of the Realmare truly works of art.
‘Tis runored that sone of the arns one may find in
the distant reaches of our |and surpass belief.
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M Z.
/';ansport ation — Wilst one may travel
t hroughout nmuch of the Realmafoot, there are
alternate neans of transport that nake short

j our neys pass nore quickly, and | onger journeys

|l f easi bl e where once such voyages seened

J unattai nable. Comon nodes of travel include the

use of horses and of sea-going vessels. Uncommon
Ilnodes of travel are also runpured to exist.

Magi C — A once-forgotten discipline, the study
of magi ¢ has enjoyed a renai ssance since the com ng
|| of the evil Mndain. Mny hold the belief that
sorcery is indeed needed to conbat sorcery. The
practitioner of the arcane arts can purchase the
needed tools of the trade in various nmagi ¢ shoppes
l|scattered throughout the Real m

Food - None can live without sustenance. The
food shoppes of Sosaria provide the | ocal popul ace
with fresh produce and neats, while the adventurer
can find provisions therein that wll |ast for
weeks in the wilderness with no special care.

Pubs — The people of our land are not without a
certain fondness for strong spirits

#% and lively conpani onship. Most

A settlements are graced with public

houses where a tankard of strong ale

fromthe region of Trinsic or a

fl agon of the best Jhel om nead may

be had for but a few coins. Mny of

i8S t he people found in these taverns

are qU|te friendly, and the ones serving the drinks

are often fountains of wi sdom and gossi p.
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Dungeons

ur land is an ancient one, where strange and
[ ndr ous bei ngs once wal ked the earth and
civilizations rose and fell. There are
nuner ous underground | abyrinths to be found
t hroughout Sosaria, the handi work of unspeakabl e

||creatures and unknown forces. These nazes have
becone the dwellings of many of the horrors
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unl eashed by Mndai n upon our poor |and. |[ndeed,
the | owest depths of sonme of these hell hol es
contain creatures that nake even the staunchest
warriors blanch and trenble.

Yet these subterranean passages al so contain
caches of the ill-gotten gains of the predations of
Mondain’s mnions. An intrepid adventurer can
finance many an expedition with the spoils of a
careful foray in the dungeons of Sosaria. Hearken
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when expl oring underground. The corridors of the
r dungeons are lined with the bones of explorers who
overestimated their abilities!
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“‘ St ar wal ki ng

Bef ore the archmage Mondain can be def eat ed,

‘%

one’s nettle wll first have to be tested in
the farthest reaches of the heavens. ‘Tis
said that the Evil One has forned alliances with
starwal ki ng nonsters of unparall el ed savagery.
IlThese mal i ci ous creatures stand poised to swoop
down upon our people and devastate them The need
to slay the vile wizard is redoubled in the face of
this threat.
Il
Sﬂunnd a chanpion energe fromthe msts of
| egend, the neans by which to conbat this nenace
FIfromthe skies w || appear—so say the prophets.
The | egends which foretell of this hero include a
nunber of witings and several ballads sung by the
bards of our Realm Anong the nore recent
di scoveries pertaining to the comng of the star-

PAlllwal kers is an arcane manuscri pt, found on the
foothills of M. Drash. Since it appears to hold
Jilli nstructions for the use of sonme formof transport,
IAlllit has been broadcast throughout the land in hopes
that it mght prove useful to one engaged in the
guest to rid Sosaria of Mondain. The substance of
P=4|||t he docunent is as foll ows:

(14
n the heavens, each vehicle has the nmeans to

control rotation, as well as thrust and retro
(reverse thrust). |In the front view node one can
turn left, right clinb, and dive.

“The starways are divided into 49 sectors on a 7

X 7 grid. In the top view node one can see all
within the current sector. A long range scan nay
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{ be obtained by use of the ‘Informi control.
Consult the Pilot’s Reference Manual for the
synbol s needed to interpret a scan.

“Ohe can junp to the next sector in the

Il direction of current travel by using the Hyperjunp
capability of the vehicle.

“Docking with starbases can be attained at any
|lof t he unused docki ng ports and shoul d be nmade only
at sl ow speeds while headed directly into the port
openi ng. A docking fee is required. Upon docking,
a ‘Base Command’ query wll be issued and the pil ot
||is expected to indicate the direction toward the

next vehicle that will be used.

“Reentry takes place when your ship passes over
Ithe | ands of Sosaria. NOTE: Only the shuttle craft
|| has heat ed shi el ds. Any vehicle wll incinerate if
it collides wth a star.

“(Che may encounter and engage in combat with
hostil e beings in the heavens. Once conbat has
begun, the pilot cannot return to the top view node
until all eneny craft have been driven fromthe
current sector or the pilot has chosen to hyperjunp
to the next sector. | MPORTANT: Changing from front
view node to top view node at hi gh speeds wl |l
surely result in a fatal collision. Be wary of
fuel levels and shield condition. A ship wthout
fuel drifts forever and a depleted shield spells
certain death.”

C) ur nost | earned scholars have translated the
docunent into the common tongue of the Real m but
certain terns and phrases have no neani ng even to
the nost erudite sage. Nonetheless, such is our
desire to be rid of the scourge of Mndain that we
make this information available to all.
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The Magical Arts

s nmentioned el sewhere in this manuscript, the
practice of magic had once died out in Sosari a.
J The power of the nystic tradition proved too
corrupting for the general popul ace and the |ords
of the |and decreed that all those dabbled in
Ilsorcery were to be banished. ‘Twas not until the

agai n unearthed the dusty tones that contained the
records of the once flourishing arcane arts, and

|l set about to retrain adepts in the use of
enchantnents. Qur |eaders realize that once the

di scipline of nmagic is reawakened, it shall never
again be put to rest. Such is our plight that even
the nost dreaded of the arts is laid bare to all
who wll try to learn it and who swear to use its
powers to conbat the spread of Mondain's vile

——

i nf | uences.

=
\ﬁVhile those naturally born to the practice of

UJil|sorcery, who can invent their own enchantnents and
Illforge new ground in the arts, have yet to energe as

powerful w zards in their own right, a certain

progress has been nade. There are four artifacts
P=4|||avai | abl e to the buddi ng mage which w Il enhance

the ability to weave enchantnents: Staff, Wand,
Anul et, and Triangle. The latter is a nagical
sword that may al so serve as a weapon. Several
powerful spells, which wll cost the buyer in both
gol d and experience, may be purchased in the nmagic
shoppes of Sosari a.

These i1 ncl ude:

coni ng of Mondain the Wcked that our scholars once ||
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a short distance while underground.

Create - The ability to create a wall of magical
|| force directly in front of the spellcaster.

Destroy — The ability to remove a wall of magical
Ilforce that bl ocks the spellcaster’s path.

Kill - An enchantment hurled at a foe in front of
the spellcaster. |If successful, this cantrip wll
Il destroy the opponent.

Ladder Down - This enchantment creates a magi cal
||| adder which permts the spellcaster to descend to
the next |evel of a dungeon.

Ladder Up - This enchantment creates a nagi cal

| adder which permts the spellcaster to ascend to
the next |evel of a dungeon.

Magi c Mssile — The ability to strike a foe
with a blast of magical force. The nore skilled
and wel | - equi pped the spellcaster, the greater the
damage inflicted by the blast.

Open — This spell permits the opening of coffins
at norisk to the spellcaster by magically
di sarm ng any traps.

Prayer — The ability, when in dire straits, to

call upon one’'s personal deity in hopes of finding
a way out of a pressing dilemm. Should be used

(Bl ink — The ability to be physically transportejat?kx
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H'éjwhen the spellcaster is in serious need of \\
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Unl ock — This spell permits the opening of chests
at norisk to the spellcaster by nmagically I
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“ The Bestiary

T he Real m of Sosaria is popul ated by a variety

| atter group hath been on the increase since
the comng of the Evil One. Through the efforts of
a posterity-mnded few, a collection of nanes and
Ildescriptions of the nore conmon beasts hath been
conpi l ed and may be perused herein.

Archer, Hi dden - So lacking in courage are the
m nions of the vile Mondain that his Archers only
ply their trade from hiding places high in the
treetops of the forests of Sosaria. Their aim

| nonet hel ess, is accurate and many a travel er has
di ed wit hout ever know ng whence cane the deadly
rain of barbed shafts.

b= Bal r on — Huge, |eather-skinned daenon lords, the
Bal ron are perhaps the nost fearsone of the evil
m ni ons of Mondain. Arnmed with vicious barbed
b=d|||whi ps and the ability to cast devastating fireballs
at their victins, these winged scions of Hell have
proved to be the nenesis of the flower of Sosarian
I kni ght hood.
(@

Bat, G ant - Although the Sosarian Gant Bat is
but a dunb brute, this large cousin of the nore
common vanpire bat found in other lands is indeed a
menace to those unfortunate enough to disturb its
subt erranean slunber. The G ant Bat |lives on a
diet of aninmal blood and is not averse to feasting
on adventurers.

of creatures, both natural and unnatural. The |

}@_{-

X

)

)@




D) (§

|

==jﬁ =

IIC

T

r—X

8 (EN DY)
| Bear — The Hill Bear towers over the tallest hunb\
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and is arnmed with saber-like claws capabl e of
rendering even the stoutest plate arnour in a
single blow. The species was first sighted on the
Il sl opes of M. Drash, but hath since spread

t hroughout the land. These creatures are extrenely
i1l-tenpered and wll attack w thout provocation.

| Carrion Creeper - These |oathsone worms in

habit the deeper reaches of nost dungeons, where
they feed on the corpses of any | uckl ess creatures
|| they encounter. The numerous legs on their

segnent ed bodi es are equi pped with snmall barbs that
all ow themto nove quickly on walls and al ong
corridors. Carrion Creepers should be avoi ded at
llal | costs.

Cycl ops — A race of belligerent, one-eyed giants,
the Cyclops dwelt in Sosaria | ong before humans
ever |anded on these shores. Driven underground
many years ago, the Cyclops long to return to the
surface and drive humans into the sea. Beware, for
they will attack any adventurers on sight.

Daenon - Fierce, bat-w nged horrors armed with
cruel talons and barbed tridents, Daenons were
unknown in Sosaria hitherto the advent of Mondai n.
Drinkers of human souls, Daenons are said to relish
t he screans of tortured humans above all el se.

Dar k Kni ght — Such is the corrupting influences
of the foul Mndain that even the nost virtuous of
Sosarian chivalry are subject to fall under his
sway. The land is now befouled with Dark Kni ghts—
predatory warriors who seek to wayl ay i nnocent
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goods.

Dragon Turtl e — These fire-breathing, aquatic
Il dragons i nhabit the seas around Sosaria and are
consi dered an even greater nenace to mariners than
the wnds of a typhoon. They are protected by a

are extraordinarily difficult to defeat in conbat.

Ettin — Travelers in the forests of our |and have
|| oft been fooled into thinking they have drawn near
to a group of fell ow explorers when they encounter
an Ettin, for these two-headed nonstrosities have
been known to carry on heated di scussions with

It hensel ves. An Ettin invariably abandons its

di al ogue when it hath the chance to attack an
advent urer.

CGel ati nous Cube - called ‘ dungeon sweeper’ by
sonme, the Celatinous Cube is a subterranean dwel |l er
that roans corridors in search of food. Their
bodi es are conposed of a clear, corrosive, jelly-

| i ke substance which renders themdifficult to see,
but they nay sonetines be detected by the remants
of arnour or debris contalhned within them They
are ommi vores, digesti gg—ampt\ii ng they find after
absorbing it into thei e bodies. Contact
with a CGel ati nous Cube i ned the arnour of
many a hardy warrior.

Ilshell t ougher than enchanted plate arnour, and thus
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G em i NS - Mschievous kin of the trolls and
|izard men, Genlins are underground creatures of
voraci ous appetite. A favorite diversionis to
|l stealthily approach unwary travelers and pilfer
their food rations. Many an adventurer had been
consigned to death by starvation bel ow the surface
Ilof Sosaria as a result of the antics of these
creat ures.

Hood — Wien the corrupt influence of the

|| unspeakabl e Mondai n spread throughout the Realm
even sone of our stalwart peasants fell under the
sway of the evil wizard. These warped individuals
now roamthe countrysi de attacking travel ers.
IfWiile unskilled in the use of arns, they
nonet hel ess pose quite a nui sance to adventurers.

| nvi si bl e Seeker - Anong the nost dangerous of
t he deni zens of the cataconbs bel ow our land is the
| nvi si bl e Seeker. None have ever seen one of these
horrific slayers, for they are—as their nane

| npl i es—dnseeable. Their presence is usually first
det ect ed when open wounds suddenly begi n appeari ng
on the body of a victim They are, however,
susceptible to harm from nost weapons.

Kni ght - Like their forest-dwelling counterparts
the Dark Knights, the predatory Knights of Sosaria
are warriors who have forsaken the ways of Chivalry
for the paths of Evil. They are fierce opponents
and nust be treated with care if one is to avoid an
untinmely dem se.
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{Lich — The Lich is an evil spellcaster who,

L2
4

t hrough the necromantic arts, hath entered a state

of living death in order to prolong an unholy reign “

on earth. We to the explorer who stunbles upon
the lair of alich, for the undead mage will guard ||

its domain fiercely and attack w thout hesitation. ':‘;f

Li zard Man — wWen Mndain first cane to our |and

servitors and the fierce reptiles that in habit
some of the streans and rivers in the south of our
| and. The result was the Lizard Man, a being both
reptilian and human in a single body, arnmed with
cruel teeth and a disposition to match its

appear ance. J

he perforned unspeakabl e experinents with his --|[

MM C — Beware the treacherous Mmc, for it hath |||
been the doom of many a dungeon expl orer. “
Di sgui sed as a tenpting treasure chest, the Mmc
patiently awaits the overly-curious adventurer.
When the victimnakes as if to exam ne the chest,
the Mmc attacks wwth a ferocity unnmat ched.

M nd Wi pper — Truly hideous, the M nd Wi pper
Is a being wwth the body of a human, a face that
resenbl es nothing so nuch as the underside of a
squi d, and an unquenchable thirst for the nental
energies of its victins. The few who have survived
encounters with M nd Wi ppers have energed as
babbling lunatics, their mnds flayed fromtheir
souls by the relentl ess onslaught of these terrible
creatures.

M not aur — As nentioned before, the evil Mndain
experinmented ceaselessly wwth the cross-breedi ng of
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f ran and beast in an effort to create the uItinat;\x\~

soldier. As if the creation of the dreaded Lizard
Man was not enough, the vile wi zard al so mated the
famed Baratarian fighting bull wth sone of his
Ilfollomers, resulting in the M notaur—a horror that
wal ks on two legs |like a man, but which has the
head and the cruel horns of a bull.

Il Necr omancer — The Necromancer is a nmage whose

specialty is the practice of the arcane arts that
pertain to the dead. Practitioners of such a
norbid specialty were naturally drawn to the fow
Il Mondai n as jackals are to the carrion of the

pl ai ns.

lINess Creature - The seas surrounding Sosaria

are hone to a nunber of beasts, anong whi ch nunbers
the dread Ness Creature. For nmany years these
reptilian behenoths were thought to be naught but

t he wor ki ngs of the over-wought i magi nati ons of
mariners. The sinking of the frigate Penbroke in
plain view of a small arnada hath di sproven this
bel i ef .

Orc - Small, pig-visage hunmanoids, the Orcs were
the vanguard of Mondain's first advance. Tribal by
nature, they are sub-human at best, just a slight
cut above true bestiality. They abhor all things
human and cultured and will lay waste to anyt hi ng
fashi oned by human hands. ‘Tis said that they
relish the taste of human fl esh.
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Pi rates — The pirates that infest the coastal
wat ers of Sosaria are the scourge of the honest
mariner. They ply the waterways seeki ng unarned
Il merchant ships to plunder, and often press the
J younger crew nenbers into service as marauders.
Once engaged, a pirate vessel and its crew w ||
Il battle to the end, seeking no quarter and offering
none.

Ranger - Alas! Even the noble Ranger, preserver

| of the woodl ands and keeper of the forests, hath
fall en under the sway of dark Mondain! These

mat chl ess trail bl azers | ong watched over the
preserves of the Sosarian nobility, but as

Il Mondai n’ s treachery took hold, nany of them forsook
their old ways and becane predators thenselves. He
who is pursued by a Ranger nust turn and nake a
stand, for once on a trail a Ranger wll never give

P=q|||i t up.
Rat, G ant - The underground passages of the

P=4||| Real m are prow ed by oversized rodents, the result
of Mondai n’s necromancy and an abundance of food on
the formof victins of the Evil One’s mnions. The

b4 Sosarian G ant Rat is a vicious predator and should

not be taken lightly.

Skel et on — The progeny of Necronancers and undead

Li ches, Skeletons are the ani nated corpses of dead
warriors fromwhich the flesh hath withered and
fallen away. They fight tirelessly in an effort to
carry out the bidding of their dark nasters.
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4 Spi der, G ant - Few nonents hold nore terror
for the intrepid explorer than when a G ant Spi der,
venomdripping fromits fangs, is encountered in
the corridor of a subterranean |abyrinth. These

|l creatures are dazzling in their agility and
tireless in their search for prey. Fight well, or
face a paralyzing sting and the fate of becomng a
Illiving hat chery for their young.

Squi d, G ant - Sosarian mariners swap | egends

of the Kraken, or Gant Squid, in every pub in

|| every port of the Realm These nonstrous creatures
have been known to rise fromthe ocean dept hs,
seize a vessel in their long tentacles, and drag
the hapl ess vessel and its crewto a watery grave
[in the space of but a hal f-dozen heartbeats.
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"Tangﬂ er — Looking for all the world as naught
a vine-covered tree stunp, the Tangler lurks in
subterranean corridors, waiting to ensnare

expl orers of the underground. Once a Tangler hath
Il ennmeshed an adventurer in its tentacles, it wll
hold the victimfast until starvation ends the
struggle. The nonstrosity then feasts on the
Ilcorpse.

Thi ef — Long before the coming of Mndain, the
common cut purse was a plague to travelers in

|| Sosaria. Lurking in alleyways, poised behind
trees, and skul king in dungeon corridors, these
villains are always ready to relieve innocent
citizens of their valuables and their lives. ‘Tis
Ila service to your fellow Sosarian to exterm nate a
Thi ef whenever possi bl e.

Trent - Native to the woodl ands of Sosaria, the
evil Trent seens |like an ordinary oak tree until
one approaches near enough to be ensnared in the
grasp of its plaint branches. Once it hath crushed
the life fromthe victim the Trent then devours
it, leaving no trace of its prey to warn other
travel ers.

Vi per - Since before the dawn of civilization,

the race of serpents hath roaned the land. From
the nost harmnl ess garden snake to the giant
constrictors, these | egless creatures have al ways
inspired fear in the human race. |In the case of
the Viper, this fear is well-founded. These
vicious reptiles strike fiercely and frequently at
all who stray too closely. Their venom| aden fangs
bring a swft yet painful death.
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{ WAnderi ng Eyes — Many a dungeon seeker hath
been startled to enter a darkened chanber and be
greeted by a nunber of eyes staring out of the

mur ky bl ackness. Stare not |long, for the Wanderi ng

nost strong-wi |l ed and | eaves one hel pl ess before
t he magi cal onslaught that inevitably follows
Ilnesnerization.

WAr | ock — Rogue practitioners of the magical

arts, Warlocks are the evil servitors of Mondain.
The Foul One hath trained themin the casting of

Il bol ts of nystic energy and sent themforth to weak
havoc anong the popul ace. Slay themif yea can,

for the arcane arts should never be used for w cked
Npurpose.
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Il Eyes weave a hypnotic spell that entrances event he ||
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(Waith — Sutmmoned fromthe nethernost regions 01\

Hel | by Mondain’s perverse enchantnents, Waiths
are the restless souls of dead clerics. Once on
the material plane, they drift about seeking

Il potential ‘converts’ to the discipline of Evil. I

—
_—

?—2'] Since one nust first die in order to be converted, -
‘tis strongly advised that their enticenents be .'__‘T
L Ilresisted. i
F Zorn — Little is known of the nysterious Zorn. 1|
‘Tis a creature that not only defies |ogic, but
that seens to defy the very laws of nature. It can

Il bur r ow t hrough anything and is conpletely
omivorous. In battle it seens to generate far
nore force than one woul d estimate possible froma
Flcreature of its size. Wen slain, the Zorn quickly
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s

LIl evapor at es, thus none have ever been studied lu
cl osely. “
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|, Lord British, would |ike to thank the foll ow ng
l persons for their efforts in creating this work. ||
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Speci al thanks goes out to those who spent nany
“ arduous nonths programm ng this new version:
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Dav Hol l e as | ead programer and team man-

ager; Dr. Cat, Steve Meuse, Dallas Snell,
2| John Mles and Richard Garriott for their
r brilliant programm ng
efforts.
i
ﬂ Dave Al bert for the product nanagenent and

Denis R Loubet for the magnificent illustrations “
within this book and to Lori Ogwul u for her
out st andi ng graphi cd and desi gn worKk.
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|\ And to all those persons found within this gane,
oy .
| extend warm greetings.
Copyright 1980 by Richard Garriott
: Copyright 1986 by Origin Systems, Inc.

and Richard Garriott
136 Harvey Road Building ‘B’
Londonderry, NH 03103

Ultima and Lord British are Registered Trademarks
of Richard Garriott
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