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Gaudeamus igitur
juvenes dum sumus.
[Therefore let us be joyful
while we are young.]

– Gaudeamus igitur
(traditional)



Adam followed the serving maid through the Salamander. He
struggled not to be intimidated by his surroundings; he seldom
had enough coin for taverns, after paying for parchment and a
little food, and his clothes were visibly shabby next to those of the
young mages he walked past. He reminded himself that poverty
was holy, and no cause for shame.

The older man waiting in the private
room wasn’t shabby, but neither had he
dressed to prove his worldly standing. He
looked like a quiet scholar, but some-
thing more than a scholar’s dispassion
was in those eyes.

The older man thanked the young
woman, and shut the door as she left.

“Be seated,” he said, gesturing at the
bench that ran around the walls of the
room. “They call me Master Alanus. I see
you’ve heard the name,” he added, in a
wry tone. “Will you have wine?”

Adam thanked him, and took a cup,
from which he sipped cautiously.

“You’re Adam, nicknamed the
Gargoyle by some of the Goliards. It’s
said that you got the name because
you’re silent as a stone image. Before I
may say more, I must ask for that
silence.” Master Alanus held out a cru-
cifix and made a slight gesture with the
other hand. “As a servant of King
Edward, I bid you to hold what we say
here secret, as the King’s business. You
may tell it to your confessor, if you
think there is any sin in it, but to none
else. Will you swear, in God’s name?”

Adam gave the oath he was asked for.
Then Master Alanus spoke of Adam’s life,
like a lawyer presenting a case: his childhood in Sussex, the dis-
covery of his talent, his journey to Worminghall to study, his beg-
ging in the streets to support himself while he learned.

“At Merlin Hall,” Master Alanus said, “we train young men
for the King’s service. Most come from noble houses, as I did.

But the house has discretion to admit any young man fit for serv-
ice, whether high or low born. I have had you watched, as all stu-
dents here are watched, and I believe you may be fit. I have
secured the consent of Master Carolus to take you as a student,
if you will. Will you essay it?

“Consider well before you speak. I do not offer you fame or
honors. You will not want,
within reason, and you will be
taught as much as you can
learn, not only to cast spells, but
to fight and more secret arts.
Your reward will be to serve,
and sometimes to do evil, so
that England may be saved
from greater evil, and perhaps
to suffer and die in that cause.
And to prepare you, you will
work harder than you have ever
worked yet.

“Think well, and then speak:
Yea or nay?”

Adam drank more of the
wine while he gathered his
thoughts – and wrestled with his
doubts. At last, he found voice.

“In God’s name, Master, I
will undertake it, if you deem
me fit for the work.”

Schools for mages are a
common theme in fantasy.
Worminghall is such a school:
a medieval university with a
large faculty of magic, located
in western England, near
Wales. It’s ready to use as a set-

ting for a fantasy campaign.
Students at medieval universities were very young men –

14 was a common age to start attending. They were often
far from their parents, and not closely supervised by their
teachers, giving them a lot of freedom to get into trouble.
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Worminghall itself offers a variety of perils, both physical
and magical, to test the skills and daring of mages in training.
It’s also a complex society, where students can seek mentors
and friends and take sides in ongoing conflicts. It brings
together young men from every background, from great wealth
and desperate poverty – including hundreds of foreigners
whose only common language is (often halting) Latin. Finally,
it’s a place where students can gain knowledge of magic itself,
and test their newly learned spells.

As their learning advances, they can have adventures out-
side the city. The Welsh Marches are a wild, often lawless
place. The last independent prince of Wales is dead, but rebel-
lious nobles – not all Welsh! – and robber bands stage raids.
Furthermore, not all mages learn their skills at the university;
wizards and witches trained in older traditions roam the land.

CAMPAIGN USES
Worminghall can fit into an invented fantasy world as eas-

ily as into the real Middle Ages. For example, in a campaign
based in Yrth (see GURPS Banestorm), a good place for it
would be the River Smoke, by the Caithness border of Megalos
– conveniently on the normal-mana side, but with a compara-
tively wild country not far away.

It could be on Earth, but in a later era: in the Restoration,
with a young Isaac Newton revolutionizing the Faculty of
Alchemy; in the age of steam, as magic confronts science and
women seek access to education; or even in the present day, as
a setting for urban fantasy.

For the GM using the Infinite Worlds structure, Worming-
hall might be on “Bacon-1” – named for Roger Bacon, one of
the university’s founders. This appears to be a close parallel
with minor geographic divergences. Infinity analysts find it a
puzzle that the timeline remains so close to Homeline history,
despite the presence of high-powered magic and alchemy.
However, that may explain how Bacon, an alchemist, comes to
be alive in 1300, rather than having died in 1294, as he did in
Homeline. The founding of the university in 1256, which

Bacon supported, was the first clear historical divergence,
though it was followed after less than a year by Alfonso X (“the
Wise”) endowing a Faculty of Magic at Salamanca.

INSPIRATIONAL SOURCES
GURPS Locations: Worminghall is an original setting;

none of its content comes from previously published books.
Some of its ideas were inspired by GURPS Fantasy, GURPS
Magic, GURPS Thaumatology, and GURPS Thaumatology:
Urban Magics. GURPS Magic: Spell Charts was indispensa-
ble in writing it and is highly recommend for planning stu-
dents’ courses of study. The city description format comes
from GURPS City Stats; the treatment of military forces
comes from GURPS Mass Combat.

ABOUT THE AUTHOR
William H. Stoddard is the author of GURPS Fantasy,

GURPS City Stats, and GURPS Thaumatology: Urban
Magics. He also has written or contributed to many other
GURPS books. GURPS Locations: Worminghall is his first
setting book. He lives in San Diego, California, with his girl-
friend, two cats, two computers, and more books than most
medieval scholars ever dreamed of.
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Steve Jackson Games is committed to full support of
GURPS players. Our address is SJ Games, P.O. Box
18957, Austin, TX 78760. Please include a self-addressed,
stamped envelope (SASE) any time you write us!
We can also be reached by email: info@sjgames.com.
Resources include:

New supplements and adventures. GURPS continues to
grow – see what’s new at gurps.sjgames.com.

e23. Our e-publishing division offers GURPS adven-
tures, play aids, and support in PDF form . . . digital
copies of our books, plus exclusive material available only
on e23! Just head over to e23.sjgames.com.

Pyramid (pyramid.sjgames.com). Our monthly PDF
magazine includes new rules and articles for GURPS, sys-
temless locations, adventures, and much more. Look for
each themed issue from e23!

Internet. Visit us on the World Wide Web at
www.sjgames.com for errata, updates, Q&A, and much
more. To discuss GURPS with our staff and your fellow
gamers, visit our forums at forums.sjgames.com. The
web page for GURPS Locations: Worminghall can be
found at gurps.sjgames.com/worminghall.

Bibliographies. Many of our books have extensive bib-
liographies, and we’re putting them online – with links to
let you buy the resources that interest you! Go to each
book’s web page and look for the “Bibliography” link.

Errata. Everyone makes mistakes, including us – but we
do our best to fix our errors. Up-to-date errata pages for all
GURPS releases, including this book, are available on our
website – see above.

Rules and statistics in this book are specifically for the
GURPS Basic Set, Fourth Edition. Page references that begin
with B refer to that book, not this one.

About GURPS

There are more things in
heaven and earth, Horatio,

Than are dreamt of in your
philosophy.

– William Shakespeare, Hamlet
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mailto:info@sjgames.com
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The nonuniversity economy is based prima-
rily on the wool trade; Shropshire wool is of
exceptional quality and in high demand. River
barges ship wool and other goods. A market for
sheep, poultry, and other local livestock is held
every Wednesday.

The university itself is an important source of
revenues. Without the students, some of Worm-
inghall’s taverns would go out of business, and
many would become smaller and poorer. Lodg-
ings for students aren’t especially profitable to
run, between legal limits on rent and property
damage. Nonetheless, townspeople’s competition
for the remaining housing first drove up rents,
and then encouraged extensive construction
inside the New Wall (p. 14), enriching many prop-
erty owners. Student and faculty custom supports
a variety of specialized businesses (The Enigma
Shop, p. 20; Godwin’s Books, pp. 20-21; Gib the
Tailor, p. 25). Many townspeople have picked up a
bit of Latin from dealing with students.

Students who don’t complete their educa-
tion often turn to educating younger boys
(Curriculum, pp. 7-9). Townsfolk can easily
find teachers for their sons, if they think
instruction would be profitable, from charity
schools taught by friars (Poor Friars of
Worminghall, p. 16) to private tutors living in
their own houses. An unusual number of
Worminghall families have sons who go into
literate professions or become clergymen.

CIVIL DISORDER
The worst thing about living in Worminghall is the stu-

dents. Their legal immunity means they can generally do as

they please, up to the point where city officials can talk the
abbot into expelling them. Every decade or two, a student does
something bad enough to stir up riots. Most students are
decent, but even a decent young man can run wild. “Goliards”

(secular students) are viewed stereotypically as
rich, privileged, and hedonistic – sometimes
perfectly true, though many secular students
are as serious as monastic ones.

Not that the city is perfectly law-abiding!
Everyday life is violent, with a lot of brawls
and an occasional knifing. Going about the
streets armed with more than a knife or a
staff will attract questions from the authori-
ties. Even so, workingmen and servants may
use these basic weapons if a fight starts.
Young men from respectable families are
more likely to meet outside the city for a duel.
Several of these have taken place behind the
Sting (pp. 24-25).

The southern part of the riverbank is a
rough part of town. Bargemen come on shore
to visit taverns. They may brawl with each
other, but their sense of honor requires them
to gang up on townsfolk or students
(Rivermen, p. 27).

Two watchmen guard each outer gate at
night, under the supervision of the city con-
stable. They can call on the citizenry to pur-
sue lawbreakers – a custom known as “hue
and cry.”
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Folk Magic
The laity in Worminghall include people who use various forms of

magic, without having studied them formally. Nearly all the women who
use magic are in this position. This folk magic encompasses several dif-
ferent approaches, though practitioners mostly aren’t interested in
scholastic classification – they will learn anything that works. (For the
Church’s views of these sorts of magic, see Magic Licit and Illicit, p. 32.)

Natural magic is based on inherent supernatural qualities of cer-
tain substances. Herb Lore skill brings out these innate powers. Sev-
eral families have old plant-based recipes passed on from mother to
daughter (or a favored daughter-in-law or niece). The same skill can
be used with substances of animal origin, such as honey or bezoars
(“stones” formed from compacted hair in the stomachs of goats, able
to be made into antidotes giving +3 HT versus poisons).

Folk practitioners know a few spells of the type included in image
magic (pp. 38-39). In general, these are limited to spells that don’t have
other spells as prerequisites. Folk spellcasters don’t learn Symbol
Drawing and can’t benefit from its bonuses.

A third approach is ritual magic, which calls up demons, angels, or
spirits to serve the mage. Folk practitioners who pursue this keep it quiet,
as the Church classifies it as necromancy and forbids it even to scholarly
wizards. The Church insists all spirits are demons seeking to corrupt
mortal souls; other traditions say mortals can make friends with the Fair
Folk or other spirits of the land. Some practitioners have secret books of
Necromantic spells; others have advantages such as Medium or Channel-
ing. Either type may acquire spirit Contacts who can cast specific spells
for them, often spells the practitioners themselves don’t know.



This is partly simple unawareness that other people’s magical
gifts are less acute than his, but also reflects his belief that solv-
ing puzzles for oneself is the best way to learn. He and Marcus
Florentinus (p. 20) enjoy meeting for occasional discussions,
and respect each other’s magical insights, though they present
their ideas in different styles – Marcus favors the pyrotechnics
of elaborate figures of speech, where Mauritius offers brief
glints of illumination amid obscurity.

Father Mauritius took his vows late in life. His wife, Barbara,
died not long after giving birth to his daughter. Two years later,
he became a monk, giving his children into the care of his
wife’s brother, and making provisions for their support. His
superiors didn’t encourage, but tolerated his intermittent con-
tact with them, and his being consulted in emergencies. His
son, Antoninus, is a student at Cambridge, interested primarily
in astronomy. He inherited his father’s Magery, but isn’t eager
to pursue magic. His daughter, Miranda, at 16, has both talent
and interest, particularly in Symbol Drawing, and has read
some of his books, but has few options for serious training. She
might be able to fit in at Shrewsbury Hall, if she thought of
approaching so aristocratic a community.

Father Mauritius can provide Thaumatology-18 as a Con-
tact, and is Completely Reliable. He has Reputation +3 for his
magical knowledge (Magical scholars; All the time) and +1 for
his abilities as a spellcaster (Worminghall residents; 10 or
less), but -1 for having worldly concerns – mainly his children

(Worminghall residents; 7 or less). His Religious
Rank 3 as a priest contributes to his Status 2
(enhanced by his being a syndic); as a monk, he
lives modestly, supported by the abbey, at a level
equivalent to Status 0.

OLAUS VERMENSIS
Born Olaf Nilsson in Jutland, Master Olaus

Vermensis is now one of Worminghall’s most
brilliant wizards. Just turned 30, he’s a
respected teacher in the Element of Water. His
mastery of Healing spells has brought him calls
to several noble houses.

Olaus leads a double life. Rumors tell of an
ultimate healing spell, Resurrection, which can
only be cast by a mage familiar with spirit
magic. The quest has drawn Olaus to the study
of unlicensed books, as one of a small group of
necromancers (p. 33). He’s also active in the
Arcanists (p. 33).

Master Olaus has Status 1; Reputation +1 as
a healer and learned man (Worminghall resi-
dents; 10 or less); and Reputation +2 as a bril-
liant theorist of magic (Magical scholars; All the
time). As a Contact, Master Olaus provides the
skill of Thaumatology-18 and is Somewhat Reli-
able. He is not likely to become a Patron. His
study of necromancy is a -10-point Secret: He
might be blackmailed by the threat of exposure,
or driven to commit greater crimes to avoid it.
His being an Arcanist is only a -5-point Secret.

ROGER BACON
Roger Bacon is the syndic of Worminghall’s

Faculty of Alchemy, which he himself founded in 1256, after
quarreling with Henry of Lexington, who replaced Bacon’s
close friend Robert Grossetete as Bishop of Lincoln (a diocese
that then included Oxford). Now in his mid-80s, he retains
much of his vigor. Worminghall rumor suggests that he has
discovered alchemical methods of prolonging life.

Originally trained in the Faculty of Arts, Bacon has come to
hold high-flown philosophies in contempt. He believes in
observing nature. He has spent many years compiling a list of
alchemical formulations and testing whether they really work.
In this pursuit, he has learned Greek, Hebrew, and Arabic, and
he often condemns scholars who talk about books they can’t
read in the original language. He’s also an advocate of prohibit-
ing and burning books, including grimoires, that are shown to
be forgeries of ancient texts. His talent for sarcasm makes him
feared, but not liked, though many Worminghall scholars are
perversely proud of his tirades.

Bacon has little concern for wealth and is Status 0, but has
Reputation +4 as a philosopher and alchemist (Scholars; All
the time), which somewhat offsets his Odious Personal Habit
of ferocious debate (-2 to reactions). As a Contact, Bacon pro-
vides Alchemy-21 and is Usually Reliable. He may become a
Patron for a gifted scholar, granting few material resources but
a wide range of alchemical support – as he has for Dolores de
Montoya (p. 19).
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Magic Licit and Illicit
Under canon law, the Church regulates or prohibits certain forms of

magic on theological grounds (see also Folk Magic, p. 13).

• Calling on spirits risks falling into worship of false gods. This
applies to necromancy in general; to elemental spirit spells; to spells for
visiting other planes; and to Divination by crystal balls or reflecting sur-
faces (crystallomancy; using mirrors or pools is also called catoptro-
mancy), examining a sacrificed animal’s entrails (extispicy), or
consulting a medium (gastromancy). The advantages Channeling and
Medium raise the same issues. LC0.

• Divination of future events denies free will and trespasses on divine
foreknowledge; this applies to Death Vision and Summon Shade. It
would also apply to Timeport and spells for which it’s a prerequisite, if
those had been discovered (see Uninvented Spells, p. 39). LC0.

• Pretended divination, using Fortune-Telling, is criminal fraud; the
fake diviner will be handed over to the secular authorities. LC0.

• Divination of present or past events is questionable, as it reveals
what God has concealed, but is not always prohibited. This applies to
spells that reveal past events, remote present events, present events hid-
den behind walls or under the earth – and present thoughts hidden in
another’s mind. LC1.

• Divination by interpretation of dreams (oneiromancy) is subject
to fewer restrictions, because God can choose to reveal hidden truths
through dreams. LC2 if the spell Divination is used; LC3 if the dream is
interpreted without magic.

• Other forms of spellcasting are permitted to mages trained within
the Church. LC2.

• Making use of natural magical qualities is lawful for anyone, sub-
ject to Church inspection. This includes Herb Lore and Alchemy. LC3.

• Praying for God’s help is always allowed. LC4.



Worminghall can play varied roles in a campaign, from the
briefly sketched scene of a single encounter, to a complete
environment to be explored at length.

JUST VISITING
Adventurers might visit or pass through Worminghall for a

variety of reasons.

• It’s on their way from someplace to someplace else. They
could be taking the road west from England to Wales, or boat-
ing up or down the Severn. Reasons for travel could be war,
trade, a pilgrimage, or escorting a bride to her wedding.

• They could be friends or family of a student.
• They could need information on some arcane topic, mag-

ical or otherwise.
• They could need actual magical serv-

ices: an enchantment, the brewing of a
potion, or the breaking of a curse. Worm-
inghall has one of the highest concentra-
tions of mages in Europe, and some of the
most skilled.

• They could have magical valuables to
sell, perhaps acquired in an adventure: gri-
moires, enchanted objects, or body parts of
rare and dangerous beasts.

• They could be sent to investigate
some crime or other problem, either by the
king or by the Church. Getting the local fac-
tions to play along would be one of the big
challenges of such an inquiry.

A related option is to have adventurers
come from Worminghall, but not stay there.
The first session or two could show their
last days in town before their actual adven-
tures begin.

CAMPAIGNS
An ongoing campaign set in Worming-

hall will likely be about students of magic. A
major choice for such a campaign is how
much emphasis to give to studying and
learning. On one hand, classroom activities
can be kept in the background, like a regu-
lar nonadventuring job that pays the bills.

The GM could even have players make monthly “study rolls”
(p. 36) and keep track of learning accordingly. On the other
hand, classroom scenes can be dramatic: clashes with teach-
ers, rivalries with other students, debates over magical lore,
first attempts to cast spells (Magical Instruction, p. 8), even
martial-arts-like “training montages.”

Life outside the classroom can easily become exciting. A
student who gets involved in heresy or prohibited magic will be
called before the university authorities, but few other restric-
tions exist. Students can have rivalries, and test newly learned
spells in magical contests. They can acquire friends and ene-
mies, and get drawn into factions. They can spend their nights
at taverns, or get into fights with townsfolk. If they get into
trouble – or if trouble comes looking for them – they’ll be
mostly on their own.
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CHAPTER FIVE

ADVENTURES
AND CAMPAIGNS

Genres and Themes
GURPS Fantasy (pp. 6-7) discusses the various genres of fantasy. Worm-

inghall can be adapted to different styles, to suit the GM’s preferences.

Sword and Sorcery: With most protagonists being mages, this works best
as dungeon fantasy. Discovering and exploring the legendary dragon’s lair
(A Deeper Mystery, p. 28) can be the focus in this kind of campaign. This theme
is most appropriate for older students who’ve learned spells suited to combat.

High Fantasy: To gain the proper sense of myth, tie the ongoing struggle
between England and Wales to supernatural forces, with angels or pagan
spirits supporting the cause of one or the other land. Students at Merlin Hall
(p. 19) could be drawn into this – but so could young, naïve students, if they
have a suitable Destiny. The actual Merlin (or Morgana) might be somewhere
in the background.

Low Fantasy: Classwork, university politics, and daily life in a medieval
city are a natural starting point for stories of real life in a fantastic setting. Fol-
low a group of students through apprenticeships in sorcery, and encounters
with university and city politics.

Light Fantasy: Young people’s misadventures are a classic theme for com-
edy! Miscast spells give them an entire new set of ways to get into trouble.
This kind of campaign is perfect for a band of Goliards who don’t take their
studies too seriously.

Dark Fantasy: Necromancy is a readymade theme for exploring the bor-
ders between fantasy and horror. To make it more personal, have a necro-
mancer’s students realize that their master has been bargaining with evil
spirits, and that some of what he’s taught them has been forbidden arts. Can
they extricate themselves from entanglement with dark powers?



Abbey, see St. Mary’s Abbey.
Abbot, 7, 12, 33.
Abbot’s Mill, 25.
Adventures, 35; example, 36-37;

see also Campaigns.
Alchemy, census, 9; Faculty of,

8, 32; house, 18; master, 18,
19, 32.

Alisoun, Mistress, 20.
Allan o’the Dell, 23.
Almoner, 16.
Apothecary, 25-26.
Arcanists, 33; known, 20, 32.
Area Knowledge skill, 14, 15.
Arithmetic, 8.
Arts, 7, 8; census, 9; Faculty of,

9; notable masters, 16, 17,
20.

Astronomy, 8.
Augustinian Priory, 15.
Bachelor designation, 7.
Bacon, Roger, 18, 19, 32.
Bailiff, 16.
Bargemen, 13, 22, 23, 27.
Baths, 25.
Beggar Master, 20.
Beggars, 26.
Beggars’ Shrine, 27.
Bernard, Father, 18.
Bezoars, 13.
Bigod, Margaret, 19.
Books, price of, 21.
Bracton, Alys, 19.
Buildings, materials, 14.
Caledoniensis, Archemboldus,

8, 18.
Calvus, Jacobus, 7, 33.
Campaigns, 35-36; genres and

themes, 35; sample
encounters, 36-37;
uses in, 4.

Canon Law, campaigns, 36;
census, 9; Faculty of, 9;
notable masters, 31.

Canonical hours, 6.
Castrensis, Odo, 7.
Cecil, Brother, 8, 17.
Celebrations, 5, 26.
Cellarer, 16.
Census eruditorum, 9.
Chancellor, 7, 16.
Churches, 21-22.
City stats, 12.
Civil disorder, 13.
Classrooms, 14.
Clement, Master, 25.
Cliff House, 17.
Crime, 6-7, 12, 13; magic, 7, 32;

taverns, 24, 25.

Cross-quarter days, 28.
Curriculum, 7-9; see also

Lessons.
Cyprian House, 18.
Davies, Margaret, 21.
de Montoya, Dolores, 19.
Deacon, Samuel, 22.
Delisle, Mariot, 19.
Dialectic, 8.
Dickon the Mate, 25.
Disputations, 10, 24.
Divination spells, 32.
Doctor designation, 7.
Dragon’s lair, 28.
Easter, 5.
Economy, 13, 14.
Elements, notable masters, 8;

spells, 38-39; syndics, 7; see
also Magic, specific masters.

Enigma Shop, 20.
Epiphany, 5, 26.
Equipment, writing, 21.
Esoteric coteries, 33.
Faculties, 7-9; census, 9;

Element masters, 8; syndics,
7.

Favor advantage, 6.
Fisher, Robert, 23.
Florentinus, Marcus, 8, 20.
Foxe, Kate, 24, 37.
Gate House, 23.
Geometry, 8.
Georgius, 16.
Gib the Tailor, 25.
Godwin, Robin, 20-21.
Godwin’s Books, 20-21.
Goldsmith, Imogen, 25.
Goliards, 6, 13; beggars and, 26;

encounters, 36.
Good Shepherd’s Church, 21.
Grammar, 8.
Green Dragon, 23.
Guestmaster, 16.
GURPS, 8, 38; Banestorm, 4;

Basic Set, 8; City Stats, 4;
Fantasy, 4, 35, 39; Horror,
37; Low-Tech, 9; Magic, 4,
8, 19, 24, 33, 38, 39; Magic:
Spell Charts, 4; Martial
Arts, 22; Mass Combat, 4,
22; Powers, 27, 28; Power-
Ups 2: Perks, 7;
Thaumatology, 4, 28, 38;
Thaumatology: Urban
Magics, 4.

Halberd (tavern), 23.
Half Moon, 23.
Hammer and Sickle, 23.
Harold, Father, 21.

Henricius, Father, 16.
Herb Lore skill, 13.
Heresy, 7, 32.
Hermit, the, 20, 37.
Hidden places, 27.
Hilda, Mother, 16.
History, 11.
Holly and Ivy, 23.
Hospital of the Franciscan

Sisters, 15.
Hours of the day, 6.
House of Doctor Christianus,

18.
House of the Alchemists, 18.
Hunter’s Horn, 23.
Infirmarian, 16.
Invisible college, 33; see also

Necromancy.
Ius ubique docendi, 7.
Jenkyn the Apothecary,

25-26.
Jocund advent, 5.
King Henry’s Inn, 18.
Kitchener, 16.
Langland, James, 24; John, 24.
Latin, Goliards and, 36;

students and, 5, 6, 8, 19;
townsfolk, 13.

Laurentius, Brother, 7.
Law, Canon, see Canon Law.
le Blank, Thomas, 7, 12, 33.
le Normand, Ralph, 21, 22, 34.
Leclerc, Michael, 19.
Lectures, 9.
Lessons, basic, 6, 9-10;

curriculum, 7-9; magic, 8,
10, 36, 39; study rolls, 36.

Liberal arts instruction, 7-8.
Ludlow, John, 22.
Macer, Renatus, 8, 17.
Magery (One Element)

advantage, 39.
Magic, census, 9; esoteric

groups, 33; Faculty of, 9;
folk, 13, 28, 39; image, 13,
38-39; learning, 8, 10, 36,
39; licit and illicit, 7, 32;
natural, 13, 32, 39; notable
masters and teachers, 8, 16,
17, 20, 31-33; ritual, 13, 39;
women and, 13; see also
Spells.

Mannering, Nicholas, 26.
Mannering’s Wineshop, 26.
Manticore House, 18-19.
Maps, 29-30.
Marianus, Brother, 16.
Markets, 14, 26.
Martial-arts instructor, 22.

Master designation, 7.
Masters, 5; finding, 6;

residences, 14; specific, 8,
16, 17, 20, 31-33.

Matthias, Gregory, 20.
Medicine, census, 9; Faculty of,

9; notable masters, 16.
Merlin Hall, 19.
Michaelmas, 5.
Military, Tower, 14, 22; using

Mass Combat, 22.
Mills, 25.
Mithraeum, 27.
Mithras, 27.
Molesworth, Hannah, 33-34.
Monasteries, 15-17; officers, 16;

overview, 15.
Monitors, 7, 12, 36-37.
Montefortis, Alanus, 8, 19, 28,

31.
Mt. Carmel Abbey, 16.
Music, 8.
Necromancy, 13, 32, 38, 39;

campaigns, 35; notable
masters, 20, 32, 33.

Norbertine House and School
of the Annunciation, 16.

Officers, monastic, 16;
university, 7.

Old Mill, 25.
Owain, Brother, 17.
Owl (tavern), 23-24.
Palmer, Henry, 24.
Parvus, Christianus, 18, 31.
Patience, Sister, 16.
Peter, Father, 22.
Philosophy, see Arts.
Pilgrim (tavern), 24.
Pius, Brother, 17.
Politics, local, 12.
Poor Friars of Worminghall,

16.
Practicums, 10.
Precentor, 16.
Price, David, 22.
Proctor, 7.
Prudhomme, Joseph, 24.
Quadrivium curriculum, 8.
Quodlibet, 24.
Ranulf, Master, 22, 23.
Raven’s Nest, 28.
Red John, 24-25, 34.
Refectorian, 16.
Renatus, Master, 20.
Residences, 14, 17-20.
Rhetoric, 8.
Rivermen, 13, 22, 23, 27.
Robkin the Dwarf, 26.
Roger the Black, 23.
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Rose Bush, 24.
Rudipertus, Brother, 7, 17.
Sacristan, 16.
Salamander (tavern), 24.
Samuels, Jacob, 23.
Saxoniensis, Fredericus, 8, 17.
Scholars, notable, 31-33; see

also Faculties, Masters.
Search rolls, 15.
Secret disadvantage, 33.
Secret Grove, 28.
Shrewsbury Hall, 19.
Silvanus, Cole, 8, 20.
Simplicius, Brother, 16.
Skills, learned in curriculum,

8-9.
Spells, Elements and, 38-39;

illegal, 32; image magic, 38-
39; not in image magic, 39;
prerequisite counts, 39;
uninvented, 39; see also
Magic.

Spirits, 28; campaigns and, 35,
37; magic and, 13, 28, 32,
33, 39.

Squires, Hugh, 24.
St. Brendan’s Church, 22.
St. John the Baptist’s Church,

14, 22.
St. John, Isengrim, 34.
St. Mary’s Abbey, 11, 17;

abbot, 7, 12, 33.
Stallion (tavern), 24.
Sting (tavern), 24-25.
Students, as beggars, 26;

census, 9; civil disorder, 6,
13; daily routine, 6-7;
finding a master, 6; first
day, 5; foreign, 6; in each
faculty, 9; income and
wealth, 7; language
required, 6; monastic, 6;
nickname, 5; residences, 14,
17-20; secular, 6; Wealth, 6,
7; women, 19.

Study rolls, 36.
Symbol Drawing skill, 8, 10,

13.
Syndics, 7; see also Faculties,

Masters.

Tables, magic elements and
character traits, 8; Wealth
level, 8.

Tail (location), 12, 14-15;
notable places in, 21, 23,
24; searching, 15.

Tailor’s shop, 25.
Taverns, 23-25.
Teachers, 5; see also Faculties,

Masters.
Terms, first day, 5; school year,

5.
Theophilus, Mauritius, 7, 8,

31-32.
Thomas, Abbot, 17.
Thornbush, Pippa, 24.
Throckmorton, Daniel, 23.
Timothy of Lincoln, 23.
Timothy, Brother, 17.
Tower (military outpost), 14,

22.
Townsfolk, daily life, 12-13;

magic and, 13; notable,
33-34.

Trinity Church, 21-22.

Trivium curriculum, 8.
Tully Hall, 19.
Universities, officers, 7;

overview, 5; see also
Students.

Vermensis, Olaus, 8, 32, 33.
Vermians, 5.
Vincent, Father, 21-22.
Walls, 14.
Wealth level, 6, 7.
Welsh, 11, 22, 28.
Widow’s House, 20.
Wineshop, 16.
Women, begging and, 26;

education and, 19; magic
and, 13, 28; religious
community, 15-16.

Woods, Hugh, 23.
Worm pies, 27.
Worminghall, pronunciation,

5.
Writing tools, 21.
Younghusband, Edmund, 8,

20, 33.
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