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Welcome seeker, 

 

The Realm of Sosaria, later named Britannia, has through time been populated by a varie-
ty of creatures, both natural and unnatural. The latter group had been on the increase 
since the coming of the Mondain. Through the efforts of a posterity minded few, a collec-
tion of names and descriptions of the more common beasts was compiled and may be pe-
rused herein. Over time the landscape of creatures has changed. Within these pages you 
will find a detailed account of beasts and critters from all ages. Some might appear fre-
quently throughout time, while others only thrived in a certain age.  

Ofcourse, who knows what wondrous creatures might remain in Britannia as we know it 
today, hidden from the ravages of time? 

 

This bestiary will name a limited number of the more common farm and wildlife, which was 
and is still so rich that naming all would fill numerous tomes. 

 

A special note on horses: 

Horses were common throughout Britannia from the earliest times, but after the Great Cat-
aclysm at the beginning of the Third Age of Armageddon the horses died out throughout 
the land.  

Some prophesy the return of the horses, but more doubt that we will ever see horses 
grassing on the pastures of Britannia again. 

 

For each realm known within the universe of Ultima, a listing of creatures is given. The 
choice lies with the gamemaster which creatures to incorporate into the world. The pages 
within serve as a guide, not as a restricting set of rules. Feel free to make alterations to 
your own world as you see fit.  

After all, itôs your party. 



 п 

All graphics used are the copyright of Origin Systems Inc. and EA 

L+!y!"%3( 
Akalabeth 

 

 

Balrog 

Leather-skinned daemon lords, the Balron are perhaps the most fearsome of the evil min-
ions of Mondain. These winged scions of Hell have proved to be the nemesis of many 
Akalabethian knights. 

 

Carrion Crawler 

These loathsome worms inhabit the deeper reaches of most dungeons, where they feed 
on the corpses of any luckless creatures they encounter. The numerous legs on their seg-
mented bodies are equipped with small barbs that allow them to move quickly on walls and 
ceilings, as well as along corridors. Carrion Creepers should be avoided at all costs. 

 

Daemon 

Fierce, bat-winged horrors. Daemons were unknown in Akalabeth hitherto the advent of 
Mondain.  Drinkers of human souls, Daemons are said to relish the screams of tortured 
humans above all else. 

 

Giant Rat 

The underground passages of the Realm are prowled by oversized rodents, the result of 
Mondain's necromancy and an abundance of food in the form of victims of the Evil One's 
minions. The Sosarian Giant Rat is a vicious predator and should not be taken lightly. 

 

Gremlin 

Mischievous kin of the trolls and lizardmen, Gremlins are underground creatures of vora-
cious appetite. A favorite diversion is to stealthily approach unwary travelers and pilfer their 
food rations. Many an adventurer hath been consigned to death by starvation below the 
surface of Akalabeth as a result of the antics of these creatures. 

 

Mimic 

One of the most treacherous and evil creatures in all of Akalabeth, the Mimic can assume 
any shape,although they seem to prefer assuming the likeness of treasure chests. Upon 
spotting one, the careless traveler greedily rushes towards the chest. When the traveler 
gets close enough, the Mimic attacks. 

 

Orc 

Small, pig-visaged humanoids, 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 anything fashioned by human 
hands. 'Tis said that they relish the taste of human flesh. 

Size: medium 

Circle: 2 

Attack dice: depends on weapon type 
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Skeleton 

The progeny of Necromancers and undead liches, Skeletons are the animated corpses of 
dead warriors from which the flesh hath withered and fallen away. They fight tirelessly in 
an effort to carry out the bidding of their dark masters. 

 

Thief 

Long before the coming of Mondain, the common cutpurse was a plague to travelers in 
Akalabeth. Lurking in alleyways, poised behind trees, and skulking in dungeon corridors, 
these villains are always ready to relieve innocent citizens of their valuables and their lives. 
'Tis a service to your fellow Akalabethian to exterminate a Thief whenever possible. 

 

Viper 

Since before the dawn of civilization, the race of serpents hath roamed the land. From the 
most harmless garden snake to the giant constrictors, these legless creatures have always 
inspired fear in the human race. In the case of the Viper, this fear is well-founded. These 
viscous reptiles strike fiercely and frequently at all who stray too closely. Their venom-
laden fangs being a swift yet painful death. 
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The First Age of Darkness 

 

Archer, Hidden  

So lacking in courage are the minions 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, nonetheless, is accurate and many 
a traveler has died without ever knowing whence came the deadly 
rain of barbed shafts. 

 

Balron 

Huge leather-skinned daemon lords, the Balron are perhaps the 
most fearsome of the evil minions of Mondain.  Armed with vicious 
barbed whips and the ability to cast devastating fire balls at their 
victims, these winged scions of Hell have 

proved to be the nemesis of the flower of Sosarian knighthood. 

 

Bat, Giant  

Although the Sosarian Giant Bat is but a dumb brute, this Large 
cousin of the more common vampire bat found in other lands is in-
deed a menace to those unfortunate enough to disturb its subterra-
nean slumber. The Giant Bat lives on a diet of animal blood and is 
not adverse to feasting on adventurers. 
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Bear  

The Hill Bear towers over the tallest human and is armed with saber-
like claws capable of rending even the stoutest plate armour in a 
single blow. The species was first sighted on the slopes of Mt. 
Drash, but hath since spread throughout the land. These creatures 
are extremely ill-tempered and will attack without provocation. 

 

 

Carrion Creeper  

These loathsome worms inhabit the deeper reaches of most dun-
geons, where they feed on the corpses of any luckless creatures 
they encounter. The numerous legs on their segmented bodies are 
equipped with small barbs that allow them to move quickly on walls 
and ceilings, as well as along corridors. Carrion Creepers should be 
avoided at all costs. 

 

Cyclops  

A race of belligerent, one-eyed giants, the Cyclops dwelt in Sosaria 
long before humans ever landed on these shores. Driven under-
ground many years ago, the Cyclops  long to return to the surface 
and drive humans into the sea. Beware, for they will attack any ad-
venturers on sight. 

 

Daemon 

Fierce, bat-winged horrors armed with cruel talons and barbed tri-
dents, Daemons were unknown in Sosaria hitherto the advent of 
Mondain.  Drinkers of human souls, Daemons are said to relish the 
screams of tortured humans above all else. 

 

 

 

Dark Knight 

Such is the corrupting influence of the foul Mondain that even the 
most virtuous of Sosarian chivalry are subject to fall under his 
sway.  The land is now befouled with Dark Knights - predatory war-
riors who seek to waylay innocent travelers and to rob them of their 
hard earned goods. 

 

 

Dragon Turtle 

These fire-breathing, aquatic dragons inhabit the seas around So-
saria and are considered an even greater menace to mariners than 
the winds of a typhoon. They are protected by a shell tougher than 
enchanted plate armour, and thus are extraordinarily difficult to de-
feat in combat. 
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Ettin 

Travelers in the forests of our land have oft been fooled into think-
ing they have drawn near to a group of fellow explorers when they 
encounter an Ettin, for these two-headed monstrosities have been 
known to carry on heated discussions with themselves. An Ettin 
invariably abandons its dialogue when it hath the chance to attack 
an adventurer. 

 

Gelatinous Cube 

Called 'dungeon-sweeper' by some, the Gelatinous Cube is a sub-
terranean dweller that roams corridors in search of food. Their bod-
ies are composed of a clear, corrosive, jelly-like substance which 
renders them difficult to see, but they may sometimes be detected 
by the remnants of armour or debris contained within them. They 
are omnivores, digesting anything they find after absorbing it into 
their massive bodies. Contact with a Gelatinous Cube hath -ruined 
the armour of many a hardy warrior. 

 

Gremlins 

Mischievous kin of the trolls and lizardmen, Gremlins are under-
ground creatures of voracious appetite. A favorite diversion is to 
stealthily approach unwary travelers and pilfer their food rations. 
Many an adventurer hath been consigned to death by starvation 
below the surface of Sosaria as a result of the antics of these crea-
tures. 

 

Hood 

When the corrupt influence of the unspeakable Mondain spread 
throughout the Realm, even some of our stalwart peasants fell un-
der the sway of the evil wizard.  These warped individuals now 
roam the countryside attacking travelers. While unskilled in the use 
of arms, they nonetheless pose quite a nuisance to adventurers. 

 

 

Invisible Seeker 

Among the most dangerous of the denizens of the catacombs below our land is the Invisi-
ble Seeker. None have ever seen one of these horrific slayers for they are -- as their name 
implies - unseeable. Their presence is usually first detected when open wounds suddenly 
begin appearing on the body of a victim. They are, however, susceptible to harm from most 
weapons. 

 

Knight 

Like their forest dwelling counterparts the Dark Knights, the preda-
tory Knights of Sosaria are warriors who have forsaken the ways 
of Chivalry for the paths of Evil. They are fierce opponents and 
must be treated with care if one is to avoid an untimely demise. 
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Lich 

The Lich is an evil spellcaster who, through the necromantic arts, 
hath entered a state of living death in order to prolong an unholy 
reign on earth.  Woe to the explorer who stumbles upon the lair of 
a lich, for the undead mage will guard its domain fiercely and at-
tack without hesitation. 

 

 

Lizard Man 

When Mondain first came to our land he performed unspeakable 
experiments with his servitors and the fierce reptiles that inhabit 
some of the streams and rivers in the south of our land. The result 
was the Lizard Man, a being both reptilian and human in a single 
body, armed with cruel teeth and a disposition to match its ap-
pearance. 

 

Mimic  

Beware the treacherous Mimic, for it hath been the doom of many 
a dungeon explorer. Disguised as a tempting treasure chest, the 
Mimic patients awaits the overly-curious adventurer. When the 
victim makes as if to examine the chest, the Mimic attacks with a 
ferocity unmatched. 

 

 

Mind Whipper 

Truly hideous, the Mind Whipper is a being with the body of a 
human, a face that resembled nothing so much as the underside 
of a squid, and an unquenchable thirst for the mental energies of 
its victim. The few who have survived encounters with Mind 
Whippers have emerged as babbling lunatics, their minds flayed 
from their souls by the relentless onslaught of these terrible 
creatures. 

 

Minotaur 

As mentioned before, the evil Mondain experimented cease-
lessly with the crossbreeding of man and beast in an effort to 
create the ultimate soldier.  As if the creation of the dread Lizard 
Man was not enough, the vile wizard also mated the famed Bar-
atarian fighting bull with some of his followers, resulting in the 
Minotaur -- a horror that walks on two legs like a man, but which 
has the head and the cruel horns of a bull. 

 

 

Necromancer 

The Necromancer is a mage whose specialty is the practice of the arcane arts that pertain 
to the dead.  Practitioners of such a morbid specialty were naturally drawn to the foul Mon-
dain as jackals are to the carrion of the plains. 
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Ness Creature 

The seas surrounding Sosaria are home to a number of beasts, 
among which numbers the dread Ness Creature. For many years 
these reptilian behemoths were thought to be naught but the 
workings of the overwrought imaginations of mariners. The sink-
ing of the frigate Pembroke in plain view of a small armada hath 
disproven this belief. 

 

 

Orc 

Small, pig-visaged humanoids, 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 anything fashioned by 
human hands. 'Tis said that they relish the taste of human flesh. 

Size: medium 

Circle: 2 

                                       Attack dice: depends on weapon type 

 

Pirates 

The pirates that infest the coastal waters of Sosaria are the 
scourge of the honest mariner. They ply the waterways seeking 
unarmed merchant ships to plunder, and often press the younger 
crew members into service as marauders. Once engaged, a pirate 
vessel and its crew will battle to the end, seeking no quarter and 
offering none. 

 

Ranger 

Alas! Even the noble Ranger, preserver of the woodlands and 
keeper of the forests, hath fallen under the sway of dark Mondain! 
These matchless trailblazers once watched over the preserves of 
the Sosarian nobility, but as Mondain's treachery took hold, many 
of them forsook their old ways and became predators themselves. 
He who is pursued by a Ranger must turn and make a stand, for 
once on a trail a Ranger will never give it up. 

 

Rat, Giant 

The underground passages of the Realm are prowled by over-
sized rodents, the result of Mondain's necromancy and an abun-
dance of food in the form of victims of the Evil One's minions. 
The Sosarian Giant Rat is a vicious predator and should not be 
taken lightly. 

 

 

 

 

 

 


