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Proclamation
To All Who Strive Along the Avatar’s Path:

I, Cabirus, call upon those of Virtue to join me in a Valorous Quest, one which prom-
ises to be rich in Sacrifice and Spirituality.

Decades ago, Lord British in his wisdom founded eight settlements, each dedicated to
one of the Virtues. We Britannians have lived up to our lord’s expectations, for the towns of
Britain, Jhelom, Minoc, Moonglow, Skara Brae, Trinsic and Yew have flourished to the
present day.

I believe the time has now come to found one further town, where all of the Eight Vir-
tues are bound together into a unified whole. In order to people this new community, I call
upon the most faithful among our citizenry to come forward in this cause — fighters and
mages first, and later craftsmen and even children.

Further, it is my intent to bring together in this new settlement those who have seldom
been a part of our civilized community — creatures of the mountains, woods and swamps.
Whether by myself or my agents, these primitive beings will be contacted, taught of the
Way of the Avatar, and invited to join our pioneer colony.

And where shall this new town be located? This has been a matter of long discussion.
At first, it had been thought to place this colony in a setting conducive to its goals — a
pleasant woodlands, adjacent to a placid lake, or even at the peak of a lofty mountain.
However, I have since realized the usefulness to all of Britannia should this Center of Virtue
be situated in such a place as to seal off a gate that has in the past been used by Evil forces
to trouble us — on the Isle of the Avatar, directly in the Great Stygian Abyss itself!

With the blessing of Lord British, I dedicate myself to this sacred Quest, and call upon
all who are likewise stirred by the Vision of Avatarhood to join me in this Honorable Deed.
Pray that we may succeed, for the auguries hint of dire consequences should we fail to guard
the Abyss against the incursion of Evil.

Foreword
As I set these words upon this parchment, I have recently emerged from the Stygian

Abyss. I am the former page of the late Sir Cabirus, and the Eight Virtues have impelled
me to compile these excerpts from the writings and speeches of my beloved spiritual master.
Through the founding of our brave colony in the very heart of the Great Stygian Abyss, Sir
Cabirus has demonstrated a degree of Valor and Sacrifice comparable only to the selfless
acts of Lord British or the Avatar themselves.

I witness to the Honesty and Justice of this record with my signature.
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The Chronicle of Sir Cabirus

I have chosen to set down upon this parchment the facts, as they are
known to me, concerning this island upon which I and the colonists have cho-
sen to found our new town. I wish that most of this information were not new
to my readers, but unfortunately, few of my fellow-citizens seem to take as
much of an interest in our history as they once did.

The Ascent of the A vatar
The Isle of the Avatar was discovered during the Fourth Age (as related in

Quest of the Avatar), at the climax of the Avatar’s quest. The Stranger from An-
other World, who came to Britannia in answer to Lord British’s summons,
completed the Test of the Eight Virtues and became the Avatar — the embodi-
ment of the pure axiom of life.

It was during his journeys that the Avatar unearthed a chilling artifact: the
skull of Mondain the Wicked, the first of the Triad of Evil. There were those
who claimed that the artifact held the power to destroy all life on our world.
Fortunately, it was the Stranger who discovered it, and not someone of lesser
Virtue.

Upon completing the Path of the Eight Virtues, the Avatar embarked on a
search for the Codex of Ultimate Wisdom. Legend linked this ancient tome
with the subterranean maze known as the Great Stygian Abyss. “Truly, no one
has ever plumbed its depths,” wrote Shamino, who arranged by magic to ob-
tain a map of its corridors. “I cannot imagine the horrors that await the first to
venture into the Stygian depths.”
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The entrance to the Abyss was found to lie on an uncharted island south-
east of the mainland, guarded by a squadron of sailing ships crewed by ghosts
of ancient pirates. Forcing his way past the spectral fleet and unraveling the
mysteries of the Abyss, the Avatar at last succeeded in obtaining the Codex of
Ultimate Wisdom. In honor of this achievement, the mystery island was chris-
tened the “Isle of the Avatar.”

Peace and  T reachery
With the Avatar’s triumph accomplished, Britannia settled down for a

period of reconstruction and consolidation. The kingdom’s seers took note of
the discoveries made by the Avatar on the Isle of the Avatar — notably, the
entrance to the dungeon Hythloth (which was sealed shut) and the location of
the Shrine of Humility. Lord British also caused a second sanctuary to be built,
where the Codex of Ultimate Wisdom was enshrined.

Curious scholars researched the ancient records of the land, and identified
the Isle of the Avatar as the former home — in another age — of the great
daemons who destroyed Old Magincia for its lack of humility. The same beings
had guarded the Shrine of Humility through the eons, but now the mystic
creatures could no longer be found.

Meanwhile, the raising of the Codex from its subterranean resting place
had caused great disturbances across the face of the land, and opened a vast
underground network of caverns which came to be known as the Underworld.
The Great Stygian Abyss became one of the many entrances to this subsurface
world. Vulcanism tore up the Isle, reawakening its central volcano.

The next drama in Britannian history (as related in Warriors of Destiny)
involved the kidnapping of Lord British. Since the king was believed dead, his
realm fell under the rule of Lord Blackthorn, whose good nature was corrupted
by the Shadowlords. The Avatar was once more summoned from his distant
world to combat the menace, and his tortuous quest took him once more to the
Isle of the Avatar and the depths beneath it, before his victory.

The Time of Prophecy
When the Avatar liberated Lord British from imprisonment, the act had

both geological and spiritual reverberations. The most dramatic of these was
the collapse of the Underworld, which forced many denizens of the depths to
venture into our surface world.
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Among those who emerged from below were the Gargoyles, whose sages
prophesied that their race could only be saved by the recovery of the Codex of
Ultimate Wisdom (which they claimed as their property) and the destruction of
the Anti-Prophet (whom they believed the Avatar to be!). With diabolical
cunning, the subterranean beings summoned the Avatar to Britannia in an
attempt to kill him, but Lord British intervened in time to rescue the
otherworlder.

Still, the Gargoyles remained a threat to the peace of Britannia, and the
Avatar embarked on a difficult quest which once again brought him to the Isle
of the Avatar. The Twin Shrines were in time liberated from the Gargoyles’
possession, and in the lower regions of Dungeon Hythloth — from which most
monsters save drakes and dragons had been driven by lava — the Stranger
rescued a mariner with priceless information about the Gargoyle menace.

Eventually, the Avatar realized that there was but one way to peace to
Britannia — making the Codex of Ultimate Wisdom accessible to both Lord
British’s subjects and to the Gargoyles, by placing the Codex in the Vortex and
then supplying both enemies with mystic Lenses by which they could view the
arcane tome. By working his solution from the Shrine on Avatar Isle, the
otherworlder brought peace to our world.

Ten Years Later
The Avatar has now returned to his world, and we must seek our future

through our own devotion to the Eight Virtues. Thus it has come to pass that I,
Cabirus, have set about to found a Town of Virtue within one of the arcane foci
of Britannia — on the Isle of the Avatar, within the Great Stygian Abyss.
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The Colony of the Abyss

With the permission of Lord British, my fellow colonists and I set sail for
the Isle of the Avatar five years ago. After a brief though difficult voyage, we
sighted the bleak, forboding island rising above the waves.

We wasted no time in charting out the island, pausing to meditate at the
Twin Shrines and once again sealing the entrance to the Dungeon Hythloth.
Our company of warriors, mages and other pioneers then made the descent
into the legendary Abyss. The eruptions and quakes of the past drove away
many of the former predators of the chasm, and with the island again stable, we
can dwell here in relative security. Nevertheless, our fighters find many chal-
lenges against which to test their Valor.

Lord British ordered that a village be established upon the surface of our
isle, as a point of contact between ourselves and the rest of Britannia. Baron
Almric, formerly the King’s Master of Hounds, has been appointed to com-
mand the settlement. His men have erected a rough stone tower, and the
completion of a small fort should take only a few years more.

Lord British may soon favor us with a seat upon his Council — that is, we
may gain equal status with the Eight Towns of the Virtues. If so, this can only
be because of the brotherhood we have established among the disparate societ-
ies who have settled this Colony: Knights, Mountain-Folk, Seers, Lizardmen,
Goblins and Trolls.
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Knights of the Crux
The first to respond to the Proclamation of the Abyssal Colony were the

Knights of Jhelom. These fighting men from the town which Lord British
dedicated to a life of Valor were attracted by the valorous nature of our
enterprise.

Here the former warriors of Jhelom have formed the Order of the Crux
Ansata — “crux ansata” being an ancient term for ankh
— in the hope of establishing an organization to rival
the heralded Order of the Silver Serpent. Someday

they plan to have extensive training facilities and
barracks for young recruits, but at the present

time conditions remain primitive.
Warriors and mages, while not exactly tradi-

tional enemies, have often been bickering com-
panions in the world of Britannia. Such is not

true among us, for the Knights of the Crux
Ansata are dependent upon our wizards
for magical light and healing. Therefore,
mage and fighter are amiable allies in
the Abyss.

Our Knights have also renounced
many lifelong prejudices and formed

friendships with their traditional foes — our
Troll, Goblin and Lizardman citizens. Any fighter

who violates the least aspect of the strict code of the
Crux Ansata must submit himself to the will of the
Knight-Master, who prides himself on finding acts
of penance which match the violation. This method
of discipline has worked so well that the Knights
have become strict advocates of the Way of the
Avatar, and are often the first to locate and bring

violators to our Court of Justice.
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Mountain-Folk
Our Colony in the Abyss is a place for new beginnings. This has certainly

been true for the Mountain-Folk of Britannia.
Short of stature and broad of shoulder, the Mountain-Folk — known in

times past as “Dwarves,” though they detest this name — have a unique
lifestyle dedicated to traditional craftsmanship. Over the ages, however, their
distrust of outsiders and their well-known love for precious metals have put
them in disrepute. In the past century, many of the Folk abandoned their old
ways, left their homes, and married outside their clan.

I was surprised when the Chief of the Mountain-Folk wrote to me con-
cerning the desire of his people to join the Abyssal Colony. Knowing that the
Folk were in danger of dying out as a culture, I suggested that the Chief might
not want his people to be part of our town — where, after all, our goal is to
prove that all people can live in unity.

However, Chief Goldsword was stubborn,
and correct about his people being useful in hew-
ing out living quarters from the rocks of the
chasm. (Indeed, some histories claim that the
Mountain-Folk built the original pas-
sageways of the Abyss, in the days
when the Isle of the Avatar first rose
from the ocean.)

The Mountain-Folk have
proved to be excellent fellow-
citizens, and they are on friendly
terms with our Knights and
Seers. They even abide the
presence of their
traditional foes,
the Trolls.
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Seers of the Moonstone
On the southern tip of Verity Isle, the town of Moonglow was founded by

the mages of Britannia as a settlement embodying the virtue of Honesty. The
wizards of this town were among the first to volun-

teer to be colonists, and an entire contingent of
mages joined me on our first voyage to Avatar Isle.

Our magic-users have formed their own
Order of Magic, and refer to themselves as the

Ancient Illuminated Seers of the Moonstone.
They have an especially close relationship
with the Mountain-Folk — it was the moun-
taineers who carved out the seers’ living
chambers from the rock walls of the chasm.

The seers have, of necessity, chosen to
specialize in those magics most useful in
our subterranean abode — spells of light,

food and comfort. They also conduct many
magical experiments, and hope to find new

spell reagents among the materials which
occur naturally in the Abyss. The seers have
asked our explorers to bring back samples of
all that     they find.

(The seers do not speak directly to me of their
matters, but I have overheard them on occasion. While
the Eight Virtues may have prompted some of the
mages to travel here, I believe that most came for the
chance to conduct experiments. It is said that the Great
Abyss is unique in all of Britannia, because the barrier
between dimensions is especially thin here. — Corby)
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Lizardmen
“The Dark Ages” is the name given to that long-ago time when the Triad

of Evil stalked the lands. In those same years when Lord British first arrived
upon our shores, a young mage named Mondain was perfecting his skills in the
arcane arts. The wizard slew his own father in order to seize a gem with mystic
powers. Mondain subverted the jewel to evil purposes, and began a campaign
of unrest and dismay against all of the world.

In his most foul experiments, Mondain dissected his own servitors as well
as the great reptiles which then dwelt in the southern swamps. Reuniting the
body parts through magical means, he created a variety of strange sauran
forms. One strain proved successful, and
thus came the Lizardmen into our world.

After Mondain was slain, the
Lizardmen were hunted down one
by one until none remained.
Or so it was thought, until
our colonists came to settle
the Abyss! Here we found
the last clan of the reptil-
ians living in the grottos.
Inspired by Compassion,
we forbore slaying the mon-
sters and taught them of
the Path of the Avatar.
To our delight,
the Lizardmen can un-
derstand the common
tongue, but not speak it.

Goblins and
Lizard-men inter-
mingle in the wetter
portions of the Abyss,
and have a friendly
rivalry with the Mountain-Folk (the mountain-men hate dampness, and would
build channels and drain the Abyss if left to themselves!).
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Goblins
The Goblins originated from forbidden arcane experiments performed on

prisoners and other victims by demented, power-seeking mages. (It was for
causes like these that magic was once banned in our lands.) During the Third
Age of Darkness, Exodus bred the Goblins into an army dedicated to his
wicked cause. Following his defeat, the survivors vanished from the face of
Britannia — hunted down by vigilantes or banished to other realms. (In those
times, the Goblins were so loosely bound to this world that a single spell could
expel them from this plane of existence.)

It was only after our Proclamation went out, promising clemency to those
primitive monsterforms who would undertake to follow the Path of the Avatar,
that the Goblins were rediscovered. A delegation of Goblinfolk appeared at the
gates of Castle Britannia, asking for an audience with Lord British. Not just
one but two species of Goblins had survived in hiding from the days of Exodus.
The Gray Goblins, originally mountain dwellers, had skulked in the caves of
the Serpent’s Spine mountains. The forest-dwelling Green Goblins hid them-
selves by retreating into an underground river’s channel, near the baneful lake
called Venom.

Today, virtuous Goblinfolk make up one-
third of our community. There was a time when

a Green Goblin would rather slay a Gray
Goblin than any other enemy, but the Path of
the Avatar has brought the tribes together as
brothers.

(Though the two species rarely come to blows
nowadays, the Gray and the Green still attempt to
outdo each other whenever possible in matters of
Virtue. Old enmities die hard. — Corby)
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Trolls
In the district where I was raised, it is not uncommon for Trolls to waylay

an occasional traveler. Several times I have seen such brigands after justice had
dealt with them, hanging from roadside crosses. Until I visited the Shrine of
Compassion, therefore, it had not occurred to me how nearly civilized the Troll
people are. After all, they use civilized weapons (stolen from us), wear tatters of
clothing or hide, and speak a rough form of the same tongue which we speak.

Curiosity next drove me to visit the Lycaeum on Verity Isle, where I
learned that the Trolls had once been a mountain-dwelling people. Over re-
corded history, however, they have always moved closer to civilization — to-
day, they are commonly found along roads and under bridges. I became
convinced that the Trolls were fit candidates for the Way of the Avatar.

My servitors and I travelled the roads of Britannia for two years, recruit-
ing Trolls for our great Abyssal Experiment. Many of the monsterforms re-
jected us, and some we were forced to slay in self-defense. However, I am glad
to report that the Trolls accepted our
ways and now constitute an
important section of our
community.

It has been diffi-
cult for many to
accept the presence
of the Trolls. The
Knights were
trained from
youth to slay
such creatures
on sight, and
Goblins are a favorite
food of Trolls. Nev-
ertheless, the Virtues have
triumphed.

(And those Trolls who
offend by dining on
Goblinflesh are immediately
exiled, if caught. — Corby)
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Exiles
What follows has been written by me in the interests of Honesty and Jus-

tice. The fact that Sir Cabirus did not include these facts among his own writ-
ings was no doubt a simple oversight. — Corby

Some colonists prove unable or unwilling to live according to the Code of
the Avatar. A few became discouraged by life in the Abyss, which is hard and
bleak. Some were formerly wicked men who honestly adopted the Eight Vir-
tues, but who, through weakness of will, returned to wickedness. There are

those who say that the Abyss itself works to
degrade the quality of a man’s character, but
Sir Cabirus regarded this as sheer supersti-

tion.
Those unable to live in peace with the rest

of us are asked to separate themselves, and if
they will not go of their own will, they are

driven at the point of the sword. Most
Exiles join Baron Almric’s keep, or from
there sail back to their former lands.

However, some Exiles descend
further into the Abyss than any colo-
nists dwell. Knights who have ex-

plored the deeper recesses tell of
reclusive beings — they call them “ghouls”

— who eat rats and vermin. Our warriors
claim that the Exiles have degenerated in
physical form, and that even though they were
once of several races and colors, all approach a
common, horrific semblance.

I suspect these are stories embellished by a
few rounds of ale, for who can believe such

an occurrence!
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Ye Who Venture Here
This passage is a guide to those who might feel moved to join our Colony.

This rough place is unsuited for those with soft hands or unsteady swords! In
particular, we are looking for settlers of these eight professions:

Bard. Minstrels with bright songs and inspiring tales
might relieve our bleak existence, and our Colony is worthy
of a new tale or two. Bards considering the journey to Ava-
tar Isle must be prepared to perform deeds of valor, not just
chronicle them! Many bards are greatly skilled with sling
and crossbow, not to mention the arcane arts — these are
talents always needed here.

Druid. We are now seeking a contingent of druids to
join us in the Abyss. We hope they might be able to use
their mystic abilities to persuade a sacred grove to take root
in our chasm. Many druids are skilled with bow or mace,
and so would be doubly useful. Druids generally shun the
wearing of metal armor. Here this is good, for in the Abyss
sound carries easily, and metal armor is noisy.

Fighter. Those warriors wishing to join our number
should be prepared to satisfy the qualifications of our fight-
ing society, the Order of the Crux Ansata. Prospective
Knights should have spent their lives in martial training and
have the use of all weapons and armor. (The Order has
particularly found the double-edged Britannian sword to be
a devastating weapon in the close quarters of the Abyss.)
Horses are impractical in our surroundings, and we have no
facilities to feed or stable mounts, so leave your steeds be-
hind. The Order’s custom is that engaging in magic is only a
waste of energy for fighters — Knights leave spell-casting to
the mages.




