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Introduction 

 

Welcome to Ultima Resurrection: Return of Virtue. The first (and as far as I am aware on-
ly) tabletop roleplaying game based on the very popular Ultima computer game series and 
the MMPRPG Ultima Online. This is and remains to this day my first attempt at writing a 
complete roleplaying game.  

 

Why did I decide to write this game? Wasnôt the computer game enough? The computer 
games are ofcourse great, now part of gaming history and still very much alive within the 
online community.  But I also am a tabletop role player, so I know the benefits of a tab-
letop RPG against those of a computer based one. To all those tabletop RPGôers I proba-
bly donôt need to tell what they are, but to those of you whoôve only played the computer 
games let me enlighten some things, the rest of you can skip the next bit ;) 

 

What is a roleplaying game?    

 
I figured I ought to put a piece about Roleplaying games or RPGôs in here, as many tab-
letop RPG game books have this bit. An RPG is a game in which you as a player take on 
the role of a character inside the game. You define what type of character he or she is, 
how strong, fast and agile. What he or she is capable of doing and what he or she knows. 
But also his or her personality.  

 
This last bit is sometimes forgotten. I myself know itôs fun to build a strong and powerful 
character, as tough as the rules allow, and then start dungeon bashing for the heck of it. 
Some people tend to forget what roleplaying is all about in such instances, the playing of a 
role. 

 
Some people like to refer to RPôing as theatre. It sure is the easiest way of explaining what 
an RPG is to someone who isnôt familiar with the concept. And it is a bit like theatre, but 
without most of the theatrics. You and a group of friends sit around a table with your char-
acter written down on a piece of paper, deciding what your character does in certain situa-
tions the Game Master or GM places the characters in. 

 
What is a Game master?  

A Game Master or GM is the only person who doesnôt play just one character. To put it 
bluntly: A GM plays the world. He or she decides what the people, monsters, animals, 
towns, forests, dungeons the players enter or meet look like, react like. He or she decides 
which people hate or revere the playerôs characters, who attacks who, etc. 

 
What does he do? 

A GM is, essentially, the only person who needs to know the rules to a game from front to 
back and up and down twice. The players only need to know what dice to roll when and 
should be able to concentrate on their playing. The GM acts as a rules master, a referee 
and a worthy ñadversaryò. The GMôs word is rule in difficult matters, as it is his world the 
players wander about in.  

 
What does it take to be one? 

Knowing the rules and having a very active imagination. I have tried to lay out the rules in 
this book as clearly as possible and to depict the world as I see it. If you have played the 
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previous Ultima games, you might have a different perspective, or know things even I donôt 
know. Feel free to add them to your world. The game mechanics are fact; the world is up 
to each GM. 

 
Just donôt forget one thing: No matter how you twist or turn it, a believable world is the 
most fun of all. Donôt go overboard on critters, gold or quests. Let the players feel what you 
feel when playing Ultima: itôs hard to make money, hard to kill monsters at first and even 
harder to break the rules. Reality is the key; try to stick with it as much as possible in this 
fantasy world that is Britanniaé 

 
Credits  

I couldnôt have written this game without the help of several very helpful people. I would 
like to mention them here, and thank them for the work they put into this game, for inspir-
ing me to stick with the project and for believing in me and role playing in generalé 

 
First I should mention Lord British aka Richard Garriott and with him Origin, or OSI for cre-
ating the world that is Britannia, for creating Ultima and inspiring me to build from there. 
Second, thanks to Xena Dragon from Stratics for allowing me to use the information, ta-
bles and game mechanics from her site to base this gameôs mechanics upon.  

Most graphics used are made by the great artist Denis Loubet. 

Then a big thank you to Gurth from Plastic Warriors for helping me with his experience to 
make sense of Xenaôs info and turn them into sliced and diced tabletop mechanics. 

Also I would like to have a big thanks go out to Quill Dragon who webmastered the first 
fansite/resource site for UR-ROV and who contributed to this game book greatly. Later 
iterations of this book are mostly due to his input, and that of another fellow player and 
writer; Rizban of Morn. 

And then the rest for reasons they are well aware of: Electronic Arts, Lucasarts, Clo-
thahump, Brethil, Lisette, Robillard, LEELOO, anyone I missed in the previous sections, 
you know who you are!!! 

 
Disclaimer  

I wrote this game, based upon Ultima Online and Ultima Ascension. Itôs only right to put a 
little note in here mentioning again what very great jobs OSI did on these games, so here 
goesé 

Ultima and Ultima Ascension are trademarks of Origin and/or Electronic Arts, as far as 
Abandonware rights havenôt kicked in yet. The Codex of Ultimate Wisdom and the Europa 
shard logo are copyright 2001 of Origin Systems Inc. Ultima Resurrection is copyright 
2001-2017 of Resurrection Dragon. This product may be distributed freely for personal use 
only. No content may be modified without permission from the owner(s).  

This version of the rulebook as co-written with Quill Dragon may not be sold or in other 
ways made money from. The same applies to any of the additional downloads, available at 
http://www.ultima-resurrection.nl.  

 
Contact  

Should you want to contact me with ideas for the game, comments or just exorbitant 
amounts of money you wish to donate. Feel free to drop me a line. You can contact me 
through the following email addresses, or go to the UR Websiteé 

Resurrection_dragon@kpnmail.nl  

http://www.ultima-resurrection.nl  

To contact Quill Dragon:  

Quill_dragon@hotmail.com  

http://www.ultima-resurrection.nl
mailto:Resurrection_dragon@kpnmail.nl
http://www.ultima-resurrection.nl
mailto:Quill_dragon@hotmail.com
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The Codex of Ultimate Wisdom 

 
 

The Eight Virtues are derived The Eight Virtues are derived   
from the three basic principals of Truth, Love and Courage.from the three basic principals of Truth, Love and Courage.  

  
From Truth springs HonestyFrom Truth springs Honesty  

From Love springs CompassionFrom Love springs Compassion  

From Courage springs ValorFrom Courage springs Valor  

  
From Truth tempered by Love springs JusticeFrom Truth tempered by Love springs Justice  

From Love tempered by Courage springs SacrificeFrom Love tempered by Courage springs Sacrifice  

From Truth tempered by Courage springs HonorFrom Truth tempered by Courage springs Honor  

  
From the unity of Truth, Love and Courage springs SpiritualityFrom the unity of Truth, Love and Courage springs Spirituality  

    

All of these seven Virtues exist in great pride due to their perfect nature, yet pride is not a All of these seven Virtues exist in great pride due to their perfect nature, yet pride is not a 
Virtue but a Vice. Thus the last Virtue is that which opposes this pride, namely Humility.Virtue but a Vice. Thus the last Virtue is that which opposes this pride, namely Humility.  

  
  

  
  
  
Thus we have completed the deriving of The Eight Virtues. Be wary ye who read this 
tome. The Avatar is no longer. It is up to the people now to discover their own Virtue, and 
carry them out on their own. Your task lies in reminding those whom you meet that The 
Virtues are still among them, even when the Paragon who embodied them has ascended 
beyond Britannia.  
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Britannia 

The world of Britannia, once a place where Virtue lacked completely, then with the era of 
the Avatar and the rule of Lord British it became a world of Virtue, peace and tranquillity. In 
recent years, after the ascension of the Avatar a great deal of changes befell this once 
tranquil world, and this time, no Avatar will comeé 

 
History  

 
In the years of ascension, much of Britanniaôs history was lost. The Tapestry of Ages 
which once hung in the Hall of Britain was torn and tattered. What remained of it was kept 
hidden by the House of Nystul mages. Historians however have searched for tomes con-
taining the history of Britannia in the great libraries of New Moonglow and Trinsicé 

 
 
 

 

 

 

 

The Tapestry of Ages before it was ruined 

 
Akalabeth 

óTis said that long ago peace and tranquillity covered the lands.  
Food and drink flowed freely, man and beast lived in peace,  
gold and silver abounded - It was the golden age of Akalabeth. 
Mondain, second born of Wolfgang, a great king of old,  
wished to gain his brotherôs inheritance and so he used his great powers 
for evil.  
Many years had Mondain traversed the lands of Akalabeth spreading evil 
and death as he passed. He created deep dungeons so deep and exten-
sive that their depths had never been explored. In these dungeons he un-

leashed more evil. He sent thieves, skeletons and snakes to dwell near the surface and 
daemons and Balrogs to guard the depths. Now blood flowed freely in Akalabeth and foul 
creatures soon came to roam near the surface. Mondain cast such sickness and pesti-
lence upon Akalabeth that both man and beast lived in constant fear. Thus was the dark 
age of Akalabeth. There arose from the land a man, pure and just, to battle the dark lord. 
British, Champion of the White Light, did battle with Mondain deep within the labyrinth of 
dungeons, eventually driving him from Akalabeth forever.  
British of the White Light was proclaimed lord British, Protector of Akalabeth.  
Alas, much damage had been suffered unto the lands. The revival of Akalabeth had be-
gun. 
 
The Crossing 

 
Long before the ascendancy to power of Lord British, Sosaria, as it was then 
known, was made up of numerous city-states.  The eight largest and most en-
during of these are today the major towns in Britannia. Each city-state had its 
own ruler and laws.  However, constant bickering for power and resources, 
meant that the smaller states often fell prey to the aggressions of the larger.  
 



Ultima: ResurrectionðThe Return of Virtue rulebookðRevised edition  7 

Ultima: Resurrection É 2001ð2017 Resurrection Dragon 

The Ultima brand name and images É/tm Origin Systems Inc. / Electronic Arts  

During this time, in another world, an idealistic youth was growing discouraged.  All around 
him, he saw people pursuing personal wealth and power.  Where were the heroes fighting 
for justice and prosperity for all people?  Was there no leader willing to seek the way to a 
better world for everyone? The youth took to spending his days roaming the hills.  One 
autumn day, he came upon a rock-bordered clearing surrounded by towering oaks. From 
a bed of dry leaves, the glint of metal caught his eye.  It was a silver medallion in the 
shape of a great serpent.  In his hand, the medallion felt unusually warm. Suddenly a line 
of blue light rose from the leaves, expanding into a door of light.  The youth stared, aston-
ished, then stepped through. The door disappeared and autumn with it.  Green fields now 
surrounded the youth.  Feeling the medallion still in his hand, the youth slipped it into his 
pocket.  He detected a wisp of smoke rising above a grove of trees in the distance, and 
headed to ward it.  There he surprised a slender, blond man chopping wood.  As the man 
looked up, the axe struck the wood awkwardly, glanced off, and opened a gash in his leg. 
The youth rushed forward to help but the man put his hand up. Concentration replaced the 
pain that had flashed across his face.  He knelt, touching his injured leg with one hand, 
tracing intricate patterns in the air with his other, and softly murmured.  The bleeding 
stopped. The man stood up, brushing wood chips from his clothes.  He smiled broadly at 
the youth's amazement, then spoke with a deep voice. "Aye mek mye leg feelle na panne, 
and ayee haellede it, too.  Aye ought ha' kwit myne axynge.  But aye dinna ken thou'rt 
icumen." The youth's eyes grew huge.  He actually understood this strange, new lan-
guage.  "But how did you heal your leg?" The man's eyes twinkled.  "Why, 'tis th' simplest 
of spelles. Nay?" The man's name was Shamino.  That night, the youth stayed in 
Shamino's house.  The youth told Shamino about the land from which he came.  Shamino 
could not fathom such a land, but believed the lad was sincere and telling the truth. "What 
again was the name of thy birthplace?" "Cambridge," the youth replied, "in the British 
Isles." Shamino thought for a minute, "I like that.  I shall call thee British." The youth 
laughed, but accepted his new name. Initially, British looked diligently for a way to return 
to his homeland, but over time his need to return to his own people lessened. It was only 
after he gave up looking for a way back that he discovered one.  British made the journey 
several times.  In fact, it's believed he brought back close friends to dwell with him in his 
chosen world -- Iolo the Bard and the knight Dupre are almost certainly his landsmen. 
Among the evidence of this is the aging process.  It appears that a decade in our world is 
equivalent to a single year in the homeland of British.  He and his countrymen age at one 
tenth the rate at which we age. Through the years, British's deeds demonstrated wisdom 
and bravery.  As respect for him grew, British became leader of a region of Sosaria includ-
ing many city-states, and was awarded the title Lord British. 
 
 
 
The First Age of Darkness 

 
At the time British arrived at Shamino's, a native lad was growing up in 
Sosaria, being trained in the ways of sorcery.  He was a moody youth, 
given to sudden rages and fits of despondency.  To offset the latter, he 
would take his dagger into the woods and hunt, leaving his prey to rot 
where they fell.  He would return to his manor restored, strong in the con-
firmation of his power over life and death. 
His name was Mondain, and Mondain's strange ways were a constant 
worry to his father, a busy, much respected mage.  When Mondain was 

fifteen, his father took a stand. "Thou shalt take a year off from magic, 
Mondain," his father said, "to improve thine attitudes and develop thy vir-

tues.  I have arranged for thee to live with the brothers in the abbey, where thou shalt 
practice compassion and humility. "Learn thy lessons well, my son, and this ruby gem, 
which harnesses the power of the sun, shall be thine." Mondain said nothing.  The next 
night he slew his father and took the gem, for he was ready for power and his father was 
in the way. At the same time Lord British was gaining a reputation for fair and honest gov-
ernment in his provinces and attracting attention for his startlingly innovative ideas, Mon-
dain was using his father's gem against itself to produce a black jewel that would render 
him and his evil immortal.  Success meant gaining an even greater power over the evil 
minions of darkness. As terrors wrought by Mondain caused increasing unrest and dismay 
across Sosaria, British's ideas for unity of the city-states became more and more appeal-
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ing. But the time was not quite ripe, for the widespread evil was beginning to take a tre-
mendous toll.  Something new was needed, thought British.  He absently reached for the 
silver serpent he wore about his neck.  Touching it in contemplation, he envisioned the 
kind of hero Sosaria needed to deal with Mondain. Within days, a stranger arrived in So-
saria.  With utter devotion to truth and good, the stranger grew into a hero capable of fac-
ing Mondain.  Eventually, the heroic stranger found the malevolent gem and destroyed it, 
along with its creator.  With Mondain's destruction, the forces of evil began to wane. 
 
The Second Age of Darkness - Revenge of the Enchantress 

 
But good was not to rise victorious for long.  Mondain's apprentice in sor-
cery was a beautiful young woman.  Underestimated because of her 
youth, Minax was furious at the defeat of Mondain and at the destruction 
of the gem, whose existence she had surmised, and which she had in-
tended to study and replicate for herself. Setting her fury aside, Minax 
decided to take control of the evils of the world without the gem.  She 
succeeded.  Through her network of beasts and her own frightening pow-
er, she rained evil upon the world. Again Lord British sent out the call for 
a hero.  Again, a stranger appeared.  Again the evil was hunted down 
and destroyed.  And with the destruction of Minax, this stranger was able 

to alter the future of the world from destruction to peace. 
 
 
Escape from Mount Drash 

 
Shortly after the Stranger had defeated Minax he was, for reasons un-
known, overcome by the evil, wretched, Garrintrots and made prisoner in 
their stronghold high atop the treacherous Mount Drash. The mountain 
was honeycombed with old mining tunnels that had been long since 
abandoned by humanoid life. The Garrintrots had stocked the caverns 
with all manner of creatures, and now used the caverns as gaming are-
nas where the Stranger was the main attraction. A game of life and death 
had begun. Yet, the Stranger proved victorious and was in the end able 
to escape the mines of Mount Drash. 
 

 
The Third Age of Darkness - Exodus 

 
Decades passed in relative peace.  Good leaders of the city-states turned 
more and more to Lord British for guidance, and Sosaria became a united 
land under his rule. Then, one day, a sailor reported to Lord British the 
appearance of a hitherto unknown island, fiery and emanating terrifying 
evil.  Scouts began reporting malevolent occurrences that seemed to be 
the work of a great evil mind. Once more, Lord British sent out the call.  
This time, four strangers appeared.  They survived the horrors of great 
dungeons and, with the help of the mystical timelord, the heroes found 
the secret island fortress of Exodus. Had it not been for the Timelord the 
Avatar would never have been able to pass the Great Earth Serpent, 

which Exodus had summoned as a guardian of the entrance to the castle. Exodus was, 
the only progeny of Mondain and Minax and at the hands of the Avatar and the magical 
cards it met it's doom. The Triad of Evil was destroyed, and great celebration ensued.   
In honor of the day, they called the new world Britannia. 
 
With the Triad of Evil destroyed, Lord British became known for his dedication to raising 
the quality of life of his subjects.  To assist in this endeavour, three mighty structures were 
raised in distant parts of the realm.  One was the Lycaeum, wherein lay the great observa-
tory.  Another was the Empath Abbey with its oak groves where wise men and women 
meditated upon the teachings of the ancients.  The third structure was the great castle of 
the Knight's Order of the Silver Serpent.  Only the flower of Lord British's chivalry was invit-
ed to join this order, which embodied the highest ideals and exemplary bravery.  The rest 
of the land was divided among eight major towns, 
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each with its own political faction.  Numerous satellite villages also dotted the countryside 
between the towns. Each of the eight major towns celebrated one of the virtues of Avatar-
hood, and each raised a shrine to that virtue. The shrines were located in retreats to en-
sure tranquillity in natural settings, so travelling to some shrines required a considerable 
journey from their towns. 

 
The Crossing of the Avatar 

 
As accounted for we know quite detailed how our good King British 
crossed over from his distant home called "Earth" and as an unde-
served blessing came to our lands. Even though all too few know 
of it a similar detailed account exists for the Avatar, which shall be 
retold here.  
 

The day was warm, yet there was a cooling breeze. The latest in a series of personal cri-
ses seemed insurmountable. The Avatar was pulled apart in all directions. Yet that after-
noon walk in the countryside slowly brought relaxation to his harried mind. The toil and 
strain of modern high-tech living began to wash off in layers. A willow tree near a passing 
stream looked comfortable and inviting. The buzz of dragonflies and the whisper of the 
willowôs swaying branches brought a deep peace. Searching inward for tranquillity and 
happiness, he closed his eyes. A high-pitched cascading sound like crystal wind-chimes 
impinged on his floating awareness. As he opened his eyes, he saw a shimmering blue-
ness raise from the ground. The sound seemed to be emanating from this glowing portal. 
It was difficult to look at the blueness. Light seemed to bend and distort around it, while 
the sound waves became so intense, they appeared to become visible. The portal hung 
there for a moment; then, with the rush of an imploding vacuum, it sank into the ground. 
Something remained suspended in mid-air for a moment before falling to earth with a 
heavy thud. Somewhat shaken by this vision, he rose to his feet to investigate. A crude 
circle of stones surrounded the spot where the portal appeared. There was something 
glinting in the grass. He picked up an amulet shaped like a cross with a loop at the top. It 
was an Ankh, the sacred symbol of life and rebirth. But this could not have made the thud, 
so he looked again and found a large book wrapped in thick cloth!  
With trembling hands he unwrapped the book. Behold, the cloth was a map, and within lay 
not one book, but two. The map was of a land somewhat strange to him, and the style 
spoke of ancient cartography. The script on the cover of the first book was arcane but 
readable. The title was: The history of Britannia as told by Kyle the Younger. The other 
book was disturbing to look at. Its small cover appeared to be fashioned out of some sort 
of leathery hide, but from what creature was uncertain. The reddish-black skin radiated an 
intense aura suggestive of ancient power. The tongue of the title was beyond his ken. He 
dared not open the book and disturb whatever slept within. He decided to peruse the His-
tory. Setting back under the willow tree, he opened the book.  
He read the book of History. Closing the book, he again picked up the Ankh. As he held it, 
he began to hear a hauntingly familiar, lute-like sound wafting over a nearby hill. Still 
clutching the strange artifacts, he rose unbidden and climbed the slope. In the valley be-
low he saw what appeared to be a fair. It seem strange to him that he came that way earli-
er and noticed nothing. As he mulled this over, his feet carried him down towards the site. 
This was no ordinary travelling carnival, but a Renaissance Fair. The pennants on the tent 
tops blew briskly in the late afternoon breeze. The ticket taker at the RenFairôs gate start-
ed to ask him for money, but upon spotting his Ankh said,  
"Welcome, friend. Enter in peace and find your path." The music continued to pull him for-
ward amongst the merchants and vendors. Glimpses of fabulous treasures could be seen 
in some of the shadowy booths. Those people were very happy. They seemed to glow 
with an inner light. Some looked up as he passed and smiled, but he could not stop - the 
music compelled him to move onward through the crowd. Through the gathering dusk he 
saw a secluded gypsy wagon sitting off in the woods. The music seemed to emanate from 
the wagon. As he drew near, a womanôs voice weaved into the music, saying: "You may 
approach, O seeker."  
He entered to find an old gypsy sitting in a small curtained room. She wore an Ankh 
around her neck. In front of her was a round table covered in deep green velvet. The room 
smelled so heavily of incense that he felt dizzy. Seeing the Ankh, the ancient gypsy smiled 
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and warned him never to part with it. "We have been waiting such a long time, but at last 
you have come. Sit here and I shall read the path of your future." Upon the table she 
placed a curious wooden object like an abacus but without beads. In her hands she held 
eight unusual cards. "Let us begin the casting." Seven times the gypsy placed two of the 
cards before the Avatar and each time she ended with the words: "Consider this". The Av-
atar was then asked a subtle question, which forced him to choose between two virtues. 
Upon which virtue his final choice fell is unknown and I deem it shall never be revealed. 
With the final choice, the incense swelled up around him. The gypsy spoke as if from a 
great distance, her voice grew fainter with each word: "So be it! Thy path is chosen!" There 
was a moment of intense, wrenching vertigo. As he opened his eyes a voice whispered 
within his mind, "Seek the counsel of thy sovereign." After a moment the spinning subsid-
ed, and he opened his eyes to the lands of Britannia. 
 
The First Age of Enlightenment - Quest of the Avatar 
 

It was at this time of growth and prosperity in the kingdom of Britannia that 
Lord British put out a call for one to show the way of spiritual growth and 
virtue. The call was answered by the Stranger who so many times before 
had saved Britannia.  After many perils and great deeds the Stranger had 
been perfected in the eight Virtues. He discovered the three parts key as 
well as the very source of Virtue. Many great artifacts aided him in this 
quest, thus the Sliver Horn, which banished the daemons from the Shrine 
of Humility and the Wheel of HMS Cape, which made a ship unsinkable 
still live in the legends of our land. Dressed in the mystic arms and armor 
and followed by eight loyal companions the Stranger broke open the 

Great Stygian Abyss through the use of the Book of Truth, the Candle of Love and the Bell 
of Courage. He and his companions then penetrated the depths of the Abyss and uncov-
ered at it's root the Codex of Ultimate Wisdom. Casting his eyes upon the pages of the 
sacred tome the Stranger became the Avatar. 

 
 
The Second Age of Enlightenment - Warriors of Destiny 

 
The acquisition of the Codex of Ultimate Wisdom from the deep recesses 
of the underworld created a karmic imbalance in the universe, resulting in 
the emergence of three sinister Shadowlords from the shards of the black 
jewel of Mondain.  These grim agents of darkness were the very antithe-
ses of virtue.  Their trickery and deceit allowed them to imprison Lord Brit-
ish in their underworld dungeon and, in a perversion of justice, compelled 
the leaders of Britannia to oppress the people.  The once noble Lord 
Blackthorn became the human agent who fulfilled their evil intent. 

However, the Avatar followed his instincts and the admonitions of the Co-
dex and applied the principles of Truth, Love and Courage against the Shadowlords and 
the corrupted Blackthorn.  The Avatar's efforts allowed Lord British to banish them and 
their agents from the realm of light.  Thus was Lord British restored to his consecrated 
throne. However, his return to the surface world set off a great tectonic upheaval, resulting 
in the collapse of the cavernous Underworld in which he had been imprisoned.  Many af-
tershocks and cataclysmic disasters befell the world for a period of time after that, though 
eventually all was restored to normal. When British returned Lord Black Thorn was given 
the choice either to face the Great Council's judgement or to be banished from Britannia. 
Blackthorn chose banishment and stepped into a red moongate, which British summoned 
up with the help of an Orb of the Moons. No one knows where this gate took Lord Black-
thorn. 
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The Third Age of Enlightenment - The False Prophet 
 
When the many aftershocks of the collapse of the Underworld seemed to 
cease a new threat appeared as the hither almost unknown cavern dwell-
ing Gargoyle people launched an attack upon Britannia with a special 
focus on the eight Shrines. The removal of the Codex from the Abyss, 
which ultimately caused the collapse of the Underworld had before it was 
removed belonged to the Gargoyle people to whom it was also a sacred 
Book. They blamed the humans for the destruction of their cavern world 
and thought them thieves of the Codex. The Gargoyle people had a 
prophesy which prophesised the coming of The False Prophet who would 
destroy the Gargoyle people. They believed that the Avatar was The 

False Prophet and that killing him would prevent the prophesy from being fulfilled. They 
thus lured him to go through a red moongate which led him into an ambush. They quickly 
overpowered the unprepared Avatar and prepared to sacrifice him. But lo and behold even 
as the Gargoyle priest lifted the knife an arrow pierced his forehead from behind. Iolo, 
Shamino and Dupr® had arrived. Quickly they freed the Avatar and fled with him through 
the blue moongate they had come through. A long journey now began throughout Britan-
nia trying to understand what was behind the Gargoyle invasion. Little by little the Avatar 
came to understand the motives of the Gargoyles and he understood that they were not 
evil. The retrieval of the second half of a silver tablet held a key role in this process. The 
Avatar became familiar with the Gargoyles' ways, their language and their Virtues of Direc-
tion, Feeling, Persistence, Balance, Achievement, Precision and Singularity which proved 
to be different but still closely related to the Virtues of Britannia and of the Avatar himself. 
The Avatar now took upon himself the sacred quest to make peace between the Humans 
and the Gargoyles and with the help of the Vortex Cube he placed the Codex of Ultimate 
Wisdom in the Ethereal Void.  

It could now only be read with the use of two Vortex Lenses, a blue and a red. The blue 
lense the Avatar gave unto Lord British and the red to the gargoyle Lord Draxinusom. 
Thus neither the humans nor the Gargoyles could use the Codex on their own, but only 
together.  

 
 
Worlds of Ultima - Savage Empire 
 

Hardly had the Avatar returned to Earth before he was contacted by Lord 
British and summoned to a world called Eodon. There an insect race 
called the Myrmidex used an Orb of the Moons for evil purposes. Yet, the 
tribes of Eodon was in constant war with each other, which prevented 
them from taking any action against this menace. Yet, the Avatar man-
aged to make peace among between the warring tribes. With their com-
bined strength the tribes were able to aid the Avatar and his companions 
in their journey into the underworld of Eodon to face the Myrmidex and 
their queen. The Avatar proved victorious and the Myrmidex and their 
queen were slain. The Orb of the Moons, which the Myrmidex had mis-

used was destroyed by the Avatar, who after this returned to Earth anew. 

 
Worlds of Ultima - Martian Dreams 
 

Near the planet Earth, which is the birthplace and home of the Avatar, 
exists a planet called Mars. Once it was the home of a race whose tech-
nical knowledge and skill was highly developed. This race, however,  per-
ished long ago due to dramatic changes of the planet Mars. Yet, the Ava-
tar was visited by a woman on Earth, who showed him a more than hun-
dred year old photograph. It showed the Avatar together with long gone, 
but important historical authors and scientists such as Freud, Tesla, and 
Mark Twain. The Avatar discovered that the photograph had it's origin in 
an alternative timeline. In this alternative timeline an accident of historical 
proportions had occurred. The year was 1893. The World's Columbian 
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Exposition in Chicago. Astronomer Percival Lowell's colossal space cannon was poised to 
hurl a huge bullet-ship to Mars. Then disaster strikes! The cannon discharges a day early 
with dozens of history's leading authors and scientists aboard. Unprepared for the rigors of 
Mars, the accidental space travellers have little chance of surviving. Through the use of 
the Orb of the Moons the Avatar found his way into this alternate timeline. He found his 
way into the bullet-ship and was thus hurled to Mars along with the others. On Mars he 
learnt how dreams can both build and destroy worlds. With the help of the dream machine 
the Avatar put an end to the living nightmare Mars was caught in and in the end he was 
able to return the involuntarily space travellers to Earth, thus making sure that the history 
of Earth was not changed after all. 

 
Ultima Underworld - The Stygian Abyss 

 
During the Avatar's 200 year absence from Britannia an expedition of 
knights and adventurers went into the Great Stygian Abyss. Under the 
leadership of Sir Cabirus these knights and adventurers founded a virtu-
ous society in the depths of the Abyss. But due to the dark powers afoot in 
the Abyss the society in the end collapsed and instead the vast caverns 
were used as an underground prison. 

In a dream the Avatar was called upon by the ghost Garamon, who told 
him that his brother would unleash a great evil on Britannia. The Avatar let 
himself be drawn to the ghost to get to Britannia. He arrived in the bed-

chamber of Ariel, she had been kidnapped by Tybalt, Garamon's brother.  The Avatar was 
seized by the guard and brought before Baron Almrick. He thought that the Avatar helped 
the Troll which carried Ariel off. The Avatar told him that he was the Avatar and that he 
was innocent. Yet, the Baron would not listen. The Baron let the Avatar be brought to the 
Stygian Abyss and would not release the Avatar from this horrible prison lair before he had 
freed his daughter from the troll, who had taken her with him into the Abyss. During the 
Avatar's journey into the Abyss he made peace between the people who still lived in the 
Abyss. Deep in the Abyss the Avatar stood face to face with Tybalt. A battle ensued in 
which the Avatar was triumphant. He then rescued the kidnapped Ariel. Yet, Tybalt had 
revealed to the Avatar that he had tried to prevent a Daemon called "The Slasher of Veils" 
from entering Britannia. He had failed. The Avatar understood that he had to take upon 
himself to succeed where Tybalt had failed. The Avatar went through many perils before 
he was successful. As he left the Abyss it erupted like a volcano sealing the Abyss with 
molten stone. The Baron Almrick and his daughter Ariel waited for the Avatar outside on a 
ship. They both thanked the Avatar deeply for his great courage and the Baron apologized 
for his most unjust actions. 

 
The First Age of Armageddon - The Black Gate 

 
200 years had passed since the Avatar made peace between the Gar-
goyles and the humans of Britannia. Britannia had flourished and many 
things had changed, for better or for worse. Pollution had for the first time 
ever become a problem. The conflict between the humans and the gar-
goyles had risen anew in the form of racism and a new religious move-
ment called The Fellowship had entered Britannia and pushed the eight 
sacred Virtues of the Avatar back. Yet, the Avatar was summoned to Bri-
tannia to face none of these matters. He was called upon by his friend Iolo 
who had been brought to edge of despair due to a series of unsolved ritu-

al murders. Iolo feared what could be behind them and summoned the Avatar to his aid. 
During the investigation of the murders the Avatar found out that the ether had been cor-
rupted. It proved that the corrupted ether with it's jagged waves of ether was generated by 
three generators. The generators and the murders could be traced back to the Fellowship. 
The Avatar unravelled the secrets of the Fellowship through many journeys and hardships, 
but in the end he understood that The Fellowship only was made to cover up the move-
ment's real objective, namely to bring a creature known as  

"The Guardian" into Britannia. Should this happen it would mean the destruction of Britan-
nia. 
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The Avatar sought out the Black rock gate, which the Guardian was meant to enter Britan-
nia through. Here he and his companions were met by the three founders of the Fellow-
ship: Abraham, Elizabeth and Batlin along with their murderous servants Hooks and the 
gargoyle named Forskis. 

They attacked the Avatar and his companions, but were quickly overpowered and killed. 

Batlin escaped through the use of magic telling the Avatar that he would never find him. 
Yet, Batlin was wrong about that. The Avatar now turned at The Black rock Gate. His 
knowledge of Rudyom's failed black rock experiments now proved of great value, for due 
to them he was now able to destroy The Black Gate. Yet, even as he was in the process 
of destroying it the Guardian tried to come through, but was prevented as the Black Gate 
was shattered. 

Yet, as the Black Gate was destroyed so was the Avatar's chance to return to Earth, for 
due to the disturbance of the generators the Moongates worked no more. He was trapped 
in Britannia. 

 
The First Age of Armageddon - The Forge of Virtue 

 
Among the many adventures, which the Avatar went through during his 
struggle to discover and destroy The Black Gate one stands out and 
should be mentioned alone. Legends have named it: The Forge of Vir-
tue. 

During the time of the Avatar's investigation the Isle of Fire rose from the 
depths of the ocean anew. This island had risen from the ocean depths 
during the third age of darkness and it had been the home of the dread-
ed Exodus. After the destruction of the Exodus Lord British built upon the 

Isle of Fire the Shrine of the Principles, which housed the Shrines for Truth, Love and 
Courage. Yet, after a period of time the island sank beneath the waves anew only now to 
mysteriously reappear. On the island was still found the three Shrines, but also the Dark 
Core of the Exodus. This dark artifact would truly be dangerous in the wrong hands. As 
the Avatar arrived on the island of fire he had to pass three tests. 

One of Truth, one of Love and one of Courage before he gained access to the Dark Core. 

The Avatar placed the Dark Core in the Ethereal Void so that no one could get to it easily. 

Erethian tried to prevent the Avatar from doing it but was unsuccessful in his attempt. 

During the Avatar's stay on the island he also forged the legendary Black Sword or Shade 
Blade, as it was also called, out of black rock and embedded in it the ether gem with the 
trapped daemon Arcadion inside. This was a very powerful and dangerous weapon to 
wield. It contained the mind of Arcadion, and offered the Avatar the power to Return to the 
Isle of Fire, the power of Death over living creatures, the power of Fire to smite his ene-
mies, and the power of Magic to refill the Avatar's mana supply, although these came at a 
cost, for the blade required the deaths of others to maintain its supply of power. Only 
those strong in Virtue could ever wield it without becoming corrupted by the wicked and 
power hungry mind of Arcadion. 

 
Ultima Underworld - Labyrinth of Worlds 

 
After the destruction of the Black Gate and the escape of Batlin the Av-
atar was a guest at Lord British's castle celebrating the Guardian's 
failed attempt to enter Britannia. Present were, apart from the Avatar 
and his companions, also the mayors from all the major cities of Virtue 
and other important people and leaders. Suddenly during the festivities 
a dome of solid blackrock grew up around Lord British's castle trapping 
all within. No spell above fourth circle could be cast within the dome 
due to the blocking effect the black rock had on the ether. The Avatar 
descended into the underground system of tunnels and caves beneath 
Lord British's castle. Here he found a huge black rock gem, which could 
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take him to the different worlds and planes of: Prison Tower, Killorn Keep, Ice Caverns, 
Talorus, Scintillus Academy, Pits of Carnage, Loth's Tomb and the Ethereal Void. Each of 
the places had in some way been corrupted by the Guardian, but the Avatar was able to 
purify them all. Especially Killorn Keep was a sad place for the Avatar to visit. Deeply cor-
rupted by the Guardian it was ruled in the name of the Guardian by the vile Lord Thibris. 
The Guardian had here devised his own so called Virtues of Punctuality, Sobriety, Dili-
gence, Conformity, Efficiency, Obedience, Silence and Vigilance, which served no other 
purpose than keeping everyone in the Guardian's power hungry iron grip. Lobar proved to 
be the Avatar of these so called Virtues of the Guardian and in him the Avatar thought he 
had met his anti-thesis. Yet, time would tell differently... 

In Killorn Keep the Avatar was confronted by Mors Gotha, who tried to persuade the Ava-
tar to join the Guardian, yet the Avatar declined which resulted in a fight. The Avatar 
proved the more powerful of the two, but the Guardian saved Mors Gotha by teleporting 
her away. The Avatar took hold of her spell book and along with the magical Horn of Prae-
cor Loth he returned to Lord British's castle. Just before Nystul and the Avatar were about 
to perform the ritual which would crack the black rock dome Mors Gotha confronted the 
Avatar again allied with five soldiers.  

Mors Gotha and her henchmen were swiftly dispatched. The Avatar and Nystul now re-
turned to performing the ritual. Nystul unleashed a mighty spell while the Avatar blew the 
Horn of Praecor Loth. The blackrock dome was shattered and they were all free anew. 

 
 
The First Age of Armageddon - Serpents Isle 
 

After discovering a magic scroll left by Batlin, the Avatar learned of the 
Guardian's plot to destroy Britannia via the Serpent Isle. Remembering 
how Gwenno, the wife of Iolo, had travelled there for research the Avatar 
started towards the Serpent's Isle in search of both Batlin and Gwenno. I 
order to reach Serpent's Isle he had to use the mighty serpent pillars. In 
the process the Avatar and his companions skipped ahead in time a little, 
but enough to create an imbalance which soon resulted in imbalance 
storms affecting Britannia. On Serpent's Isle the Avatar discovered the 
three cities: Moonshade, New Fawn and Monitor. All three cities had been 
founded by those who left Britannia together with the mage Erstam short-

ly after Lord British pronounced the eight Virtues. They had found Lord British's Virtues the 
work of a dictator. The mages of Moonshade found that it was not a realistic option to be-
come truly honest, the people of New Fawn had been furious that Lord British would not 
recognize Beauty as a ninth Virtue, while the people of Monitors found that Courage was 
the only real Virtue. Ironically, the underlying Principles of these three towns; Truth, Love 
and Courage, were in fact the same Principles laid forth by Lord British. After many adven-
tures the Avatar tracked down Batlin deep in the Spinebreaker mountains where Batlin 
attempted to open the Wall of Lights in the Grand Shrine of Order. This was the conclusion 
of a long line of wicked deeds Batlin had managed to accomplish since he arrived at Ser-
pent's Isle. When he had arrived he heard the tale of the downfall of the serpent people 
called: Ophidians. They had once lived on Serpent's Isle and been the worshippers of the 
Order Serpent, the Chaos Serpent and the Great Earth Serpent of Balance. When the Ex-
odus pulled the Great Earth Serpent of Balance from the Ethereal Void, and forced it to 
guard the Isle of Fire, balance disappeared and the War of Imbalance broke out between 
the Order Serpent and the Chaos Serpent and their followers. The followers of the Order 
Serpent blamed the followers of the Chaos Serpent for the disappearance of the Great 
Earth Serpent of Balance. They systematically destroyed and killed the followers of Chaos. 
This broke the Chaos Serpent into the three Banes of Anarchy, Wantonness and Mad-
ness. These Banes the followers of the Order Serpent trapped in the Temple of Logic. 
Pleased with their victory over Chaos, the Hierophant of Order opened the Wall of Lights 
within the Grand Shrine of Order, deep within the city of Spinebreaker, and led the follow-
ers of Order into the Ethereal Void. Without its followers, the Serpent of Order went mad 
within the Void.  

This tragic state lasted until Batlin arrived at Serpent's Isle. Led by the Guardian Batlin 
broke the imprisonment of the Banes and thus released them. Once freed they flew across 
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the lands and into suitable hosts, to continue the past War of Imbalance. The Bane of An-
archy took control of Cantra, the Bane of Wantonness of Gwenno, the wife of Iolo, and 
The Bane of Madness took control of an unknown resident of the Serpent Isle. Batlin 
tracked all three of them down and killed them in order to retrieve the Banes and use their 
powers to deepen the imbalance and thus perhaps aid his master: The Guardian. Yet, 
when he attempted to open the Wall of Lights in the Grand Shrine of Order, perhaps to 
release the Banes into the Ethereal Void where the Order Serpent resided, he failed the 
spell and the Banes were released. They slew Batlin and possessed the Avatar's compan-
ions Shamino, Iolo and Dupr®. 

Shamino was possessed by the Bane of Anarchy, Iolo was possessed by the Bane of 
Madness and Dupr® was possessed by the Bane of Wantonness. Thus under the control 
of the Banes Shamino visited Moonshade and slew close to all the population. He then 
travelled to the lost Castle of the White Dragon to plan the destruction of the Serpent Isle. 
The possessed Iolo travelled to the city of Fawn and proceeded to kill most of the resi-
dents of Fawn, leaving only Ruggs, a scarred sailor, alive within the city walls. The former 
ruler of Fawn, Lady Yelinda was gruesomely deformed by the possessed Iolo's power and 
fled into the Gorlab Swamp as a result. The possessed Iolo then travelled to the lost Cas-
tle of the White Dragon to plan the destruction of the Serpent Isle.  

The possessed Dupr® travelled to the Sleeping Bull Inn. There he slew most of the resi-
dents. Sparing a meagre few, the possessed Dupr® then travelled to the lost Castle of the 
White Dragon to plan the destruction of the Serpent Isle. Following the instructions of the 
Great Earth Serpent of Balance the Avatar was able to imprison the three banes and thus 
free his companions. 

The Bane of Anarchy he trapped in the Prism of Tolerance, a Soul Gem coated with the 
Water of Tolerance. Bane of Madness he trapped in the Prism of Emotion, a Soul Gem 
coated with the Water of Emotion and the Bane of Wantonness he trapped in the Prism of 
Enthusiasm, a Soul Gem coated with the Water of Enthusiasm. Once freed the Avatar and 
his companions, under the direction of the Great Earth Serpent, rejoined the Banes of 
Chaos into the Chaos Serpent deep in the Skullcrusher mountains. During the sacrifice of 
the Avatar in order to recreate the Chaos Serpent, Dupr® overcome by guilt at what he 
had done, while possessed by the Bane of Wantonness sacrificed himself in the Avatar's 
place to redeem his honor. During the Avatar's adventures on Serpent's Isle the Avatar 
retrieved the corpse of Gwenno. He brought it to Monk Isle for resurrection. Gwenno 
proved instrumental in unravelling the mysteries of the lost Ophidian Culture as she pro-
vided the Avatar with the knowledge to restore the Balance that saved the land. After 
many more hardships the Avatar was able to restore Balance so that the Great Earth Ser-
pent of Balance anew rested entwined between the Serpents of Order and Chaos in the 
Ethereal Void. With the Balance restored the imbalance storms of Britannia ceased.  

 
The First Age of Armageddon - Silver Seed 
 

Among the numerous adventures the Avatar went through on Ser-
pent's Isle one stand out and should be mentioned on it's own. Leg-
ends call it: "The Silver Seed". While the Avatar was on Monk Island he 
spoke to Karnax who told him about the extraordinary discovery of the 
Amulet of Balance. Using this amulet while standing on a serpent gate 
the Avatar was sent back in time to the days when the war between 
Order and Chaos still raged. Here he achieved the title of Champion of 
Balance and proved himself in many ways. After many quests and 
hardships the Avatar at last achieved the Silver Seed. He planted the 
Seed and a tree sprung from the seed. This helped in restoring bal-
ance to Serpent's Isle. After this feat the Avatar used the amulet of Bal-

ance to travel back to his own time where he continued his task. 
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The Second Age of Armageddon - Pagan 
 
Yet, the triumph of the Avatar was a thorn in the side of the Guardian and 
he used his terrible powers to banish the Avatar to the Isle of Pagan. A 
world, which long had been under the sway of the Guardian. The Avatar 
understood that he would have to return to Britannia as soon as possible 
to stop the Guardian, but little did he know what perils awaited him on 
The Isle of Pagan... 

On Pagan nobody knew anything about "The Avatar" or "Virtue". It was 
ruled by four cruel titans: Lithos the Mountain King, titan of Earth, Stratos 
the titan of Air, Pyros the titan of Fire and Hydros the Lurker, titan of Wa-

ter. They again answered directly to the Guardian himself. Before the four titans came to 
power this world had been protected by the Zealan Gods. Yet, Lithos had trapped the Zea-
lan Gods in the Lost Valley and due to the Avatar's haste to return to Britannia he never 
found the time to free them from their prison.  

But perhaps this will happen one day... 

As the Avatar arrived on Pagan he was greeted by the fisherman Devon, who helped The 
Avatar begin his task on Pagan. Before long the Avatar met Mythran the mage who should 
prove priceless to the Avatar in his search for a way home. He told the Avatar that only by 
learning all the ways of magic in Pagan would the Avatar be able to return home. Follow-
ing this advice the Avatar sought out Vividos the necromancer, who soon after accepted to 
make the Avatar his apprentice as the Avatar retrieved a special dagger, which Mordea, 
Tempest and ruler of Pagan, had stolen. The Avatar had barely become Vividos's appren-
tice when Mordea killed the librarian Bentic and imprisoned Devon. The Avatar discov-
ered, that Bentic had found out that Devon and not Mordea was the rightful heir to the 
throne of Pagan. That had brought Mordea's wrath upon them both. Yet, just before Devon 
was to be executed the Avatar was able to procure evidence enough for Devon to be re-
leased and instead Mordea was executed. The Avatar continued his studies of the necro-
mantic magic. He even learned all he could from his predecessors in the necromantic arts 
by calling them back to life. After learning such insights into the necromantic arts the time 
had come for the Avatar to meet with Lithos himself. This he did and to conclude his nec-
romantic studies he was sent on a pilgrimage to the birthplace of Moriens, who had been 
the founder of the necromantic magic. 

After visiting this place the Avatar continued his journey and came to the Zealand Shrine. 
Here he placed a Zealan shield before the alter, which had been erected there. This made 
the three statues of the Zealan Gods come to life and they spoke to the Avatar. They gave 
him much valuable information and directed him to visit the Tomb of Khumash Ghor. The 
Avatar obeyed them. In the tomb he was attacked by the ghost of Khumash Ghor, which 
he put to rest. After the fight he found in the ghost's lair both the Scimitar of Khumash 
Ghor as well as the top piece of the blackrock Obelisk, which would become the portal 
back to Britannia. As the Avatar returned from the Tomb of Khumash Ghor the Zealan 
gods spoke to the Avatar anew and revealed to him that his destiny was to become the 
titan of the fifth element: Ether. They as well told him to seek out the other titans. The Ava-
tar now went to Argentrock Isle where the followers of Stratos resided in their monastery. 
Here sought to become accepted into the Order of mages. 

The Avatar was presented with two tests: The Test of Wisdom and the Test of Cen-
teredness, which he passed both. The servants of Stratos now sent the Avatar into the 
caves beneath the monastery to gather silver for his spell focus. This task the Avatar 
passed as well. The Avatar was now ready for the third test and again he was sent below 
the monastery, but he was not told what was expected of him. There he found a wounded 
torax, which he healed and thus completed the third test. 

The Avatar now faced the last test: The Leap of Fate. This perilous leap he survived 
and he thus mastered the magic powers of air. 

The Avatar now made his way to the lake of Carthax where Hydros the Lurker, titan 
of water dwelled. Here the Avatar spoke to Hydros, who revealed that she was held cap-
tive. The Avatar agreed to free her and journeyed to the grave of her captor. Here opened 
the ground and set the water free. During his journeys in Pagan the Avatar had found out 



Ultima: ResurrectionðThe Return of Virtue rulebookðRevised edition  17 

Ultima: Resurrection É 2001ð2017 Resurrection Dragon 

The Ultima brand name and images É/tm Origin Systems Inc. / Electronic Arts  

that one could only inherit the magic powers of water (Tempestry) and thus become 
Tempest alike Mordea had been. As Hydros was freed no one could use the magic pow-
ers of Hydros any longer apart from Hydros herself.  

Thus master of Necromancy (earth) and Theurgy (air) the Avatar went to visit the sorcer-
ers of Pyros. Yet, only a fixed number of these wielders of magic was allowed at a time. 
Thus one had to die before the Avatar could become an apprentice. The animosity be-
tween Bane and Vardion ended with one killing the other. The Avatar was then recom-
mended by the surviving part as the perfect replacement. The Avatar now began to study 
Sorcery and was soon ready to face the tests of an apprentice. Dangerous the tests were, 
but he managed to complete them and found his way into the inner sanctum, where the 
master awaited him. During the tests in the obsidian castle the Avatar met anew the Dae-
mon Arcadion, which he had met before during his adventure of the Forge of Virtue. 

After proving himself to the master sorcerer the master took him out to the summoning of 
Pyros after this most frightening event the Avatar confronted the master sorcerer and slew 
him.  

Before the Avatar left the sorcerers he released Pyros. 

Now the Avatar mastered all kinds of magic on Pagan including the arts of Thaumaturgy, 
which  

Mythran practiced. The Avatar had learned that each of the titans were vulnerable to a 
blackrock artifact connected to their own element. One artifact existed for each of the ele-
ments. Thus the Avatar ventured out and retrieved these four pieces of blackrock: 

The Heart of Earth, The Breath of Wind, The Tongue of Flame and the Tear of Seas. 
Along with the fifth piece from the tomb of Khumash Ghor the Avatar was now able to con-
struct the blackrock gate, which would take him back to Britannia. The Avatar went back to 
Mythran and asked for his advice on how to rebuild the blackrock obelisk. Mythran taught 
the Avatar the Ethereal Travel spell, which took the Avatar to the Ethereal Void. There he 
sought out the entrances to each of the four elemental planes. One by one he entered the 
elemental planes and faced the four titans in their own homes. Here he defeated each of 
them by catching them in the four blackrock pieces. After this great victory he rebuilt the 
blackrock gate and powered the fifth piece through his own powers, for he was now the 
Titan of Ether. The blackrock gate was ready and the Avatar hasted through it in order to 
return to Britannia. 

 
 
The Third Age of Armageddon - Ascension 

 
But alas! What horrid sight met the Avatar's eye as he returned to 
his beloved Britannia. Scorched and ruined landscapes and before 
him towered the face of the Guardian cut out of a huge mountain. 
Huge parts of Britannia had sunk into the sea and the three strong-
holds of Virtue: The Lycaeum, the Empath Abbey and the Serpent's 
Hold had been destroyed as they had been known since they were 
erected in the beginning of the age of enlightenment. 

This terrible wave of destruction, which had rolled over Britannia 
while the Avatar had been trapped on Pagan would later be remem-
bered as: The Great Cataclysm. Fearing perhaps, that an even 
worse fate had come to Earth the Avatar swiftly called upon his Ti-

tanic powers to return to his home on Earth. Relieved he was to find, that the vile Guardi-
an had left Earth untouched. Deeply fatigued from his many trials the Avatar fell asleep. 
Barely had the night passed before the Time Lord called to him: "Arise Avatar the Guardi-
an has invaded Britannia". All too aware of the truth of the Time Lord's words the Avatar 
rose and quickly prepared to leave for Britannia anew. The ancient gypsy, who had help 
the Avatar enter Britannia during the First Age of Enlightenment now proved helpful again. 
Either alone or aided by the Time Lord she opened an entrance into Britannia. In a ray of 
light the Avatar arrived in Britannia. Many a time had he entered Britannia through various 
means and portals, but prophecies told, that this was to be his last visit. Barely had the 
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Avatar returned before he was sought killed. A member of Lord Blackthorn's Wyrm Guard 
attacked the Avatar mounted on a huge dragon. Had it not been for the Time Lord, who 
quickly teleported the Avatar to Stonegate his return would have been short lived. In the 
Avatar's absence the Guardian had been busy. The Shrines of Virtue had become corrupt-
ed and eight wicked columns had sprung up from the eight dungeons of vice. In these col-
umns the eight Runes of Virtue had been placed after they had been corrupted into eight 
Glyphs of Vice. Many of the companions of the Avatar had come under the influence and 
control of the Guardian and now did his biddings. 

Lord Blackthorn had returned from his banishment to serve the Guardian for a price. The 
Guardian promised Lord Blackthorn, that he was to rule Britannia once he (The Guardian) 
was finished with it. The Guardian thought Lord Blackthorn a fool to want it then, but ac-
cepted the offer. Blackthorn formed the Wyrm Guard, an army loyal to the Guardian and 
mounted them on dragons breed in the Dungeon of Destard. He wished to send his men 
to Stonegate and destroy the Avatar before he became dangerous, but the Guardian, sure 
of his victory, wished not the Avatar to die so soon. The Guardian wished to let the Avatar 
see how he had tormented and destroyed Britannia. He wished to feel the Avatar's rage 
burn.  

To many it seemed indeed that the Avatar had returned too late... 

But the valiant Avatar faltered not and began his task to rid Britannia of the Guardian once 
and for all. Waking up in Stonegate, after the Time Lord teleported him there, the Avatar 
started his journey. Returning to Britannia from Earth affected the Avatar as it had done 
many times before by dramatically decreasing his powers. Still he held the boundless po-
tential as The Titan of Ether, but powers once mastered had gone. The Time Lord sought 
to help and gave him what little advice he could arming him with a sparse collection of 
arms, armor and magery. The Avatar went to Britain through a teleporter which he found 
guarded by a wyrm guard whom he dispatched. In Britannia Lord British pleaded the Ava-
tar to help him and his people once more and the Avatar accepted without doubt. At the 
court of Lord British the Avatar also learned that the Gargoyle people had isolated them-
selves in a giant underwater dome built on the sunken island of Ambrosia. The Avatar be-
gan his task and had soon retrieved the first Glyph from the Dungeon of Despise when he 
was attacked by Lord Blackthorn and his henchmen. Only with the help of the pirate girl 
Raven did he escape this ambush. Raven wished the Avatar to come with her and meet 
her employer Samhayne on Buccaneer's Den, but she wished that the Avatar proved him-
self the Avatar by showing her one of the Runes of Virtue. After the Avatar had acquired 
the Sigil of compassion from the mayor of Britain he was able to cleanse the Shrine of 
Compassion and thus cleanse the Rune too. He now contacted Raven who took the Ava-
tar to her employer. There he was promised the Codex of Ultimate Wisdom if he cleansed 
the Shrine of Humility next. Forced by this trick of fate the Avatar travelled to New Magin-
cia. Here he met Katrina, one of his few companions, whom the Guardian had not man-
aged to win. With her help The Avatar got the Sigil of humility and revealed the sunken 
Shrine of Humility. The Shrine opened a whirlpool leading to the Gargoyle city of Ambro-
sia, which held the entrance to the Dungeon Hythloth. In Dungeon Hythloth the corrupted 
Rune of Humility had for reasons presently unknown been hidden. The Pride of the Gar-
goyles destroyed their underwater city and almost the entire Gargoyle race, while the Ava-
tar searched for the entrance to Dungeon Hythloth. However, the Avatar saved a queen 
egg, which in the right hands could mean a new chance for the Gargoyles. After the Avatar 
had cleansed the Shrine of Humility he returned to Samhayne, the employer of Raven. O 
treachery! The Avatar was here beset anew by Lord Blackthorn and led away in magical 
chains to the Dungeon of Deceit where he was imprisoned. Deprived his weapons and 
equipment the Avatar fought his way out of Dungeon Despise. Before he left he retrieved 
the Glyph of Deceit and faced his corrupted companion Mariah. 

As the Avatar left the dungeon he found himself on the island of Moonglow. Here he faced 
many hardships and much deceit before he was able to retrieve the Sigil of Honesty and 
discover the location of the Lycaeum in it's new and rebuilt form. The Oracle, which 
dwelled in the new Lycaeum gave the Book of Truth unto the Avatar. The Avatar after-
wards met with Raven, who explained that her employer had meant no harm, but Lord 
Blackthorn had forced him into treason. Both he and Raven were deeply sorry. The Avatar 
understood that her words and penitence were sincere and he forgave her and her em-
ployer their deceit. Together with Raven the Avatar now returned to Britain where he met 
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with Lord British who had urgent news. The Columns were dragging the moons out of their 
orbits and towards Britannia. If the Avatar did not hurry up the cleansing of the Shrines a 
collision was inevitable. The Avatar hurried towards Yew in order to cleanse the Shrine of 
Justice as soon as possible. Yet, when he at last arrived in Yew after many tests and 
hardships he was chocked to discover that Raven was about to be judged for genocide on 
the Gargoyles. The Avatar tried to prevent this miscarriage of justice, but no one listened 
to his wise words. Raven was led away in chains to the prison Dungeon of Wrong. The 
Avatar sought out the Gargoyle Vasagralem who had accused Raven of genocide. He ex-
plained how the Gargoyles had been their own downfall due to their pride and he gave 
unto the Vasagralem the queen egg he had saved from Ambrosia. Vasagralem suddenly 
came to see the wrong he had committed and begged the Avatar to let him make it good 
by showing the Avatar a secret way into Dungeon Wrong. The Avatar accepted. The 
Vasagralem also gave the Avatar the red codex lense which he would need in order to 
read the codex. On his way to Dungeon Wrong the Avatar retrieved the Sigil of Justice. 
Among the mountains he also found the ruins of the Empath Abbey and retrieved the Can-
dle of Love. When he reached Dungeon Wrong Vasagralem helped him find the secret 
entrance. The Avatar now liberated Raven from her murky prison and retrieved the Glyph 
of Wrong. But he had to face his old companion Jaana corrupted by the Guardian's influ-
ence before he could leave the dark pits of Dungeon Wrong. The Avatar now returned to 
Yew and cleansed the Shrine. 

With four out of eight shrines cleansed it were with high spirits that the Avatar and Raven 
headed off to Minoc. Here in the city of Sacrifice much was amiss and the Avatar soon 
had his hands full. Blackthorn even confronted him anew, but this time the Avatar was pre-
pared. Yet, Blackthorn placed a curse upon the Gypsies so that all who aided the Avatar 
would burst into flames. 

Thus their leader Laszlo the Rom Baro would not help the Avatar nor give him the Sigil, 
but he would like the Avatar to bring him a magical artifact kept in the Dungeon of Covet-
ous known as The Blackrock Crystal Ball. If the Avatar brought him this artifact he might 
consider helping.  The Avatar procured the sword known as Gringolet before he ventured 
into the Dungeon of Covetous. Here magic worked not and the undead roamed. Many 
hard battles were fought before the Avatar was able to leave the mines of Dungeon Covet-
ous holding aloft both the Glyph of Covetous and the black crystal ball, which could show 
the future to those who held it. The Avatar made the black crystal ball show the Laszlo 
what would happen if he did not give the Avatar the Sigil even though it meant his death. 
The Laszlo was terrified and gave the Avatar the key to his wagon. Barely had he given 
the key away before he burst into flames and died. In the wagon the Avatar found both the 
Sigil of Sacrifice and the blue codex lense. This was the other of the two lenses he needed 
in order to read the Codex of Ultimate Wisdom. 

When Raven and the Avatar left Minoc they were against their will dragged towards the 
island of Terfin. Here the Guardian awaited the Avatar and tried to show the futility of the 
Avatar's quest proving, that the Avatar could not hurt the him. As much damage as the 
Avatar dealt unto the Guardian as much damage he would deal unto himself. The Avatar 
was shocked when he left Terfin. The relationship between the Avatar and Raven had by 
now evolved a lot. Raven thus took the Avatar back to her house on Buccaneer's Den 
where she proved her love to him and he his trust in her. After a night of pleasure Raven 
now sailed the Avatar to Trinsic. Here he called Dupr®'s ghost back from the dead to aid 
him in dealing with the Vice in Trinsic. He found that he had to venture into the Dungeon of 
Shame. Both to retrieve the Glyph of Shame, but also the Sigil of Honor. When the Glyph 
had been retrieved and Avatar went to find the Sigil, but was met by Blackthorn, who tried 
to make the Avatar trade the two codex lenses for the Sigil. Yet the Avatar refused and 
Blackthorn destroyed the Sigil. But the Avatar came to understand the true nature of the 
Sigils and was thus able, with the help of Dupr®'s ghost, to create a new Sigil. The Avatar 
now cleansed the Shrine of Honor and, as it happened every time the Avatar cleansed a 
Shrine, the Glyph was cleansed at the same time and became anew a Rune of Virtue. 

The Avatar now sailed together with Raven to the island called Valoria. This island was 
placed around the place where Jhelom had once been before the Great Cataclysm. Here 
the Avatar faced grave problems as the Sigil was stolen by a wicked triumvirate of Dae-
mons and the people of Valoria would not even let the Avatar into their city before be 
brought them the head of the great red dragon, which lived in the Dungeon of Destard. 
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The Avatar agreed to bring them this and headed towards Dungeon Destard. In the depths 
of Destard he faced many, many perils before he stood face to face with the terrible drag-
on, which taunted him before it attacked him without mercy. Yet, the Avatar proved trium-
phant and could leave the Dungeon of Destard with both the dragon's head and the Glyph 
of Destard. The Avatar returned to Valoria together with Raven and was now allowed to 
enter the city. Here he restored anew the courage and valor of the residents of Valoria with 
the help of Dupr®'s ghost. The Valorians now aided the Avatar by forming a band of warri-
ors which at the same time should attack all the three daemons and retrieve the Sigil of 
Valor. This was the only way the demons could be killed since they could transfer their 
mortality to each other and thus stay invincible as long as just one of them was not at-
tacked. The Avatar and the residents of Valoria proved victorious and the Avatar was soon 
able to cleanse the Shrine of Valor. 

Returning to Britain the Avatar retrieved the Sigil of Spirituality. He and Raven then went to 
Skara Brae, which lay in ruins. The Guardian could not corrupt the people of Skara Brae 
and thus loosed his anger on the city utterly destroying it along with its citizens. Only the 
broken Sentinel statue was still alive. Here Shamino, an old friend and companion, con-
tacted the Avatar a pleaded him to save him. He told the Avatar that he would need the 
Book of Truth, the Candle of Love and the Bell of Courage to do so. The Avatar already 
had two of the artifacts and soon retrieved the third with the help of Shamino. The Avatar 
now returned to Skara Brae and entered the Well of Souls. Here he liberated Shamino 
from his imprisonment. Shamino told the Avatar how Lord British had travelled into the 
Abyss to do battle with Lord Blackthorn. The Avatar went to the Isle of the Avatar at once 
and found a way into the sealed Abyss by summoning Pyros to his aid. He came soon 
enough to witness the ferocious battle between Lord British and Lord Blackthorn. Lord Brit-
ish was in the end triumphant. After the battle he gave the Avatar the Codex of Ultimate 
Wisdom, which he had taken from Blackthorn. The Avatar retrieved the Glyph before he 
left the Abyss. 

Before the Avatar left the Isle of the Avatar he consulted the Codex of Ultimate Wisdom 
and thus learned how to defeat the Guardian. The Avatar now returned to Britain. Here 
Lord British worked a spell which summoned up a moongate to the Shrine of Spirituality. 
This shrine was and is placed in the Ethereal Void. The Avatar entered. He soon found the 
shrine and here he also met Dupr®'s ghost. As the Avatar cleansed the shrine, and the 
Glyph became a Rune anew, Dupr® was brought back to life. As the Avatar returned to 
Lord British's Castle all his old companions had gathered there to say a last goodbye be-
fore he left to fight the Guardian.  They all knew that the only way the Avatar could defeat 
the Guardian would also mean the death of the Avatar himself. With grief in his heart the 
Avatar said a last farewell to his old friends, knowing that he would never see them again.  

Together with Raven he sailed to Terfin. She showed him a secret entrance into the 
Guardians fortress, but her eyes were filled with tears. She asked him to tell her that he 
loved her and that he did. The Avatar was laden with grief as he made his way through the 
secret entrance into the Guardians fortress. Only while he had with him the eight Sigils 
could he pass through the barriers which blocked the tunnel. Many dangers did he face 
before he at last stood in the throne room of the Guardian. Here he began to prepare for 
the ritual which would summon the barrier of life. As this ritual was successful the Guardi-
an came rushing into the throne room through a black gate. This second black gate was 
shattered even as the Guardian went through it. The Guardian tried to stop the Avatar by 
revealing to him that they were one and the same. When the Stranger had proved himself 
the Avatar and became the Paragon of Virtue he was purified and became pure good. Yet, 
his Viceful side took the shape of the Guardian. Thus the Avatar had proved to be both the 
source of Britannia's triumph and its defeat. Aye indeed, the triumph and defeat of many 
worlds. The Avatar stayed however not his hand and unleashed the ritual of Armageddon. 
As both he and the Guardian were destroyed by the ritual the Avatar ascended to a higher 
plane, said never to return to the world of Britannia again...  He left behind his aged com-
rades, new friends and a new love. But also a changed world, a world left to fend for itself 
in a battle for the Return of Virtueé 
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The Magewars 

With the release of the ether, and the changes done by the rituals of the Avatar, in order to 
destroy The Guardian, new mages began to emerge from the populace. The old ways of 
traditional spellcasting were abandoned by these new mages, soon to be named ñWildò by 
the traditional mages.  

 
For some time things were restless, and tension was building between the two types of 
mages as magical battles between individual mages of the two houses went on. The two 
houses had chosen names. The traditional mages gathered under the banner of the 
House of Nystul. The young mages chose their nickname and started calling themselves 
Wild Mages. After some time of fighting,  the island city of Moonglow was the site of a 
great gathering of all the mages in the land, in the attempt to find an agreement, and a 
peace between the two.  

 
What happened, no one knows. As most who were there for the meeting did not survive. 
What everyone knows however is that somewhere during the course of the meeting, 
things escalated which led to the total and absolute destruction of the island and the city 
on it.  

 
Soon after, the remaining mages, mostly Wild Mages, rebuilt the island and the city 
through the use of magic, and claimed the island as their capital, naming it New 
Moonglow. What traditional mages were left went into hiding or hermitage. Thus the era of 
wild magic was upon the world. 

 
The years of The Hunt 

After the Avatar disappeared, and The Virtues were restored, people started gathering 
strength in the belief that they now had to fend for themselves. For their own protection 
they started a great hunt, seeking out the evils that still lurked among the dungeons, for-
ests and dark corners of the world. Hundreds of men and women went forth to fight. For 
years this hunt ensued, as the forces of darkness had also sensed the Avatarôs leaving 
and came above ground en mass. The hunters became the hunted, and the other way 
around. This went on for years until, as by command, everything stopped. The warriors 
had gone, so had the creatures. No one knows where they went or what happenedé 

 
Portals & Moongates 

With the change of the ether, old gateways closed and new ones opened. The Avatar had 
travelled through many lands in his adventures. From the unknown Serpent Isle, to the 
dark volcanic island realm of Pagan and beyond. New adventurers started gathering cour-
age to seek out and explore the gateways to these realms, for many believed, that The 
Avatar had achieved godhood there. Among the many portals and gates are also the 
Moongates of yore, which allow mainly transportation between the Eight major cities of 
Britannia.  The gate active is indicated by the phase of the moon Trammel. Once a gate is 
entered, thy destination is indicated by the phase of the moon Felucca. 

See the "The Larger List" for details on which city is associated with which moonphase. 

 
Gargoyles 

Most of the gargoyles died during the Avatarôs last visit to the world of Britannia. Those 
that survived went into hiding for no apparent reasons. Some wild mages claim they are 
hatching a Queen gargoyle egg, in order to spawn a new race of gargoyles. Others say 
they died out during the magewars. Even others claim they sought one of the portals and 
went to seek refuge in other realms. 
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Cosmology 
The definitive work in astronomy is Celestial Britannia, by Sir John, astronomer and scribe 
at the Lycaeum.  This passage is comprised of excerpts from his book recording his scien-
tific discoveries and documenting Britannian astral theories that predate the emergence of 
science. In the heaven beyond our skies, dwell stars whose numbers are beyond our reck-
oning.  Within our heaven, circling our world, sweeps our bright sun.  Ten other orbs trace 
tight paths around our world. 
The twin moons Trammel and Felucca are desolate, their light only a reflection of the sun's 
brilliance. The other eight orbs are thought by some to be planets like our own.  According 
to the roles they play in our many legends, they have been named for the virtues of the 
Avatar.  The closest is Honesty, followed by Compassion, Valor, Justice, Sacrifice, Honor, 
Spirituality 
and Humility. 
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Map of Britannia  

 
The map of Britannia was drawn up by cartographers enlisted by the House of Nystul. 
Therefore the writings are in the ancient language of Sosaria. For the common folk, no 
maps were written, but translations and alphabets were given out in order to translate the 
maps. 

 
 

 

Alphabet of Sosaria 

 

 

 

 

 

 

 

 

 


