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INTRODUCTIC
TO XANTH

e play agame, my readers and |: we pretend that the Land
" of Xanth is real. But as sometimes happens, especiadly
J when magic is involved, redlity changes. Xanth is red,
when we take the trouble to understand it.
Do you know the way a computer shows you what you
are typing or drawing on the screen? (In Xanth, we have
’ Com-Pewter, which ismostly pewter and crockery, operat-
ing smilarly, but for the moment let's stick to the dull Mundaneverson.) Well, if
you want to get technical, that's illusion. You aren't really seeing what's in the
computer, which isjust a bunch of wires and printed circuit boards and what
they cdl chips made out of silicon. You aren't even seeing the squintillion little
switches that are dl set to ON or OFF inside those chips and things. You are
seeing only what the computer wantsyou to see, whichisapicture of alittletiny
part of the pattern of al those switches. But you like the way the picture looks,
andyouthink it makes sense, soyou are satisfied. Y ou know it isfoolingyou, but
you liketo befooled, becausewhat's on that screen isalot prettier than the guts
of the machine. (The same is true with respect to your girlfriend: her face is
prettier than her innards.) So you stick with the representation, the picture, and
leavethe rest done. Y ou prefer to settle for theilluson instead of the redlity.
Will, Xanthisthe picture. Theredlity isMundania. In Xanth thingsaremagic,
while in Mundania they are dully scientific. If we scraped away the magic, we
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would see the ugly guts of it. We would see the state of Florida, with its crowded
highways, polluted rivers, and garbage dumps. But what is the point? We prefer
to settle for the magic picture, which explains things in a more interesting and
sensgbleway. Thesame underlying elementsarein each, but oneisnicer tolook at
than the other.

How did this Xanth picture come to be? That is dull history, but if you can
stand it for afew paragraphs well soon get on to the good stuff.

Backinthemid 1970's| was doing two things. (Well, maybe more, if you count
eating, deeping, raising children, earning aliving and such. But that isreally too
dull to mention.) | was setting up to move to the wilderness of central Florida,
and | was making contact with a publisher. The Florida backwoods is different
from Miami Beach. It isfilled with oak trees and pinetreesand sinkholes, instead
of big hotels and white beaches. But I'm abackward kind of person, and | thought
I'd feel more a home there. So we bought five acres on an old overgrown sand
dune and put acabin on it, and later we put a house on it and moved there. We
had awood stovefor warmthinthewinter, and fansfor coolth in thesummer, and
we got along. We were in the middle of nature; indeed, the bugs liked to come
in to join us, including a little horror of the assassn bug tribe cdled the
bloodsucking conenose, or Mexican bedbug, whose bite raised a painful welt a
week long. Remember, thiswas Mundania; thisistheway it isthere.

Meanwhile, the publisher waswhat in due course cameto beknown asDd Rey
Books. | wanted to write for them (in Mundania, a singular publisher may be
plurd; dont ask why), but a complicated Mundanian protocol known as an
Option prevented mefrom giving them asciencefiction novel. So | tried fantasy
instead, though it was generally known that fantasy was a drug on the market,
and suitable mainly for londly distaff writers, not for aggressve characters like
me. | didn't expect to get rich or to have agreat time, | wasjust operating on the
principle that awriter can never have enough markets for hiswork. The normal
condition for writers, you see, isborderline starvation; the smart ones have some
other source ofincome, such asarich inheritance. Also, | wanted towork with an
editor who really knew what he was doing, Lester del Rey. Thus | cameto sign a
contract for A Spellfor Chameleon.




urprise, surprise! The first surprisewasthat | did have a good
time: | liked this type of writing. It proceeded swiftly and
easily, opening out before me like the magic landscape it was.
Soell was su?lposed to be a sngleton novel, but it acquired a
&4 Sequel, and then athird to make it atrllogy That trilogy later
expanded, until it was nine novels long. Now I'm starting a

. second trilogy, which may aso be nine novels long. | mean,
everyone knowsthat stheway things are donein Xanth. (Somefolks poked fun
at mefor having afourth novel in atrilogy, assumingthat | really couldn't count.
Then other writers, such as Asmov and Clarke, started doing it, and the laughter
died away. But the trilogies of those others are relatively puny, running only
about half a dozen or so titles)) Once | entered Xanth, | was unable to leave it.
Thus | may have been the first to make that discovery, though now hundreds of
thousands of readers have made it, too.

The second surprise was that | did get rich and famous from it. You see, the
normal novel rtgw ires something like ayear to write, and ison sdefor something
like ten days before being buried by a partlcularly ugly Mundane thing cdled
Returns. Ask any writer! A Xanth novel requires something like three monthsto
write, and it stays on sde forever. Thisis because of the associated magic; any
reader who starts reading a Xanth novel breathes the magic dust between its
pagesand isinstantly addicted. (Yes, | know, thereisagrotesgue exception: the
reviewer. For him the magic reverses. Let'stry to ignore this painful aspect.) Not
only that, the reader feels compelled to proseytize: he collars his friends and
makes them poke their noses in too, so they share his fate. Since a bit of money
trickles down to me from each copy sold—about one-eleventh of the cover price,
if you want to get technical—I| keep getting more money. That's nice. It's like
standing under a money tree and collecting the cash that keeps drifting down.
(If, however, you buy acopy with the cover torn off, no money descends; that isan
illega sde, and the one who makes it keeps everything after paying nothing for
the book. He is chopping down the money tree. If you spy one of those dedlers,
sgueal on him to the authorities) Xanth #1 won an award from the British
Fantasy Sodiety as the best fantasy novel of 1977, which is about my only clam to




PiersAnthony's Visual Guideto Xanth 11

literary acceptance; the rest of the critical world pans Xanth. As| liketo put it: as
literature Xanth is ajoke, but as acommercial enterprise it is about as solid as

anything gets.
So | was pleasantly surprised on one or two counts (I tend to lose count; isthat
atrilogy?), and kept on with Xanth. But what | redly st out to do, if | can

remember back to the beginning of this discussion, was to clarify the origins of
>§]antg. These Iar%d n|1ix<ra]d adright in ng the rest of

this. Because | redlly hadn't expected to get into | :
fantasy, | needed to start from scratch. That Never pl annedto Wr Ite
meant a setting, some characters, and a plot. Xanth, | beganwrm ng
What could | write about that hadn't been written fantaw at aboutthetime

about before?

Wédll, there is a fairly standard al-purpose Judy-L_ynndeI Re)'began
medieval setting for fantasy, wherein men use pugh| ngfantaw_ | was
swords, wizards do magic, and women are beauti- | beabl id
ful and ussess Bar vizrd chsconds with lovely Ucky to beabletoride
maiden, hero rescues her after suffering muc thewave.
difficulty; as a reward, she kisees him. Anyone PiersAnthon
who wants to be successful in fantasy will do - y
something likethis, the old formulaisagood one.

So | started with the medieva setting, and the wizards, and a pretty girl. But
thereis somethingwrongwith my mind; | get turned off by overly familiar stuff. |
wanted at least one halfway origind element. What could that be?

I mushed it about in my cranium, and in due course squeezed out arevelation.
Suppose the magic wasn't limited to wizards, sorcerers, magicians or
whatever? Suppose each person had alittle? Maybe one magic talent per person.
And suppose one person didn't have such ataent, so was an outcast?

That was the breakthrough, and it became the device that started Xanth's
fame. It seemsthat the average reader can identifywith being an outcast,just as|
can, and aso hopes for some redeeming talent. What might Joes talent be, if he
werein Xanth?What about Jane'stal ent? Everybody might have magic, evenifit
didn't amount to much. The popular fancy caught on to that, and never let go.

— e
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0 here was an average young man, growing up without a
talent, just as the average person in Mundaniadoes. Hewas
contemptuoudy cdled "Bink" because no one took him
serioudy. Hewasjust coming up on 21, and if hedidn't find

43 somemagicsoon, hewouldbeexiled. Itwaslikeflunkingyour
K fina exam: without that passing grade, you don't graduate,

=« . andthenyou can't get adecentjobandyouarein effect exiled
from our society and everybody thinks you're stupid, and you're not sure but
what if they aren't ri Tght. Maybeyou'reredly agenius, in some unknown manner
—but how doyou find out what that is?

Weéll, theeditor liked thenotion, butworried that it would seemtoojuvenile, so
we had to raise Bink's age to 25. Asit turned out, it didn't matter; 12-year-old
readersliked him anyway. In fact, Xanth turned out to have asizablejuvenile
market, and that, added to its adult market, made the series abestsdler. (As|
writethis, Xanth #11, Heaven Cent, isthe#3 bestseller on theNew York Times
ligt; that's not bad. Of coursethere's dwaysroom for improvement; how comeit
wasn't #1? Grump. | get tired of being third-rate.) Young folk evidently
understand about magic talent, and the problems of passing and failing.

The setting turned out to be asort of peninsula. | didn't realize at first what |
wasdoing, andwhen | caught on, | didn'ttell the publisher, becausel might have
ruined theimpression. Folkscan bedisillusioned when they discover how things
are redly done. There was one reader who loved Xanth, until he learned that |
reallywork hard to makenovelswork, and | struggledl day, eve?/ day, takingno
vacations, to get them right. That disgusted him; apparently hefelt that fantasy
should spring effortlesdy, fully formed, from the author's lofty brow, awork of
pure genius unsullied by the mundane details of plotting and characterization
and spelling, or of making actual timeto writewhen others had better usesfor
my time, such as shoveling manure, taking out garbage, and answering fan mail.
Thenext novel heread was#5, Ogre, Ogre, and hewroteto afanzine (amateur
magazine) and roundly condemned it because, he explained, of the way the
authorjust"pumped themout." Fortunately, no onedsecaught onto how hard |
work atwriting, sotheserieshascontinued to prosper. (Ifyouwant to know THE

T ™ o — oy
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dirty little secret to successful writing, it's WORK. Don't let any other writers
know | told.) But you can imagine how the publisher would have reacted if they
had known that | had a real model for my fantasy land, and that it hadn't
originated entirely inside my bemused M undane skull.

That model wasthe M undane state of Florida. | made X anth into exactly the
same shape, with abig lake in the south and a big swamp in the north and a
panhandle projection to the west. | put the North Village at the place where |
hoped to build and move, Inverness, and Castle Roogna (named after a
correspondent of the time in Estonia, Martin Roogna) in the general vicinity of
Tampa. Theentire natural land-

scepe of the State translated Writing for meisserious. Even

into that of Xanth, with abit of ;

{gﬁ gca?k e;r%?% }&e r hanglb negg 1S humo_rous Writing, communicating
came tangle trees. The bits of ISVery 'mportant tome. Even beforel
lighter knot wood lying on the sold my first story, | was keeping

forest floor became reverse Py tinai
Wood, becausse ot firg | diant diariesandwriting just for myself. I

know where they came from, | gotoolongwithout writing, | am
just knew that they burned like uncomfortable. | doitamost
magic, actually melting down ISvely- f ay |

our fireplace grate. The occa compulsively; fortunately I'm

siona odd treetrunks, with red successtul enough that it pays wdl.
or purple moss or mold, trans-

lated almost unchanged to —PlersAnthony

Xanth, while some with intri-

guing names, such as slver oak, became literal. After three noves | told the

publisher, and by that time the series was well established, so it was too late to

st it, and the true outline of Xanth and its place names like Lake Walls, and
e Ogre-Chobee and the Ogre-Fen-Ogre Fen, and the Gold Coast became

common knowl edge
) ‘.,...if




h, but what about the Gap Chasm? That doesn't show on any
Mundanemap of Floridal Gotchathere, huh, you chortlewith
4 the evil glee of acritic.
No you don't. The Gap Chasm is there the same way as
Ji¢/ everythingdseis youjust haveto seeit. Millionsof yearsago a
N ig) huge long fault extended across Florida from east to west,
= angled somewhat. But it got buried under more recent debris:
layers of sand, dirt and water, and was forgotten. Only recently did geologists
discover it. Infact, they found it only after thefirst Xanth novel was published; |
think that gave them the hint. It wastoo late to change the maps. But there's an
even simpler explanation: the Forget Spell on the Gap Chasm made mapmakers
forget to show it. Anyonewho falsin it remembers, but since none of those are
ever heard from again, the secret remains.

But yes, you areright: therewas amore persona origin for the Gap. Whenwe
came up to explore our new five acres back in 1975 (we were buying 2%z and
taking areserve on the adj acent 22, hoping to save the money to buy themin due
course), | walked with my daughters through the forest to the east to see the
ralroad tracks. You see, once, in prehistoric times, there were great beasts
known as Trains, very powerful and steamy, and | wanted the girls to see their
ancient tracks so that they would stand in proper awe of what existed before
those newfangled airplanes evolved and ate up al the passengers. We reached
the place where the tracks cut through the sand dune that was now our
mountain—I| mean, the peak is al of 140 feet above sealevel, which is pretty
high for Florida—and it was an amazing gap. The steep banks descended
maybe 20 feet to the bed below, and up even higher on the far side, where the
excavated dirt had been thrown. That impressed al of us. Remember, we had
spent our family life in Florida; there are phenomenal ranges of mountains
that don't exist here. We gaped at the railroad cut. There were even trees
growing down in it, and blackberries; it seemed to be another whole
realm. o, dightly (theliterary termfor it is Hyperbole, which would you believe,
is pronounced hy-PER-bo-lee, not Hyper-bole?, that cut became the Gap of
Xanth. Once they even ran atrain up those old tracks, and stored some old

s S = ——
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railroad carsthere. Naturally the beast of the X anth Gap had six pairs of whee—,
uh, legs, and it steamed as it moved. L ater yet, asthe magic of Xanth granted my
wish and brought me money, we managed to buy a section of that cut. It is il
there, but no one remembers it. (Those who prefer more Mundane fiction about
that region can read my non-Xanth novel, Shade of the Tree, set exactly there.
Just don't tell the editor of this book that | mentioned that one; this is supposed
to be limited to Xanth.)

So | had the underlying law of magic—one
talent per person, smilar to the one vote per

ﬁerson supposedly practiced in Mundania. | The Gap Was INSpi red
ad the landscape, transcribed at every point bv therailroad cut
from Forida. All | had to do was put together y

stories involving the two. But there was one that runsthroughour

more element that entered the series by sur- i
s the puns property. Normally | find

Xanth started out as light fantasy, but not inspiration inside
that light. People did get hurt and killed and myself not from the
humiliated. But somehow humor creptinincreas- . ! .
inglyin thelseé:on?] aneda]Ehi rd nﬁvels, and it tgok environment, but Florida
over completely thereafter. The pun is sad to id initi [NSDI
bethelowest form of humor (which makesone did | nltlxal ly I;nqgérfe
wonder if the bun isthe lowest form of bread). _ anth Itseir,
Quite a number of folks claim to hateit. But a —PiersA nthony

smilar number loveit. | don't regard mysdlf as

a punster; Xanth just seems to lend itself to

puns. Soon readerswere sending in punsfor meto usein Xanth. | checked them
over and used the best ones, giving credit in little Author's Notes to the
originators. But thisbecame aproblem, becausethen folkswere sendinginwhole
pages of them, just to get their names into print. | try to answer my mail, but | was
getting overwhelmed by ahundred letters amonth, mostly relating to Xanth. In
addition, the editor was getting fed up; he finaly lopped off the entire first
chapter of Crewel Lyeto get rid of the punsin it. Something had to be done.

iy —— . e




did severd things. | went to a computer, so that | could answer a
number of letters at one sitting, using computer cards. Once | had a
string of 47 cardsin onebatch. But even with that speedup, therewere
too many; it got to the point where one month | answered 221 |etters
and logt half my working time to the mails. That was no good; my
output would suffer if | couldn't save more time to write novels. So

ST finally | set up with asecretary. That made my answers less persond,
but it recovered some of my time. Somereadersdon't like that; they don't want a
secretary, they don't want acomputer, they insst on personal holographic (that
is writteninlonghand: pen andink) lettersfromme. Y ou know how much of my
workingtimeitwould havetaken to do that, in that worst month?All of it. Maybe
that would have made those readers happy, but it wouldn't have done much for
thosewho wanted to read my next novels, and it could have becomedifficultfor
me to earn my living. Somehow these readers seem to feel that my livelihood
doesn't matter; that I owe them al personal answers. One even condemned me
for saying that | didn't want even more letters. | replied that when he spent a
guarter or half of his earning-a-living time for nonpaying correspondence, then
he could criticize me. | didn't hear from him again.

Another thing | did was to tackle the source of the problem. | advised readers
in the Author's Notes that | didn't want any more puns, and | stopped using
them. Vale of the Vole had no reader-suggested puns and no Author's Notes.
Thereafter | used afew, but did not encourage them. Xanth itself isno longer as
punnish asit once was, now you know why. Oh, the mail continues, but there
aren't so many pages of punsin it. Some letters, incidentally, now are from folks
who were born after the first Xanth novel was published in 1977.

So Xanth isred, in waysthat | didn't anticipate and don't aways appreciate.
But the fact remainsthat Xanth is the engine that powers my bestsalling career.
We live in anice house now, on anice property; my wife cdls it the house that
Xanth built. My daughters grew up on Xanth and are now in college because
Xanth made it affordable. Don't tell me it's not real!

Last and least, what about the name? Where did | find theterm " Xanth"? The
word "Mundania’ is adapted from the words used by fantasy fans—you know
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those things made out of bamboo and paper that blow cool air—to describe the
rest of uswho aren't fans. But Xanth is the magic realm, so naturally it has a
phenomenal story behind it, you think. Ha—it'sthe most M undanish of them all.
Back inthe60's| bought somebooksof namesfor babies, which | usedfor naming
the characters in my novels. | liked the name Xanthe, which derives from the
Greek word for blond. That is, afair-haired girl. Maybe | should have named my
blond daughter that, but at first | didn't know her hair was yelow, because it
was dark; only asit grew out longer did it sunbleach light. So therewasthis nice
name. | used it in astory, "Xanthe's Heart," about a young man who loved his
girlfriend Xanthe and wanted her heart; they were in a car accident together,
and when he woke up, he had her heart, transplanted to replace his, which had
been destroyed along with her life. That story never found ahome and was duly
retired. So when | needed a name for my fantasy land, | used it, only thistime
amputating the terminal "e" That did it; editors will buy something after it has
been cut or mutilated in someway, though usually they prefer to do the chopping
themsalves. Thus Xanth, just a chance adaptation. At that point | didn't know
there would be more than one nove, or that A Spell for Chameleon would sl
over 700,000 copies and keep going for over a decade and maybe forever. |
thought it wasjust another novd. | know, | know; | was criminally ignorant. But
that's the way it was. Maybe if | thought about it more carefully | would have
comeup with amore sensible namelike Oz or Narniaor Middle Earth or Amber
or Shannara or The Land. Sorry about that.




GREAT EVENTS
IN_THE HISTORY

OF XANTH

ey
a n its earliest days, Xanth was a peaceful land in which the centaurs
J  were the dominant species. Strong magic abounded. Magical
creatures were dill fairly primitive. The individual characteristics
which made up the new composites hadn't yet blended into a smooth
i) “ whole. The centaurs themselves appeared rough-hewn, unlike the
thoroughly evolved creatures of today.
= -fl The first humans wandered into Xanth afew at atime. Most of
* them died there, but others eked out their livings because they didn't
dare to return to Mundania. They had little effect on the land, which
continued to exist in peace.

Then, a large number of humans moved into the Peninsula—the First
Wave. Bellevlng in safety in numbers, these cut down hundreds of trees, and
cleared tracts of land for crops. The Firswavers discovered that dl Xanth
was permeated with magic, so they built an enclosure, the first stockade, and
burned dl greenery and killed or chased away dl animals within its confines.
They brought in Mundane food and animals, and M undane women to marry.
To their surprise, their children were born with magic. The environmental
effect of Xanth was to imbue each real creature born there with atalent.
These humans liked the idea of children with magic, and decided to stay.

At first, there was quite enough magic to repulse them, but the denizens of
Xanth were so taken aback by the brutality and ravage of the humans
invasion that they did nothing.

There was a time of foolish overreaction when it was discovered that one of
the Firstwavers children could transform lead into gold. The hills were
scoured for lead. The Mundanes learned that Xanth had a surplus of gold, and
stormed the stockade, killing everyone but the women, whom they married.
This was the Second Wave. It was learned too late that one of the dead
children was responsible for Xanth's prosperity.
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This is the only piece of scholarship

contributed by King Dor the Communicator
to the body of knowledge about Xanth.
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The Secondwavers were vicious thieves who committed atrocities, such as
the killing of centaurs for mest. A truce was reached, but not until the
centaurs had killed half the invading men.

Over time, the Secondwavers became peaceful and settled down. Severd
generations later, the Third Wave invaded, again killing al but the women,
who were once again pressed into marriage with their conquerors. Few of the
men survived long, for the women had the lesson of history before them. They
killed dl the men, using magic and any other means at their disposals.

Realizing that they were now left with no familiesin thewilderness of X anth,
the women, some old, some battle-scarred, dl weary, organized to bring
in new husbands. These men were of acompletely different breed from the
raiders. They were strong, intelligent, fearless men who knew about the
history and the magic of Xanth, but remained in spite of them. Y oung women
immigrated too, to marry some of the children, so the bloodlines would not be
too closdly inbred. The Fourth Wave was the beginning of human dominance
of Xanth. It marked the date of a deliberate, thoughtful settlement of the land.
Magician-caliber talent began to appear after the Fourth Wave.

The Fifth Wave began again the tradition of conquest and pillage. With the
help of an unknown soldier (to whom a small unmarked statue exigts in
Cadtle Roogna) and agiant spider, the major assault failed when the
nonhuman population of Xanthjoined against the invaders. A Forget Spell was
detonated inthe Gap, thereby rendering it forgettabl eto anyonewho did not live
immediately within its environs.

The next seven waves lasted from afew years to several generations before
those humans settled down to alife of peace in Xanth.

The Twelfth Wavewasthe last for 125 years
before the ascent of King Trent. Fifteen years after
it had ended, a Deathstone of great potency was
dtered by King Ebnez to form a shield around the
whole of Xanth. The shield, which wasvisble asa
sparkling haze in the sunlight, lasted 110 years

4 before it was removed.

" The Thirteenth Wave was a deliberate action
on the part of the exiled Evil Magician Trent.

- Hisarmy was drilled to use only the force

needed to secure the throne for him, and no

more. He saw Xanth's isolation as stagnation,

' and vowed to open the border to the outer

world for controlled colonization, asin the

Fourth Wave.

There are records of creatures of human
descent millenniabefore the First Wave of
colonization, so humans must have been
wandering into Xanth long before any
numbers of them lived there. As Xanth
remains isolated, humans as well as

creatures change, becoming gradually more
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mutated by magic. New blood, Mundane blood, is necessary to Xanth's
survivd. Even Humfrey is becomi ng atrue gnome astime goes by.

The Fourteenth Wave was an invasion by General Hasbinbad and his
Carthaginian mercenaries who crossed the isthmus from the Po Vdley in
Mundaniaof 210 to 215 B.C.E,, collaborating with a citizen of Xanth known as
the Horseman. Trent was incapacitated, so he was succeeded by King Dor. The
Mundanes flowed down the western edge of Xanth, taki n%the invisble bridge
they were shown by the Horseman. The creatures of Xant cooperated to fight
them, asthey had in the Fifth Wave.

When Dor fell to the power of the Horseman, he was followed by the Zombie
Master Jonathan, Good MagicianHumfrey, Bink, Centaur MagicianArnolde,
Queen Iris, Irene, Chameleon, and the Night Mare Imbrium. Tn dl, therewere
ten kings pro tem to avoid Ieavmg the throne open for the Horseman to crown
himself King. Xanth was saved by Mare Imbrium, who sacrificed herself in the
Void to destroy the Horseman's short circuit.

TheTimeof NoMagic: Royal researcher Bink freed the Demon X(A/N)th from
its thousand-year penalty in the Game it had been playing. As al magic had
issued from X(A/N)™ al magic went with it when the Demon left. Living
magica creatures gradually began to turn Mundane, and dl things created by
gpells died or vanished. Charmed implements logt their charm, and had to be
used as any smilar Mundane tool would. Fairies and dragons could no longer
fly, though they retained their wings.

It was a0 because of this Time that the Brain Cord's preservative pool was
opened, and Magician Murphy and Neo-Sorceress V adne escaped from there
to Mundania, where Magician Grey (for whom the stork had been summoned
on the edge of the Gap Chasm) was born.

There were other benefits to the Time. The effect of the Gorgon's gaze was
reversed, so the men who had been transformed into stone were restored to
flesh. Thevictims of Midas bugs and stone-crop adso cameback to life.

Shortly after Bink set him free, X (A/N)"returned to his cavern voluntarily, to
ponder rulechangesfor an eon or two. (It wasbelieved by K| ing Trentthat Bink's
awesometal ent for protectionfrommagicbrought X (A/N)"back, but histheory
is not generally known.)

Though it wasdistressingto dl thecitizens of X anthto bewithout their magic,
they appreciate their talents as never before.

Xanth/M undane Cooper ative Ventures. Other than the waves and the odd
exile, Xanth had had no official intercoursewith Mundania. King Trent

and Queen Iris sought to establish trade with a"beleagured Kingdom," a
"body of black water" and "surrounded by hogtile A's, B's and K's' (Avars,
Bulgars and Khazars). While they were making peaceful overturesin the
friendly kingdom of Onesti on the Black Seathey were imprisoned by a
treacherous usurper. In their efforts to rescue them, King pro tem Dor, Irene,
and Arnolde the Magician, a Centaur scholar, established aworking
relationship with a trustworthy Mundane archivist named Ichabod, who was
later alowed access to the libraries of Xanth, and acted as a researcher on
Xanth's behalf and friend to Arnolde. Trade agreements with Onesti were
thereafter negotiated with the rightful King, Good Omen.



W heland of Xanth is a peninsula, which moves around the face

¥ of the Earth (some say) to prevent its unique character from
being diluted or subsumed by the other cultures that exist in
more Mundane lands. Xanth is unusual in many ways, the most
important being that it is rich in magic. Species exist there that
have never been glimpsad or dreamed of outsde its borders.
And any child born there is endowed with his or her own
magica talent. Over the thousands of years that Xanth has been a magic land,
its residents have changed drastically severd times. To the untrained eye, Last
Wave Xanth resembled the Korean peninsula of the thirteenth century,
common era. During the Mundane Eraof the Punic Wars, Xanth bore a
striking likeness to Italy; to the Avars near the Black Seg, it resembled the
Baltic peninsula, and modern Xanth would seem to wear the face of the state
of Floridain the United States of America. The human population is
somewhere between two and fivethousand. No official survey has ever been
made of the population of the other species.

Possibly in the ancient past, Xanth was an idand, and retained its unique
character through complete isolation until the land bridge was formed. Access
remains complicated, since Xanth is not fixed in time the way Mundane lands
are. If correct timing is not observed, there is no guarantee that the erayou
i left when you entered Xanth is the same to which you would
return. Each era"window" lasts between fiveminutes and an hour,
though the window can be left open if it is occupied by atraveler
from Xanth, so that he will reenter Xanth in the sametimeframe

he left it. The knowledgeable traveler will watch the color of the
' water to determine on which erathe window is open. To the
Mundane (non-Xanth) world at large, Xanth remains amyth, known only in
stories and legends. Except during the Waves of Colonization which bring new
human sattlers, or in the upheaval of awiggle swarm, it is a peaceful land—
for one that uses puns asfundamental building blocks.







THE DEMON
X(A/N)" AND

THE BALANCE
OF EXISTENCE

anth was once amagiclesslandjust like M un ndania. Its magic
|ss,|esfrom the aura of the Demon X (A/N)", who became

ped deep underground over a thousand years ago.
X(A/N) was compelled to serve a penalty for failing to
complete aformulain the required time during the course of
\ amultiverse-wide Game it is playing with other infinite

% entities. The Demon has no real name. X (A/N)™" isthe

; ‘,3 " expressed formulathat is the means by which it plays the
Game and how the still running score is determined. The entities negotiate for
increases or decreases in value of their terms and exponents, which are not
really numbers, but concepts such as hgravity, density, luminosity, charm, and
othef cosmic characterigtics X(A/N) remains in the depths of Xanth
because heis currently contem C,ol ating achange of rulesin the Game.

Demons are al-powerful and al-intelligent, though not omniscient. The
magic that the Demon X (A/N)™ emitsisonly ati ny trickle of hisfull magical
power. His influence issues up through the ground in a sort of solid fountain
that reaches the surface as magic dust, which is distributed by the citizens of
the Magic Pust Village, situated in the middle of the Region of Madness.

X (A/N)"™smagic caused changesto beginimmediately in the surface world,
first subtly, and then more obvioudy. Spedies of plants and animals unlike
anything ever before seen began to spring up. (Some of those early ones, like
dragons and manticores, escgped to the outside world, where they were
described by people who were either turned off as loony or became famous
Storytellers as aresult of their sghtl ngs of these fantastic beests)) Love
springs, the residue ofX(A/N) 'smagic in upwelling groundwater, caused
otherwise incompatible soecies to mate and breed new hybrids. Very soon,
combinations of men and beast, beast and beast, beast and plant (samphires),
or man and plant (hamadryads) appeared. Centaur history cites the love
springs as being responsible for the creation of their species.
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= Deathstone '

Pure human beings, too, were caught in the wave of magic. Adults or
children who wandered into Xanth did not acquire magic themsdlves, but
their offspring, the second generation, showed signs of possessing spdls and
talents of their own. Soon another wave of humanity then found its way into
Xanth, much as the first had, and added fresh blood to the population.

Periodicaly, over Xanth's history, the Nextwavers, or invading bands of
men, have entered Xanth. Their incursions were nearly aways bloody, but it
was awaysto Xanth'sbenefit in thelong run. Like C. S. Lewissland of Narnia,
it is not necessarily a human's land, but it is good for ahuman to rule. There
have been fourteen waves to date.

To protect Xanth from intruders, aMagician King took a huge Deathstone
and tuned it to cast adeadly shield dl around the peninsula, guarding its sea
borders on three sdes and its land border on the fourth. The shield could be
opened only briefly for some purposes by certain talented humans. Since it
could no longer be diluted by M undane blood and stimuli, the population of
Xanth was in danger of becoming extinct through continual inbreeding.
Magical typeswere not as numerous or aswell developed in the early human
history of Xanth than later on, and the mutations became stranger. Magic
was becoming too concentrated. As before, the children of Mundane settlers
had magic. Over many following generations, the adapted humans BECAME
magic, evolving into giants, dwarves, gnomes, eves, or mating with other
gpecies to become new magical creatures. Over many generations, these new
hybrids grew inbred and peculiar.

In the reign of King Trent, that Shieldstone was moved to the cavern of the
Demon X (A/N)™, and the border was | ft open to thosewho could find it.



. ear in mind that the origins of Xanth are hopelessy Mundane.
4 When | needed new characters, | just looked around and found
whoever fit the part, and that person came into existence. After
that, the new character would sort of run his own show. Thewriting
of Xanth has been asmuch aprocess of discovery as of invention; it
is as if | st up the rules of the game, then explored the

W ramifications. (Ramifications are like male sheep who run around
butting down fortifications; you never can tell what will turn up in the resulting
rubble. They are distantly related to the battering rams and the hydraulic rams,
al of which tend to be rambunctious.) There is aligting further aong of al the
characterswe could catch; some may have escaped, butjust about anybody who
is anybody agreed to pose for that occasion.

However, some of the characters developed ahidden sde. | didn't set outto do
it that way, itjust sort of happened, in somewhat the manner of forbidden love.
Thus they came to have M undane analogues. Now in the genre when someone
takes real people and writes them into fiction, it is called Tuckerization, after a
writer named Wilson Tucker who did that. | never got alongwell with Tucker, but
| givegrudging creditwhereitisdue. | didn't dothat; al my characters startedin
Xanth, not Mundania. Theyjust didn't quite stay there.

Will, now that | doublecheck, | seethat therewere acouple. Therewas EmJay
and AssMiK e, who compiledtheLexicon of Xanth, publishedin X9, Goleminthe
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Gears. | made them characters, so they could
getinthereand dotheirjob. (Itisvery difficult
for a Mundane to get into Xanth via normal
channels.) That was so successful that EmJay
married half of the Ass, which | suppose makes
her husband half—um, maybe | can rephrase
that if | think about it. They're nice peoplewho
don't deserve such irreverence. Showsyou the
fate of nice people, in Mundania.

There was aso Joey, who made the Ides of

inX11,Heaven Cent. Hedidn't appear asa
character, but he was named in the story. He
was 11 when X11was published, fittingly. (All
things make sense; you just have to fathom
how they make sense))

My daughters could not be excluded, of
course, or their horses. Tandy looks just like
Cheryl asshewaswhen| wroteOgre, Ogre, and
Ivy is like Penny, dl the way from three to
seventeen. Cheryl'swhite horse Misty suffered
a sex change and modeled for the day horse,
and Penny'sblack horse Sky BluebecameMare
Imbri. Bluedtill likesto play night marewhen it
getsdark, because shebecomesinvishble. (Blue
wasasothemodel for NeysatheUnicorninthe
Adept series. Shegetsaround. ThenameNeysa
came readily, because Blueisaneighing horse;
she neighs to say hello, or to cal attention to
something, or she asks for fee-eee-ece-eed.
She's thirty at thiswriting, and ill spry.)

Someti mesmy characters
do developinwaysl|
don't expect, NadaNaga
was meant to be abit part
and shewasgoingto bea
girl of eight. Instead she
became a redl charecter,
andagirl of fourteen,
which complicated
everything. | found | hada
red character with red
problems. Now sheisa
major character and will be
aoundin Xanthalong time.
Grundy dso dated asa
minor plot item and just
grew into avery interesting
character.
— PiersAnthony



T e, Ut mainly it was the other way around. First, of course, isthe Ogre:
F I} that'sme, asinBio ofan Ogre. | dso identify to some degree with
*many other characters, such as Bink, who was anonentity without
atalent until he discovered an excellent hidden talent; mine turned
# out to be writing light fantasy, but if you passed me on the street
A 4" you would see right away that in Mundania | remain pamfully
WS nonentitious. Mytalent doesn't show physicaly, you see. But I'm
dsotheZombie Master inthat I'm thin; one articleon melikened my body typeto
that of a praying mantis. | am dso fascinated by death. But mainly I'm the
vegetarian ogre who smashes down dl opposition in the genre publications. Ask
anyonewho hasever tangled with methere, but don'ttell himyou'remyfriend or
helll punch out your lightsbefore answering your question. My specid targetsfor
smashing are reviewers and critics; |1 suspect that the only good critic is a
squished one. Well, isn't that obvious? But | didn't set out to pattern these
characters on mysdf; | merely recognized aspects of mysdlf after the characters
came into being.

Sometimes | recognize aspects of other folksas | watch my characters. In X 12,
Man from Mundania, the Sorceress Tapis is a grand old lady with smgular
artistic and magical talent and excellent temperament. When | think of her |
think of Andre Norton, who has similar qualities. | think the aspect of the 1987
WorIdFantasyConventlonlnNashV|IIe Mundania, that | remember mostfondly
are the three breskfasts | shared with her there, chatting about the things
authors chat about: problems with agents, publishers and fans. If none of those
folks existed, the life of writerswould be alot smpler. | have akind of contest
with her to see which of us can attend the fewest conventions; it's close, but |
think I'm gaining.

Somepl aces, too, may haveM undaneparallés. There'sL akeOgre-Chobee, and
the Ogre-Fen-Ogre Fen, and Lake Wails, and the No Name Key, and the With-A-
CookeeRiver, andtheEver-Gladesandwho knowswhat else. Theldeof I1lusion
just happens to be where so many Mundane efforts to send ships into space
occurred; naturally there were some spectacular failures, because Mundanes
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are, wdl, Mundanes. There's the Kiss-Mee River, where Mundane demons
masquerading astheU. S. Army Corps of Engineerschannelized that Kissmmee
River just the way the demons did in Xanth, with similarly awful results. How
much better things might be if demons would just leave the environment aonel!

But perhaps the major identifications are the Good Magician Humfrey and the
Gorgon. | don't know when it started, but | know it happened, because, well,
because. Humf;% became my editor, Lester del Rey: smal, old, grouchy, and

more knowledgeablethan anyonedse. Humfrey ; A
married the Gorgon, and she became Judy-Lynn S)metl mesmy fictional
del Rey. Here the description is not physicdl, it's characters take on a

character. Judy-Lynn started as a nice young i i
woman whom it was unwise to cross, and mundane Ide.ntlty’ The
became one of the most formidablefiguresin the Gorgon started without any
genre and indeed, in Parnassus itself. Whenher  oonnection and ended up
eye fell on something, it knew it had better get . o

moving fast. When his knowledge and her drive ~ DEING very Smilar to my

combined, Del Rey Books forged to the top of the editor.
genre heap. He picked 'em, she promoted 'em, PiersAnth
and nonentities like Stephen Donadson, Terry — FIESANnony

Brooks, David Eddings and Piers Anthony became the bestsdling fantasy
authors of the day.




& w fyou check in the credits section of X7, Dragon on a Pedestal, you'll see
Judy-Lynn del Rey liged for the Fountain of Y outh and Gorgon-zola
cheese. The Fountain was to enable Humfrey to live longer, and the
cheese—wél, you can see that Judy-Lynn knew who she was, even
though | never discussed it with her. | did remark that the fans would
w7, Jomy think shewasjust another young fan, and she responded, "1 am ayoung
ST ot Right on. When | said in aNote that the publisher's gaze was like
that of the Gorgon when an author was late with a manuscript, a fan wrote
something to the effect that it wasn't that bad, and Judy-Lynn wrote on the letter
something to the effect of "Ha" Oh yes, she knew!

Then it soured. | put in things like the Gorgon stoning little bulls so that they
turned up in Mundania as statues, but Lester del Rey edited them out. Y ou see,
Judy-Lynn had thislittle collection of Papal Bulls, named after prominent Popes,
and one of them even had an agent, the Scott Meredith Agency. In fact, | once
received afan letter sent throughthat Bull. | guessL ester thought | wasplayingit
too close. He cut that out, and later on got to cutting more. Judy-Lynn—well,
there'sno niceway to statethis. She died. It was asurprise strokethat took her
out young. After that, things sort of fell apart between Anthony and De Rey
Books, and my business went elsawhere. It was atragedy on severd leves, and
not at dl the fun kind of thing you see in Xanth.

Doing Xanth for a new publisher, | had a problem: what to do with Good
Magician Humfrey and the Gorgon? | was no longer working with them, andthere
was not much way their lives could continue to parallel their Mundaneversions.
No good character ever truly dies in Xanth, even of old age; they just retreat

racefull into the background and let theyoung ones have the stege. It ispart of

e Xanth formula to let the protagonist (maln character) go see the Good
Mag|C|an and haveanawful timegettingin. (I' mgettlngmorellkeHumfreylnthat
respect; with my mail threateningto rise above ahundred lettersamonth, maybe
way above, and people wanting to vist me, | have to dow them down some way.
So my residence now has similaritiesto the Good Magician's castle, and only afew
folks get through.) How could | have that, if Humfrey and the Gorgon faded
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gracefully out?Butif they didn't, | would havetorisk the Gorgon'sdeath. Noway.

Sothey departed ungracefully: they abruptly disappeared. When Esk Ogreand
his companions arrived, the castle was deserted. That started a three-novel
mystery—actually afour-novel mystery, because not until Xanth #14, Question
Quest, dowe get to seethewhol e century-long life of the Good Magician. Inthe
interim, Xanth just has to lurch along without him, until finding a temporary
replacement in X12, Manfrom, Mundania. At least the challenges at the castle
continue! This shows the complications that can arise when real people get
tangled up with fictional characters. It is harder to write a script for red folk;
they are ornery about going their own ways. | hope red folk stay out of Xanth in
the future, but some may sneak in the way the others did.

There are even afew Mundane places that sneak in. Onesti and Ocna, where
thereisaction in X4, Centaur Aisle, exist exactly where described: some distance
in from the Black Sea (you noticed the black water?) in Rumania. Our intrepid
party dso ventured through the crimson tide, asfar as Montgomery, Alabama,
anyway, where they met [chabod.




., osEsson of magic is sometimes dependent qun possesson of

. asoul. Souls manifest as infinitely delicate spheres when

& _ 4 separated from the body, and they are infinitely precious.
. Creatures which do not have souls can BE magic, but as arule
do not posess amagic talent. Creatures which are magic have
{ been magically engendered, such as griffins and dragons.
Humans, and their many related races (such as harpies and
goblins), have magicd talents in proportion to their fraction of souls. The soul
can eventually regenerate if a part of it is torn away.

In magical creatures, their magic is consdered part of their nature, and not
as controllable talent. At first it was beieved that al people had talents that
were different, but it was found that Curse Fiends dl have the same talent, so
perhaps they have become magica creatures after al these generations in
Xanth. The discovery in the Fourteenth Wave of magical creatureswho can do
magic changed the existing theories of the nature of talent. Some magicaly
spawned races, such as centaurs, have been established for so long that they
h:ltve become a natural race, and so have developed their own individual
talents.

An old custom among the human population demanded that ayoung man
or woman had to show sgns of talent before his or her 25th birthday. That
talent didn't have to be interesting, powerful, or even useful. Some could make
acolored spot ap, on awadl, untangle knots by looking at them, or make
roses smell of garlic. To be citizens of Xanth they smply had to have a magica
ability of some kind. Nearly dl children showed their taent early in life. Those
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who didn't usually manifested theirs during puberty. To fail to show talent
was grounds for expulsion from Xanth. The custom died out around the same
time the Shieldstone was removed from the border. People were thereafter
accorded respect not for their magic alone, but for their other qualities.

It is considered necessary to exercise one's talent, or it will stagnate. Type of
talent depends on need, environment, and persondity. The strongest talents
in any generation are known as Magician-caliber or Magician-class. In the
past, Magicians have come forward who were capable of doing matter
transformations or creative meteorology. Magic itsdf is neither good nor evil,
it is the intent with which it is used that designates whether the user will be
known asthe Evil Magician, or the Good Sorceress. As Queen Irene noted,
there is an ethical dimension to power, especidly great power. It should be
used responsibly, or not at dl.

Talents tend to overlap, though with two notable
exceptions no two have ever been exactly the
same. The strength of talents is not hereditary
except in the case of ogres, whose hereditary
talents are strength and stupidity, and the Curse
Fiends, who dl have the same magic; thereisno
way to predict what type or potency of talent a
human child will develop. But thereis one
excaoti on: because Bink did the Demon
X(A/N)" the favor of freeing him, the Demon
(prompted by Cherie Centaur) made dl of his
descendants have Magician-class magic. Thus, Dor
had it, and Ivy and Dolph. That wasto make abig
difference in the history of Xanth, and to usher in
what may someday come to be known as the Golden
Age, with anumber of Magiciansand Good Kings.

It used to be that the King was chosen by the
leaders of Xanth from the available Magicians.
Now, with Magicians being in the direct line of
descent, it has become in effect hereditary, and
women can be King too. Xanth is hopelesdy
oriented on male prerogatives, to Queen Irene'sire, |
but progressisbeing made. No Queen canrule, but T3
a female King can. Spider Queen

Of course the other species of Xanth have their own leaders, and these
regard themselves as rulers of dl Xanth, because they don't take much
account of human politics. So the Dragon King isthe supreme ruler of Xanth,
and so is the Lord of the Hies and the King of the Elves, and the Goblin King,
and the King of the Baglisks, the Night Stallion of the Gourd, and so on. It's all
amatter of viewpoint. Sometimes liaisons are made between roya houses, as
when Prince Dolph is betrothed to Princess NadaNaga. It dl works out. Since
the Xanth histories that are smuggled into Mundania are for ahuman
audience, the perspective of the human species tends to be followed, but this
should not be taken too serioudly.




MAGICIANS
AND KINGS

% helast King of the Fourth Wave was Roogna, best known for his
¢ talent, which was adapting living magic to his purposes, and as
the architect of Cagtle Roogna, the first central seat of human
government in Xanth. Roognawas agentle, pudgy, solidly built
man in coverals who enjoyed gardening. He apﬁeared to be an
unlikely defender against the Fifth Wave, though it was under
his direction that X anth was mustered.

Roognal's contemporarieswere Magician Murphy, Jonathan the Zombie
Master, and Neo-SorceressVadne. Murphy'stalent was making thingsgo
wrong. Hisisasubtle magic: dmost nothing isimmuneto hisinfluence. What
can't be misdirected might just refuse to work. Murphy made awager with
Roogna that the Cadlle wouldn't be finished in time to stand as a defense
againg the Fifth Wave. He was not atraitor to Xanth; it was of academic
interest to him whether he could be beaten.

Jonathan the Zombie Master was the third Magician of the era of Roogna.
Histalent isthe power to animate the dead. If any corpseisbrought to him,
no matter how poor its condition, Jonathan's power causes it to move with a
half-lifeforever, unlessthe zombieistorninto too many small pieces.
Jonathan was a solitary child and then a solitary man until he met Millie the
Maid. They fell in love and would have married if it hadn't been for the
interference of Neo-Sorceress Vadne. Jonathan committed suicide and spelled
himsdlf into azombie, which he remained for 812 years until he was
disenchanted by a Restorative Elixir he had brewed and entrusted to a
barbarian named Dor.

Neo-Sorceress Vadne's talent, topology magic, was not considered to be of
Magician-cdiber. She was able to change the form of living things without
changing their nature. She was bitter that her magic didn't get the recognition
shefelt she deserved, and she wasjeal ous of Millie, so she used her magic to
transform the girl into the shape of abook. For her crime, she was sent
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through the vanishing hoop into the storage pool of the Brain Coral, to be
preserved indefinitely.

The fourth Magician of the Fourth Wave was the Sorceress Tapis, creator of
the great Castle Roogna Tapestry. Her talent was sewing tapestries that
enable folks to step into their worlds. Her needlework could be entertaining or
predictive, depending on need. Her picture tapestries functioned smilarly to
magic mirrors, displaying to those with sufficient will to control them scenes
in the past or the present. At other times, the magical moving figuresin the
designs provide simple entertai nment, showing pleasant sights of beauty and
plenty. The great historical Tapestry was intended to be agift to Zombie
Master Jonathan. Her home was alarge thatched cottage in the forest, near a
patch of chocolate milkweed. Two trees in her garden held neatly the warp
and woof of her work, so that she needed only to ply her shuttle for the
pictureto beginto form.

Tapis ds0 embroidered the partially completed coverlet intended for the
Sleeping Beauty whose sarcophagus was accidentally occupied by Electra,
whom Tapis was using to complete the Heaven Cent. Tapis ran afoul of
Magician Murphy, but survived his curse, perhaps because she was agood
person.

King Gromden was the last King to occupy Castle Roogna after its
construction. Heruled four hundred years after Roogna. His talent was
knowing the complete history of any item he touched. After Gromden died,

- theKingsof Xanth ruled from their home
- ag *r.. S5 R villages for the next four hundred years. He was
“y "R succeeded by Magician Y ang, who married
.[J-;:s.- AN e 4 Gromden's daughter Threnody. Threnody com-
"4 \ mitted suicide soon after her marriage.

Nea Yin-Yangweretwo haves of the same
A o Magician's persondlity. HewasKing of Xanth
MR TP four hundred years after King Roogna,

ending the dynasty that used the Castle as
thecenter of government. Yin, Magician of

il e light who must dways use magic positively
- ~ ) and tell the truth, was forced to serve the
- u¥ : i I half known as'Y ang, Magician of darkness,
A A who always uses magic negatively and lies, after

e Y ang won the competition for the throne st by

”rﬁ Iﬂw‘ﬂ!ﬂﬂ“ﬂﬁm King Gromden. After Y ang became King, Castle
Roognastood empty, for Y ang preferred
decentralized government.

Most spdlls and enchanted objectsin Xanth date from hisreign, for his
talent was making spellswhich, in spite of his nature, are neutral, because
magic is amatter of symbolism and intent, and objects have no intent. All
object spdls are his, even the ones before he lived, like the Gap Forget Spodl,
and the othersin the royal arsendl.

f Xanth declined after Yang was gone, for he had managed to destroy its
ocus.






£ he Storm King (name unknown) held sway in Xanth at the end
of the Twelfth Wave until just before the Thirteenth Wave of

In his prime he was able to conjure enormous storms, part
clouds in the midst of hail, cal up hurricanes and stop
tornadoes, but in his old age, the talent weakened
considerably. He could barely summon alight zephyr. His
center of government was in the North Village. Though the village was never
again the seat of power of Xanth, it remained important in the following
reigns.

i

i l' f|1[':f'

Colonization. His power to control the weather was once great.



il
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uring the Thirteenth Wave, Trent the Transformer, formerly known
as the Evil Magician, was the King of Xanth. He was exiled from

' Xanth in histwenties for trying to take the throne by treachery. He
spent the next two decades in Mundaniarethinking his
motivations and establishing a conquering force. He married a
Mundane woman and had a son by her, but both the wife and child
died of amysterious flu virus. Thereafter, Trent devoted himself to
reentering Xanth and putting himsdf on the throne, but this time by
reasonable if not peaceful means.

He was helped indirectly in his pursuit by Bink.

Few people know the actual details of Bink's talent. He was exiled by the
Storm King under the old custom for having no demonstrable magic. His
talent is purely defensive and probably the most complex in Xanth. Bink
cannot be harmed by magic. Even when an enemy detects the nature of his
talent, it will gill conspire to protect him. At times, his magic has to make
value judgments on what will best kegp him from harm. Only a purely physica
attack without the use of magic can hurt Bink.

Bink was eventually convinced of the vaidity of Trent's motives and
willingly gave him his help. When the Evil Magician turned Good King Trent

ascended the throne and judged the
ramifications of Bulk's talent, he made Bink the
Roya Researcher of Xanth. Bink'sjob would be to
investigate and discover the source of magic of
Xanth and bring his findings to the attention of
the King (see Time of No Magic).
The Demon X (A/N)" has bequesthed to all
Bink's descendants the full magical talents of
Magician-caliber, though neither he nor his
family knows that. He has continued to
explore and examine magical curiosities
throughout Xanth, and adso acts as aliaison
between Xanth and some parts of Mundania.
Chameleon is from the Gap Village. Her tdent
is phasic. During a quarter of the month, she
pears as Wynne, supremely beautiful, swest,
and hopelesdy stupid. Her beauty fades as her
intelligence increases. When she is completely
average in both looks and brains, she is known as
. th Dee. The metamorphosis continues until she is
Bink meets X (A/N) absolutely ugly, bad-tempered, and brilliant. Her
name in that phase is Fanchon. During the final fourth of the month, she
changesto Dee on the way through to becoming Wynne again, though each
time Wynne is beautiful in adifferent way. Chameleon has no control over her
talent. Like the animals of Xanth, she appears to be magical, rather than to
have controllable magic. She married Bink, who enjoys her constant variety.

The Sorceress Iris, Migtress of Illusion, is capable of creating the image of

anything she wants to, down to accurate sound, smell, taste, and, to alimited
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degree, touch. When Trent became King, she married him and was crowned
Queen. Her power isgenuine Magician-caliber, but because sheisawoman,
she was frustrated in her ambition for the throne of Xanth, until anew inter-
pretation was made of the office of King. Irisis areal artist of her craft. She
puts the most detailed touches to any illusion she concocts.

Good Magician Humfrey is the Magician of Information. He is a gnarled and
bent old dwarf with a bad temper. No one knows how old he is, but the best
guessis over one hundred years. Humfrey is an inquiring genius. He is reputed
to know ahundred spdls, al of which are used for uncovering facts and
accruing knowledge. Many people approach him with Questionsthey need
answered. They figurethat if he doesn't know the Answer, he can find it out.
Humfrey is ahermit by nature. He hates to have people bother him, so he puts
as many obstaclesin theway of potential Querentsthat he can, and then
charges ayear's service for one Answer. Only those who are desperate or
serious enough about their Questions will get through to see him.

Early in thereign of King Trent, Humfrey got married, to the delight of
everyone who had been in his service, who felt that they were getting alittle of
their own back by seeing Humfrey enter the bonds of matrimony. Hiswifeis
the Gorgon, a nymph from the Region of Madness. She is fabulously beautiful
and shapel K but no man before Humfrey had ever gazed on her face and lived.
Anyone who looked at her was turned to sone. She admired men, but she was
lonely because her talent always made statues out of tentlal auitors.
Humfrey solved the problem by making her face invisible, the empty space
where her head should be is surrounded by her hair, WhICh is made up of
hundreds of tiny, hissng snakes. Like her sger the 'Siren, the Gorgon's talent
was directed only at men. But when she matured, so did her talent, until it
affected women, too, and even other living things. Had the Good Magician not
madéaCI her face invigble, dl living things around the Gorgon would have been
stoneq.

After making the Gorgon serve ayear waiting for the Answer to the
Quedtion she asked ("Would you marry me?'), Humfrey married the Gorgon.
Humfrey had always been using the water of the

Fountain of Y outh to keep himself a crochety
~ hundred years old, but after his wedding, he
--"‘Ir youthened himsdf enough to father children.

Hugpo, first child of Humfrey and the Gorgon
(HuGo), has the unimpressive ability to
conjurefruit. When enhanced by Ivy, Hugo's
talent improved immensdly, as did his looks
and intelligence. Though each enhancement is
temporary in effect, alittle more improvement
accrues each time. With Ivy's help, Hugo's
intdlect and fruit-conjuring talent stopped a

wiggle svarm.
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B gl
“ Y& he Fourteenth Wave: Dor, the son of Bink and Chameleon, is the
% ¥ Magician of Communicationwith thelnanimate.Arcliy nonliving
thing can speak with him. Dor is married to Irene, daughter of
Trent and Iris
Dor traveled into the Castle Roogna Tapestry to vist the era
of King Roogna. His intention was to secure aZombie
; Regtorative from the Zombie Master so that the zombie
Jonathan could live again. While he was there, he and his companion Jumper
(g.v.) heroically asssted Roognain his efforts to repul se the Fifth Wave.
hWr%en King Trent abdicated after the attack of the Horseman, Dor ascended
the throne.

Irene, present Queen of Xanth, has as her talent the Green Thumb. She can
make any plant grow from sead to maturity by ordering it. Her talent was not
consdered to be of Magician-cdiber until her first pregnancy when it was
enhanced by her unborn daughter, but she reigned as the elghth temporary
King of Xanth during the Horseman'sincursion. Ireneis asbeautiful asa
nymph, and hasfinelegs, which she showed off in tantali zing glimpses during
her youth. The color of her panties was a subject of much speculation among
the maes of the court.

Ivy isthe ddest child of Dor and Irene. Her talent isthat of Enhancement, a
powerful and subtle magic smilar in potency to her grandfather Bink's.
Anything she enhances increases in the qudities she chooses. If she fedls that
amonster is nice, it will become nice. If she enhances the blueness of aflower,
it will become more blue than any other flower that ever bloomed. She is cute
and curious about everything, and aways puts hersdf in the way of
adventure. Her mother, Irene, grows tiny ivy plants for her and Dor to wear so
they dways know Ivy is dl right.

Dolphislvy'syounger brother. Heisthe Magician of Shape-change. His
talent is smilar to that of their other grandfather, Trent, whose magic is
Transformation of Others, but directed toward himsdlf instead of toward
other living things. Although he frequently disagrees with his big Sger, they
love each other, and have in-jokes between themsdves Phlod Firefly, Prince
Dolph's dternate identity in dragonform, is his name spdled backwards. The
designation came from agame that he and Ivy played when they were
children. He has dso gone about in the form of Trilobyte, an armored
swimming fossil arthropod with extra memory, when he visted Draco
Dragon's nest. He has dso taken the shape of a fire-breathing dragon, a
werewolf, atreg, atiny fly, and afood-conserving ant.

Grey Murphy is the son of Magician Murphy and Neo-Sorceress Vadne. He
has hair-colored hair and neutral eyes, and his first eighteen years were dull
even by Mundane standards, but hel's a decent guy. He became betrothed to
lvy in the middle of a hate spring. His Magician-caliber talent isthe
Nullification of Magic, but hiswisdom and native ability for problem solving
st him to fill an important gap in Xanth. He can show many complex
expressons on hisface, such as I'm Saying This For Y our Own Good, Now Y ou
Know This Is Fodlish, and This IsNot The Time To Disabuse Y ou Of Notions







HARPIESAND
GOBLINS
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%" & he higherarchy and lowerarchy: harpies and goblins are

¥ traditional enemies, since neither can suborn the realm of the
other. The goblins hold sway under the earth and in darkness,
the harpies hold sway above it and in day. In the beginning the
part-human races needed to join their strengths against the
early wavers, and sometimes even shared the same caves. In

_ time, the goblins grew greedy for the harpies space in the caves

and drove them out.

Goblins are ugly humanoids hdf the height of a man, with large hands and
feet. Their heads are as hard as stone, 0 it is impossible to hurt one by
coshing it, but their hands and feet are very soft. They prefer to attack a
victim in large numbers and under unfair circumstances. All goblins are
cowards, and have nasty dispositions. No fewer than four or five will set upon
adngle man if he wanders accidentally into their demesne. Most modern
goblins fear the light, but some gill go about in full daylight, such as the
Goblinate of the Golden Horde, the meanest gang north of the Gap. Goblins
like to eat candied insects and bugs, or indeed any kind of medt.

The goblins blame the harpies for blighting the sight of the female goblins so
the%/ were only attracted to the weak and ugly males. Goblins claim they used
to be the handsomest, smartest, strongest and bravest of the half-human
races. Because of the harpy curse, in the long run only the goblin-wimps were
able to find wives, s0 there is nothing left in the goblin caves but beautiful
femaes and ugly maes.

The harpies, on their Sde, arejust as rude and cruel as the goblins. They
blame the goblin women for stealing the harpy cocks away using the lure of
their limbs. The counterspells to stop the feud were not invoked until the early
Fifth Wave, after a human intervened.

Harpies have the heads and breasts of women; and the bodies, great greasy
wings, and short ugly legs of vultures. They come from the love-spring cross of
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Goblin

ahuman and avulture, though history does not record which sex was what
soecies They can fly, and their talons are sharp but usually chipped and
daned from lack of persona care. They prefer the taste of meat, and will eat
the entrails of humans if they can.

Most harpies are ugly and dirty, but the youngest females are beautiful and
clean. It is only after decades of bitter and abusive spinsterhood that they
begin to neglect themselves. A few handsome male harpies exist, but far and
away (the best way to view harpies) the greatest number are female. When no
male harpies have been hatched, the females propagate the species by mating
in aternate generations with men and with vultures. Each flock is ruled by a
Queen. All males are considered to be princes, because there are so few of
them. The males must obey the Queen, but the females are reluctant to
alienate the few maes they have by denying their wishes.

They live in grimy holes dibbled into the sdes of cliffs, and use their dung
for building. They save unhatched eggs as weapons, for harpy eggs explode in
an unbelievable stench, and spray mess dl over the landscape.

It was discovered by Glory Goblin and Hardy Harpy that goblins and
harpies, half-humans dl, have "haf-talents." When the appropriate pair of
harpy and goblinjoin up, they can do magic. Glory's and Hardy's half-talents
are for invighility. The two species are negotiating an armed truce for
exploring their new powers. They fedl that humans have had a monopoly on
magﬂc too long, and it's their turn for ashare.

The thing to remember is that X anth was not dways magic. Therewas a
time before Demon X (A/N)"™ arrived when it was Mundane, unpleasant asit
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may be to mention this. When the Demon brought the magic, and it started
filtering out into the surrounding region, the Mundane creatures and plants
began to change. Many retain some semblance of their original natures, but
often only their names suggest it. For example, shoe trees once supported
shoes instead of producing them.

Now, with the magic strong, there is constant change. New species develop,
and old ones merge. Thus, after many hundreds of years, the species of winged
centaurs is arising, and Glohathe winged gobliness is born of a goblin-harpy
union. There is no telling what may happen in the future!

=Y Winged Centaur



emons are not very attached to their shgpes. They can change their
= formsinto anything they wish. A demon can turninto a cloud of

§ vapor, but it can't remain in that form for long. It must be solid at
¥ least ninety percent of the time, or lose coheson permanently.
Because of their shapeshifting ability, it isdifficult to hurt demons,
and nearly impossible to kill them. They can become vapor to avoid

! ablow; or turn to ged and dent whatever is striking out at them.
A demon in its natural form is easy to distinguish. Its hind feet are hooflike,
it has along tal with barbs at the tip, and fiery, glowing eyes. Demons are
interested in the sensud Iol easures, and seek to share them with other
creatures, willing or unwilling. Stories exist of mortals who have enjoyed the
company of demon lovers. Demons can mate with other species and produce
children who have characterigtics of each parent. Threnody, daughter of the
human king Gromden, was half-demon. She had ahuman's magic talent, and

some demon-liketraits of personality.

Most demons have pointed horns, though Beauregard, Humfrey's once
bottled advisor, has only vestigia ones. His tal has a soft tuft instead of a
barb, and he wears glasses. Nevertheless, he is apowerful demon in the
Demon Realm. Fiant, avery mae demon who harassed the half-nymph Tandy,
has sharp horns and a many-barbed tail. Some demons, like Metria, have only
the glowing eyes, dusky skin and pointed teeth to show that they are of the
demon kind.

Demons have far more sengtive hearing than humans do, and are especialy
bothered by the sound of hummers. In seeking to ruin the Kiss-Mee River
valley to drive away its inhabitants, they managed to make it unliveable for
their own kind.

They can phase in and out through wdls. Very little can keep a demon out
of aplace it wishesto go. If one sensesthat it can make mischief, it will come
back again and again unless physically or magicaly prevented. Fiant was kept
from bothering Tandy again by being stuffed into the gourd, where his soul
was exchanged for hers. Demons enjoy pleasing themselves at the expense of
other beings.




il Beauregard the Demon
oif/d! TITUNTTY THRNTAR NORTEART T CRNY (CHTTR




CENTAURS

everd crossbred races in Xanth are descended from horses.
Foremost among them are the centaurs. From the waist up,
centaurs have the heads, arms and chests of humans. From
the withers down, they have the four-legged body and tail of
a horse. Their hooves are magicaly hard, to prevent chips
and breakage. The centaur race was engendered many ages
e agﬁ) by three human men and their mares who had

wandered into Xanth and drunk from alove stream.

The wais of a centaur is remarkably supple, as he might need to turn
around where there isn't room to back his long horse body. Both male and
female centaurs stand taller than human folk. The fillies are accustomed to
being stared at by human maes, for their mammary development is
consdered spectacular by human standards. Centaurs do not place the same
stigma on natural behaviors, such as sex, nudity, or evacuation that humans
do. They have other taboos which humans do not often understand.

Centaurs are fierce fighters and strong-bodied. Even afilly can hois the
weight of her equine body using only her human arms. Their faces usually
show their half-heritage in the length of the nose. Centaur ladies let their hair
grow down dl the way to the saddle area, and wear their tails long, too.
Beauty, which is aless important characteristic among centaurs than among
humans, is considered more in the light of their horse-halves. Chester Centaur
has a homely face, but an exceedingly handsome posterior. His wife Cherie has
abeautiful human haf aswell.

They run in herds, and rule themsalves by a council of elders which
thoroughly discuss important matters and make accordingly wise decisons.
Centaurs once seemed to age at approximately a quarter of the speed humans
did, so that a centaur colt of twenty was il just atot. But time can be odd in
Xanth, and it later was apparent that no such ratio can be maintained.
Cherié's foals Chet and Chem aged at the same rate as Chameleon'sfoal, uh,
baby Dor, and Chem's foal Chex, being a crossbreed between a centaur and a
hippogryph, aged between the human and animal rates. Thus Chex was
mature and ready to mate while the human Ivy, four years older, was ill a
child. It's hard to tell how rapidly Chex's son Che will age, as he hasn't been
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foaled yet, but the human rate seems likely. Centaur physicians are called
vets.

Centaurs, though partly magic in origin, have full magical talents. However,
polite centaur society considers magic to be obscene, so few of their talents
have been described, let alone redized by their possessors. They use a croggle
test (apun on the Mundane Coggins test for horses, and fanswho get croggled

- antasyfan under Magical Things of Xanth) to discover whether a
centaur has been infected by magic. Some are even considered Magician-
caliber, such as Arnolde the Archivist, a hundred-year-old A ppal oosa centaur,
who now serves as the ambassador of trade between Xanth and Onesti. His
talent, that of an invisble radius of magic which he can carry outside Xanth, is
only observable in the absence of magic. His Centaur Aide is of consderable
use beyond the borders for any traveler who wants to employ his talent
abroad. Centaurs are usually the most wise and logicd of creatures. It is
curious that they would not accept extant facts about themselves.

Herman the Hermit, a hero of Xanth, was a centaur of great wisdom and
courage. He gave hislife to save the land from the wiggle infestation in the
days of King Trent. Herman could summon will-0'-the-wisps, mischievous
dancing lights that could leed one into the wilderness and lose one there. He
was an outcast from his own people because he recognized his talent. His
nephew, Chester Centaur, possesses the ability to manifest a sveet siver flute
which plays beautifully with no hand or lip touching it. Herman was the first
centaur to redize that centaurs had been in Xanth so long they had become a
natural species, and so were able to be born with talents.

Chester's wife Cherie grudgingly acknowledges that centaurs have magic,
but refuses to come to terms with her own &bility. Cherie is otherwise an
excellent tutor to young Dor, who is undoubtedly aMagician. (Obscenity is
tolerated in humans, who are considered a lesser species by the centaurs.)
Their foas, Chet and Chem, make use of their magic, as it is not considered
anathema among the humans with whom they associate. Chet can make large
things smdl, but he can't reverse the process. The most useful facet of his
talent is that he transforms rocks into calxes, which are used in calculus, so
the more rocks he shrinks, the more the effect of his magic grows. Chem's
talent has more widespread uses. She can manifest, in thin ar, amap of any
terrain she has seen.

The Centaur I1de isthe center of learning in Xanth. Even the least intelligent
centaur is more brilliant than any human. Scholarship is valued in centaur
society. Chester, who seems to be afool in most other matters, is an expert in
mathematics, specificaly horsepower applications. Most Xanth children, if
they are able to, attend centaur school to get their basc education. Hobbies
and other occupations are vaued for letting the mind rest between studies.
Centaurs play chess and other games of strategy, and practice useful
handcrafts. A popular game among centaurs is people-shoes, played with
stakes and the fruit of a shoe tree.

Centaurs have a high regard for honor, and a centaur's word is inviolate.
They are independent in nature and have perfectly developed powers of
observation. They are the humans most important dlies






OTHER RACES OF
EQUINE DESCENT

ﬁ “, egad are handsome winged horses who graze in the treetops.
o .t They are members of the winged monsters, aloosdly organized
.~ multispecies group led by the centaur Cheiron.

Hippocampi are sea horses with the head and forefeet of horses
and the tails of dolphins. The forefeet end in flippers rather than
o hooves, and the tail curls in a muscular loop when &t rest.

' Night mares appear to be nothing but deek, pretty Mundane
equines, solid black even to their hooves, except that their eyes glow faintly,
and their hoofprints resemble the face of the moon.

Their homeisthe gourd, wherethey are led by the Night Stalion, Trojan,
who is dso known asthe Dark Horse. Trojan commands dl the disembodied
beings of the gourd, for he rules the realm of dreams. It is the responsbility of
the night mares to carry dreams crafted within the gourd to deepers of the
outside world who need them.

Trojan, who has power over dl dreams, is redlly aprisoner in the gourd. He
cannot vist the solid world as his mares do, unless he pays for it with the souls
of those who logt them in the gourd. He won thejob of Dark Horse by defeating
the last King of Dreamsto hold the office. When Smash Ogre bested TroTjan, the
Night Stalion offered to make him Dark Ogre in exchange for being set free,
but Smash refused.

Toun deegpers, the night mares look like huge nebul ous monsterswith
gleaming white eyes and glinting teeth, for they bear bad dreams to those who
deserve them, or who need them when solving problems. The purpose of night
mares is to force adreaming mind to suffer the pangs of conscience or regret,
the realization of the conseguences of evil. The immortal night mares "guard
constantly againgt spiritual degradation” (Ogre, Ogre, p. 258). For example, a
misogynist, aman who hates women, was once visited with a horrible bad
dream of being loved to death by a score of beautiful mermaids. To some, that




Night Mare
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may be awonderful dream rather than the gift of anight mare, but it was
appropriate to prod that dreamer's conscience.

Night mares do not have souls. Those who gain souls soon becomeinefficient.
It isnot in the nature of soulsto be truly brutal, as anight mare must be on
occasion. Thosewho earn soulsturn them in to the Night Stalion for storage
and bonus credit for extraordinary service. A night mare must be careful to
frighten with the fewest possble images so that the dreamer will not learn to
congider dragons or other dangers passe. Night mares are immorta until they
are foolish enough to keep asoul. Then they assume the ligbilities of mortggi,
as Mare Imbrium did. Some may eventualy get bored with their jobs and
to change occupations. If they choose, they may mate and foal and turn the
position of night mare over to their offspring.

A night mareis not actually solid while outside of the gourd, though one can
beridden by someonewho isadeep. A rider need not fear falling off anight
mare, for it she consentsto carry you (and the priceis high: half asoul), the
marewill dways be theright Sze. Night mares cannot speak aoud, but make
dreamlets of a nonfrightening nature in the mind of an awake being, and those
say what the mare wishes to express. They only come when one is adeegp. They
can phase through s0lid matter under cover of darkness, be it a shadow or a
smokescreen.

On each mare's hoofprint, that seawhich was named in her honor is
highlighted: i.e, Mare Crisum (cdled Cris or Crigs), Mare Imbrium, Mare
Humerum, MareNubium, MareFrigoris, MareNectaris, MareAustrale. A night
mare's moon hoofprint fades as the moon changes into lesser quarters. She
will tend to dip because of the lack of traction unless she concentrates.

Mare Imbrium, known asImbri, whose namemeans"Seaof Rains” or "Seaof
Tears" was once anight mare, and an artist at her craft. After recaiving haf a
soul from Smash Ogre, she was transferred to daydream duty by her sre, the
Night Stdlion. It was akindness, for she had dways wanted to see the rainbow,

but aso extra duty, because she was now expected to act as liason between
the Powers of Night and the Powers of the Day during the rise of the
Fourteenth Wave. She defeated the Horseman by sacrificing her body in
the Void. Because she had asoul, shewas restored to life, and
continues her career as atrue day mare. She is perhaps better suited
to thisjob, for she has agentler nature than she needsfor handling
bad dreams.
Day mares are happy, cardess creatures who do not work at
the same frantic pace as their nocturnal counterparts. If their
dreams are migplaced or forgotten, or if a double supply is
F\ v  ddivered to asingle dreamer, it doesn't matter. Daydreams
are pleasant fancies, designed to rest the mind in
contentment. Unlike anight mare, aday mare has asoul,
but sheisinvisble The day mares areruled by the Day

Horse, amagnificent golden stalion, who isavery casud
(\ leader.






FAIRIES, IMPS
ELVESAND

GNOMES

& dries and imps are the smallest of the humanlike crestures in
®d % Xanth. They are ddicate and dainty, measuring no more than the
R’B sze of aman's hand. Their wings have colorful flowerlike images on
\ them which sometimes change. Fairies who are destined to fall in
% love display the glow of love at first touch. Faries do fine craftwork,
though aways on avery tiny scde. Imps make smal magic items
out of ephemeral materials, such as mirrors from sogp bubbles.

Elves are the next largest. They live in organized tribes, each led by aKing.
The dves have been known to come forward to help defend Xanth. They are
known by their traditional battle attire, which is aways green.

Gnomes are about one third the sze of men. They are
short-armed and short-legged, leaving their bodies some-
what out of proportion to their 9ze. Femae gnomes are
caled gnomides. Gnomes are extremely forthright, but
temper their bluntness with occasiona civility. The
gnomides are much nicer than their menfolk.

Like goblins, gnomes have been known to eat
intruders if they look tasty. Gnomes favor red
clothing and battle attire. The hat isone
item of wear which no gnome will ever be
found without. They hang on to their hats
to keep the aversion spdls they wear
there, to drive away mongers. One
underground village of the gnomes can be
reached through a hollow artis-tree in
the forests near the Ste of Threnody's
ancient cottage, northwest of Cadtle
Roogna. Theirjobismining. They
hollow endlesstunnelsin the rock
below Xanth.







OGRES

gres talk in smple rhyme, though unrhymed speech would
: )y save them time. When ogres are hungry for some meat, any
4 f flesh isthought good to eat. Normal-sized ogres stand twice
4/} man-height tal, wear their own shaggy skin and nothing dse

a al. An ogre's strength is legendary; no limit to what he can
carry. Ogres arms are like tough gnarled wood, and their

. faces do not look even that good. Hairy muscles knot like the

boles of old trees, and they can wrestle afull-sized dragon to its knees. Even
the handsome ones are grotesque; the ugly ones are a horrible mess. Bad
storms and spoiled food are ogres delight, they dso like to shout and fight.
Their hands and feet are huge, their voices aroar, their manners are awful,
and dl of them snore. They're so dirty bugs live in their pelt, but skin isso
tough raises never awelt. They likejokes that are easy to tell, as ogres don't
think very well.

The best of dl the ogre bunch, they cal he by the name of Crunch. All ogres
gnaw on human bone, ‘cept Crunch because of Fiend Curse thrown. Crunchis
agood cook of vegetarian fare—humans are his friends; let their foes beware.
Crunch found she with face like mush, whose smile could make azombie
blush. A Curse Fiend dl made up was she, no time to explain when carried off
by he. They wed; an ogret arrived with a crash. In ogre fashion, they named
him Smash. Smash is hal f-human, which hisfolksthink is dandy. When he
grew up, he married half-nymph Tandy. Ogre courtship is rather rough, so it
takes ashewho is quite tough.

Ogrets are tougher than little dragons. Except that it is impossible to keep
ogrets out of trouble, they are easy to care for. They eat anything, and it is
nearly impossible to hurt one.




Crunch Ogre :




VOLES

oles are lemon-shaped furry animals that live in the wilderness to
the east on the Kiss-Mee River, which connects Lake KissMee and
Lake Ogre-Chobee. A mature vole looks like a quadruped with
sharp, curved cdaws. | mmature ones resemblejointed worms of
varying szes, from tiny to immense.
o | They are the finest excavators under Xanth. It is in the nature
g of voles to dig quickly and well, creating passageways through
rock and soil that will not fall in under any circumstances. Voles and their
relatives bore magically through rock. They can leave atunnel behind them, or
no trace of their passage at dl, according to their mood, but most leave it
solid for the pleasure of digging through the same rock again and again.

The lesser forms of voles are called Wi%glei squiggles and diggles. Diggles,
the largest, range the huge expanses of bedrock far below the surface;
squiggles, the loose earth and stone above; and wiggles, the superhard metal
ores and rocks.

Squiggles resemble voles more than the other two breeds do. They have
whiskers, and are more flexible in bOdK and mind than the diggles. The
squiggles rf;\re (r:]urioushanﬂI in(tjelligent. They ten((jj to be golitay, agd do nolt
swarm. T ave ahi level oped soci underground. Squiggles use
directi ond%ebbl& to %elg them fPr%jthei ﬁ/yvaye,!e\/?/ith an ?ncreasi ngﬂ/ t?gd tagte
to tell them that they are going in the correct direction. Often the only sign of
thelr recent presence is a mound of dirt that wasn't there a moment ago.

Diggles ook like worms, and are of mere animal intelligence. They move
dowly beneath the earth, phasing through the rock without affecting it. They
move by elongating and contracting and expanding segments of their bodies
Diggleswill work only for a song. Both squiggles and diggles are harmlessto
surface-dwellers.

Thelr history records a legend that voles were created by the Demon
L(I/T)™, Maker of Earth, who gave the choicest region to them. Voles, the
archetype, were the chosen of L(1/T)™, and were given free choice of their
habitat, and chosethe Vae of the Vole.

Civilized voleslived in the Gap Chasm before humans entered Xanth. They
use artificial hollow claws to protect their own natural claws from wearing
down. Such artifacts are occasonaly found by human researchers.






ZOMBIES

ombies are the corpses of beings animated to half-
lifeby the Magician Jonathan, beginninginthetime
of the Fourth Wave, and then again from the end of
theTwe fthWaveon. Zombieslosemateria
continually without losing mass, but generdly, they
- grow more decrepit over t| me. A zombie makesa
very faithful servant, but can only perform the
samplest tasks without supervison, because its brain is rotten, and ideas fall
right out. Zombies make good guardians, snce nothing can hurtwhat is
dready dead. They have to be hacked apart to be stopped. And most
cregtures have afear of the dead, so even afairly deteriorated zombie makes
auseful deterrent. Most are human, but any species can be reanimated.







NYMPHS
AND FAUNS

ymphs and fauns are innocent, pleasure-loving magical

i creatures, perfect in form, but ing no long-term
¥ memories or extraordinary intelligence. Every day is new
§ tothem. They quickly forget any hurt they have suffered,
and it is as it any of their number that die or disappear
have never lived. Like the other magical species, they are
: thought to have no souls. There are severd varieties in
Xanth that evolved from earlier forms present during the early Waves of
Colonization.

Nymphs are dim, lovely female creatures who resemble teenage girls of
extraordinary beauty. By and large, they have little intelligence, and do not
pos=ss souls Children are not supposed to see them up dose, but adult men
pursue them, hoping to catch them.

Fauns were the origina counterpart of nymphs. handsome, dender young
male beings. Dry land fauns, or dryfauns, had greenish hair and dark brown
fur on thair legs and lower body in the manner of the trees they associate
with. On their heads were hornlike tufts of hair, hooked to alow them to draw
down fruit from the trees, and their toenails resembled hooves In time,
dryfauns throughout Xanth became satyrs, with entirely goatlike nether
Porti ons, and goatlike horns on their heads. Dryads were nymphs of the

orest, with green hair and graceful movements. Dryads and hamadryads have
become more attached over time to single trees, with whom they share a
symbiatic life.

For the naiads, the water-going nymphs, there were naifaunswho had
flattened flipper hooves and horns which pointed straight up like spears. On
their legs they had delicate scales instead of hair. The naiads became
mermaids, and the naifauns changed over time into tritons. Their horns
disappeared, and they began to carry trident spears. The flipperlike hooves
and the naiads feet became tals like those of fish.
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Oreads and orefauns, nymphs and fauns of the mountains, have dl but
disappeared in greater Xanth. The orefauns had powerful furry legswith
hooves like those of adeer, and hooflike hands which dlowed them to run
eadly up the ddes of mountains. Their horns were curled like those of a
Mundane ram.

Nerefauns and nereids lived in the sea They had webbed hands, scdes
along the lower halves of their bodies, and flipper feet which evolved into the
powerful tails of seafish. They have become merwomen and mermen.
Merwomen are more mature than mermaids, and are somewhat better
fleshed. They are excellent housewives. Merwomen remain youthful in
appearance throughout their long lives but the maes grow old and grizzled
unless they counter the ravages of time with a protective magica charm,
such as afirewater opd.

Merfolk can interbreed with other races, to produce haflings, which are
brought by the storkfish. Merwomen frequently mate with salors after their
mermen have log interest in stork-summoning. Some sallors who are
reported drowned are happy beneath the sea, protected by their merwomen
lovers, and do not want to go back to dry land.

Thereisonevadley in Xanth where the various kinds of nymphs and fauns
live as they did in the distant past. There they are protected by a Monster
Under the Bed named Snortimer, who settled there to find romance.

Nymphs and fairies are bdjeved to have no souls. They are magical beings
who exist because of X (A/N)™smagic. Nymphs are capable of mating with
humans and producing offspring. Tandy, daughter of Crombie the soldier
and Jewel the Nymph, is half-human, and so possesses a half-soul. Tandy's
magica talent is her ability to throw tantrums, which pack enough punch to
knock out ademon.

The Siren, whose magnificent sSinging voice and magic dulcimer lured many
men to their doom in the face of her sster the Gorgon, is dso a nymph. Once
deprived of her magical musical instrument, she became merely amermaid
of spectacular beauty who offered no compulsion to men but her normal
nymphly charms. When she wishes to, she can separate her tail into apair of
human legs. She married atriton named Morristhe Merman who livesin the
Water Wing. Thely have ason, Cyrus, who can aso change from triton'stail to
human legs at will.
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g & illie the Ghost: Millies talent, which provoked her first death,

P oy IS Sex Apped. She came from the West Stockade, avery smdl
B community. Asadim, lovdy young maid of seventeen with
A8 |ong, golden hair, Millie left the employ of the Sorceress Tapis
¥ = to employment as a chambermaid at Castle Roogna.

S WA 8 There, she was ensorcdlled by Neo-Sorceress Vadne, who
- ~ molded Millie's body into the form of abook, The Skeletonin
the Closet, thereby squeezing thelife out of her. Millie spent 800 years lex
haunting the abandoned Castle Roogna She was restored to life with the help
of Bink and Humfrey. The stress of being a ghost for 800 years darkened her
gair to black. It soon grew out blond again, after she was once again fully

ive

After her restoration, she spent twelve years as maid and nurse to Dor until
she married Zombie Master Jonathan and moved with him to Castle Zombie.
They have twins, their son and daughter, Hiatus and Lacuna. Both of them
inherited the Iank?; physique of their father, so at a distance it is difficult to
tell which iswhich.

Their children have talents that seem postively intended for mischief.
Lacuna can change printed text to read anything she wants. Hiatuss talent of
Manifesting Sensory Organs alows him to give thewalls ears.

e Grundy the Golem was once formed of hits of string, clay
g

and wood, but began to change into an df when he learned to
-~ care. Thefinal dteration to living redlity was done by the
Demon X (A/N)™ when Grundy fulfilled a challengeto give
X (A/N)™ an advantage over hisfellow demons, which he did
by teaching the Demon about enlightened cooperation, where
giving away advantages helps a player to win in the end.
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Grundy's magic talent dovetails nestly with that of King Dor's: he can
understand and speak the languages of dl living things. Thereisonly one
main language in Xanth, but the various creatures, plants, and organisms
spesk it in different ways. Grundy is usualy rather tactless, and flavors his
trandations with crude insults. He has a natural turn for invective, and his
mouth lands him in as many or more trias as histalent for communication is
capabl e of getting him out of. He keeps company with Rapunzel, oncelvy's
Bun-pal, whose ability to shrink and grow her own body to any sze she wishes

rought her down to Grundy's leve.

Rapunzel was imprisoned in the Ivory Tower by the Sea Hag until freed by
Grundy and his companions. Her talent is her hair. Rapunzel's tresses are
infinitely long, slky, black at the roots shading to purest white at the ends.
She can compress her hair so it weighs nothing at dl while it is bound up on
her head. She is genetically able to make hersdf larger
or smaler a will, as she is descended from
generations of interbreeding between eves and

humans. Her eyes shift colors. Sheisamany times
descendant of Bluebdll EIf and Jordan the
Barbarian.
Because they were pun-pals before ether of
them could write, Rapunzel and Ivy used amagic
box called atress-ract to correspond with one
another (though it was marked PUNDORA on the
dde). Ivy sent her ordinary things like stones
and flowers; in exchange, Rapunzel conveyed
physical puns, such as puncils that write lines on
the air (and can erase same), a messy pi g-Pun
filled with smelly earth, apuncushion full of
sharp-pointed puns, and delicious hot cross
puns with white icing faces that smile when the
puns are eaten. She dso sent Ivy apair of
Puns and Judy dalls, a pair of snake eyes on
small cubes made of part of the substance of
the Ivory Tower, and two smple captured-
noise gdls in globes an outcry and a
' sound-of-mind.
Roland, Headman of the Council of Eldersin
the North Village, is Bink's father. Histalent is
; = the Stun Gaze. One specid glance from him,
0 UM\ and whatever he was looking a is frozen in
' .+ Pplace, dive but immobile, until he chooses to
“ " reesseit. The Council of Elderstake care of
administrative chores that are too routine to merit the King's attention.
Roland is personally consulted by the King on numerous occasions, for he
gppreciates Roland's wisdom and clear-minded thinking. Roland's wife is
Bianca, who can replay five seconds of time.
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Jordan was a barbarian of the Fen Village, who lived in the reign of King
Gromden. Histalent was Healing Himsalf. Hewasthevictim of acruel lie
which cogt him hisfirgt life. He was the hero of aprophecy which predicted
the appearance of ayoung, well-formed barbarian riding a pooka he had
tamed, who would take the Hero's Challenge, which was tojudge whose
magic of thetwin magicians, Yin or Y ang, was more effective in practice as he
sought to fetch Threnody to Castle Roogna. The outcome would determine
which haf of Yin-Y ang would serve the dominant haf as King. He was never
to find true love until his flesh had rotted. Renee appeared, and he was
happy with her, not knowing for years that she was Threnody.

Threnody is the illegitimate half-demon daughter of King Gromden. She
bore a curse put on her by the Queen that if she ever returned to Castle
Roogna, the castle would fall. She has midnight hair and eyes. Her birth
disgraced the King so that his courtiers began to drift away from Castle
Roogna. Her talent is Demon-Striation. She can diffuse from supersolidity to
insubstance over time, grow big or small, and change shape to any form she
wishes, but each change takes an hour. She married Magician Y ang but
auicided near Castle Roogna because she was unhappy and secretly loved
Jordan, whom she had cut to pieces to save him from Yang's more harmful
atention.

Jordan was restored to life by vy, who sought out where his bones had been
hidden, and the two of them found away to bring Threnody back to life, too.
Jordan and Threnody travel throughout Xanth. The curse on her dill holds
against Castle Roogna, so they have never vidted the human capitd.
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Agenda Andrews: The first girl sent to
Grey Murphy by Com-Pewter. She has
brown hair and is excruciatingly well
organized.

Agent Orange: A vaguely catlike orange
creaturewhoworksfor the Catapultinthe
Region of Madness. It withers and kills
plants wherever it passes.

Alister. A boy of the Gap Village whose
talent isfinding things.

AnorexiaNervosa: Grey'ssecondgirlfriend.
Sheisvery thin, and dways dieting.

Arrowhead: An df of the tribe of Flower
Elves, who carries a bow and quiver of
arrows for protection.

Awl: An df of theTool Tribe.

Belo: A ruffian of the South Village. His
talent dlows him to block any one of a
person's saven senses.

Beryl Bluebird: The Bluebird of Happiness
of the Magic Dugt Village.

Bloodroot: An df of the tribe of Flower
Elves, who carries a red bag containing
blood-poison as a wespon.

Bluebel| EIf. Dainty lady df of Flower Elves
who chose to exchange favors with Jordan
the Barbarian; she is an ancestress of
Rapunzel.

Blythe, formerly Blyght: A brassie of the
City of Brassesinthegourd. Hasamysteri-
ous dent about her person, dedt her by
Smash Ogre.

Bookworm: A giant purplewormwholives
in the depths of acomglicated mazewhich
canonly benegotiated by solvingtheriddles
which appear on itswdlsin glowing letters.
The bookworm cannot speak aloud. Its
thoughts are trandated to printed words
on the walls of its domain. It nests on a
huge mound of old books, which it kegpsin
order by means of the Dewy Decima
System, tiny droplets of moisture on the
bindingswhich only it can read. When the
bindings wear out, it spins new ones for
them. A voracious reader, it egats leaves of
irreparable books.



o el

Brain Coral: A stationary entity of great
intelligence, magic, and conscience that
lives at the bottom of an underground pooal.
It acts as the guardian of the Demon
X(A/N)". Over the ages it has absorbed
power and thought from the Demon, and is
oneof themost magically powerful entities
intheland. It can take control of acreature
by giving it powerful suggestions that are
enough like its own behavior that it finds
nothing objectionable in its ingructions.
The cora acts as a buffer between the
Demon and therest of theworld, for if the
Demon were disturbed (asit was by Bink,
shortly before the Time of No Magic),
X (A/N)™sinfluencewoul ddisappearfrom
theland, and dl magic would swiftly leach
away.

Boy (1?: Witness at Gracel's trid; doesn't
likegirls.

Boy (2): Child who got logt in forest and
wasrescued by Girard Giant. Norelaion to
Boy(1).

Bria Brasse: A lost Brassie girl with an
Accommodation Spell to enable her to
marry Esk Ogre; daughter of Blythe Brasse.

Brick Bat: Guardian of Draco's nest.
Brida: Aliger's best friend in the Gap

Village. Her talent is becoming a tabby
were-cet.

Brunswick Bluebird: The Bluebird of
Happiness of the South Village.
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Buster

BucktoothGoblin: Memberof theGoblinate
of the Golden Horde.

Bulls and Bears: Mundane animals that
trade with one another andfight for domi-
nance of the stockyard, a place where a
little action can raise abig stink. The Bulls
awaysgo up, theBearsalwaysgodown.

Buster. Short for Filibuster. Senior village
elder of the South Village whose talent is
the ag}aniﬁcestation of a h?ge red bldloon

e of carrying up to four eina
&et below i{ I—?e uels the IC!I'%lolpoon by
generatingenough hot airtoliftit. Busteris
a great talker.

Cactus: An df of the tribe of Flower Elves,
who carriesacactusthorn asawespon.

Cat O'Moran: A water-going cat boat lent
to Fortinbrass by the cats a Lake Ogre-
Chobee.

Centurion: Centaur who comes to the
Oracle for advice about his talent. He has
one hundred fine arrows.

Charl: The centaur schoolmaster of the
Gap Village.

Che. Colt of Cheiron and Chex Centaur.

Cheiron: A winged centaur, leader of the
winged monsters. Heisvery handsomeand
well muscled, has silver wings and golden
hooves, andcanredly fly. CheironisChex's
mate.
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Chex: Winged centaur filly, daughter of
Chem Centaur and Xap Hippogryph. Her
eyes and wings are grey and her hair, mane,
and coat are brown. Her talent isin her tail,
which makes things light when it flicks
them. Withitsaid, shecanfly. Herwingsare
not normally strong enough to support her
weight.

Chilk: A boy of the North Village, whose
talent is the invisble wall.

Chisel: Andf of theTool Tribe.

Clem: Centaur schoolmaster of the South
Village.

Com-Pewter. Inan air-conditioned cavests
ametdlic box with aseriesof buttonsand a
pane of glass on its front. It can revise the
script of reality to conform to its liking.
Everything it prints on its glass screen
happens. Created by the Muses of Parnassus
to helpwith their work in recording redlity,
but they erredinthedesign. Itisfrequently
foiled in Xanth, but has freer rein in
Mundania, wherefreewill islessvaued. It
uses aWorm Program to set up Sending, an
emulation which it usesto introduce lvy to
Grey Murphy, as part of the inddious,
heinous, and successful plot to makethem
like each other. Similarly successful plots
have occurred esewhere in Mundania, as
married folk know.

Controlla: Afemaletroll whoisheadwoman
of the Magic Dust Village.

Cowsdlip Elf: Cousin of Oleander, of the
Flower Elves.

Craven: Sub-chief of the Chasm Clan of
Goblinsin the days of the Fourth Wave.

CrombietheSoldier. Histalent isdirection.
He can whirl and point to anything he
wants to find. He hates and distrusts
women. He claims that it is because his
mother could reed minds and made life
miserable for him and his father. He is
married to Jewe the Nymph, whom he
considers to be an exception to his rule
about women, because nymphsaren't realy
women. Hewasoncechanged into agriffin
to enable himtobemore hel pful on aquest.

Crool: A goblin of Craven'sclan.

Crown-of-Thorns: King of the Flower Elves.

King Cumulo Fracto Nimbus: Lord of the
Air, Thunderhead, a cloud who crowned
himsdf, is a puffed-up bag of winds who
believesherulesXanth, but heisdl wet. He
has inflated vanity and a stormy temper,
and likesto ruin events held outside. Fracto
carries grudges clear across Xanth, but he
isprone to flattery and can be thwarted by
reverse psychology. He is an ill wind that
blows no one good.

Cumulo Fracto Nimbus

Dogwood: An€f of thetribeof Flower Elves,
who goes armed with acanine-tooth tipped

oear.
Dolph: See Iwy.

Donald the Shade: The ghost of aman who
died seeking wedlth to feed his family. His
discovery of a slver tree would have gone
unknown if it had not been for theinterven-
tion of Bink, who helped him complete his
mission. Donald was able to go to his ret,
knowing that his family would be provided
for.Histalentwasflying.

Donkey: Centaur who resembles adonkey,
being smal and grey, with big ears. Friend
to lvy and Grey and Electra. Histalentisto
change the color of his hooves.

Doris: Curse Fiend girl with nicelegs

Draco Dragon: Possessor of the Firewater
Opd. His nest is in Mt. Etamin, part of a
constellation of mountains. Not abad sort,
if you like flying dragons.

Dungeon Master ofHurts: In charge of the
painful aspect of bad dreams.
Duke Dragontail of Dimwit:
Chex'swedding.

Guest at



Dolph and Electra
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Dyslexia: Grey's third girlfriend: a blue-
eyed blonde who has trouble reading
because she sees things backwards.

Egor Ogre: Servant to Jonathan inthedays
of the Fifth Wave invasion.

Electra: She substituted for the deeping
princess, owing to Murphy's Curse, and was
betrothed to Prince Dolph when he woke
her. Shéls a nice girl who once had athing
about her father, but now loves Dolph
desperately, despite the fact that he is
three years younger than she (no father
fixation therel), but he is betrothed to her
only to keep her from dKing. Sheisthedze
and form of achild with freckles, and her

es are the color of wonder. Her talent is

ectricity; shecangiveapersonquiteajolt.

Elsie. Citizen of Xanth 400 years ago, first
girlfriend of Jordan. Taught Jordan how to
send messages to the stork regarding
offspring. Her talentwasturningwater into
\)/(vggne by touching theliquid with her finger.

EmJay and her Ass MiKe (Michael and
Keith): Researcherswho prepared alexicon
soM undaneswoul dknow about X anth. X9

Eskil: Son of Tandy Nymph and Smash
Ogre, half-human of which half is curse
fiend, one-quarter nymph, andone-quarter
ogre. Rather ordinary looking, with brown
hair and grey eyes. Histalent is protesting.
If hesays, "No!" hecan stop acreaturefrom
doing to him what it intends without
understanding why. He can become quite
ogrish if provoked.

Euphoria: Grey's fourth girlfriend.
Hypnotically intense eyes, swirling black
hair, lush figure, but she's into mind-
bending substances.

Fairulter: A faun who frequentsthe Hee
Market; friend to Glim.

Fates: Bridascerberus; heandMarblessing
in a Barkershop Quartet.

Ferdinand: King of the Cowboys, akindly
ruler.

Fireoak: The nymph of the fireoak tree.
Fireoak is dso the name for the wood
which, though it looks as if it's burning,
makes good fireproofing.

Fortinbrass: A brassie of Brassilia He
left the gourd to study in the soft world.
dHiﬁfiancee is Patchricia, an animate rag

oll.

FulsomeFee. Duck-footed|eader of theFeg,
who need to interbreed with others to
increase their stock.

Furies. Tisiphone, Alecto, and Megaera, old
women with the hideous faces of dogs
furry ears, projecting snouts, and bloodshot
eyes on the sdes of their heads. They have
hair coiled like the bodies of zombie snakes,
not pleasantly dive like the Gorgon's, and
huge ribbed bats wingsthat serve them as
cloak and hood. They scourge victims with
shame and guilt, driving them nearly to
suicide by blaming them for neglecting
their parents. Thelr weapons are quilt,
sorrow, and suffering. TheFuriesarearmed
with brass-studded staves hung with whip-
like thorns. The whips are poisoned,
drawing copious blood and agony, leaving
festering wounds that will not heal. They
can throw one curse of misfortune gpiece,
which makes a victim wish that he were
dead. They cdl themselvesthe daughters of
Mother Earth, but they have none of their
own. They sprang from the blood of their
murdered father.

Galatea: Ivory statueof thelovdiest of pigs,
being carved by the sculptor Pyg Malion.

Ghost Writer His talent is the ability to
create redigtic phantoms, steamy pot-
boilers and illusory ghosts. His am is to
control the folks of Xanth through their
emotions. He lives on the Phantom Ranch
in the Plain of Grasses in the swamplands
north of the Centaur Ide



Prince Gimlet: Leader of the Tool Tribe of
Elves. His body was temporarily occupied
by the Sea Hag's spirit.

Gina: Lady invisble giant, originaly the
figment of a dream, now Girard's girl.

Girard: Invisble giant, trapped in the
realm of the gourd, where heisvisible. He
was bound and bleeding for along timein
the gourd as the source of the River of
Blood, until rescued by Grey.

Glim: Proprietor of a bookstall in the Hee
Market. He will gdl as long as he can to
keep from selling a book; he loves them so
much he hates to part with any.

Gloha: Daughter of Glory Goblin and Hardy
Harpy; awinged goblin girl who participates
in the festivities of Chex's wedding.

Glory Goblin: Thepetite, dark-haired, lovely
youngest daughter of Gorbage Gablin of the
North Sope Gap goblins. Glory isin love
with Hardy Harpy. She has incredibly shape-
ly legs. Therjoint talent isinvighbility.
Gnasty Gnomad: A gnome of the Gnobody
Gnomes.
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Gnaughty: An elderly gnomide of the
Gnobody Gnomes.

Gnifty Gnomide. A nice female of the
Gnobody Gnomes.

Gnitwit: A gnome of the Gnobody Gnomes.

Gnymph: A young gnomide of the Gnobody
Gnomes.

Goldy Goblin: Daughter of Gorbage, avery
beautiful oblln mlsswnh long go olden hair
and great legs. amagic wand
which dlows her to levitate objects or
people.

Goody: Goblin, unconscionably polite,
cured by a sesson with curse burtrs.
GorbageGablin: Chief of theRimGoblinsof
the Gap; father of Goldy and Glory.

Grabraham: New, young, timid Bed
Monster under lvy's bed, known as Grabby
for short. Hereplaces Snortimer, who found
romance.

Grace'l Ossein: Femae walking skeleton,
Marrow's girlfriend. She has nice bones,
and is the source of the Skeleton Key.

L
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Gromden

Gromden: King of Xanth 400 years after
Roogna, whose talent is that he can hold
any object and divine its entire history,
seeing and hearing it.

Grotesk: Goblin chief of the Goblinate of the
Golden Horde. Mean, even by goblin stan-
dards.

Haggy Harpy: Leader of the Gap Harpy
flock.

Handy: Dolph's regular Bed Monster.
Hannah Harpy: A harpy of the Gap Flock.

Hardy Harpy: Handsome harpy in love
with Glory Goblin.

Harold Harpy. A prince who had been
exiled by a riva to the harpy crown and
preserved for three centuries by the Brain
Cord, and only released when asked for by
Dor.

Hatty Harpy: A harpy soned by the
Gorgon.

Baron Haulass of Shetland: A guest at
Chex's wedding.

HeavenlyHelen Harpy: The most beautiful
harpy, whose downy feathers, clean lovely
face, and shining brass claws made her
Firgt Concubineto Prince Harold Harpy.

HenriettaHarpy: A harpy of the Gap flock.

Henry: A deaf man who hdps Ivy practice
sgn language.

Hoe: An Elf of the Tool Tribe.

Horace Centaur. A centaur zombie who
died of an unfortunate accident during a
game of people-shoes. His speech isslurred
and hishidemoldy and hisfacewormy, but
he is not too far gone, and Ivy likes him,
which counts for alot.

Horsgjaw: Tactless bully who lives near
Castle Roogha.

TheHorseman: First perceived by the Night
Stdlion as athreat to Xanth. A true were-
horse who wanted to conquer Xanth. Heis
the son of a gtallion and a human woman
who drank from alove stream. In his horse
form, hes a white gdlion who wears a
brass band about one ankle. As a human,
the circlet is around his left wrist. This
brass band is a short circuit which diverts
power from its proper avenue. He is a
consummate equestrian who can ride any
steed, willing or unwilling. His talent is to
form a line-of-sight connection between
any two E)Iaces which he used to join the
gaze of dl the Kings during the Fourteenth
Wave with the peephole of a hypnogourd.
Hotbox: A blue female wyvern at Chex's
wedding.

Hugo: See Humphrey.



Ichabod: Arnolde's buddy, a researcher
and scholar from the library in a southern
American city of the modern era. He is
considered to be the best historian in the
state of Alabama.

Ignor Amus: Very stupidjuror at Gracel's
trial.

Invisiblegiant: A heroic giantwho diedin
thewiggle swarm halted by King Trent and
asalamander-transformed Bink. Thisgiant
was known to be 60 feet tall, though hewas
never seen.

Itchlips: OneoftheMt. Etamingoblins.
Jama: Obnoxiousyouth of theNorth Village,

whose tadent is the manifestation of a

sword.
Jennifer. A female dog.

Jewel the Nymph: She lives in the cavern
beneath the Vortex, south of the Magic
DustVillage. Sheisunusual amongnymphs,
for she haswit and purpose. Most nymphs
are purely decorative, and have only one
signa talent. Jewel is perfectly lovely, but
she has an importantjob to do aswdl. Her
job is to deliver dl the gems of Xanth to
their proper places in the depths of the
earth. Her keg of gems s self-renewing, so
that whenever some are removed from it,
more gppear. She rides a diggle who can
phasethrough therock solongasshesings
to it. It works for a song. She places the
crystalline gems that the diggle has left
behind in their proper setting once the
diggle has stopped moving. Pearls are
thrown into oyster beds, where the oysters
swdlow them. Jewd's talent is the genera
tion ((j)f scents and smells according to her
mood.

Joan: AmalefairywholivesinBirdland.He
got anameat birthwhich wasintended for
afemale fairy, but until he met John was
unable to switch for the right one.

Jody Lynn Nye: Nymph who makes Xanth
gamebooks such as The Encyclopedia of
Xanth and Ghost ofa Chance. Some of the
punniest puns have taken refugewith her.
She kept coming up with so many formerly
unknown folk, creatures and things that
the regular Xanth author finaly collabo-
rated with her on a Visual Guide to,
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to, it'sright at thetip of my, wdl, anyway,
it's a pretty good ligting of Whatever%
connection with something.

John: A smal femalefairywho accidentaly
got thewrong name at birth. Shedidn't get
the correct name until her wings were
burned beyond healing. She and Joan
experienced love at first touch, so shestays
with him in Birdland.

Jumper

r

Jumper. A tiny spider of the Phidippus
Variegatus Sdticidee, the most handsome
and sophisticated of the spider clans, who
became Dor's valiant companion while he
wasintheCastleRoognaTapestry searching
for Zombie Master Jonathan. Jumper was
rather beautiful in spider terms, though he
could be considered formidablein appear-
ance. His fur was green, with variegations
of black, grey, and white on his abdomen
that form the face of a smiling bearded
man. Because of the size magic which put
Dor into the Tapestry, Jumper appeared to
be eight feet hi%? instead of his usual
guarter-inch height. He was a0 of great
intelligence, and his wisdom guided Dor
through many dangers. He knew how to
balloon with silk, atalent some but not dl
piders have.

Justin Tree: A man of the North Village
transformed into a tree by Evil Magician
Trent before his exile. His talent was
ventriloquism, so he dill hasavoice. Asa
tree, Justin's leaves resemble flattened
human hands, its sap isblood red, and its
bark isthe color of adeep tan. When Trent
returned, heofferedtochangeJustinback,
but Justin preferred to remain a tree.
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Knock-Kneed Knights: These empty suits of
armor control the fertile pastures under
thefields of the cowboys. In exchange for
the sacrifice of the finest young bullocks
and heifers every year, the Knights alow
the cowfolk to grazein the nether pastures.
They consider themsealves to be creatures
of chivalry, alowing the young cowfolk to
tr% and defeat their Knight Tourney
Champion in the labyrinth during the
Running of the Gauntlet, but none ever do
defeat him, becauseitisnot afair fight. The
Knight has an armored horse, asword and
alance, and the cowboysareforcedto fight
empty-handed and on foot. The Knights
armor isempty, for without honor, they are
nothing at dl.

Knotweed: An df of the tribe of Hower
Elveswho goes armed with aknotted rope.

Komodoli Zard

Komodo li Zard: Guest at Chex'swedding,
prince of the Ides of Indon Esa

Lathe: An df of the Tool Tribe.

Latia: A homey old woman of the Curse
Fiendswho is so ugly and so talented with
stage makeup that she is able to best an
ogress by using her face to curdle water
ingead of milk. She accompanied Ek to
the Vde of the Vole. Her talent is flawed:
one out of every three curses she throws
turns out to be ablessing instead, probably
because she is a good person.

Leonardo the Lion-Tamer. Huge lion that
tames other animals (including humans),
tiger liliesand dande-lions, withawhip and
hoop.

Lily: A woman of the Gap Village.

Liza: A woman of the South Villagewhose
talentisembroidery. Sheisthefinestliarin
the stockade.

Lyman: A man of the South Village. His
talent is twosight, which is only half as
accurate as foresight. Haf of his pre-
dictions come true.

Mae: Oneof the maenads of Mt. Parnassus.
A wild woman who didn't fit because she
doesn't like blood. She became a priestess
of the oracle. Her eyes glow like candle
flames when sheis excited.

Magistrate: Curse Fend officia.

Maiden: A pretty girl who comes to the
Good Magician's cadtle for advice about
love.

Mallet: An df of the Tool Tribe.

Manticora: A monster whom Bink met at
thecastleof Good MagicianHumfreywhile
serving a year for the Answer to his
Question. The Manticora is the Sze of a
horsewith the head of aman, thebody and
mane of alion, wings of adragon, tail of a
scorpion, three rows of iron teeth one
insde the other, and asurprisingly beauti-
ful musical voice.

Marbles: Rock hound belonging to Aligter.

MareFrigoris: A night mare, after whom
the Seaof Cold onthe moon isnamed. She
is a 300-year veteran. She testified at
Gracel's trid.

MarrowBones: Walkingskel etonwhowas
lost on apath inthe gourd. Originaly used
to frighten deepersin dreams, he got log.
Likedl magic skeletons, he can disassemble
his bones and reassemble them in assorted
useful configurations. He was chosen by
Bol ph as his Adult Companion on his
uest.

Max: Man of the South Village, the loca
anima doctor. Histalentishislanternjaw.

Mela Merwoman: Full name Melantha
Captor of Prince Dolph. She resembles a
mermaid, but livesin st water and ismore
voluptuous. She has no panties (few
mermaids do).



Jewel the Nymph's Jewels
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Mermaid: One of twenty lovesick mermaids
in the dream realm, in a scene to love a
misogynist to death.

MerwinMerman: Mdasdeadhusband. He
had a difference with a dragon and got
toasted at point-blank range.

Meto Nymy: Juror with attributes, at
Gracel's trial.

Metria: Rude demoness who wanted to
takeover Esk'scomfortable hidey-hole. She

hastroublerememberingthespecificcollo-
quidism for what she wantsto say.

Mike: A Mundane or barbarian (the dis-
tinction ismoot) warrior, with the standard
hugethews, whosebody Dor inhabitswhen
he vidts the past of 800 years gone viathe
Tapestry.

Mitchell: Oneof Trent'sMundanesoldiers,
who settled down in the Gap Village.

The Monster Under the Bed: A creature
made up entirely of large, hairy handsthat
lives on dust mice and must remain in
shadow, for sunlight killsit. It grabsfor the
tender ankles of children, but is otherwise
completely harmless. Adultscan't seethem.
Theytravel only at night. Theyfeel insecure
when in the open. See dso Shortimer,
Zomonster, Handicraft (Handy) and
Grabraham.

Moola: Cowchild, whosetalent isspeaking
the humanoid language.

Monster of the Sea: Huge creature that
hunts off the east coast of Xanth, finding
damsels in distress to liberate. Flexible
pink snout, bulging nostrils, cauliflower
ears, bloodshot saucers for eyes, huge
flippers, serpentine tail, scaly skin, and
wide blubbery body, it eats only plankton.
Many thousands of years old, it rescued
Andromeda from the rocks only to be
wounded and then slandered by Perseus,
who wanted credit for saving her.

Nabob: King of the Naga serpent-folk. His
head is human, his body serpentine.

Nada: Princessof theNaga, Prince Dolph's
betrothed, by advice of the Good Magician
Humfrey who told the naga"Marry what
Draco brings." She can assume either
human or serpent form in addition to her
natural one, andiscutein dl three. Dolph
loves her but she can't love him because she
isfiveyearsolderthan heis Nadaisaclose
friend of Ivy's

Naldo: Prince of the Naga, Nadas big
brother. Charming and handsome in 4l
forms: human, snake, or naga.

Numbo: Boy of the North Village, whose
talent is the hotseat.

Oleander EIf: Leader of thetribe of Fower
Elves.

Onda: A voluptuous young woman of the
South Village, who has red hair and blue
eyes. Her talent isthe map she can manifest
on the back of her hand.

OnomaTopoeia: Juror atGracel'strial who
looks the way she sounds.

Ortant: An Imp, Quietas father, whom
Smash rescued from an aligator clip. He
may be addressed as | mp Ortant.

Oxy Moron: Juror at Gracel's trial; a
stupidly clever ox.

Peek: Ghost marewhowasintheservice of
the Knock-Kneed Knights, as a knight-
mare.

Perrin Piranha: Chivalrous guardian of
Draco's nest.



Black Pete: Proprietor of Thieves I1de, not
to be trusted unless one has an excellent
memory.

Pook the Ghost Horse. Friend and com-
panion of Jordan the Barbarian. Hungwith
chains, he is solid part of the time and
insubstantial the rest of the time.

Potipher: A youth of the North Village
whose talent Is creating a cloud of poison

gas.

Princess: Originaly supposed to egt abit of
apple she carried with her, and deep for a
thousand years until a handsome young
prince kissed her awake so she could marry
him and live happily ever after, but shewas
foiled by Murphy's curse and had to settle
for elé&ng Roogna. Electra bit the apple
instead.

Puck: Ghost foal of Pook and Peek.
PygMalion: A pigwhoisatalented scul ptor.
He carved an ivory statue of Galatea, with
whom heisinlove. Heisajuror at Gracel's
trial.
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Black Pete

Querca: Hamadryad of oneof theol dest oak
trees in Xanth. She runs the Crooked B-
Ranch, wherethe planetree grovelies

Quieta thelmp: A tiny person who makes
gnti)%rl magic mirrors from the film of sogp
ubbles.

Ringmaster . Hisreal nameisBaley. Heisin
chargeof everything under theBig Top. He
is made of clanking metal rings stacked up
to make limbs, fingers, toes, head, and
torso. His brother, Barnum, is ds a
ringman. They owntheBig Top.

Sabrina: Bink'sformer girlfriend. Her talent
issinging holographsinto existence. Sheis
devious and not particularly faithful. (She
was ready to father her unborn baby on
Crombie to trap him into marriage, but he
found out about it first.)

Salmonella: Grey's fifth girlfriend. She's a
great cook, but thefoodiscontaminated.

Screwdriver: An df of the Tool Tribe.
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Sea Hag: This wicked old woman crafted
the lvory Tower from the tusks of innocent
A creatures. Her talent is eterna life,
which she gets by taking over a new body
when the one she occupies dies. She is a
ghost only afew hoursbefore beginning a
new life. The Hag can only occupy a body
that dlows her to enter, and she can cloud
mindsto makeonedlow it. Sheislimited by
the knowledge and intelligence of her host
body, 0 it is in her interests to pick the
most intelligent and well-informed body
she can find. Rapunzel, an orphan she
raised for the purpose of inhabiting her
body, caled her Mother Swveetness.

Sea Hag

Sending: The emulation of Com-Pewter set
upbytheWormonGrey Murphy'sMundane
computer. It later made use of one of the
magic screens around Xanth to further its
own plans.

Segfried: Father of Onda. They liveinthe
South Village.

Smurgh: Agdess, is the wisest bird dive.
She is said to have seen the destruction of
the universe three times and has the
knowledge of the Sheisthe Guardian
of the Tree of

Sug: A giant firebreathing duglooking for
aslugfest.

Smokey of Sover. Guest at Chex'swedding.
Once er known in Mundane comics.

Shagglesnoot of Syncromesh: Guest at
Chex's wedding.

Shortimer. The Monster under lvy's bed
who accompanied Grundy Golem on aquest
to rescue Rapunzel and save Stanley Steamer.
Along theway, hefound romance.

Sacey Seamer. The Gap Dragon's mate
and locum tenens. Also cdled Sdla, since
sheisadtar of dragondom.

Sanley Seamer: The youthened Gap
Dragon, who was enhanced by Ivy and
became her playmate.

Sunk: A ?oblin haunted by bad dreams
carried by Tmbri.

Synec Doche: Juror at Gracel's trial;
concerned with parts and the whole.

Tangleman: Once a tangle tree who was
transformed to a man by King Emeritus
Trent when he threatened Ivy. In his
humanoid form Tangleman is quite ajolly
green giant. He has tentacles for hair,
barklike clothing, and green skin. (This
episode was in the deleted Chapter 1 of
Crewel Lye, which was axed because it was
badly infested with puns.)

The TimeBeing: An dflike humanoid who
can jump backward or forward in time as
he pleases. He acts as mediator in any
dispute when adversaries agree to
cooperate "for the Time Being."

Toto: Wrong fantasy series; seethe Land of
Oz

Tristran Troll: Scheduled for aredly bad
dream, as punishment for releasng a
succulent girl.

Trolla: Femade troll, leader of the Magic
Dust Village.

Trowel: An df of the Tool Tribe.

Truculent Troll: A witness at Gracel's
trid.

TurnKey: A human, the Keeper of the Gate
at No Name Key, where the night mares
depart Xanth to carry bad dreams to
Mundanes.



vy and Stanley Steamer
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Winged Demon

Urmund: Sonof Liza A mischief-maker, his
talent is camouflage. He can make topo-
graphic features appear to be there that
aren't, and viceversa. N2

Victrolla: A troll woman of theMagic Dust
Village. SheisControllasyounger Sster.

Vida Vila: Nature nymph who would like
to marry Prince Dolph. She can change
forms and is diligent in the protection of
her land.

Volney. Civilized vole of medium-largesize
with grey fur and brown eyes while above
ground, and brown fur with grey eyesbeow
ground. Volney carriessilver talonsthat fit
over hisown. He can tunnel amazingly fast
with them on. He speaks normally, but dl
other creatures have trouble with their Ss
Thus when he says "Sde of the Soul," they
hear "Vde of theVole"

Waya: An elder of the Gap Village whose
talent is the invisble fence. She uses it to
protect smal children and animals from
falinginto the Gap.

Wilda Wiggle: Female wiggle with ataste
for ar-flavored stone, a curiosity among
her kind. Her svarm hel ped to savetheVde
of the Vole from the demons. Very petite
and attractive, for avole

Wrench: An €f of the Tool Tribe.

Xanthippe. Wicked witch of thewilderness,
whose power is instant hypnotism.

Xap: A golden hippogryph, mate of Chem
Centaur and companion to Xavier.

Xavier: Son of Xanthippe, handsome, tan,
muscular, golden hair and beard, who
lovestoflyon hissteed, X apthehippogryph.
Xavier's talent is the zap, alight springing
from hisfinger which stuns or killstargets.

Zink: A boy of the North Village whose
talent was manifesting mirage holesin the
ground.

Zomonster. The zombie Monster under
Lacuna's bed.

Zora Zombie: Heroic female zombie who
improved in appearance so muchwith love
and a glance from the Gorgon, that she
became beautiful and amost whole. She
carried the seeds of Doubt, Dissenson and
War without effect, and bore three curses
for her friends.
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Xanth isred. Asred asacomputer screen'simage. The bright and
dark points of light mean nothing until your mind interprets

them. XanthisFlorida, but adifferent Floridathan the one most
people see. It is Florida seen through a mind that sees magic instead
of mundane bits of light. Even beyond the puns, Xanthisred the
same way that SantaClausisredl. It al depends on how you look at
what you read and see.

— PiersAnthony

tisdifficult to draw an accurate map of Xanth, because many places

! remain undiscovered, while others are dlusive. Some have Is of
obscurity on them. Chem isthe map-projecting centaur, but when she
was ostracized for mating with a non-centaur she became a bit
taciturn and no longer cooperates very well. However, we were ableto
contact the Xanth PinUp Caendar folks, who had somehow gotten

e, INfOrmation from Chem, and so are able to present afairly complete
= description here.




anthisaland of
beauty, full of exotic
forests andjungles,
mountains, lakes,
caverns and

e, Meadows. Because

A0 of the Demon's
7 magicd influence,
the features of the
land are more aware of their
position, needs, and appearance
than those in Mundania, and are
able to ater themselves magicaly if
they choose. The face of the land
changes subtly every day.

Xanth's main point of contact
with Mundaniaisthe Isthmus. At
times throughout history, this
narrow neck of land has been
crossed by fourteen maj or Waves of
Colonization and severa times by
single creatures or groups of
creatures who found their way into
Xanth by chance. It is possble to
determine when and where you are
going by the color of the water
around the Isthmus. If the water is
black, Xanth istied at that moment
to the land around the Black Seain
Asia When the tide turns crimson,
Xanthiscloseto Montgomery,
Alabama,Mundania.




NORTH OF
THE GAP

gre-Fen-Ogre Fen: Home of the Ancestral Ogres. This
swamp is the northernmost feature of Xanth east of the
M |sthmus. It isan ugly place, obvioudy inhabited by ogres, for
" what ese could explain the bluewood and redwood trees
twisted into the shape of pretzels and huge boulders with
the imprints of hairy fists knocked into them. Dragons live
=" here, but they are terrified of anythi n? on two legs, no
matter what Sze, for even the ogrets who live here are fierce and terrible.
The tribe of Ancestral Ogres live here according to their own ancient laws.
When amatter has to be settled, they fight it out, bashing each other until
they run out of things to hit with. The only trees left standing are the
beerbarrel trees, which they tap with their fists, and the ironwood trees,
which can't be torn down by an ogre using only casua strength. He has to
think about it to rip apart an ironwood, and no ogre likes to think. They are as
stupid as they are strong.
This is not a popular spot for sightseers, as the ogres will happily eat
passerdby if they can catch them.
The Five Forbidden Regions. This province lies directly south of the Ogre-
Fen-Ogre Fen. From south to north, the regions are:

Air: Immediately inside the border of the Region of Air, dust
storms roil and tumble. There is no vegetation, no life here,
just sand in dunes and valleys, and stone cliffs. The Big Winds
rule here. Tornadoes tear and cyclones careen, driving sand
againg the cliffsto make more sand. A blast of the gritty air
can tear exposed flesh from ones bones. The region Is s
bounded by acyclonefence.

Earth: Assoon asyou step acrossthe
border from south to north, the wind stops.
Rdief is only momentary, because the
ground isquaking under your feet. It does
occasiondly stop moving, because
Earth goes through dl of its phases
here. The elemental of thisregionis
the King of the Hill. An unscalable
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mountain range is vishble to the northeast, and a huge volcano spewing lava
can be seen at the northern end of the region, on the border between Earth
and Fre. Only rock plants and other sturdy growths are produced in the soils
which rangefrom barren towildly fertile. Asyou get closer to the Region of
Fire, walking becomes hazardous, because the ground becomes unstable, and
plates of land skate along the surface of the lavafrom the volcano.

Fire A ring of fire rages aong the border of this region. The land beyond it is
burned and the air isfull of ash. To the north, an eternal forest firerages. To
the west, alake of fire occasondly belches up mushroom clouds of flame. To
the east is afield of fire from which columns of flamerise occasionally as gas
puffs up from fumaroles and ignites. New plants push up through the ashes,
only to be consumed because they are so desiccated that they haven't enough
water in their tissuesto resst theflames. The heat ison here, and the placeis
ruled by the Laws of Thermodynamics.
Water: At the north end of the realm of Fire, the firewdll a the flaming
border raises a hot cloud of steam, which coadesces on the other side into
clouds. The Water Wing has atendency toward weather. Strong rainfall is
common here, as are deet and snow. Water abounds in al its sates.
There is amost no dry land in the Wing. What
» topography exigs is there mainly to redistribute
'+ thewater thatflowsin cataracts and torrents. A
huge snow mountain rises out of the center of the
region. An Abominable Snowman has been sighted
there. There are herds of snow bunnies and afew
snowhirds. In a pleasant |ake on the western fringe
of the mountain, afew middle-aged mermaids and
tritons live, enjoying the cool water and the
flavored icides which grow down beside the
waterfalls of melting snow.
TheVoid: Beyond the border of Earth is an imperceptible swirl of
nothingness. No landmarks can be seen from outside. Inside, it isasmooth,
gently doping valey. Perception is confused here. One sees what one wishes to
see itisdl illuson. TheVoid isthe absence of dl physical redity. Even redl
things which enter are subject to misperception. Once having entered, itis
difficulttoleavetheVoid. Aninvisbleone-way stonewall preventsyoufrom
turning back once you have come in a certain distance. Footprints glow in the
Void. They can be seen in acolor appropriate to the creature who made them:
a centaur's are brown, an ogre's are black, a human's are red. Any beings
encountered are perceived at first as of one's own species. Only by
concentrating can a person distinguish the true images.
Theland itsdf is carnivorous; it consumes travelers that wander in.
Nothing is permitted to leave. The only way to escape is to transport or be
conjured, or to ride anight mare out of the Void, although night mares
themsalves can be trapped there, too, as Mare Imbrium was.
At the southernmost extremity of the Five Forbidden Regions, just north of
the Gap, isawadl of flypaper.
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The Kingdom of the Flies: Just beyond the wall of flypaper live swarms of
fliesof dl kinds: stingflies, worker flies, deerflies, horseflies, dragonflies,

fiddler flies, and fair damsdlflies. Sweet gnats, itchflies, bleederflies, and fly-bys
keep the air buzzing with gossip about al goings-on throughout Xanth.
Shoeflies march up, bowflies shoot arrows, sawflies, hammerflies,
screwdriverflieswork furiously onfly-by-night construction schemes. The
kingdom isruled over by the Lord of the Hies, ahuge demonicfly with
multiple-facet eyes, who sts on athrone made of fly ash and flypaper. His
soldiers are guardflies and spearflies.

Hisfavorite book is The Sing by A. Wasp.

Dragonland: Located east of the Region of Air. The trees are crosshatched
with claw-marks from dragons sharpening their talons on them. Droves of
dragons roam here. Their leader isthe scintillating Dragon Lady, who reigns
supreme, supine on her nest of diamonds under a dragonet (dum de dum
dum). Her tall is blue and barbed, and she has a bright red neck. While she
reclines, she likesto read the latest number of Monster Comics.

There is a high range of mountains known as the Dragon Range. The peak at
thetip of the noseis caled Mount Etamin, where Draco Dragon livesin his
cavern nest. Chasing the Dragon Range is another constellation of mountains

in the shape of abear cdled Ursa. Mount
Etamin is a steeply doped peak scorched
bare of vegetation. The cave entrance is
narrow, but It leads to alarge cavern system
! within. The passage gradualy widens into a
. r':%&‘.f : stalactite-rimmed chamber in which half
o

']

&

1 thefloor is taken up by ablack pool of
l'-"-:}"g;ﬁ water. Draco's home can only be reached by
=1 N diving into the pool and under the stone
4 \ } wall of the cave. This is hazardous, for the
f ' water is infested with piranhas. The cave
beyond is patrolled by bats. High up on a
TN I\ ledge isthe dragon's nest, furnished with
2 10 Ml‘f# - the very latest and most tasteful in gems
TR and other valuables.
Naga Caverns. Another cave entrance leads to the realm of the naga. Nagas
are serpents with human heads, and can change shape to ether of the
component parts of their natures, human or snake. When nagas hiss, they
produce clouds of noxiousfog.
Since nagas can dither through small tunnels, the passages between the
chambers of their realm are narrow.
Region of the Goblins Located east of the Region of Fire. The goblins here
follow strictly the code of behavior laid down over the centuries. Travelers are
waylaid and threatened, and cheated if possble. Anything or anyone that
looks edible is eaten. In case of danger, run. Profanity comes as easly to the
lips of these goblins as their own names. Most goblins are illiterate, ill-
tempered, and ill-mannered, and these are sterling examples of goblinkind.

L
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The Home of the Callicantzari: Found underneath the Goblinland, the
Cdlicantzari livesin acavern lined with rainbow fungus. Thisbeast isa
grotesquely deformed man-shaped thing. It regards the world from two great
eyedits arranged over abulbous nose in afurry face from which protrude
R twisted tusks. Its arms have
bulging muscles, but they
appear to be attached to them
backwards, and some of the
bones in its torso look as though
they are in the wrong places.
The Cdlicantzari exudes a
stench like aputrid cloud,
which helps victims keep away
fromitinthedark, foritisa
meet-eater, and prefers to wear
ol out its prey in the underground
- (T E— maze.

Elfland is south of the Region of Goblins. Elves are group hunters and respect
one another's pro , but unclaimed animals or creatures traveling

alone are fair game. Elves make their camps only around df ems, because an
df's strength increases the nearer he is to one. When danger threatens, the
women and children flee to the tree's heights, while the warriors ring the base.

When at peace, the eves live smply. They use leaves for bowls and plates.
Mice and grasshoppers are hunted for meat, which is incorporated into stew
made with vegetables, nuts and fruit. To guests, the elves are most hospitable,
and provide wonderful entertainment. Elfin grog is an amazing brew which
makeﬁiﬁ possible even for humans to climb trees and perform unusual feats of
strength.

Region of Griffins. Northern neighbors of the goblins, against whom they
defend their terrain fiercely. They have royd lineages and are fussy about
protocol and neatness. Baby griffins hatch from eggsin big nestsin low-
branching trees. They are the color of shoe polish (making them black, brown,
oxblood, white, and grey).

Birdland: Found north of the Region of Griffins and east of the Region of
Earth. Theroad through here is a private thoroughfare, and travelers passing
through have to pay a 20 percent toll tax. According to the parrot who
collects it, one out of every fivewho pass through this land must stay here.
The birds need daves to plant and harvest seeds for the huge winged
population who roost here.

Birdland is ruled by the Bird of a Feather, who keeps doreast of important
topics by reading. (His latest book is Avian Artifacts by OrnithO'Logy.) The
Bird cares for his daves, and sees that they are well treated. They lack nothing
except their freedom. Inside Birdland, near asmall waterfall pool stocked
with perch and lined with birds-nest fern, is a colony of fairies who were cast
out of Fairyland and havefound ahappy home here (Ogre, Ogre, p. 210).







NORTH
VILLAGE

ntil Castle Roognawas reopened, the Storm King's pdacein

the North Village was the most recent center of human

¥ governmentin Xanth. Thisvillageisthelargestin Xanth,
&2 composed of gpproximately 500 human baings. Thisvillageis

43¢ hometo Bink and his parents, Roland and Bianca.

§ Thevillageis built within astockade, which protects the

inhabitants against the encroaching wilderness. In the center

of the common green is Justin Tree, one of the North Village's most enduring

and wise inhabitants. There is amarket square where folksfrom al over the

north of Xanth cometo trade their goods.

There are in or near the stockade perhapsfifty houses, made of wood, stone,
and day. The roofs are thatch or boughs grown on roof-trees. Sanitary
facilities are "out back” from the main dwellings. Roland's home isthe largest
andfinest, grown fromfine, glossy wall-nuts.

Outsde the stockade, farmerstill fields of crops. One of the most useful
cropsislight bulbs, which are used for interior lighting in houses. Milkweed
pocE5 are cultivated, too, to ensure afresh supply for children, asthe Pods
expire after about aweek. Cheesefruit, hot-potatoes, and any desirable
foodstuff that does not natural I){R;ow nearby is sown by the farmers to feed
the large population of the North Village. Y oung people with atalent for
finding things forage in thejungle for other necessities, but only during the
day. Thewilderness of Xanth istoo dangerous at night. From aboulder known
as Lookout Rock;, just outside the village, you can see about aquarter of
Xanth. The Rock is not particularly high, but its magic isincressed
perspective, which makes it an gppealing oot to St and work out knotty
problems. It uses its placement and its own ugliness as protective integration,
S0 that no onewould consder breaking it up to use for any other purpo:

L ookout Rock is a metamorphic upthrust or the type seen in Mundaniain
theNew England highlands. ) ) _

Due south of the North Village isamajor centaur settle-
' ment, the largest outside the Centaur Ide. The centaurs
there are less prudish about magical talents than those in
other settlements. Chester and Cherie Centaur lived here
untilthey moved to the environs of Castle Roognato serve
thehumangovernment.
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THE GAP

% hisvast crevice would certainly be memorable, except that it

has aformidable Forget Spell on it. The Chasm stretches across
Xanth from west coast to east coadt, preventing anything
without wings from eeslly crossing it. It resembles _ajag%ed
|i%htl‘ll ng bolt that splits Xanth. On closer observation, the
Chasm proves to befractile, with smailg’ags branching off from
R _the IargeLags and smaller from each of those, and so on ad
infinitum, until you might step over atiny irregular gash an inch wide and an
inch deep in the earth miles away from the Gap, and never know what it was.
There is afootpath down into the Gap east of the Gap Village, down where
the Gap is shallower than at almost any other point, but it is a hard and
twisted trail. The southern dopeis gentler than the northern at that point, so
it is easer coming from the south to get into the crevice than to get out.
Vegetation isthic ann? the sdes, providing handholds for the near-vertical
ascent and some camoutlage from the dangers within the Gap. _
Rivers cross the Gap, flowing down one sde into the Chasm, and magically
defying gravity as they flow up the other sde into the other half of Xanth. It is
possbleto from the Gap by swimming aong one of these rivers. The
Gap is quarded by the Gap Dragon, a huge steamer with asinuous body and
three pairs of stubby legs. Lake most X anthian dragons, it has metallic scaes
Very supple, no rigid backbone, and the ground
= whomps when the dragon moves. The Gap Dragon
=@ has 9x legs and very handsome scdes of shimmery
~— blue, green, and iron grey. He (or she) is admirable,
. but it is recommended that the admiring be done
from agood distance. The Dragon has a huge
appetite for fresh meat steamed right off the bone.
The Good Magician has warned that the Dragon is
important to the welfare of the Gap, so Stanley or
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Stacey (as it has been discovered they are named) are avoided whenever : :
' possible but not harmed. Nickelpedes swarm here, too, prepared to take ' gt e |
. '1 nickel-sized chunks out of any flesh that might present itself. However, these |
are not vitd to the Gap, and are killed whenever they appear.

There are three bridges over the Gap, but none are easy to find. The first
and most easterly is an invisible bridge over the Gap, but it requires nerve to
take it, because there appears to be nothing supporting your feet, and the
drop to the Gap floor is formidable. The bridge is only oneway. If any folks
crossing by it turn back before reaching the end, the bridge will dissolve under |
. them, dumping them into the Chasm far below.

"L.' The second bridge, to the west, is the main bridge. It isjust north of Castle
- Roogna. It is solid and visible, with well-worn paths leading to it on either end,
but because of the Forget Spell even it is not well known. While Castle Roogna
was inhabited four hundred years ago, this bridge was the chief passage
between north and south Xanth. It fell into disuse, but since government has
~ returned to the Cadtle, the bridge is seeing quite a lot more traffic.
y The third bridge is the One Way Bridge near the Faux Pass. This path is
i vidble from both sides of the Gap, but it is only solid from south to north.
* Anyonetrying to set foot on it from the north will feel nothing, asif the bridge
«. isanilluson. If, however, someone steps onto the bridge at the south end, the
' whole bridge will solidify, and anyone coming down from the north may cross | = =
__ in safety. The Forget Spell is dowly breaking up, so local villagers suspect that
B there will be more visitors coming hereafter to view the Gap. |’ A
The Gap Village: This human settlement is more rustic than North Village. 1t # 7
- isonly aminor stockade, but it is the largest human habitation anywhere on Bt
the edge of the Gap. It lies close to the shallowest part of the north dope. This //
k. isChameeon's home town. The Gap villagers are smple farmers and trappers i \
. Who work hard to make ends meet. i g S
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JOUTH OF
THE GAP

¢ he Faux Pass This landmark was formed as the result of a
giant misstep by the giant Faux (pronounced FOE), who was
reputed to be so big that clouds blew around his knees as he
waked. Once while tramping north from his normal stomping
grounds (and we do mean stomp), Faux failed to observe a
mountain range. He caught hisleft foot in it and tripped. He
didn't fal, but his kick knocked a huge gap out of the
mountain range, leaving away through for lesser creatures.

The Ide of llluson: This idand liesin the sea on the east coast of Xanth
amog directly across from the edge of the Gap Chasm. The Sorceress Iris
lived there in a palace made beautiful by illuson. In redity, the house was a
small, shabby shack no better than those owned by the poor farmers of Xanth.
The idand has been deserted since Iris married King Trent. When she was not
ke%pl ng aclggewatch on her talent, it stole away back to the isand, and had
to be retriev

The Big Top: Lies south of the Gap, in the Winter Garden. Among ice plants,
snowball bushes, and Christmas da%ger plants, ahuge, colorful, humming top
spins like amountainous toy. A cerberus barker guardsthe entrance. Y ou
need aticket to get in, otherwise the troll roustabouts will throw you out. If
you decide not to pay and sneak in under the edge of the tent, you run arisk
of brushing againgt the bottom of the bleachers, which will drain al the color
from your hair and clothes. There is afreak show insde, aswdl asa
concession stand, a high wire-grass act, rides, and of course, the attractions in
the center ring, surrounded by the bleachers. There is dso a display of
fantastic artifacts, which at one time included one of the volumes of the
Encyclopedia of Xanth. The Big Top is run by the Ringmaster, aman made
entirely of clanking metal rings.
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GOOD
MAGICIAN

HUMFREY'S
CASTLE

w his edifice was once the ancient home of the Zombie Master. It
¥ was guarded by zombie plants and creatures, azombie tangle
tree, and had azombie sea-serpent in the dime-filled moat.
Guard-zombies were at one time stationed all around to
prevent the castle from being approached unaware. The Zombie
Master led a spartan existence here in the first half of its life.
The castlewas in only marginally better shape than its 700-
year- oId protectors until Good Magician Humfrey compelled a hundred
centaurs to refurbish it for his use.

In what was left of the walls, stones had fallen away to reved rotting
support beams. Shreds of curtains hung in the windows like dead eyelids over
empty sockets. The drawbridge had long since falen in, but even at its best, it
couldjust barely hold to?ether and the doors and gates all sa%ti redly from
their hinges. This castle fell into ruin over the centuries Jonathan spent as a
zombie, and was abandoned to his house zombies, who happily occupied its
remains. When Humfrey'swork force of centaurswas through, the castle
stood tall and sender with stout outer ramparts, and boasted a high inner
tower tog[)ed by ramparts and embrasures.

It has dl of the features such awizard's castle might reasonably have. It is
completely surrounded by amoat filled with murky water. The castle was
built expressly to Humfrey's design in service for the Answer to a Question put
him by the Elders of the Centaur Ide. Humfrey hates visitors or anything
having to do with socidizing, so there are ways three perils through which
one must to enter. They are dways changing, depending on Humfrey S
whim and the particular creatures who are serving out their year's indenture,
though thefirst usualy has something to do with whatever is occupying the
moat. Humfrey periodically moves the castle or scrambles the paths, so that it
is harder yet tofind. Not only that, but the whole building is bespelled so its
shape can be changed completely into one of ten different floor plans.
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Good Magician Humfrey's Study

Once you have penetrated ingde the castle, the character of the place
changesfrom forbidding to friendly. The Gorgon isin charge of the interior,
except for Humfrey's study, which no one dse ever touches. The dining room
is handsome and well appointed. The kitchen is somewhat old-fashioned in
congtruction, but equipped with dl the latest spdls for cooking and cleaning.
In the pantry, the Gorgon keeps ddicacies, such as partidly petrified Gorgon-
zola cheese, which she makes hersdlf.

Humfrey's study istiny and cluttered. Over the century-plus that the
gnomish Good Magician has dl but lived in it, this room has become stuffed
with old tomes, multicolored bottles, magic mirrors, dirty socks, and assorted
unidentifiable artifacts. Humfrey studies a book written by the Muse Thalia
that keeps track of history, recording events as they happen. (Whenever he
likes, he peers into the future or the past.) On the shelves are copies of the
many magica texts about Xanth that have been lesked to Mundania.

A glassfronted st of shelves with alock holds hundreds of little glass
battles in which Humfrey keeps some of his sodls. Uncorking one unleashes
the pdl within. These vids are useful to Humfrey when he travels, since he
can pack up dl hisinformation books in one for easy conveyance. One of the
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largest stopperedjars contains several mothballs, magical deviceswhich
sheathe articles in grey-white streamers that spread out into afilmy tent
which can protect the articles for up to a hundred years. Humfrey uses them
to sedl up the castle when there will be no onetherefor along time.

The cave canem, acave spell which turns men who enter it into dogs, abag
of wind; onevid of spy-I's, therubber bands (presumably intended for enter-
tainment); abook of Words of Power; and asquash were dl used up in the dy-
nasty battle againgt the Horseman.

The squash Isatiny cucurbit that growsinto agiant vegetable. When the
vid isopened and thrown into the air, it comes down SQUASH! The Words of
Power included such words as schnez, which causes uncontrollable sneezing.
Amnsha causes forgetful ness, skonk emits bilious clouds of the most powerful
bad smell, krokk changes men into gators with real teeth, and bansh makes
people disappear.

One of Humfrey's historical accounts mentions that he once had the River
Elbatied up in acoil as auseful article of magic. On alabdl tied to it was
printed, "Ablewas| ere| saw elbow," which is probably how the bespeller
captured and bound up the whole watery strand. Still on the shelf somewhere
are the paper dollies, insubstantial nymphswhich look like the real thing but
disappear when punctured; a ham sanawich lunch reputed to be over a
hundredyearsold; eighteen pairsof new, clean socks; atravelingmagic
mirror; ametal detector Spdl; and a copy of the Mundane I nformation Please
Almanac. If thereisany question which Humfrey can't answer from the pages
of the books in his study, he knowswhere he can go to get the solution.

In the upper reaches of the castle are the bedchambers, furnished in a
gracious style to suit the Gorgon's taste. One of them was redecorated as a
nursery to accommodate Hugo, though it has been dtered to suit ayoung
Magician rather than an infant.




CASTLE
ROOGNA

T

% 0 the southwest of Humfrey's castle, halfway between it and the
} chain of idands on thewest coast of Xanth, liesthe seet of
human government and the socia and magical center of Xanth,
established by King Roogna during the inception of the Fifth
Wave. Surrounded by amoat and 30-foot-tall rampartsisthe
castle, amassive edifice in stone built by centaur architects. The
caslle's gate is protected with an iron portcullis. The building is
roughly square, its outer ramparts 100 feet on aside, braced by four great
sguare towers on the corners, projecting halfway out from the main frame. In
the center of each sde is a smal round tower, dso half-protruding.

Origindly, it had no windows, but somewere cut in thewalls after Trent
reopened it. The strength and beauty of the walls and towers show the quality
of work put into them by the centaur crew that built the castle. The extensive
gardenswere laid out by Roogna himself, who was akeen gardener.

Castle Roognawas built on awager. If King Roognafailed to overcome
Magician Murphy's curse and couldn't build the castle within ayear, the
throne would passto Murphy. Roognadid overcome everything that went
wrong, including the transformation of his newest chambermaid, to finish the
job. When Gromden, who was King 400 years after Roogna, died, the beautiful
palace was deserted and then forgotten.

The cadtle has its own magic bestowed upon it by Roogna, whose talent was
adaptation—it sought a new Magician to rule as King. The castle itsdf is
devoted to harmony, magic, jungle, and mankind.

The cadlle is haunted by ghosts who, unlike shades, can have no direct
effect on the lives of living beings. There were six, among them Millie the
Ghost, who was brought back to life by Bink; Doreen; Jordan the Barbarian,
whose bones were found and reassembled by Bink's granddaughter 1vy;
Button, achild of Sx; and Renee, otherwise known as Threnody, who had to
leave the castle once she had been restored to life, because of a curse laid on
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her by her stepmother. Roogna dso has a host of zombie servitors, rats, and
vampire bats.

The path to the castle goes through the gardens overlooking the orchard.
Beyond the drawbridge, the main entrance leads into an anteroom where
vigtorswait until the King isr to see them. Double doors open into the
great hall, amajestic chamber with a high, vaulted ceiling and tall, narrow
windows. There are small drawing rooms on the first floor. One of them, in
which the centaur schoolmidtress holds classes, overlooks the pool and long
fountain in the gardens.

On the floor e the great hall is the library. This room is filled with tomes
of great importance, higtories, records, and information on magic and magica
cregtures. It is a quiet room, with wooden paneling, to which the
King can withdraw for privacy.

In the upstairs drawing room nearby hangs a gigantic Tapestry, awoven
magicad moving picture depicting Xanth of 800 years pagt. It shows great
adventures and episodes of love, battles with dragons, wars, scenes of
dl in miniature and at the same pace as contemporary life, so that aday in



PiersAnthony's Visual Guide to Xanth 121

the Tapestry appears to take the normal twenty-four hours. Princess vy had
the Tapestry moved to her chamber for more convenient viewing. The scenes
on the Tapestry can be enlarged to focus on a specific event, or rerun
depending on the wishes of its audience.

Magic mirrors adorn some wals of the castle, and serve as communication
devices. One of them is used by Ivy and Dolph to cal home to their parents
when they are away (though that one was stolen for atime by Com-Pewter).

The Royal Nursery is on the uppermost floor of the keep. The other
bedchambers are on the next floor below, to muffle the sound of juvenile tears
and tantrums, when there are any children. As children grow up, they move to
more suitable adult chambers in the rest of the castle.

The kitchens are at the back of the castle, and their walls are spelled to
keep the odor of kitchen garbage from leaking into the formal chambers.
There is adumbwaiter in the kitchen, which is used to convey food from the
kitchen to the dining room above, though it played a part in the mystery of
Millie's disappearance eight centuries ago.

Beneath the castle is a cdlar in which good wines are kept, as well as
curious magical beverages that have been ditilled or brewed by one of the
kitchen staff, and were not naturally grown in trees or flowers. These include
boot rear, adrink that gives one areal kick, distilled from the sap of the
shoefly tree. Injurejail, aconcoction of incarcerated water, puts one behind
bars and roughs one up. There is dso card hider, after drinking which the
imbiber will find pasteboards up his deeves, club soda, a dangerous knockout
punch, and droft sink, which makesyou disappear through the floor.

These beverages are frequently made for parties, since =g
the unexpected effects are considered to be great T
icebreakers. (It's aswell to be cautious when sampling the
offerings at a party in Xanth.) A few other barrels contain
seam croda, poot frunch, and June pruice, though their
magical effects haven't yet been noted. A very large keg to
one side bears asign that warns not to drink the contents.
It contains drapple ink, which is used to sign indelibly al
official documents. The dark purple-blue stain never
comes off whatever it has touched.

Next to the wine cellar is the Royal Treasury. The Roya Treasury of Castle
Roogna has contained a goodly number of curious weapons and spells over
the centuries. Thanks to King Dor's talent of communication with the inani-
mate, none are now unidentified. Some fall into everyday use, such asthe
flying carpets, the most comfortable way to travel.

The library in Castle Roogna has books of spdls and information on the
older magica paraphernalia. The Escape Hoop was once a two-inch ring that
was expanded to two feet in diameter by Vadne over 800 I)q/ears ago. Anything
passing through it finds itself in the preservative pool of the Brain Coral. The
Pathfinder Spell, which looks like asmall bit of wire, works only once for one
person, and was meant to adapt to how much time one has to make one's
way, has already been used up, but its niche on the shelf of spdls is il
marked, as are the places once occupied by the Melt Spell and the Forget

Spell.
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The Forget Spdll, which was created by Magician Yin-Yang four hundred
years ago, was detonated over the Gap by Dor during the Fifth Wave invasion
eight hundred years ago so that the creatures he was leading toward it would
forget it was there and be unable to resume their hostilities. (Forget-whorls
are pieces of the decaying Forget Spell on the Gap that break off and
randomly wander loose over the landscape.) The time paradox involved here
is recorded in one of the books in the Royal Library.

The sunspot, a glowing globe which Ii?hts up as brightly asthe sun on
command, rests in a bracket depending from the ceiling of the chamber. It
was once used on an adventure by Irene, but has since been returned. Magica
swords, shields, and armor lie in tidy heaps in one part of the room. Gold and
slver are of little use in Xanth, since there is no traditional monetary unit, but
amodest glittering hoard of both metals is on hand here, along with a small
keg of gems, for trade with Mundania.

Castle Roogna's defenses are not dl immediately perceivable. The castle's
own early-warning system of trumpet-vines, tattlesnakes, and sen-trees keep
the inhabitants well apprised in advance of vistors or intruders. Glass trees
provide spy-glass for maintaining alookout over the castle wdls, and ayoung
female moat monster swims in the deep moat waters. A contingent of zombies
occupy agraveyard in the castle grounds, and afew of them will be found
patroling at al hours. Protective plants, like club ferns and spear grass,
provide defense from attackers trying to sneak into the castle grounds over
the wal. Some of them, like the cherry-bomb trees, are as old as the cadtle.
Otherswere grown more recently by Irene.

Along the shortest path from Castle Roogna toward the Ogre-Fen-Ogre Fen is
the Looking Glass Land. Beyond the one-way mirror which blocks the path,
everything is made of glass. Glass cows graze on glass grass, and men of glass
live in glass houses, though there are no stones hereabout to throw, save glass
ones. The soil in which glass plants grow is, of course, ground glass. Vitreous
birdsfly through the air, and pretty glass unicorns live in the fragile glades.

Also in the region of Castle Roognaisthe Musical Forest. The trees have
radiating spokes that angle into the constant stiff wind. Each spoke produces

its own sustained note, and each tree its pattern of
notes. The larger the tree, the more complex the
chord it plays. When a person walks through the
forest, interrupting the flow of wind over the
spokes, it is like playing atune in the trees.
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Ever-Glades. Endless tracks of swampy fields, idands of trees, and tall grass
through which one will pass over and over again forever unless rescued by
someone with reverse wood.

Flee Market: A fast-moving, mobile bazaar seen rushing dl around Xanth.
Anything one wants may be bought and sold here. The Market is usually
preceded by apair of giant foot-balls that clear thewafy. Depending on how
well the Market is going, it variesin speed from aswift trot to rapid flight.
Vale of the Vole The KissMee River Valey once contained the friendly
curved river that was home to the civilized voles in the eastern wilderness of
Xanth (though for some reason they don't consider it to be in Xanth). The
KissMee is s0 friendly that anyone who touches the water must kiss the first
person he or she meets. Demons moved in and pulled it straight, depriving it
of its friendly curves, which made it unfriendly to the land it through,
drying out the land and flooding some burrows it previoudy missed. It was
cdled the Kill-Mee River briefly. Thevoles tried to correct the straight banks,
but the demons had posted guards to prevent meddling with their meddling.
As areault of the demonic interference, the hummers which live there bred
into unbearably large populations and drove the demons crazy. The same
thing happened to the Kissmmee River in Forida, by no coincidence. Unlike
the Mundaneriver, however, the Kiss-Mee was dlowed to return to its natural
state.

Demon Lake: A huge sguare cavern whose walls are carved to resemble brick
buildings, very like aMundane city. Rubber-tired vehicles prowl the streets,
and one requires aticket to roam the Demon Realm. Thereisarum refinery in
the Realm, where demon rum is made up and packaged in rum wraps. The
Magigtrate of the Demon Realm is Beauregard, Humfrey'sformer assistant.

Not-Really-In-Xanth-But-Should-Be-M entioned-Dept.
Mundania: Since little magic existsin Mundania, apart from rainbows,
there's nothing there but terrain, animals and people, none of which are
interesting enough to mention here, except perhaps Squeedunk, which had
the distinction of being Magician Grey'shometown. No onewho had achoice
would live in Mundania. The name derives from the Fantasy Fans name

for therealm of nonfans. Synonym: Dreary.
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Lake Ogre-Chobee and Area
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Lake Ogre-Chobee: The shores of this lake are the first ancestral home of
the ogres, who moved from there to the Ogre-Fen-Ogre Fen.

Faun and Nymph Retreat: A handsome lake and a lovely mountain
surrounded by thick forest, enclosed by a ring of mountains south of Lake
Ogre-Chobee is the lagt preserve of the ancient fauns and nymphs. All the
breeds but nerefauns and nereids live here: dryads and dryfauns in the forest,
oreads and orefauns in the caves and on the mountainside, and naiads and
naifauns in the lake. They spend dl day in innocent pleasure, full of love and
happiness, playing, esting, laughing, chatting merrily.

By their very nature, fauns and nymphs are without defense. They do not
understand hate, and when the sun goes down, it wipes out al memory of the
day before, so they can't remember their fellows who were killed or
kidnapped. These eternal children are helpless before any predator. Every day
is new to them. The mountains and Snortimer the Bed Mongter are their only
protern]:tion from incursons by goblin hordes and others that would endave or
eat them.

The Fountain of Youth: In exactly the same place as on the corresponding
map of Florida lies a magic pool whose water causes any living thing to grow
younger. The water does not need to be drunk for the magic to take effect; it
can work its magic through the skin. The Fountain isin aforest of box elders,
which derive their strength from it and the youth of any unsuspecting
passersby they can catch. The placement of the Fountain is kept a secret by
Humfrey from everyone in Xanth, who believes that if the knowledge should
dip out, the water would be generaly misused. Humfrey uses the Fountain's
waters to keep himsdf at about 100 years of age.
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Land of the Basks North of Castle Roogna and due east of the Faux Peass,
the basilisks and cockatrices live with their families, henatrices and
chickatrices. This area is not visted much by humans. Cockatrices and
baslisks are by nature solitary beests, for though they have the power to turn
other creatures to stone, they are physicdly weak. Still, Baskland is a
dangerous place to go.

New Cadle Zombie Zombie Master Jonathan and his famil?/ lived with Good
Magician Humfrey in Jonathan's old castle for ten years, until the new home
was completed. He and Millie now live in a castle especidly decorated with
dime and moss to Jonathan's taste in the southern uncharted wilderness of
Xanth. In this castle, which was built to his liking, the outside is constructed
of dimestone, and surrounded by a green and sludgy moat filled with zombie
guardian monsters. It was built by his zombies, which means that the
construction was very dow, and had to be personally overseen much of the
time by Jonathan. The castle aready looks centuries old. The wooden
drawbridge iswarped and unsteady.

The ghoulish decor does not extend beyond the gates, however, as hiswife
Millie has taken over the insde and beautified it. In this castle, asin
Humfrey's, the feminine touch has left its mark. Tapestries and draperies
cover the stone walls, giving them a pleasant warmth. The floors are spotlessy
clean, and each room is tastefully furnished. Jonathan's study is sparse, with
smple wooden chairs and tables, as he prefers it, but the rest of the castle
furnitureis suitably padded for the comfort of guests.

Hiatus and Lacuna, the Zombie Master's children, have bedrooms on the
second floor of the castle, but share a Sitting room between them where
stands the "jerk box," alarge cabinet from Mundaniathat plays raucous and
discordant music at incredible volume.

The Blackboard Jungle: Not far from Castle Roogna, thejungle isfull of
magic dates on easdls and stands. Each blackboard grows up with different
words and pictures on it. This curious thicket is frequently torn apart by
ogres, who usualy can't read, and are angry that there is something here that
they can't understand.

Spectre Lake A misty body of water inhabited by ghosts, and a popular
haunt of vacationing zombies.

The West Sockade This enclosed village is on the western shore of Xanth
"Where the gaze-gourds grow." Thisis a minor human settlement, significant
only because it is from here that Millie the Maid comes.
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Ide of View: An affectionate idand where the deeping princess was
supposed to wait. Just speaking its name in the company of the opposite sex
can lead to interesting complications. The Love-Lies-Bleeding Monument was
originaly set here to mark the place of the deeping princess, but it was stolen.
Vigble on the shore from the Ide isamonument marking King Trent's landing,
decorated with a gourd and a never-fading purple amaranth flower. The
monument was guarded by an argus, a catoblepas, and a harpy. They take it
in turnsto look after the monument, aday at atime. There are dso aland
kraken and magic vegetablesto as3g. The three monsters are assured
unending life as long as the monument stands unmol ested.
Ides of Joey: A group of idands: Thieves Ide, where travelers forget about
the valuables they bring with them, so they fall to Black Pete, the idand hotdl's
dishonest proprietor. He uses mustard seeds soaked in Forget-Whorl to stedl.
His talent is dishonesty. Beauty, whose natural splendor is so complete and
perfect that it would seem illusory, but it is real. However, it is populated by
one hundred one and a half monsters, each worse than the last. Horror, which
resembles one of the more frightening haunted scenesin the gourd. Water,
where the water worm turns dl it touches to water. The ide, which is made of
dry water, looks like a single broad scintillating patch of water in the midst of
the sea. Fake Ide is used as cover by agigantic female kraken who eats the
innocent prey that approaches. Food Ide Is a huge cake with ice cream,
chocolate sauce and al the trimmings. Children who find this ide forget al
about good manners or decent nutrition. There are believed to be other I1des
of Joey as yet undiscovered.
The Gold Coadt: Severd days saling south of the Ide of Illuson is the Gold
Coagt, where the sands, trees, plants, fruit and rocks are pure gold. There stands
the Ivory Tower, on alonely promontory, where Rapunzel was once
imprisoned by the Sea Hag. From its top, amagic light swings around and
around, illuminating the shore, then the water, then the shore again. The
Tower isonly accessble on foot at lowest tide. Otherwisg, it is cut off by swift-
moving tides and dangerous golden rocks.
Fee Inland from the Gold Coadt is the region of the Fee. In this glade live
stunningly beautiful humans, mostly young women in flowing white, who are
al marred by asingle animal feature, such as hawk talons, dog paws, or a
snake's tail. Their leader is Fulsome Feg, a handsome young man with duck
feet. The Fee seek to breed with outsiders to revive their diminishing
Poplufl ation. It is aplace for travelers to avoid, for the Fee insist that they mate
or life.
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Magic Dug Village: The Village was once a normal stockade where humans
lived, sacking and distributing the magic dust which welled up there from the
Source of Magic. Rocs beating their powerful wings drive the dust upward so
that the prevailling northwesterly winds will carry it away into the rest of
Xanth. The Siren arrived one day on one of the two small idands in the nearby
lake, and began to lure away dl the maes in the Village. None of the men ever
came back, and no one knew why. As the population declined, the women of
the Village sent out messages asking for others to come help them with their
mogt vital task, for without their continued work, magic would build to a
disproportionate concentration there, and the rest of Xanth would revert
dowlytoMundanity.

In answer to the Blea, couples of other intelligent species came to Say, to
help with the task, but dl of those males were soon under the Siren's spell.
Any femaleswho tried to follow were consumed by agigantic tangler which

had made a deal with the Sren to take the women
{ 1 and let the men pass. Soon, therewas nothing in the
FERY Village but the females, who kept up with their task,
f (A A but mourned for their lost men.
. It took the e;forts 0(1;I Bhi nk and the Good

| & - Magician Humfrey and their companionsto

g ""'ff‘ Headwoman discover that the actual reason for the
r P continued absence of their menfolk was that
\ the Siren's Sgter, the Gorgon, was magically
rendering them dl into stone statues. Once the Siren's

A ek magic dulcimer was destroyed, the threat to the
:.);_.»‘ Village ended, and the citizens went on with their
<) work. All the races live together there in
Itis dangerousto use one's talent within the Magic Dust Village, for the raw,

concentrated power of the dust floating around in the air may cause an
overload. As aresult, the villagers do most of their work by hand, and build
houses and cook food in the old-fashioned way, without the use of magic
Since the days of the Siren, the headwoman of the Village has dways been a
female troll, because of her hard-headed approach to common sense. Short of
that of an ogress, atrolless has the hardest head of any species in Xanth.
The Source of Magic: Far below the Magic Dust Village, beneath the pool of
the Brain Cordl, isthe giant cavern where the Demon X (A/N)™" has remained
during its Game with the other infinite entities. The vortexes of its thought are
placed throughout the cavern so it is possble for anyone to wander into one
and experience it. The Brain Cord's pool preserves unharmed in its brine
anythingwhich falsintoit. Beforethe Timeof No Magic, it was aplain cavern,
and the Demon was entombed in awadl, but afterward, it was transformed
into a paatia setting with fountains and athrone of solid diamond upon
which the Demon ponders at its ease, considering how to better its advantage
in the Game. A deadly Shieldstone now prevents anyone from entering the
cavern.
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Region of Madness lies dl around the southeast edge of the Magic Dust
Village. 1t is devoid of intdlligent life because the high concentration of fallout
from the airborne dust plays chaos with the ecology, and drives anything
living there mad. The congtdllations as seen from this region appear to be
dive, and behave irrationaly. They can hear clearly anything addressed to
them (or said about them). The centaur archer congtellation we know as
Sagittarius can fire its starry arrows down into Xanth.

Region of Cats fdlsjust within the area bounded by the Region of Madness.
On a catwalk, a catamount crouches, guarding the way. If one fals into the
catg‘lytic water around the catwalk, one is vigted with catarrh, catatonia, and
cataepsy.

Catbirds and catfish live in this area. The path leads through cattails
growing in catsup where cattle graze, fattening up against future cataclysm.
At the end of the path is a catacomb cared for by a caterpillar, containing
catnip. Inside the catacomb, the catastrophe can be found on thewall,
flanked by bri %ht catseyes. Beyond the cataract is a catapult, afeline the sze
of a sphinx, which can be bribed to throw travelers in a basket clear across

the Region of Madness, in exchangefor catnip.

Gateway Cadle straddles avortex underneath the lake in the Region of
Madness. Thevortex, awhirlpool, isaone-way routeto an underground
cavern on the shore of aglowing lake of warm water. The complex within is
the realm of the Curse Fiend theatrical troupes, so the theatre auditorium,
practice halls, makeup and costume chambers take up most of the floor
space. There is asuitable dungeon for getting Curse Fiend actors in the mood
for gloomy portrayas, which can aso be used for incarcerating the odd
unwanted guest. A well-appointed kitchen provides meals handsome enough
to be used on stage. o o

The large individual chambers for principal players and smaller dormitories
for bit parts and walk-ons resemble dressing rooms more than smple

bedchambers.
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Mount Parnassus This fabled twin-peaked mount is hidden in the illiterate
wilderness. Around the foot of Mount Parnassus is a dry channel of smal
round stones. Among them dinks the dipsas, a small serpent whose bite
causes one to become endlessly and ungquenchably thirsty. Its victims will
drink until they explode, thirst unabated. One of its former victims drank this
riverbed dry. Other perils haunt the dopes of the mountain, for at the peaks
are the two greatest magica trees in Xanth.
. At the apex of its south peak is the Tree of Seeds
T —— guarded by the Smurgh, the wisest bird in the world,
\ who isfemale, for only females are the keepers of seeds
\’1 ' On the tree grow dl seeds of every type ever known

"“'-\} w // inXanth, many unknown ones, andjust as many that

T ! g no longer exis there, like the ex-seed, pro-seed,
-k ! inter-seed. There are ds0 seeds which could be used

oy & for evil, such as the seeds of Doubt, a nebuloudy
& shaped kernel; Dissengon, a sharp-spined burr; and War,
) amushroom-cloud shape.

On the south dope of the south peak is abeautifully carved stone paace of
ornate columns and smooth walls etched with the incised figures of people
and animals. Here live the nine Muses. Clio, the Muse of Higtory, is eternally
engaged in writing texts, among them the magic texts which Humfrey and the
centaur scholars use. Thalia, Muse of Comedy and Planting, rules dl forms of
humor, including irony. It is she who assgs vigtors to reach the Smurgh.

In acave on the same dope isthe Oracle. The priestesses of the Oracle,
known as Pythia, sniff intoxicating vapors that rise from crevasses and
fissuresin the rock and make crazy propheciesin gibberish, which are
interpreted for supplicantswho have questions. The Oracle is guarded by the
Python, the original serpent of desire, who iswisein thefallibilities of man.

Eternally young and beautiful Maenads range the north dope. These naked
nymphlikecreatures tear apart and eat any creature they catch. Some they
capture by pretending to be nice, sweet girls, luring malesinto reach. They
drink from aflowing wine-spring which when restored by Magician Grey
became blood-flavored wine, so that the M aenads could satisty both of their
hungersat once.

The Tree of Immortality grows on the north pesk. It is necessary only to
consume one legf of that tree to live forever, but it is dmost impossible to
reach the tree without getting killed.

Mount Rushmogt: The meeting place of the winged monsters. Their leader,
Cheiron, holds court here. Its peak is broad and flat. Here gather creatures
that fly: griffins, rocs, harpies, hippogryphs, winged donkeys, dragons, fireflies,
dragonflies, chimerae, and manticora. Severd individuas of rarer species,
such aswinged centaurs like Cheiron himsdlf and his bride Chex, winged
mermaids, the phoenix, winged goblins, and flying fish, dso gather here. No
creature without wings may land on the peak. Even Cumulo Fracto Nimbus
may be driven away by the assembled. The Simurgh attendsto perform
weddings, and is most honored among al monstersfor her wisdom.
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CENTAUR
|SLE

n independent idand off the southern tip of Xanth. Itis
actually amerging of hundreds of tiny "keys' into one big
ide. The centaurswho live there consider themselves dlies
to the human King of Xanth, not his subjects. Gerome
Centaur is the chief Elder of the Ide.

Centaurs are one of the oldest intelligent magic species

i in Xanth. The earliest ones were engendered 800 years
before the first human settlement in Xanth by three men and their mares,
who dl drank from alove spring. Their descendants bred with one another,
keeping the gene pool smdl. There have been few crosses outside the centaur
line, and they prefer it that way.

The centaurs live amost civilized life, depending on magic aslittle as
possible. Their cultureis highly developed. They prefer peace, and would
rather barter for what they need than fight for it.

There are not many human visitorsto the ide. Human guestswho are
invited to stay are placed in comfortable guest rooms that are made to their
size and configuration. The centaurs of the ide are dways ready to welcome
the King or his representatives, but few others are welcomed. For guests from
one of the centaur settlements to the north, they provide stables qu(ij)ped
with water trough, hay rack, and sdt block. Some of these accommodations
have lovely views of well-kept pasture land.

The wide streets are of hard-packed earth, and banked on the curves for
galoping safety. Here and there, low scrapers are placed for clearing mud
from the hooves. It is easy to tell that deep consideration went into every
phase of planning the construction.

Some of the buildings are made to accommodate the human side of
centaurs; some the horsy sde. The metalworking section of town has
slversmiths and copEersmiths working on beautiful items to please the
aesthetic eye. A blacksmith makes more everyday itemswhich may be used to
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serve ether the intellectua or the physical needs of the centaurs. An entire
manufacturing sector of town is devoted to making weapons and armor, and
yet the centaurs would prefer not to make war.

Centaur medls are prepared in acommunal kitchen. Their dining hall isa
beautiful edifice of stonewith pillars and high windows to let in the sun and
the cool breeze. Thetable is of striped sardonyx and white aabaster, made
tall so that centaurs (who have no need of chairs and eat standing) may eat
in comfort. Their plates are of green jadeite. Centaurs have alove of beautiful
stonework.

An historical museum displaying centaur artifacts explains the diversities
of their culture. The centaurs have an agreement dating from their genesis
not to make war. They would rather spend their time studying, crafting and
perfecting new skills. The former keeper of records was Arnolde the
Archivigt, dedicated, asodd, and inteligent even by centaur standards.

One of the skills the centaurs practice (besides the arts of warfare,
mathematics, archery, and the study of humans) is weaving. They make
battle garments out of iron-curtain thread which is strongly resistant to
penetration by foreign objects. But their talent in weaving is not limited to
these. They can duplicate any fabric or garment which grows on blanket bush
or shirt tree in greater Xanth; in fact, they prefer to make their textiles
without the use of magic, which they consider to be obscene and not to be
mentioned in polite company. Centaur traders follow routes that lead up and
down the coasts of Xanth, carrying goods from the ide dl over. Centaur-made
crafts are much in demand for their high quality and excellence of design.
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New Cagtle Zombie

The Gourd



n Xanth, one of the greatest and most subtle dangersisto
acci dentally look into the peephole of ahypnogourd, which grow in
patches dl over the land. These vegetables 0o compl etely harmless.
A gourd resembles a Mundane butternut squash with an extra
dimplelike hole on its upper surface. While the bodly lies helplessly
gtaring into the peephole, the soul is swept into the world of the
7 gourd, where it wanderslost, until someone covers the peephole. If
you return to the gourd, you will always go back to the same place you left. If
you are lost there, gl u will be lost again as soon as you return.

It ssems impossible that an ordinary vegetable like a pegphole gourd can
contain awhole world, but that is the nature of things in Xanth. The most
ordinary outside will conceal the most extraordi nary insde. Within the rind
are severd different lands.

Thegourd connects X anth to Mundaniaviathe No Name Key. Unlikethe
Isthmus, this one uses the gourd for access to the Mundane world, and does
not modify the time scale. Night mares and storks make their way through the
NoNameKey. TurnKey istheKey Holder here.

Thefirst face of the gourd most people see is the region of black-and-white
horror scenes, complete to haunted house with shocking doorknab, chill
drafts, and ghosts. The house is a horror in itsdf, with a moving staircase that
throws one into an oubliette. The graveyard near ‘the rind is full of skeletons
who take great pride in their ability to scare the daylights out of vistors.

Brasdlia, the City of the Brasses, is made of shiny gleaming brass. The city
isenclosed by agleaming wall with no perceptible entrance. Thelong golden
streets are set symmetrically on either sde with buildings of perfect squared
angles and mirror-shiny surfaces, but no doors or windows. Brassilia seems
deserted at first, unless you push the brass button set on a pedestal under the
moon. The button sets off the klaxon aarm that stirs the city into motion. The
metal buildings begin to dide around the landscape, changing location. They
move at atremendous speed, so it iswise to get out of the way.
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There is nowhere safe to hide while the city is on the move. Underneath the
buildings are cubical brass holes which serve as anchorage spots for the
locking mechanisms which keep them in place. If you canjump into one of the
holes and wait, abuilding will eventually come to astop over you. It is hollow
insde, and there is a corresponding hole in its bottom through which the

_ locking bolt passes. Since there are no doors, this
isthe only way to get inside.
Brass statues of men and women on pedestals
stand motionless inside the buildings until
another button is pressed, and then the brasses
come to life. Brasses wear brassards or
brasseres, and brass hats.
Brasses mass-manufacture certain dreams for
the Night Stdlion. They are good at mechanical
work, when they get down to brass tacks. They do
very good work in their speciaty.
One can escape from the city by climbing over
thewall, or by taking the L una Fringe Shuttle
at the Lunatriptych building. It launches one into
the moon, which, like the one outside the gourd, is
made of green cheese on its near side.
An devator connects the City of Brass with the

Paper World. Green shreds of paper do here for
£ grass. Brown and green constructs of paper form

; =9 trees. A flat circle of paper pasted on the blue
paper sky is the : sun and crepe paper clouds float past it. Houses of cards dot
the landscape, each the hei ght of an ogre.

Origami animals roam among the pasteboard plant life. Neatly folded paper
bugs crawl in the grass. Cardboard birds pull accordion-pleated worms out of
the ground. The rocks, clouds, and even the puddies are paper.

Vigtors are not welcome here. Little cardboard boxes with "Tank" printed
on them roll out to shoot paper bdls at intruders. Paper tigers spring out to
snarl at the unwary with a sound like tearing newsprint.

Thereis aregion of the Elementsin the gourd, smilar to the one in Xanth.
The Realm of the Element of Air islorded over by the Air Monster, agreat
blowhard, which will not rest until it has destroyed its enemies. This elemental
is quite stormy when aroused. It can blow wind or snow or any other
inclement weather at perceived threats.

Below the Element of Air liesthe Element of Earth. A huge cave-mouth in
the floor of the cavern is topped by other features which are the
personification of the Earth Elemental. It has stalagmites and stalactites for
teeth. It has along stony tongue on which travelers can walk if they have
flattered Earth enough. There is reason to praise this elemental: the region is
very beautiful. Bands of colored rock and gemstone line the walls of the
caverns.

A wall of flame marks the realm of the Element of Fire. To pass through, a
traveler becomesflame. Fireis malleable, so one can change shape, so long as
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oneis careful not to leave a source of fuel too long. Each of the available fuels
have different flavors and colors. Gasis green and flickering, coa blue and
even, wood yellow and sputtering.

AsFire ends and Water begins, those who have traveled as flame become
fish in the endless lake of the Element. Fish and water-monsters of every type
agt%und here, but they will not bother travelers who stay on the enchanted
path.

The Void follows Water. In the gourd Void, shape is not infinite or definite.
One can change to whatever shape or configuration one wishes, even change
or eliminate the scenery. Since the Void here is merely arepresentation of the
red Void, it is possble to escgpe without dying. In fact, the representation of
the Void itsdf can be folded up and transported to another location.

In the Desert of the Ifrit, whoever frees the Ifrit in the bottle with the seal
marked "Fool" across its cork will die, but is allowed to choose the method.
The wise choose old age.

The Mirror World is amaze of endless mirrors st in ahal. Some are
straight and show true reflections. Some are bizarrely warped. It is possble to
belost hereforever.

A burning iceberg dominates one land filled with amorphous frights. Next to
it, stone-masons made of stone work on metal, wood and flesh. They
manufacture backdrops and scenery for the worst dreams.

Beyond the masonsis aregion of boiling mud. Thisisthe best throwing
mud, in green, purple, or ydlow. It bubbles up from deep underground in
messy hillows and currents and stinking, flatulent explosons. The mud is
impossible to ding without the thrower ending up wearing at leest as much as
he %ets on his target.

The path leads next into ajungle of carnivorous vines and bloodthirsty
clouds. The trees are animate, and their branches creak threateningly. Beyond
it is athicket where striking weapons of dl kinds grow, aong with anything
ese that might be needed for bad dreams.

Along one side of this path turn huge, grinding wooden gears. These
measure out the time for every event in dreams. The length and placement
must be exact or there would be gaps, confusion and fuzzinessin adeeper's
mind. The dream realm does its best to keep everything on schedule, but even
S0, there are inaccuracies. Dreams are intended as sincere warnings.

Near the gears, loan sharks, card sharks and poor fish swim in crowded
channels. They bluff night mares into fearing them, but they don't dare
actualy to harm them, for the Night Stallion would punish them if they did.
Other travelers have no such protection from the bloodthirsty fishes.

You can s=e the light in the next region from a great distance. Brilliant
beams of light crisscross and wave across the enchanted path. The reds burn
anything they touch. Lights of searing white vaporize solid meatter.
Shimmering black ones turn things cold. Green lights make things sprout
leaves. Each beam has a different function. Some make things hot or cold;
others turn surfaces bright or dull, and leave them clean or dirty.

On the other sde of the lightsis Candyland. On either sde of the hard
chocolate path is a candy garden. Marshmallows lie scattered as if they were
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stones. Lollipops grow from the ground like trees and flowers. Licorice weeds
do their best to choke out more delicious candy plant life.

Next comes awooden house with agarden. The house looks nice until you
are up close, when you can see that it is filled with every kind of bug and
creeping horror. The garden is no better. It looks normal, but asyou
approach, it changes into one filled with vegetable instruments of childhood
culinary torture like turnips, spinach, and cabbages. Near the bug-house lies a
placid lake of castor oil. Zombies who enter the gourd usually begin in a
zombie garden in which lurks asnake. When it hites, it leaves the flesh healthy
instead of infected. The very thought of being visited with health is more
terrifying to zombies than the snake is

Next comes a knife fight, in which hosts of rusty knives bar the way unless a
strange knife is thrown among them. They will attack that knife until they dl
break. From here the path seems to go nowhere, but if afungus rock of a
sickly mossy green is crushed, it will burn away dead vegetation until a
wooden platform appears, under which are stairs and a landing.

Thelanding leadsto alighted cdlar, where one finds an enchanted path
barred by a gate where one faces one's deepest fear or shame shown on a
zombie looking glass. Unless the fear is faced and conquered, the traveler will
end up back where he began.

After the gate is a blank wall where one must only picture a door for one to
appear. Inside the wall is an exhibition of scenes into which one can passjust
by diving through the frames.

If instead of climbing down the stairs to the landing, one seeks a different
path which leadsto a place where rats run, there is aregion where a spread
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sheet of surprising springiness makes up thefloor. By bouncing on this sheet
up and down over and over again, one eventualy is propelled through the
"caling”’ rind of the gourd, where there is another gourd, approximately man-
height in size. Thisisthe gourd within the gourd. The peephole in this gourd
leads to Mundania. This is the way that night mares convey bad dreams to
deepers there. On the other side of the peephole is the No Name Key, where
Turn Key keeps track of between Xanth and Mundania. He has at his
command al manner of Mundane "science’ which he usesin hisjob, such asa
talk box which speaks both Xanth's language and that of Mundania, amagic
boat which is propelled by a box at the back that growls like a dragon, and a
watch, which finds the object of one's desire. His house isvery nice, with
carpets on the floor and windows that look out over the Key.

The Cakewalk, land of confections. Each sweetmest has a different effect on
the eater. Fruitcake makes one slly, rumballs makes one rolling drunk,
angelfood angelic, and devilsfood devilish.

Beyond the Cakewalk is afeatureless stedl floor that forms an infinite plain
in the center of the gourd. This is the Pasture of the Night Stdlion. The Dark
Horse is dways in the last place one looks, so one must cover dl the terrain of
the gourd before ending up here. Trojan is here in one or another of his
forms. He may appear as aliving stdlion with glittering eyes, or as a sed-
hard, sted-cold statue of a midnight-black horse. If forced into a duel, Trojan
is capable of projecting opPonents into visons to force them to concede. This
is his turf, the Kingdom of Dreams, and the inhabitants of the other lands
inside the gourd work for him.
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A specidized application of the gourd was encountered by Prince Dolph:
the Terminal. This can be terrifying to Mundanes. It is alarge chamber filled
with people burdened by baggage and possessions, and running to and fro.
The chamber's ceiling is held up by tall square pillars. Halls and walkways lead
off in dl directions from the main room. Every so often, gibberish bursts from
spots on the wall.

Behind a hole in the wall is avery smal room which carries passengers up
through the ceiling and onto another floor full of hustle and bustle. Mundane
men and women dash through here in ahurry to catch their "planes,” silver
birdlike cylinders the sze of a dragon, with flat projections sticking out the
sdes. They belch steam from their rears.

Magic dairs that move by themsdlves carry one down to the lower floor
again. There are doors that lead to the outside. Once there, you are surrounded
by square boxlike things that arejammed head to tail in lines that stretch off
into the horizon. They make noises like that of a hungry ogre fighting with a
banshee. The moving boxes contain M undanes that spout nonsense such as

"Haybabe!" Large humans dressed in blue whose feet are somewhat flat keep
order as best they can, but they can always stop to harass passersby.

. Since this is a representation of

Mundania, addresses are read
backward, not sensibly forward, asin
Xanth. A door in the Terminal leads
to Angle-Land, which wasthe last line
in the addressleft by Humfrey.

TheAngle-Land Inthegourdis
very different from the one actually
in Mundania. It is populated by
angles, both stationary and mobile:
dear little acute angles whose
|| horizons are limited, obtuse angles

1 with very little intellect, very correct

Se s rght angles, humorless straight
4rg angles, and philosophical reflex
angles.

At the sharpest point of the acute
angles lies the gate to Hurts, the next
direction in the address. Its
bloodstained gate is spiked with
broken glass and needldike spines.
Hurts is used by the dream realm for
settings to scare dreamers afraid of
pain. All its denizens suffer, whether
from injuries or diseases or internal
emotiona digress The Dungeon
Master of Hurts, who manages this
Set, is amean-looking human man
who wears a black mask.
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Hurtsis bounded by a swift-flowing muddy river over which severd fords
are s, each supervised by different creatures. Blood flows into the river at
various points, and horrendous monsters, the stuff of which bad dreams are
crafted, live in its polluted waters. Upstream from Hurts is Frankford,
supervised by a man-sized sausage with arms and legs. Next isAfford, where
those with plenty of money might cross. Then Beeford, over which hordes of

beesbuzz. Next is Ceeford, where al the people looked but didn't touch. An
alphabet's worth of fords follow these, ending with Zeeford, supervised by

striped horses.

The next lot of fords flock together. Their names pertain to Mundane types
of birds: Ibisford, Heronford, and so on to Storkford, which was where storks
crossed with their bundles of joy. The storks follow a path through afield of
berries, and down near abury plant, which producesits fruit underground.
Every variety of berry is here, from blue and red berries, to Londonberries to
Halingberries which cal out to passersby. The Big Halingberry has aloud
voice, and its offspring, the Little Halingberry, calsin a mere whisper.

Along nearby Main Lane, there are many smaller lanes leading away that
have interesting things going on at their ends: Lois Lane, Hot Lane, Cold Lane,

Fast Lane, Santa Claus Lane, Derby
Lane. After these are the animal
lanes, then the bird lanes, where can
be found Donald Duck Lane, Sober
Goose Lane, and Silly Goose Lane, on
which one will get arude surprise.
Sily Goose Laneislined with
Crofts. Eagle, Handi, Welkin, Mans,

Kids, and Dames. Damescroft is atidy |

thatched and whitewashed cottage,
which istheillusory form of
Humfrey's uninterruptible hideaway
while he solves his own Question
Quest.

The Night Stallion can quickly
commission specid scenesif he has
need of them, intended to torment
those he wishes to try for treason.

The aleged criminal finds himselfin a §&

room with two doors, one marked
"Yes' and the other "No," with a
guestion printed on the wall between.
Thusthe stallion obtains information
about the person heis about to put
ontria. The questionsget harder
until thevictims beg for mer , Which
they will not get. Thosefoun gwlty
will be executed to find out if they
aregncerein their protestations of
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innocence. If the executeeissincere, he or shewill be restored to employment
inthegourd.

Each time someone enters the gourd, the scene is set for that person. If
travelers are not in direct contact, they will be thrust into different dream
seguences.

Ivy drew Grey M urphy into the Frankinmint M ountain dream sequence
when she brought him in from Mundania. The two of them entered through a
picture. The mountain isvaguely pyramidal, roughly terraced with sharp
clifflike vertical drops and black cave entrances. Perched at the very top is a
gourd model of Castle Roogna, so high up that it looks like atiny toy. Crystal
spires point upward from the dopes of the mountain, and fantastic constructs
of stone throw long shadows in the sunlight. More than one path spirds
around toward the pesk.

The mountain liesin avast empty plain so flat that it resembles the surface
of atable. It moves across the plain by itsaf, carrying passengers to its
destination. Once on itsway, it passes amongjungle trees and ariver valey,
heading for lofty peaks visble in the distance.

On the dopes of the mountain grow severa kinds of mint. Spearmint stabs
anything that moves with tiny spears. Peppermint explodes with irritating
pepper grains that cause sneezing. Frankinmint merely smdls like a nice mint-
flavored incense. (Not to be confused with frankincense, which makes people
frankly angry). On small ledges stand illusory images of important folks of
Xanth. Between some of the ledges the path becomes a narrow span of bridge.

Insde the castle, which is devoid of dl life or animation, there is an extra
door not present in its outside counterpart. Beyond the door is alovey green
landscape. It is a one-way portal. Anyone attracted by the landscape will

i

Frankinmint Mountain
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become trapped on that side of the door once it closes. The path there leads
past atilting tree to the river of blood that flows from the side of Girard Giant.

Loan sharks swim in the river, looking to take an arm and aleg from
unwary swimmers. At the source of the river lies the giant, who lay pinned
there by order of the Night Stalion for wrecking severa vita dream sts.

Girard originaly wandered in through ajungle scene besst by kraken weeds
with powerful suckers that drank blood. Once in place, the suckers were
painful to remove. Next, he found himself on ahalfway flat plain, over which
Cumulo Fracto Nimbus blew freezing wind and det.

The next peril was asphinx, followed by aroc. Both attacked fiercely.
Girard blundered through the wal of this scene and into the pool of twenty
mermaids. Beyond that was the candy house, and on the other sde of the
candy wal was apool of writhing tentacles. Next, he found ahillside full of
goblins. In the next scene, there was an ogre with awooden spear which he
plunged into Girard's Sde. These pathways were never meant to intersect.




7% t seemsto be the desire of every Mundane reader to move to Xanth. That's
understandabl e, considering how dreary Mundaniais. But not smart. The
fact is Xanth is dangerous. There are more hazards per square circle in
Xanththan anywheredse. SinceM undanefolk don't havemagic, they are
at aserious disadvantage in X anth. The averagevisitor would survive less
than a day, unless he had the advice and protection of a Xanth native.

¥ Oh, sure, things are funny in Xanth. When aharpy swears, the foliage

tnear'by catches fire. When a Xanth couple gets married, zombies may attend.
Panty-watchingisagreat sport, asitisinMundania. Punsabound. And no good
folk ever seemto die. So it seemsnice.




ButMundanesare
not considered good
folk, by and large, so
they can dielikethe
brutes they are.
Many Xanth crea
tures who are not
main characters can
die too. Death is a
way of life in the

e jungles of
Xan and it can
come in an impos-
sible number of
forms. Sothenotion
of aMundanereader
actually moving to
Xanth and liking it
is sheer fantasy.

| try to be careful what | writein Xanth. There
isonly sofar you can go saying goblinsare
horrible and not showing how they are
horrible. Many people were surprised a one
soene where the children witnessavery
disgusting goblin atrocity, but eventhen |
made it clear that what they were seaing had
happened long before, and they wereonly
seeingareplay. After dl there hasto be some
risk, otherwise the reader can never takethe
dangers serioudly.

— PiersAnthony

But thereisoneroute. A reader can't go to Xanth himself, but he can takethe
place of a Xanth resident for a while, acting through that resident until he
succeeds in making that resident blunder into expulsion. This is the route of the
Xanth Gamebooks. The truth is, not many Xanth residents of distinction like
having their lives managed by absentee M undanes, so the usual crowd tendsto
stay clear of the games, but some can be seen on occasion. Ifyou want to discover
just how longyou might last in Xanth, go to your dreary M undane bookstore and
fork over some stupid M undane money for one of those Gamebooksthe Nymph
has made available. Then you'll know, you fool.

ol




HAZARDS

utsde of the stockades, villages and cadlles, Xanth is wild

. and dangerous, but in the dark it is doubly hazardous. Only
¢, in houses pdled againgt the supernatural can humans

41 deepsafely, untroubled except by night mares, whom

nothing can keep out.

Children growing up in Xanth learn to protect themselves
againgt avariety of threats and monsters which are st to
catch the unwary and destroy them.

Dragons are one of the most fearsome species that live in the untamed
wilderness that covers most of Xanth. Besdes the breed recognized as the
Gap Dragons, there are many other varieties. In Xanth, there are land-bound
and water-bound dragons as well as those which can fly and those that
tunnel. Sea serpents are related to dragons. The ouroboros is awater-dragon,
half white, haf black, which seeks to drown its Erey as it twists around and
around with itstail in its mouth. Most dragons have abreath weapon aswell
astheir own armament of sharp teeth and iron claws. Dragons spit smoke
and steam aswell asthe traditional burst of fire.

In fact, the dragons of the earth, air and seafall into three substantial
categories. steamers, smokers, and fire-breathers. The Gap Dragon is the best
known exampl e of the steamer; hisweapon isinvisible steam which turns
vigble as it encounters the cooler air, making water droplets form. If you want
to know how hot that feels, put your finger in the invisble section of steam
just beyond the spout of a hot tea kettle: it's about ten times as bad as that.
Thus the Gap Dragon doesn't eat raw mest, he eats steamed meat and, if he's
feeling like punishment, steamed vegetables. Steam islessimpressvethanfire,
but it doesthejob, and is more controllable. Y ou never heard of asteamer
ts)ta;]ting afire by accident. It is dso nice when the dragonlets need a steam

ath.
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Smokers are effective, too. It is not generaly known, but more creatures are
killed by smoke than by fire. In fact, smoke inhalation is so effective that it
even worksin Mundania, where it has asmilar ratio of kills. Smoke aso blinds
the prey and makes it lose its way. The dragon has merely to cock an ear, and
it can locate the fleeing prey within the cloud of smoke by the sounds of
gasping and stumbling. Then one quick nip does it: smoked mest. In apinch, a
cottage cheese can be smoked; smoked cheese is said to have a specid flavor.
But sometimes the cloud of smoke is so thick that the dragon chomps on the
wrong item, getting maybe the pot instead of the cook. Only a stupid dragon
smokes pot.

Fire-breathers are the mos illustrious and feared of dragons. Actudly, they
vary widdly; some have only alittlejet of fire the Sze of ahuman finger, while
others have ajet that extends as far before as their tails do behind. But fireis
high-calorie stuff, requiring alot of energy, so dragons must be cautious about
wasting it. As agenerd rule, if adragon missssits prey with three blasts, it
will have to retire to regenerate its heat, because the following blasts will have
diminishing effect. There is aso the matter of pride: it is consdered bad form
to miss even once.

However, despitethese limitations, it remainstruethat
agood many more men are eaten by dragons than vice
versa. Only afool or an ogre (same thing) would tangle

voluntarily with a dragon.

Dragons are good hunters. They are patient, and can
outwait most prey. Some can move very quickly, especidly
the ones that canfly, but others have to stalk their prey

. and walit at the holesfor it to emerge. Dragons prefer to

’”8] nest on jewds, especialy diamonds, which hone their
scdes to their brightest and sharpest best.

Mogt dragons are built on long, low lines, with overlapping meta scdes on
their hides. They are very flexible, very smart, and have an excellent sense of
smdl. Their spiked tals, which they can use like whips, are dangerous
weapons, too. They like the taste of roasted man, though amost any
nonpoisonous meat will do. Dragons are very hard to kill or even to hurt. The
best way to kill one is to shoot arrows or explogve things down its throat, or
dice between its scades with a sword or spear. A dragon's ear twitches when
its Pomr should listen, and hears things of importance and relevance, so it
will nearly ways detect pursuit. Should a hunter manage to kill adragon, or
just to cut off one of its ears, he has obtained a useful magic item that can
help to protect him. Of course, if heis capable of killing adragon, he needs
very little help from anyone.

Wiggles are part of the greater family of voles, which aso includes squiggles,
which are ten times the sze of awiggle, and diggles, which are ten times the
gze of asquiggle. It isthe immature wiggle which swarms and causes dl the
damage, but the majority of swarms never find their way to the surface of
Xanth.

Wiggle larvae are tiny spira worms less than afinger-length long that drill
holes in anything. They zap outward in straight lines from their hatching
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place. By following the path of awiggle, one can catch it in its
il phase and kill it. They move, then hover for perhaps a
minute, then move again with azzapp! noise. It iswhen they
are hovering that they are most difficult to find. Unless every
wiggle in aswarm is killed, they can breed again and replenish
their numbers. If someone stands in the path of awiggle, the
worm will hole right through them. Wiggle
larvae can be killed by crushing them with
anything hard, chewing them (athough they
- taste terrible), samming them between rocks,
or turning them to stone.
A female wiggle will mate only once and is Sterile
thereafter. A male will attempt only once to find a
mate. If he is rebuffed by the female of his choice, he will smdll
of hisfailure, and can never try again. Voles mate for life.
Because of this high sdectivity, awiggle-brood has to be large
% for the species to survive. There are
roughly two swarms ayear, most of
them underground.
Wiggles are governed mostly by ingtinct. The females go
through color changes when they are ready to mate. A
sure Sgn that afemale is ready is that her eyes turn red.
The members of the vole family eat rock. They are
highly sdlective about findingjust exactly the kind
of rock they like. When a swarm princess is
preparing to lay her eggs, she will find avein of her
favorite kind of rock, and eat nearly dl of it to give
her strength toward the upcoming effort of
producing her swarm. It is only once in awhile that a
princess will find she has ataste for air-flavored
stone, which can be found only on the surface.
A wiggle female constructs a specia nest made of mud,
bones, stones, sticks, sand and other "crud." She crawls into
' this boxlike contraption, pulls the lid down over her and lays
the eggs When she isthrough, she has an hour to get clear
before they begin to hatch, for the larvae pay no attention to
what they hole in their search for the right kinds of rock
Swarm taste is different from growth taste, so the larvae
which hatch must move quickly to find the kind of rock on
which they like to feed before they starve to death. Only afew
of them will survive. Once they find the kind of rock they like,
wiggles become harmless. They settle down to mature, and
grow into normal vole shape. Containment spdlls had been
used in the past to keep a swarm from becoming dangerous on
the surface, but the practice was not widespread, since most wiggles do not
prefer air-flavored stone, so their swarms are confined to veins of rock below
ground (see dso Voles).

¢
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Tangle trees have normal trunks, but their branches resemble sheaves of
hanging green switches or vines. When prey comes within reach of the nice
clean lawn that atangler maintains around its roots, the vines cometo life
and snatch up the unsuspecting creature, bearing it to the thorny maw in the
heart of the trunk. The maw doses over the delectable morsdl, and the tree's
digestivejuicesgotowork.

In the early history of Xanth, tanglers were cruder, more Mundane-looking
trees with mosdike vines hanging from their branches. Their dy, predatory
magic evolved over the centuries. They are tough, mean characters. Few
creatures dare tangle with them. But every so often, an ogre is stupid enough
to do it, and then thereis aglorious fight.

Noosaloops are ardative of the tangle tree. I1ts branches are narrower than
the tangler's. They are actually constricting vines that strangle prey that is then
consumed within the trunk. Even the tiny twigs are flexible enough to wind
tightly around fingers. The difference between atangle tree and anooseloop is
that atangler likes its prey dive and kicking. The noosaloop prefers it dead.

Nickelpedes are nasty little monsters with five hundred legs
and one pair of deadly sharp pincers that can magically gouge
out adisk of flesh caled a nickd. They clamp onto avictim and
tear out pieces of flesh until their voracious appetites are
satisfied. Dimepedes gouge out bits of flesh smdler than nickeds,
but they hurt twice as much. These monsters are afraid of
sunlight, and congregate in dim and shadowy places. A swarm of them can
take down a centaur or any other powerful creature, given time and
opportunity. It is aterrible fate to be caught among a swarm of
these creatures, and be nickeled and dimed to degth.
Quarterpedes are five times as deadly as nickel pedes, because
they can gouge out two hits at atime.

Dallarpedes, on the other hand, are an endangered species, kept by Good
Magician Humfrey in Pandora's Box. Dollarpedes are made of paper that is
dull green on one side and grey on the other. They are not dangerous because
they haven't got solid metal backbones. Some of them have enough silver in
their flexible spines so the stronger corrugati ons support each pair of |
enough to move its own weight. This branch of the nickelpede family has been
losng strength for decades. Although they are one hundred times the sze of
centipedes, they're devalued by everything they encounter. Dollarpedes feed
on Interest and Principal and Assats, Liabilities and Budgets.

Eclipses: When the moon and the sun collide, it can send huge chunks of
flaming green cheese hurtling toward the earth. If one is unlucky enough to be
underneath it when the cheese fdls to earth, an edipse is dangerous, but
otherwise it is a happy occasion. The cheese is delicious. The best cheese
comes from the sky, but it spails quickly.

The basilisk or cockatrice isasmall lizard hatched from ayolkless egg laid
by arooster and hatched by atoad in the warmth of a dungheap. It has the
head and feet of a chicken and agaze that can turn any living creature to
stone. Its breath is so bad it wilts vegetation and causes stone to crumble. This
little monster is dl but helpless because of its flabby physique, but to kill it, the

actual
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hunter hasto avoid having it look at himwhile heis sneaking up. Thereis
little difference between basilisks and cockatrices. They are sterile, so there
are never very many of them at atime. However, there are asurprising
number of cock-, hen-, and chickatrices in the Land of the Basks, the stork
must have forgotten about their Serility.

A shade is ahalf-real spirit, ghost or one of the restless dead. Their threat is
subtle, because they can't move from the place where they died, unless
someone goes to deep near where their spirits are anchored. 1n an
uninterrupted hour, a shade can infiltrate and inhabit aliving person’'s body.
However, it is easy to escgpe from ashade. One can always get up and move

avay.

(%/rse Fends are humans that live in Gateway Cadlle at the bottom of Lake
Ogre-ChobeeintheRegion of Madness. Likethelady who became Crunch's
wife, they are actors who are always in search of audiences to watch their
plays. Their curses are the result of group effort, ajoining of dl the Curse
Fends magic.

Eclipse



‘#° "% hisbeastiary (sic) showsthetruebeastliness of X anth. Most of the
\ } creatures make perfect sense, but for some reason critics in
Mundaniabelievethat they areegregiouspuns. Of coursethey are;
what's your point, critics? It isn't as though the beastly cri-tic was
neglected; itisduly listed herewith the other monsters. Actually, a
number of Mundane readers have discovered beasts on their own,
and written in about them, and they have been listed here. Xanth
isa constant process of discovery.

But if we haveto get technical, the fact isthat the novels of Xanth are not just
funny stories. Xanthis aconsistent framework (thosewho claim otherwise maK
have misunderstood the nature of its inconsistency) with its own rules, whic
are subject to changewithout notice. Thosewho claim that the novels are poorly
written or poorly plotted or without substance are in error; such clams are
suspect until some documentary evidenceisproduced. Onereviewer called out
Dor's esssy on Xanth as bad because it was impossble to tdl by Cheries
pronunciation how the words were spelled. The point was that in this land of
magic, spelling can indeed be heard; the reviewer had missed the humor, or
perhaps didn't like humor much anyway. Each novel is a well-structured
adventure, and most are aso romances, in addition to the humor. One reader
wroteto complain that X anthwas making her laugh out loudin her physicsclass.
Wi, that may be a problem—Dbut why was she diverting her attention with a
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college class while she was supposed to be giving it dl to Xanth? Each Xanth
novel isone person'sfavorite and another person's” Sorry, not up to snuff.” Tastes
vary, and those who don't like humor are free not to read this stuff.

At onetime even the editor became infected with adislike of punnish things.
Therewereadew of themin thefirst chapter of X8, Crewel Lye, so he chopped it
out, and the novel was published beginning with Chapter 2. Thisisthe problem
with listening to critics: it leads to amputation. However, you may read the
chapter; itisinthe appendix of thisvolume. But that was not the beginning or the
end of the trench warfarewith this series. Back in the first novel the editor cut a
referenceto skeletonsin closets. Milliethe Ghost must have apretty one. Sointhe
next novel that punwassofully developed that it could not be denied, and Millie
became a full character, and later even the skeletons of the gourd became
characters. The humor of Xanth does not like to be denied.

But there is a serious aspect too. A number of readers, or their parents or
teachers, have written to say that Xanth is responsible for their learning to read.
They had thought that al bookswere dull, but discovered that X anth bookswere
fun, and that provided the motivation needed. Even some adult illiterates learn
to become literate on Xanth. Since the ability to read may be the single most
important skill for our culture, thisis significant.

One young man wrote in to say that he used Xanth to distract him from the
discomfort of his chemotherapy treatments. A young woman who had been
violently rapedfound solacein Ogre, Ogre, which addressesthissubject. Another
read Xanth while recovering from brain surgery. It seems that Xanth has a
potency of diverson for young folk that others don't appreciate. But if that's the
way it works, great! Why zonk out your mind with painkillers or drugs when
Xanth will do it instead?

So maybe Xanthisn't great literature. But it doesdivert folks, and sometimesit
hel psthem copewith theM undaneworld, and there can beno shameinthat. The
fact that it isfull of punnish creatures doesn't mean that it iswithout merit. It is
said that man does not live by bread alone, and part of the rest of what he does
live by is humor. Enj oy the beadts, they are there for your Iaughter.
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allegory: A green reptilewith along snout
filled with teeth; speaks in metaphors.
alligator clip: Strong-jawedhazard secured
by achain to its root.

angelfish: Very nicefishwith %auzy wings
which dlow it to hover and ahalo over its
head. It danceswhen it is hapcj:)y. Devilfish
like to pursue angdlfish and do something
censored to them.

angleworm: A wormwhich turns corners
at perfect angles instead of curving around
them as an earthworm does.

ant-lions: Small beasts with the body of
ants and the maned heads of lions. They
run in prides, and fiercely roar at any
threat. They are powerful fighters, and
make good use of their sharp-pointed legs
aswell astheir strongjaws and the stingers
a the end of their sharp abdomens.

argus: Land-walking fish with four stout
legsthat end inflippers, the tusked head of
aboar, and three eyes st dongitstorsoin
achevron.

assassin bug: Insect which kills other
insects by contract only.

B's: A genus of flyinginsects, each with its
own specialty. There are spelling b's,
countingb's, sewingb's quiltingb's Bumble
B makes one clumsy. B's comefrom aB-
have, such as b-hold, b-lieve, b-neath, b-
fore, b-hind, b-seech, b-side, b-tir, b-foul,
b-devil, b-reave, b-dege, b-set, b-tween,
b-wilder, b-walls, and a Queen B, have
various effects on the people they sting.
They livein ahuge have shaped like alady's
bonnet. Worker b's of no specia talent
repair theinside of the have. Queen B-nign
istheruler of theBonnet Have. Shedefeated
B's Onethrough Twenty to becomethe sole
Princessof the Havein which shewasborn.

barbarians: Mundane or primitive men
who live by a dtrict code of conduct
requiring excellent coordination with
weapons, awkwardness with women,
common sense, and faithfulness in
completing missions. They haveahandbook
giving advice on behavior.

baseball bat: Long, thin leathery mammal
with wings.

battering ram: Small curly-horned, curly-
pelted sheeplike creature who charges
straight toward any obstacle with the object
of crashing through it. Related to the
hydraulic ram, which is stronger.

bear witness: A powerfully constructed
quadruped with stubby claws and a pro-
truding muzzle, but no hair on its body. It
tdls only the truth.

bedbugs: Some deep in nests that look like
comfortablebeds. Somebedbugs are shaped
like a bed, with four little rallers for feet,
springs and fat pillows.

behemoths: Winged creatures so largethey
can carry whole groups of travelers on
their backs. Another sort of behemoth
which ismostly mouth acts asthe entrance
to Gateway Casdtle.

blister beetle: Itsstingraisespainful bumps
on skin.

blue bottle flies: These insects have blue
bottlesfor bodies. Humfrey usesthe bigger
bottles for storing some of his spdls and
demons.

bogey: Orange monster engendered by the
bo?. Bogeyslivein awell-organized, almost
military, camp run by a colonel. They are
assiduoudly palite.

bonnacon: A huge, dragoni shcreaturewith
the hornsof abison, metalbone eydlids, and
thick armor on its body. It is more terrible
to chase than to confront, for it blasts
excrement from its nether portions into
the faces of its pursuers.

brown thrasher: Contentious bird that
thrashes things.

bugbear: This monster has multiple bug
legs and feelers, ahorrible bug face, and a
huge shaggy bear bodly.



bullhorn: Creature that threatens to ram
its horn into the posterior of anyone in its
way.

bull seal: Cephalopod with a spread of
sharp horns on its forehead.

bum steer: Four-footed creature with
hooves and horns that gives false infor-
mation and begs for smokes from
passershy.

butterfly: Messy insect that oozes bultter.

cactus-cat: A feline half the Sze of aman,
with anormal cat face, but its striped green
and brown coat is composed of needles
instead of fur. The thorns on its ears are
large and tiff, and on the front legs are
dicing blades of bone. Its personality isjust
like that of the average cat.

carnivorous rabbits: Harmless-looking
bunnies that eat meat.

catoblepas: A hideous monster with snake-
like hair and cloven hooves. Its body is
covered in scdes. Its gaze is fata, but it
holds its head so low that its eyes can
seldom be seen.

cat o' nine tails: Except for its rear
adornments, this beest looks like a Mun-
dane cat. It will dash fiercely at attackers,
but is redly fairly timid.

centycore: A beast with horse's hooves,
lion's legs, elephantine ears, bear's muzzle,
a monstrous mouth, and a branching ten-
point antler that protrudes from the middle
of its face. The centycore has no mercy.

chameleon: Small, harmlesslizard that can
assume the shape of any dangerous crea
ture of approximately its own size, though
it will not have any of its defensive or
offensive capabilities.

chimera: A heraldic fire-breathing beast
with a lion head on its shoulders, a goat
head on its back, and a snake for its tall.

chipmunk: Natural animal which can
conjuretiny bitsof food away from hazards
andtraps.

chobee: Reptilewith along snout withwide
nodtrils. Its skin is green and corrugated,
and it has short fat legs Its teeth are
gleaming white but soft as pillows.
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Occasionally one will have real teeth, but
there is no way to tell the good chobees
from the bad in time.

choke bees: Related to the sneeze bees, a
cloud of them makes you choke.

clouds: In Xanth, storm clouds are shaped
like dishesfull of water, which they sprinkle
out when they decideitistimeto rain. Most
of the clouds arefriendly and good-natured;
King Cumulo Fracto Nimbus is a notable
exception to the rule.

cockfish: This perky fish crows when the
sun's reflection hits its pool.

cockroaches: Insects which crow like
roosters.

copper head: Gleamingmetal -headed snake
with impressive fangs.

copy cat: Thisfeline copies everything one
does, but dso makes very good copies of
manuscripts by sitting on them and extrud-
ing the printout from its mouth.

cowboys. Harmless humanoids with the
horned heads of bulls, who graze on
rockmossin the gnome-mines. They do not
wear clothing, but are fairly furry dl over.
Music soothes their savage breasts. The
cowboys are basically shy and peaceful, but
the males are protective and stand their
ground to defend their families. The
Minotaur isaherowho s&t out to Mundania
to seek hisfortune in ages past.

crane: Long thin-legged bird as tal as a
tree, cranks its head up and down in dow,
measured stages to move heavy burdens
from one level to another. They practice
rocky-tree, hoisting rocks into the trees.

cri-tic. Loathsome bloodsucking bug of
Mundania.
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cuttlefish: A white fish with knifelike
tentacl esthat can dash throughfleshright
to the bone.

cyclops: The fabled Cyclopses are three
brothers named Steropes, Brontes, and
Arges, sons of Mother Earth and Father
Sky. Oncetheyforgedthunderboltsfor sky,
but were deprived of their powers and their
job when the sky became jealous of them
and drove them away. They remained
hidden for ages in caves until they were
reunited by Ivy.

deadpan: These creatures have the ugliest
facesin Xanth. Theylivenear cookingfires.

deerfly: Delicately furred, four-legged fly
the gze of a Mundane deer, with antlers
and big, soulful, brown eyes

devilfish: Reddish-colored hornedfishthat
likes to spoil everything for the other fish. It
canwalk on the surface of thewater, using
its curving, barbed tail for balance. Its
favorite pastimeisto chase down an angel-
fish and do something censored to her.

double-headed eagle: A fierce golden
monster. Tojudge by the coats of arms of
many royal houses, severd of these were
observed in the Mundaneworld.

dragonflies Miniature insectoid dragons
which prey on bugs and asxodae with
dragons. Occasionally, they adopt a
human's garden and keep it free of pests.
They breathe fire, and explode in flames
when they crash.

dragon horse: A rare creature that hasthe
front of a horse, and the back of a dragon.

drake: Hissing, small, ornate fire-breathing
dragon with large, streamlined wings. It is
very fierce and highly intelligent.

dung beetles: These beetles magic the
contents of chamber pots into sweet-
smelling violets and roses.

eclecticedl: It choosesbitsand piecesothers
have made. It does nothing original, but
thinks that it is very sophisticated.

fast overland snail: A gastropod that can
move faster than most birds canfly.Used to
transport messages from one end of Xanth
to the other.

feather-wingedbeetle: Thisinsect haswings
made of asingle feather each.

fetch: Apparition that showsthe dead image
of aliving person. It was once considered to
be death to see the fetch.
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firedog: ShapedlikeaMundaned
Sides radiate volcanic heat, an
breathefire.

firefly: Fl%ling insect with aflamingtail that
can set aforest dight if it is cardess. Home
cooking-firescanbeignitedwiththehelpof
atrained firefly.

fireman: Like thefiredog, a fireman radi-
ates heat. He can burn down a tree by
embracing it.
flatfeet: M undane demons who patrol the
roads.
flyingfish: Swift flier propeled by ajet of
bubbles coming out its fuselage. Its rigid
wingsprovidesufficient lift, thegillsareits
air intakes, and thelittlefinsalong its sides
and belly act as stabilizers.
flying sheep: Winged ovines mentioned in
the gourd poem:
Roes are red,
Violents are blue,
Sugar sand's sweet
And soar ewe.
flying snakes: Mean, unreasonabl e serpents
with wings. Some are poisonous.

friers: Hensthat lay fried eggs

,butits
it can
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frisbees. Disk-shaped, striped insects that
drink nectar and make honey. They spin
from flower to flower.

gargoyles. Hideous-faced stone creatures
which are frequently used as doors to
castles and other magic dwellings, because
they can extend their mouths amost in-
finitely, swallowing up visitors, who find
themselvesinsidethe building.
Gerrymander: A shape-changing creature
that hasthe power of surround, select, and
conquer. It seeksto trap prey by weakening
their power base. In order to defeat
Gerrymander, it must be passed, by what-
ever means possble. Mundane versions
exigt, with smilar traits.

ghastly: Shapeless, dimy creatures like
quashed caterpillars with tentacles and
many legs. They hite, belch obscendy, and
expectorate purple venom. They are very
hard to kill, since they can't be squashed or
torn apart.

low-worms. Pale green worms with
uminous skin.
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goldbug: Similartothemidasfly.Itismade
of solidgold, andit plateswith gold anything
it touches.

goldfish: Very pretty fish entirely formed
from gold. Not of much value out of the
water.

gremlins: Whenever possble, these crea
tures occupy machinery and make it go
wrong. Many gremlinsworked for Magician
Murphy in the Fifth Wave. Others occupy
works of technology in the Demon City.

riffins. Handsome creatures descended

rom the union of an eagle and alion. The
forepart of agriffin isthe head, wings, and
feet of the eagle, andthe rear isthe powerful
haunches, claws, and tail of thelion. While
their clipped eagle tongues do not dlow
them to speak the human language, the
griffinis nevertheless accepted as an intelli-
gent being.
groupie: A fattish fish with large, soft
extremities; if one lets it, a groupie can
siphon on€'s soul out with a seeming kiss.
hal-bird: An extraordinarily thin bird with
abody like apole and ahuge, narrow, axe-
besked head.

hedgehog: Mobilebrownhedgethat isvery
timid about being chomped.

hephalumphs: Colorful pachyderms that
likehoney.

holey cow. A (1]adruped larger than a
basllsk smaller than a sphinx. Itisfull of
holes, mcludmg a hole in the head where
thebrain should be. Asaconsequence, it is
very stupid, but willing to act as a Seed.

hoopworms: When frightened, these long,
skinny worms coil themselves up, make a
noise like a hoop, and roll away.

hoorah bird: Large cheerful bird with
colorful but tasteess plumage whose nest
is untidy and crowded with debris and
collectable bric-a-brac.

hornworm: A trapper that hides in the
ground with only its four horns showing
like the points of a coronet. If anything
disturbs it, it attacks with its corrosive
poison which can shatter stone.

horsefly: An insect the size and shape of a
horse with fully fledged pinions.

houseflies: These live in tiny houses that
they create by magic or have built by
sawflies and carpenter ants.

hummers. Unknown flying menace that
humsincessantly. Itbreedsin ill, stagnant
water. The population of hummers
increasesthemoremoist ground isexposed
to the ar. The sound of hummers drives
demons crazy before it even becomes
audible to humans, who aso find it
annoying. They areevenworsein Mundania,
where demons have meddled with
wetlands.

hydra: Multiheaded serpent that draws its
strength from water. It one head is torn
away or cut off, two moregrow in its place.
It can be killed with reverse wood.

hypotenuse: Enormously fat animal with a
mouth that opens into atriangle.

id: A gigantic, green jely-skinned creature
that swallows andythlng it likes; it has an
ora fixation and is entirdy hollow. It is
very sdfish, complains a lot, destroys
cadedy. The id likes to have everything
its own way.

imps: Little monsters halfway between
goblins and golems, some with acombina-
tion of dl their bad traits. Some imps are
more like fairies or eves, crafting tiny
magical items.

J's: These cheery, crested birds come in
many colors. There are blue-Js, green-Js,
and red-Js in the vicinity of Castle
Roogna.

jackin thebox: A smal serpent with skin
like cloth. Some of them can grow to be
quite huge. They like to tell rotten oldjokes
and laugh at themselves.

je-junebugs: Dull and uninteresting insects.
jump-at-a-body: A small monster that is all
hair, legs and glower. It is harmless. All it
doesisjump out, scare folk, and run away.
It emigrated from Mundaniawhen people
there stopped believing in it.

kingfisher: Bird which fishes for kings
among the fish.
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Milksnake

kitty-hawk: Has hawk wings, feathered tail,
but its head and legs are feline. When its
magic is enhanced, it might chase itsdf to
death.

lamia: A human-headed quadruped with
hoofs, a horsg's tail, and cat forelegs.

lantern fish: Brightly glowing fish with
goggling eyes.

lightning bugs: These insects use miniature
lightning bolts to stun their prey.

loan sharks: These look like big fish with
flukes and fins and sharp teeth, but they
are dways looking for prey they can pull in
too deep. Loan sharks never help one
another. When oneisin trouble, the others
pull it apart.

theloin: A mysteriousforcewith agood p.r.
promoter that putsup signs attestingto its
prowess in the jungle. The leader of the
pride of loinsis Sir Loin Steke.

love bug: Glowing, brightly colored insect.
lutin: Malign shape-changer with a bad
temper.

magi c-sniffer: Aknee-highquadrupedwith
a long flexible snout like that of a tapir.
They react in afriendly way to the presence
of magic, snootling in aflutelike voice, and
areindifferent where it is absent. They can

sense spdl intensity. Since they subsist on
magic berries, they are considered infallible
injudging if something is magica or not.

Manshark

manshark: Half-man, half-fish with huge
toothy jaws that has a giant appetite and
two arms to feed it.

midasfly: It turns anything it touches into
gold.

milksnakes. These serpents give milk in
bottles.

mimic-dog: An anima that can mimic
whatever it sees and hears. It is not
intelligent enough to perform origina
actions.

monkeyshines: Agile, little, brown animals
that gleam with their own light.
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monocerous: A huge, broad-sided monster
that has only one horn.

moose, chocolate; A tasty anima much
troubled by ducks which like to nibble it.
There are a0 vanilla mooses in Xanth.

moth hawk: An insect that fliessilently and
drikes other insects down swiftly with
taloned feet.

mudhen: Smal, plump bird that spatters
mire wherever it goes

nameless dreads. Unseen monsters with
haunting voices. Alister names them Sdly,
Aloysius, and the Great Fritizini to strip
them of their power to terrify.

neon-coral: Brilliantly glowing colonies of
tiny sea animals.

netwings. Insects that resemble little nets
blowing about on thewind. Their wings are
no more than air tied together with afew
filaments so that their ahility to fly is due
more to magic than aerodynamic con-
struction.

nickelodeon: A dumpy box withadotinits
side, which plays music as it eats
nickelpedes.

nix: A sometimes-man, sometimes-fish that
can freeze or unfreeze water by nixing it.
ore: Hugefat water monster with teeth that
overflow its mouth.

owl-fly. A large-eyed, tufted bug that flies
slently.

pantheon: A category of godsor demi-gods
whofought onthe side of Xanth against the
Fifth Waveinvaders.

parody: A bird with green wings, sguat
downcurving begk. It talksin an imitation

of human speech.

phoenix: The gloriousimmortal bird which
immolates itsdlf on the nest containing its
egg and is reborn from the ashes every 500
years.

picklepuss: Cat body with a snout that is
green and prickly like apickle. Its eyes are
moist with brine. Whatever it touches gets
pickled. Mundanes do the samething with
stuff in a bottle.

picture-wingedfly: A small insect,common
species in Xanth. Its wings show illustra-
tions rendered in a variety of media and
gyles. Amongthosenoted by Good Magician
Humfrey in his Information Book are the
Pastoral, Still-life, Naturalistic, Surredlistic,
Cubist, Watercolor, Oil, Pastd Chalk, Pen-
and-ink, Charcoal, and Crayon-Drawing.
piggy-back: Fat pink animd that enjoys
carrying other animals on its back.
pilotfish: A variety of flying fishthat likes
toliveintrees, especidly plane trees, though
they can't fly them unless they have fishing
licenses.

pinches: Little birds with outsized besks.
policeman: A blue demon in the dream
realm who chases folks yelling incompre-
hensble things like " Sendya tothe bighousa!™

Pythia: Innocent damsels who serve as
priestesses and spesk gibberish for the
Oracle at Mount Parnassus.
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Python: Guardian of the Oracle on Mount
Parnassus. Also in the jungle of Xanth,
thereisashape-changing serpent that can
alter its form as it chooses into something
completely different every few minutes.

guack: A bird with awidebill, webbed feet,
and a bag of patent medicines, who
promises miracle cures.

raindeer: Four-legged horned beasts that
carry their own stormcloud over them,
complete with boomlets of thunder and
little bolts of lightning.

razorback pig: Down the spine of this
friendly porker is a ridge of sharp razor
blades. The spines can be cultivated for
shaving.

relevant: Huge, grey animal with four
trunklike legs and a nose which reachesto
the ground; is concerned with what is
current and pertinent.

rhinoceros beetle: Looks like a bulldozer
(another big creature of Xanth).

ribbonfish: Enormousywidebut completely
flat and dick ed-like fish which scoops

=

Magic-sniffer, Fagt Snail and Griffin

things up and dides them aong its length
until it depositsthem where it wants them.

robber-flies: These unscrupulous insects
will attempt to steal anything which
appears unguarded, up to many timestheir
own weight.

robin: Greedy bird, one of the most
notorious hoods in the forest.

roc. Largest of dl birds. They love rock
gardens and rock music. Thisgiant red bird
prefers hephalumphs as a snack.

rock hound: A living stone dog. As mobile
and flexible as a flesh-and-blood dog, but
more solidly built.

salamander: A brightly colored amphibian
five inches in length. Sdlamander fire burns
magically anything it touches, even water,
except for rock, earth, and salamander
weed. It loves to gtart conflagrations. Its
mg)ical fire is one-way, forming its own
firebreak.

samphire: Living marshweed with ataste
for flesh and blood. It has thorn claws and
fangs with which it tears apart unsus-
pecting victims, and then it drags them
Iur_1der the surface of the marsh to enjoy at
esure.
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sandman: Animated sand that can assume
different shapes. It puts travelersto deep.

satyr: A less than innocent relative of the
dry-faun.
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sawflies: Use their sharp probosci to saw
wood into lengths to build their homes.

scaredy cat: A smal feline that spooks
eedly.
seacow. Half-bovine, hal f-fishthat makesa
loving pet, and is ds0 a useful seed in the
water.

sea monsters, lake monsters, and river
monsters. Mostly giant serpents that can
live underwater. They dl have multiple
rows of very thin sharp teeth. They honk
when provoked.

sea nettle: Roundish plantlike animal that
can stingoneto death. Itsheadisgilled like
a toadstool, and it has huge stinging
tentacles.

secretary bird: Literate avian that writes
letters, then carries them itsdf to their
destinations.

sel-fish: Fat-faced fish that enjoys instant
gratification, never worries about the
welfare of others.

shellfish: Made up of dull, broad, serrated
pincers. It fearsthe starfish in the sky, and
hidesfromthem.

shopping centaur: Lady centaur with abig
shopping bag.

sidehill hoofer: Mountain cow with short
blunt horns whose two left legs are shorter
than thetworight sothat it can run around
the perimeter of a hill with esse, and so its
hornswill beprecisaly level whenaiming at
prey.

Skeleton Head

silverfish: Smdl meta fish that swim in
slvery ponds.

skeletons: In the gourd, skeletons are a
normal everyday species. They reﬁroduce
naturally by knockl ng headstogether. The
female skdeton flies gpart, and a baby
skeleton is constructed by the male out of
some of her bones. She regrows the bones
she needs. Skeletons perform in bad
dreams, and they dance, developing asense
of perfect timing. They dso gamble, rolling
thebonestowin wagers. They have atalent
for cohesiveness, and if knocked apart,
they can reform without trouble.

dug: Giant gastropod that spreads dime
wherever it goes, and whose breath is fiery.
snake-fly. Long narrow flying insect with
fangs.

sneeze bees: Unquestionably one of the
most distracting insects in Xanth. Nothing
takes your breath away faster than an
exposure to the bees sneeze.

snowhbirds. White, cold-loving birds that
drop powdery, white snow on travelers
which spaces out the mind, producing
believable illusions and mind- bending
dreams.

snowsnake: White and silent, poisonous,
snow-cold serpent that lives in snow. Its
bite causes victims to freeze to death. The
snake melts when exposed to heat.

spelling bee: It wears a checkered furry
jacket, and uses letters from letter plantsto
sodl words. There's nothing a spelling bee
can't gpel. However, it doesn't necessarily
el the right words.
spider lily: A carnivorous flower that
weaves a huge web by its garden to catch
prey.
sphinx: Intelligent monsters of various
forms that like riddles. They can speak
coherently. Some are so enormous that
they look like part of the landscape, and
one of their eydashes would serve for a
walking stick.
splinter cat: Feline that rubs up againgt
g?_e to deposit painful splinters under the
in.



spriggan: Destructive ghost that haunts
old castles and megalithic structures. It
keeps shoving at columns and crosspieces
until they fall down. Spriggans holler boo,
and appear to be scary, but it is safest to be
exactly wherethey are, for they never pull
down stones on top of themsdves. A
spriggan is only the sze of a man, but its
arms are huge and hairy, and its face
sprouts two giant tusks.

stag beetle: Small insect with afull rack of
antlers.

starfish: A brilliantly gleaming water crea
ture on which one may make awish.
starling: Bird with midnight-black feathers
on which can be seen congtellations of
brilliant slver dars.

stench-puffer: Small beast that emits
stinking clouds.

stinglice: Tiny insects that raise painful
welts.

stink bug: An insect that emits an over-
powering stench.

stink worm. Tastes absolutely awful.
stone dove: Black bird whose protective
camouflage closaly resembles arock.
succubus: Alluringfemaledemonwhocan
assume the shape of any woman to attract
aman, but cannot stand direct light. Men
ought to know better than to dally with her,
but men are amazingly stupid about such
things.

Swallowtails
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sucker-saps: Birds that like to eat swest
gnats.

sunfish: Has arounded fin which projects
above the surface of the water. When the
fish wishesto, it can light up like the sun.

swallowtails: These birds protect them-
sdvesfrom harm by swallowing their own
tails and disappearing.

sweat gnats: Nasty little bugs which cause
humans to sweat and then feed on the
perspiration.

switchback: Boarlike creature with sharp
blades on itssides that it can flick out and
slash at whatever the switchback
sideswipes. It caninstantly chargeback the
way it came by swapping its head and tail
end for end. Switchbacks live on narrow
mountain paths where thereisno roomto
turn around.

sylphs: A family of dender elflikecreatures:
Sylvester, Sylvia, and Sylvanie.

tarasque: Felinglike monster the size of a
horse with gx ursine legs head of a lion
with a mane, whiskers and tusklike teeth,
bright orange eyes, spiked carapace, rep-
tilian tail with scorpion point. Tarasques,
technically of the dragon family, arefinicky
about their food, and do not like to eat
carrion, for they fear disease and indi-
gestion. Intelligent, lures prey into a one-
way warren-maze to confuse and tire it.
The tarasque is vain of its appearance.

tatterdemalion: Large, ragged-coatedfeline
that is addicted to ragweed.
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Winged Snake

thesaurus: Very ancient breed of reptile
who never uses asingleterm to describe its
actionswhen many will do.

;hﬂnder bird: Makes ahuge noise whenever
It flies.

tiger beetle: Striped insect that is one of the
fiercest bugs around.

tiger lilies: These valey-growing flowers
like to eat tender flesh.

tiger moths: Carnivorous insects with
striped wings.

tiger shark: Has atall, striped sailfin and
the head of atiger.

toady: Warty little animal that seeks to
advise people of power.

treehoppers. Smdl creatures that resemble
tiny trees.

treelobsters: Their protective coloration of
leaf-green claws and bark-brown body
alows them to hide against tree trunks.
They nip with their claws.

trolls: Humanoids not quite as large or as
strong asogres, but very tough. Thefemales
frequently eat their husbands after mating.

trumpet swan: Half-avian, half-musical
instrument. Itsbrassy feathers and raucous
cal make it one of the more noticeable
birds of Xanth.

unicorn: gim, horsdike being with the
beard of a goat and the tail of alion, and
bearing a sngle spiraled horn projecting
from the center of its forehead. Some
unicorns are beautiful, with well-brushed
coats and polished horns. Others, lessvain
of their appearance, are burr-coated and
gnarl-horned.

vampires: Membersof ahuman-descended
race who cannot bear the sunlight and
drink blood to survive.

vila: A hamadryad, territorial protector of
the mountain forest who can change shape
and cure or cause illness in thosewho enter
her forest. Sheistied to her treg; if the tree
dies, so does she. Her tdents are dl
functionsof her purpose, which isto protect
her tree.
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wails. Large water creature that looks like
abigbl ue-gr;y cloud with hundreds of tiny
feet that walk on the surface of lakes,
leaving a trail of footmarks known as the
prints of wails. Its sad wailing can be heard
near Lake Wails. Descended from a red
whalethat wandered out of Mundania, and
grew legsto go from laketo lake.

walking stick bug: Ambles on two feet.
Severd types of these have been noted:
silver-headed, Welsh thumbstick, mahogany
handled, ivory handled, shillelagh,
bamboo-cane.

werewolf. Human whosetal ent isbecoming
awolf. Hecan bekilled or injured onlywith
slver weapons.

whale: In Xanth, they have four feet, the
head and tusks of a boar, a rows of spikes
along the body, and legs like those of a
Mundanelion.

wingcows. Four-| e%;ged, two-wingedanimals
that give rich milk from eating leavesin the
very tops of trees or grazing on the Moon.
wire-haired cow: Small shaggy bovine that
gives whisker cream for shaving.

Firedrake

wood doves. Heavy wooden birds that fre-
quently act as decoys for other birds.

woodwife: Hollow facade of a nymph who
comfortslonely men, though her comfort is
likely to be empty.

woollyhen: Birdwith curly fleeceinstead of
feathers. Not very bright, but trustworthy
and afast flyer.

wyvern: Small dragon with a barbed tail,
but only two legs. The wyvern's nest is as
fierce as its habitants, and it can fly, too.

yak: Large hairy beast that will talk your
ear off. It haslovely eyes, silky hair down its
sides, thehornsof aseacow, andthetail of
acentaur. Theyak is unsilenceable. No one
knows how to shut one up, but they can be
frightened of f. They only talk to peoplewho
talk to them first.



THE BEST THINGS

IN XANTH
AREFREE

anth culture is rather backward and innocent, compared to that
of Mundania. Few Xanth men, for example think there is
anything wrong with chasing and maybe catching nymphs. Itis
said that aman can have avery good timewith acaptive nymph,
though the Adult Conspiracy prevents this Guide from
W, explaining exactly how. However, once a man marries, he's

L\ supposed to leave the nymphs of the wild oats pretty much

7" aone. Thisisnot alaw, just custom; for some reason the women
of Xanth don't like to have their men chasing off after any pretty pair of legs that
dances by.

ThereareMundaneswho clamthat Xanthissexist. Thisis nonsense. Anybody
can ¢ that women were never meant to have power; they belong at home taking
careof thechildren. Xanth'smedieval culture recognizesthat. Recently, unfortu-
nately, women, led by Irene, have been getting Notions, and demanding the rights
of men. Not satisfied to have nicelegsto run with (or whatever), Irenewanted to
run Xanth too. She even served aterm as King. She finaly redized that it was
easier to run things behind the scene, while the foolish men thought they were
running things, exactly asisthe casein Mundania. Certainly thisis sexist, but
until men ga smart enough to take control back thats theway it is




Many of my creatures do not
make physiological sense.
Thisison purpose, to reflect the
fact that they aremagic. Szeand
mass are not constant. That'show
Dolph canchangeintoabeeor a
dragon. With magic, science does
not apply, deliberately.

— PiersAnthony
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s tiseasytolivewdl in Xanth. Thereis no monetary system.
#-  Everythingisobtained by growing it, gathering it, making it or

/  bartering for it. Food is as close as the nearest edible plant, and
clothing does indeed grow on trees.

Some of the food plants are very sophisticated. In warm patches,
one can often find hot soup gourds, hot potato plants, pie trees, and
cocoa-nut trees. Breadfruit trees, which supply fresh loaves of bread,

, breadsticks, drum ralls (hollow and resonant) grow in severa
* delicious varieties, including white, challah, whole wheat, raisin, Irish
soda, and well-bread (good for what als you)

Refreshingly cool comestibles can be found injelly-bole trees, soda poppies,
and multicolored colorfruit trees, which produce oranges, blues, greens,
purples, yellows, and the rest of the rainbow of sweet, pulpy, segmented fruit
in thick, nubbly shdlls. The trees dso produce things of limited useful ness,
such as door-knobs (some of which can be employed as is, the others, properly
cultivated, can grow up to be doors).

Clothing, too, comes from plants. Coat trees produce everything from light
jackets to all-weather ponchos. From shirt trees, you can get oxford shirts,
football jerseys (brown and white pullovers that moo); from shoe trees and
hat trees, footgear and headgear are available in season. Lady's-dipper plants,
more delicate versions of shoe trees, are cultivated in stockade gardens.

Dry-cleaning plants exist to mend and refurbish garments which the owners
like too much to throw away, though replacements for ordinary garments can
be plucked at the nearest grove.

Housingis not adifficulty, either. One can grow, mine, hollow out, or build a
home. Bink and Chameleon live in alarge hollow cottage cheese. Others favor
homes grown from box trees, roof-trees, or wall-nuts, or built from piles of
pome-granite stones.

Theflora of Xanth partakes of the magic flowing through the depths of the
land. Like the rivers and mountains, each plant can evoke situational magic to
help it make the necessities of life more available to it: sunlight, protection
from destruction, water, fertilizer, and away to spread its seeds or cuttings to
propagate its species. According to need, plants have changed so they have
more control over their environment (as the healing springs have), or have
been changed to become more useful to the citizens of Xanth. A plant rooted
in poor soil may develop laxative magic, to compel passing animals to leave
behind whatever nutrient-rich compost they can.

Queen Irene, whosetalent isthe Green Thumb, carefully documents useful
seeds and plants that come into her possesson for future reference. The
L(I)Ilowi ngd are excerpted from thejournals she has kept since her talent

0ssomed.







FLOWERS

African violent: The blooms are smal
purple clubswhich smash out at anything
that moves. Good for protection from
mongters.

amaranth: Beautiful purple flower that
never fades.

begonias. Can't enjoy them long; they're
gone as soon as they bloom.

blood lilies: Tall, elegant flowers whose
bulbs arefilled with blood. Favored by some
monsters as atipple.

bluebell: One of theworst darmistsin the
garden. Thebluebdl isaways ringing off.

buttercup: A peta cup on top of atal green
stalk; may contain any one of anumber of
butters: apple butter, peach butter,
creamery butter, peanut butter.

cowdlip: Nasty to step on, but itsleavesare
slky and brightly colored, and shaped like
camisoles. Must be cultured to grow big
enough to wear.

crocus. Gloomy plant. It utters the most
scandal ous imprecations.

crowfeet: Wrinkled flowersthat look like
thecdawsofbirds. (DoNOT growtoo dosdy
to Mother'svanity table.)

dandelions: The lion headsroar and bite.

dog-tooth violents: Don't plant near the
dandelions. They hite.

fieryloveflower: They flameevenbrighter
near)peoplewho areinlove. (Note try on
Dor.

foxglove: Too small for metowear.
gladiolas: Happy flowersthat stretch up

joyfully as they grow toward the sun.
Wonderful for brightening up agarden.

heliotrope: Imitatesthe sun'srays, can dry
things off or dehydrate them completely.
hell'sbells: Vineswhichring their flowers
deafeningly. They can only be silenced by
smashing the bells or uprooting the plant.
impatiens. Growsfrom seedto bloomina
hurry.

ma|1(rjigolds: Thebloomsaredazzlingballsof
gold.

moroses. Beautiful flowersin gloomy colors
that make one fed sad.

paintbrushes. Brightly colored fibrous
blossoms dripping with paint.
periwinkles. Have dy blue eyes that wink.

Bgf)x: Plump, white clumps of flowersthat
aa-aa.

poppies. The flowers pop loudly as they
open. A variety of thisflower, sodapoppies,
giveseffervescent drink inmany flavors.

Brimrose: Tal, prissy flower embarrassed
y bad behavior.

snapdragons. Vicious little plants with
miniature dragon heads that eat other
insects and animal pests. They are common
in the wild, but rare in captivity.
stunflower: Stunsanything which looks at
it in a burst of bligtering radiation, while
singing "I'm the one flower, I'm the STUN
flower!"

sunflower: Until a sunflower goes to seed,

iés face shinesforth with light as bright as
ay.

sweetpeas. Littleflower cupsfilledwithyou

know what.

torch flowers: They resemble sinister
glowing eyes, but the flaming flower can
light one'sway easlly, if oneiscareful notto
burn onesaif.

violents: Nasty purple man-eating flower.
Can be found in a couch potato patch in
great profusion. Where violents abound,
you must be near a cathode-ray tuber.
Originally bred to be planted on themedian
strip between paths, this onewas regjected
becausethey didn't want any moreviolents
on the media. (That would not have
happened in Mundania.)

wallflowers: Make good wals unless they
wilt. They work faster than wall-nuts, but
more ephemeral.

water lily: The flower cups contain sweet
water.

xanthemums: Shaggy blueflowersnativeto
the land of Xanth.






PLANTS

acid seed: Sour seeds that drop from the
acid plant. The juice of its fruit can cut
through any substance, including metal.

airplane plant: This plant has stiff wings,
an upright tail, and an airscope that sucks
in ar. When freed from its stalk, it can fly
independently.

alumroot: A magica astringent. All soft
tissues that touch itsjuice shrink.

antennaplants: Tdl thin trunkswith many
crossbranches, sparser of leaf and smaller
toward the top. They appear to do nothing,
but they can broadcast suggestionsinto the
minds of passarsby.

ard: Theherbsof theard family areusedto
season food. Canard, which has a swedt,
orangy taste, and mustard, with a stronger
flavor, are the most popular, but there are
aso shouldard, wouldard, and mayard.

armordillo: Metdlic plant that amdls of
brine. It grows the best armor to be had.

arrowroot: Pointing plant that can be used
for triangulation.

ascamya: Reslient plant that produces
meaty pink below-knee sausages. It will
instantly grow back to its origina height of
afoot or o, evenifitishacked nearly tothe
ground.

asparagusspears. A goodplantfor growing
in a protective palisade.

bagpipe bush: Grows large plaid bags that
wheeze discordantly.

banana: The top bananagrows aoneon its
plant and observes what goes on in the
jungle. Nothing dips by without notice.

bananananana: A more dangerous form
of banana. Onceyou dip on thisfruit, you
can't stop.

bayonet plant: The branches of this plant
grow into long, hard points that jab at its
attackers.

berry-berry: Double berries that cause
weakness, pardysis and wasting away.
Their toxin acts as adow poison. No B's
cometo them.

bird'snestfern: A plant which growsin the
shape of nests to attract birdsto live on it;
uses the droppings as fertilizer.

bird-of-paradise plant: Looks like a real
bird and canfly. Duetoitsorigins, it reacts
strongly to bad language or coarse
behavior.

bladder wort: Pods which collapse with
rude noises when stepped on or crushed.

blind dates: Squarish, waxyfruitthat grows
on palm plants. Eating one causes
temporary blindness.

Airplane Plant

boysengirls berries: Thetart seeds ook like
boys, and the berries ook like girls, so they
must be eaten together to taste dl right.

bug bombs: Grow onbugbombweed, used
forfumigation.

bulrushes: Canbewovenintobuoyant rafts
which may be controlled with any ring
through the nose of the raft. They charge
forward, traveling best on open water no
matter how rough.

burr: A chilly plant parasite that makes
anyone it touches very cold.

bury plant: Produces buries, fruit that
growsunderground. Y ouhavetobecareful
eating them, because of the pits. Y ou don't
want to fall in.
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candle plant: The top sheds light as the
plant grows.

candy-stripeferns: Pink and white edible
ferns.

candy-tuft moss: Very tasty, grows on the
north side of trees.

carnivorous grass. This herb throws out
hungry shoots, dripping sap-sdiva. It
reaches up, hooks and grows into flesh,
preventing the prey from getting up and
going away. It drains away blood and
consumestheflesh.

carribean: Vine that continues to bear
beans aslong asitismoving from placeto
place. It has bright yellow eyelike flowers
that turn eagerly to see new surroundings.

caterpillar nettles: Have dl the stinging
forceof thesmpleM undaneplant, butthey
can creep up on their victims instead of
waiting for them to approach.

Cobra Plant

catnip: Has paw buds and pussy-willow
pusses that yowl and purr, depending on
the plant's mood.

cauliflower ear: Thick, whitevegetable ear
anchored by a heavy green stem. Pulpy
around the edges, but solid.

cement plant: A thick white-grey stem
topped by a globe of whitish leaves. Squat,
low, unimpressive, but very solid.

centi Tpede plant: Mobile creeper with tiny
ciliaforfeet.

chain vine: A creeper with strong linked
stems that are amost impossible to cut
through. Can be used as afence.

chokecherry hedge: A good plant for
protection. The tendrils throttle anything
that tries to force between them.

clatterweed: A plantwithlow-quality metal
or china leaves that bang together noisly.

clutchroot: Low-lying plant that grabs at
passing fest.

cobra plant: A hooded vine with sharp
thorns that strikes at movement.

coffee beans: When punctured, these beans
give strong hot juice that helps wake you
up.

colorberry bushes: One of these produces
smal berries in severa colors and shapes
on the same branch: red, orange, yellow,
green, or even blue berries.

colorfruittrees. Coveredwithlarge, round,
swest fruits in every color of the rainbow.

constrictor tentacles: Relatedtotangletrees.
They sgueeze the life out of passing
creaturesandgradually absorbthelr flesh.

contact-lens bush: Covered with tiny
concave disks of glassthat magically adhere
to the eyebal and improve vision. Contact
lenses are so cdled because they make
close contact.

cookie bush: Produces ddicious warm
cookies. Varietiesaboundin Xanth, butthe
most popular are sugar, chocolate chip,
oatmeal raisin, and lemon tea.

coral plant: Forms cord on anything it
touches.

couch potato: Like the hypnogourd, the
cathode-ray tuber can entrance a being's
mind, though its soul is not in danger.
Couch potatoes feel glassy to the touch,
andtheeyesaredl turnedinward. Anyone
who stares into the cut half will want to
stay and mindlessly watch it forever.
crab-grass. Has sharp-edged pincersand a
bad temper.

creepingfig: A mobile plant which likesto
stay low to the ground.

currants. Electrically charged fruits that
discharge their spark when connected in

pairs.
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curse burrs. One of the most annoying
pests of the plant world. The only way to get
rid of acurse burr isto curse, and the same
curse can't be used twice, though a redly
good cursewill knock off severd burrs at a
time. In Mundania, they are caled sand
spurs, and even the best curses don't work
because the magic is gone.

curtainplant: A modest plant with slender
gtaks around which swirl huge sweeping

cushion cactus. These have soft spines,
good for bedding.

daytime cereals. They come from a vast
wasteland. Daytime cered sgrow amazingly
fast, but they are bland and insipid. Even
though they are not interesting to eat, they
can prove fatally addictive, as the eater
must consume more and more of them.
There is dmost no nourishment in them,
but they are very popular among goblins
and Mundanes. At night, they shrink into
nighttimemini-cereads,whichareevenmore
addictive.

devil's tongueplant: A dimy and dippery,
foul-mouthed leaf that makes infernal
remarkssuch ascdling Xavier "you son of a
witch." (Literally true, but unkindly put.)

dogfennel: An eager herb that nips and
barks. When it deeps, it tucks its flower
heads under its tails.

dry-cleaningplants. Sharp-smellingbushes
whosefumesmagicaly clean garmentslaid
across the leaves,

dumb bell: Big, stalky plant with bulbous
growths on each end that ringswith aloud,
dull bong.

eggplant: Depending on location of the
plant, the eggs can be raw, soft-boiled,
hard-boiled or, if stolen, poached.

elephant bush: Large gray plant designed
by committee.

eyeball fern: At thetips of thisfern are seed
heads that look like eyes.

eyegueuevines. Hangingvinesthat look as
though they've been braided with large
eyebdls spaced a even intervals. When
they comein contact with ascalp, they sink
into the brain, making thewearer smart (or
think he is smart, which isn't necessarily
the same thing), painless to dl but actively
stupid creatures, such as ogres.
eyescreambush: Onthisplant grow severd
flavors of the eye scream delicacy.
fabric plants. This family of fiber-heavy
plants, including flannel plants and
corduroy (from cordwood leaves), produce
clothwhich makessplendid of f-the-branch
clothing.
falsehops: Produces hundreds of miniature
kangaroos that are redly dl leaf and stem.

fireweed: Toignore.

hawkweed: Swoops down on its stem, and
pecks and claws with talonlike thorns.
honesty plant: A white-leafed herb around
which it is impossible to lie. Naturally, it
grows gtrictly upright.

horehound: The doggy heads of this plant
bite only women of loose virtue.

horsetail: Black, ropdike vine that pulls
back when yanked.

hosevines. Socksand leggingsgrow on this
vine.

hot potatoplants. Tuberswhich grow hotter
as they mature. Hot potatoes send up ajet
of steam when they are ready to be picked
and eaten.

hunter's horn: Blows a"tdly-ho!" note.



Eye-Queue Vine




190 PiersAnthony's Visual Guideto Xanth

hypnogourd: Also called the peephole
gourd. Immediately imprisons the mind.
Those who peek in the peephole are
mstanedy mesmerized. Their souls are
whisked away to the world of the gourd.
(See Hazards of Xanth.)

ice cream bush: Related to the snowbal
bush, except the bals are deiciousy
flavored icecream.

inkwood bush: Its branches contain the
best ink. Splinters of the wood can be used
as pens

ironwood: Grows up like spears, coated
with rust. See dso ironwood tree, the
mature form.

itch weed: Stalky plant whose tiny thorns
are shaped like daws.

jeanbushes: Branch of the fabric plant
family which ﬂs oduces entire garments
instead of lengths of cloth.
jellybeanplant: Mutated shrub of thejely-
barrd tree. Gives variegated beans.

Ice Cream Bush

knotweeds: Lon eg rassesthattiethemselves
into complicated knots. A growing knot-
weed can trip up a mobile creature that
wandersinto itstoilswhile anew knot isin
progress. Y oung knotweeds can only do
square knots, but grown ones know dl the
twids.

krakenweed: Monstrousplant that livesin
the sea, feeding on the bodies of men and
sea creatures swept hdplesdy into its
tendril-tentacles.

ladder bushes: Useful to those wishing to
secure something above them that isjust
out of reach. Immature bushes consisting
of only afew stepsarefrequently grownin
the kitchens of Xanth homes. A very well-
grownladder bushisusedby GoodMagician
Humfrey in hisstudy.

ladyfingers plant: Delicate hands with
brightly polished nails. They clamor for
attention by snapping their fingers.

lady's slipper plant: Related to the shoe
tree, it produces dainty footwear for ladies.
lamb fennel: A primal plant that evolved
into blanket bushes.

land kraken: Weed with prehensile
tentacles that lives in the jungle. It
resembles a harmless vine,

letter plants: Its flowers look like letters,
and thewhole plant has asmdl like ink and
musty books.

light bulbs: Surface-growing tuber which
glowsbrightly when healthy. It weighsvery
little.

lightning rods: Natural reeds that glow
brightly and are hot to the touch.

locoberries: Intoxicating fruit that causes
those who edt it to go wild.

maidenhair fern: A delicate and modest
plant.

Marquis-of-Queens-berry: Inthewild, this
plant dways grows near shadow-boxers
and governs their behavior. These acerbic-
tasting berries can be eaten as an antidote
to locoberries

mar sh-mallow. Thisplant producesedible,
swest, puffy pods much prized as a treet.

milkweed: When squeezed gently, thepods
of thisplant yield fresh sweet mﬁ

mint: A family of plantswith some special
qualities, as indicated by their names:
spearmint, peppermint, frankinmint
(smélls like frankincense, but without the
anger) and such.

mistletoe: Nudgesthe earthwith itstoenail
and fires of f seed pods.

mossquitoes: Vicious lichenous parasites
that thrive on sap and bloodroot.



e
{ Wﬁ

Mﬂr Ly

movie trailers. Transparent vines heavy in
cellulose which show a different picture
along each inch of their length.

muffin bush: A plant akin to the breadfruit
tree, which buds fresh, hot muffins.

mushrooms. Tiny rooms filled with mush.
Some contain corn meal mush, some oat
mush, and some wheat mush. It isn't very
interesting food, but it is nourishing.
needle-cactus: A dangeroussuccul entwhich
can flingits needles. Its attacks can be fatal.
nosegays. Bouquets of blossomswhich clear
stuffy noses.

number noodleplants. The produce of this
plant is delicious noodles in the shapes of
numbers. Alphabet noodle plants are
closdly related to the number variety.

passionfruit: Causes those who edt it to
become passionately inclined.
photogra-fern: Tal, leafy plant that flashes
brightly as it snaps away at avictim.
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Pillow bush //

pillbox bush: Grows pills of dl useful kinds.

pillow bushes: Plantswhose fruits are huge
puffy pillowswith soft, downy fibersinside
and a smooth, cottony skin outside. Fillow
bushes tend to be low and hollow in the
middle to attract passersby to rest within.
The seeds can only be spread if the pillows
are beaten and thrown, as they would be
during agood pillow fight.

pincushion plants. Low bushes that have a
profusion of short, sharp spines which they
plunge into the legs of passersby.

pinwheel cookies: Most people hold the
cookie by the pin when they eat them.
Pinwheelslook pretty growing, asthey spin
in the wind. The Gorgon serves punwheel
cookies, afavorite of Ivy's

pitcher plants. Cuplike leaves filled with
liquid that will kill flies. Also plays agame
with fly-catchers, pitching fast lobs not fast
enough to run away before the plant begins
the game.
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poison ivy: Can shoot or let go droplets of
poison. No relation to Princess Ivy, who
It like that at dl.

popsickleplants. Produces |ollypops.
potato-chip bush: The ripe petas of its
flowers are crispy potato chips.

pottyplant: Makes passersby have asudden
cdl of nature.

Power Plant

power plant: A plant that growshbigfruitin
the shape of light bulbs. The fruit makes
one stronger than onewasfor alittlewhile.
pumpkin: A large vegetable whose juices
pump upwhatever it toucheslike balloons.

uackgrass. Somevillagersin Xanthbelieve
that it's an all-purpose patent cure, and use
it when a healing spring isnt avalable.
Sometimes it works, sometimes it doesn't.

guats. Edible fruit that grows low, middle,
and high on the vine. There are ds0
sasguats, shaped like big feet, which cause
anyonewho eatsthemtobesassy. Sasquats
give one bad dreams about big hairy
creatures and snow.

raa?weed: Ragged clothes grow from its
gaks. Thecloth makes some people sneeze
uncontrollably; infact, some creatureswill
sneeze their heads off after one sniff.

resurrection fern: Has the property of
playing on the psychology of the ignorant
spectator. If there is a person standing
near the resurrection fern, he or she
appears to have the face of some dear
departed. If the onlooker knows the secret
of the fern, the illusion is broken. It
resurrects those precious memorieswhich
are etched degpest. In Mundania, without
magic, it merely resurrects itself.

sea oats. These stalks of grain swish and
gurgle in their patches, following the
faraway tides of the oceans. They make a
tasty though sdty broth, which carries on
the tidal characteristics of the grain,
dopping some of the contents out of
overfull bowlswith their waves.

seeds of light: Expand into fat glowing
bulbs wherever they light.

serpentine: A partially mobile bush which
hisses and undulates like a serpent. The
leaves are formed in the shape of little
snake-tongues. Pretty, greenish color.
sesame plants. The edible seeds of this
plant can only betaken from open sesames,
since the petals have sharP stalactitelike
protrusions that can effortlesdy tear the
flesh off ahuman hand.

shadow-boxer: A plant with buds shaped
like little boxing gloves st on springy
tendrils. It strikes out at any shadow which
attracts its attention. The plant cannot
tolerate strong light.

skunk cabbages. Vegetables striped with
telltale black and white streaks to warn
animals from trying to eat them. They
release a horrible stench when upset.
diding turf: This cross between runner
beans and dippery grass is a hazard to
travelers. The sod can actually dide along
the surface of the ground.

snake plant: Bites only snakes. Can be
squeezed to produce snake ail, avaunted
but mostly ineffective cure-al.

snake root: A protective plant that bites
any snakesthat try to crossit.

snowball bush: Chilly white snowbdlsjust
theright szeandtexturefor fightsgrow on
this plant.

eargrass. Miniature -tips that grow
isrﬁ)sha?p—edged ranks. PP J
split rock plant: Its roots split rocks.
spongemoss: Cushiony lichen useful for
protecting wounds from the air. Absorbs
blood or sap and seds gashes.
stinkhorn: Makes a foul-smelling noise
when blown. Also makes children laugh
when someone Sits on one.
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stinkweeds. They exude a noxious odor
that causes anything with a sense of smell
toflee.

string beans. Can be unraveled into aball
of tough string, too tough to bite or be cut
by any normal knife.

sugar palm: Forms a hand made of sugar.

sweet-bells plant: Like the bluebdl, this
plant rings a pretty tune.

toma-toes. Modest dancingfruitsthatblush
from green to red when embarrassed.
towel plant: Related to the flannel plant, a
source of useful fabric.

tranceplant: Anyonewho too doseto
it will b%dazed. y o

treasure vine: This trailer bears coinlike
fr;ilz and greenbacked foliage on slvery
daks.

watercress. Grows up speedily in ahissing
mass that lets off gas with a sound like
"ores"

watermelons: These large green-skinned
fruitssuck in huge amounts of water while

Naga

they grow. Watermelons have an amost
infinite capacity for liquid.

wild oats. Sash and struggleto avoid being
harvested. Planted and watered by ayoung
man with his own urine, the mature plant's
wild green-haired nymph will be bound to
the sower. Parents of young men frown on
this sort of thing, for some reason. There
are tame oats, too, but for a wild one to
behave itsdf goes against the grain.

wiregrass. Inedible ground cover that
wire-hair cows and wire-haired terriers est
to enhance their magic.

witchhazdl: Itisimpossbleto ssethrough a
hazel copse. The magic fog they generate
obscures vison, making it impossible to tel
witch hazel iswitch. Used for triangulation,
acomplicated process employed by centaurs
for finding unknown locations.

Xantharrhoed: A thick-trunked growth
fromwhich grow longthin grasdikeleaves
with upright spikes at the top bearing
whitish flowers. Primitive, fundamental
plant of Xanth.
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Thetreesinthejungl

Mundane varieties exist here, but, like anything in Xanth, they have absorbed
X (A/N)"™s magic, and have changed over the centuries. Evergreen fir trees grow
in the cooler reaches, but the fir has softened pleasantly into fur. Other
evergreens have mutated and divided, so that everblues and everydlows stand
side by side with their ancestor, dl three of which can permanently stain
anything they touch blue, yelow, or green. Rock maples have evolved until they
produce true rocks instead of soft, winged seeds.

acorn tree: Makes acorns. In Mundania,
this function is performed by oak trees.

ances-tree: Its big bole branches into two,
then two into four, into eight, and so on to
infinitesimal branchlets. Thebark corruga-
tions resembletinywords. names and dates.

artis-trees: All are different. No two are
dike in color or construction but dl are
masterpieces, most appedling to behold.
ash trees: Found in blue, white, or black,
these untidy trees scatter ash on the forest
floor.

baobab tree: Grows upside down with its
foliage on the ground and its roots in the
air. Insidethehollow of thetree, everything
seems to be right side up.

bay tree: Amournfully howling tree from
which isproduced bay rum.

beerbarrel trees: A variety of brews form

naturally in these hollow-boled trees.

Beerbarrel treeswhichlook sickly yidd All,

extremely wide ones contain Stout, and

gnes with twisted, pinched limbs contain
itter.

blackjack oaks: They bash intruders. Used
as part of the defenses of Castle Roogna.
box elders: These trees stedl the youth of
creatures which blunder into their grove.
They are hollow inside.

breadfruit trees: A staple of the Xanth diet.
Freshbread in Xanth isbudded, not baked.

buckeye: Rakish trees that wink at
shy. Centaurs make a potent liquor
out of the nuts that has area kick.

bull spruces. These have horns that can
tear or gore the unwary.
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butter nuttree: The soft-shelled nuts contain
the best fresh butter.

cabbagepalm: A tree with normal-looking
fingers, but the palm is solid cabbage.
cedar-chest: Thistree produces antiseptic-
smelling boxes in which one can store
anything safdly away from bugs. Some
cedarsyield Hope Chests, which can contain
insubstantial magic.

cheesefruit: Tagty fruit found on cheese-
wood trees, out of which cheeseboxes are
made.

roes g8

Wiggles

cherry bombs: Origindly ordinary chocolate-
covered cherries adapted by King Roogna
for the battle againg the invading Fifth
Wavers. They explode with great force
when thrown.

chest-nut: Grows chests of nuts, which
contain al manner of nuts: cocoa nuts, P
and Q nuts, red, blue and hazel nuts, sandy
beach nuts, and soft butternuts. The chests
ds0 contain severd inedible nuts and bolts.

cocoa trees. Produce cocoa-nuts that
contain hot cocoa.

cordwood: Comes from cord trees. The
wood can be separated into its component
cords. If one wants to make an especidly
strong object, one would disassemble the
cord and re-form the matter into the parts
wanted before construction, thereby
making use of pre-recorded material.

coughdroptree: Smdl nutsthat make one
cough.

coven-tree: Large individual leaves with
black markings on them label cages with
their inhabitants names, and givedirection.
On display are Gi-ants, ma-moths, enor-
mouse, tremen-does, gigan-tics,
stupen-does, andim-mens, brought hereby
Xanthippe. When they are freed, dl the
creatures charge around madly.

crabapple: Snappish fruit with ugly little
faces and pinching claws. When steamed,

crabapples turn bright red, and are
delicious. Crabapple jelly is a popular
favorite, though it affects everyone's mood
for therest of theday.

datepalm: This plant has fronds for every
day of theyear. Day liliesgrow around it in
little cups of earth, but only one blooms
each day. In the center of the pdm is the
century plant, which has long, thick green
leaves spread out in aglobe. At the heart of
the plant are little straight stalks clothed
by many round leavesthat glitter asbrightly
as gold. When they are touched, they stop
al time, for that iswhat the gold coins are:
thyme, one of the most subtle and powerful
plants of dl. In Xanth, it appears that
thymeismoney.

datetree: On thistree grow down-dates and
up-dates, which are affected by air waves.
Thefruit lookslike alittle 8 connected to a
little D, asis proper for aD8.

dead-wringer: A plant so closdly related to
the tangle tree, or nooseloop, that it is
frequently mistaken for one, though it is
less dangerous than either.

direc-trees: Yedlow-leaved tree which will
help with any inquiriesfor aquarter part of
anything. On its leaves are pictures of the
things it knows about.

dogwood: A normally friendly tree with
teethlike inner branches, though itsbark is
worsethan itshite. Its many leaves resemble
the faces of dogs, and its roots are like
doglegs. Itsfruits are hot dogs.

flying fruits: These fruit flies are tasty and
normal. Ther leaves act as wings. When
they leave their tree, they find nests that
resemble large salad bowls.

geome-tree: A three-dimensional planetree
with precisaly shaped leaves.

glass trees: The transparent, brittle leaves
of this tree and its inner bark provide
windows for Castle Roogna. It is wise to
handleit with care, for each sharp fragment
may caLise one pane.

gluebark: Anything which penetrates the
bark of this sticky treeis held fast and then



engulfed, asthetreedowly growsaroundit
and absorbs it.

hoarsechestnut: A treewhich makesheavy
breathing sounds when the wind passes.

hominy treec Produces fresh grits.
hornbeam: Honks and shinesbrightly.

hor se-chestnut: Thistreewhinniestoattract
attention, then tells boring old sories,
dropping one old chestnut after another as
long as it has an audience. None of a
chestnut's stories are ever true. The nuts
themselves resembl e acentaur's droppings,
anotmer expression for blatant untruth in
Xanth.

indus-tree: A busy plant with alot going on
in the branches.

infant-tree: Tough babiesgrow onthistree
that wear diapers and helmets, d<o alittle
sword or spear. If anyone disagrees with
them, they say, Tough shift!" becauseinthe
military, some shifts are harder than others.

ironwood tree Used for pressing clothes,
dso asource of the metal; very tough.

monkeypuzz etree: Only someonewatching
it grow can solve the puzzle. Makes agood
refuge when staying in a dangerous place.
multifruit treer Useful plant on which
several different fruits grow at once.
Magicaly adapted where there was too
littleroom for dl thedifferent fruit treesto
grow.

mys-tree: Its defense is that under its
influence an intruder has trouble figuring
things out.

nonenti-tree. An unimportant tree, hardly
worth this liging.

oilbarrel trees: Citizens of Xanth get their
fuel from these trees.

pagean-tree: Veryornatetree. Hasmarching
bands marching through its branches:
strips of cloth, brass or rubber with little
legs that step out in cadence.

pairs. Fruit of greenish yelow that can
only be plucked fromtheir branch in twos.

papershell pecans: Thefinest paper can be
drawn from the shdls of these nuts.
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peace-pines. These are more dangerous
than they look. If you lie down underneath
one, it will lull you to deep if it can, and
keep you there forever.

pepper tree: The spicy bark makes one
sneeze.

pietree: One of the staples of food plantsin
Xanth. Pie trees can bear any kind of pie,
usualy severa types on the same plant:
delicious ones like pizza, pecan, shoo-fly,
mince, shepherd's, cheese, chocolate cream,
aswell as offensivevarieties like crabapple,
pepperpot, pineapple, pe-can, and so on.
pinetree This melancholy conifer makes
one too unhappy to live. Sometimes to
recover from its effects, one needs to seek
out a psychia-tree.

pineapples: Thisfruit grows on apple pine
treesin Xanth, unlikeM undanepineapples
which grow on the ground. The ripe,
golden-fleshed fruits, when dropped,
explode in smoke and flame with aforce
that sends shrapnel-seeds hurtling in dl
directions.

plane tree: A jet black tree that enjoys
flying, and iswilling to carry passengersin
its branches. They don't care for mocking-
birds, who imitate their pilot fish, so many
of them have No Mocking sections.

plumbs: Fruit that grows straight up and
down on stringlike twigs on trees; they bob
on their branches.

pogo trees: Incredibly springy trees that
compress vertically and rebound straight
up. Can be used as aform of transportation
if a crosspiece is attached for the feet to
rest on. Pogo trees arefound in swamps.

Seeing-Eye Dogwood Tree

ome trees. Pome trees have granite fruit,

ard as sone, which can be used for
building. It takesexcellent teeth to biteinto
a pome-granite.

psychia-tree: This plant soothes and
comforts any troubled person who lies
down in its snade.

punchfruit trees. These give bowl-shaped
fruits that contain thirst-quenching fruit
punch. If alowed to get too ripe, the liquid
packs avery solid punch indeed.

reverse wood: Reverses any magic per-
formed within the range of its power. It
affects only exterior magic, not inherent
magic. In its more primitive date, it dso
reversed emotions. The bits of it that turn
up in Mundania are cdled "lighter knot"
because they burn with magic heat, melting
doves.

rock maple: A tough tree whose fruit is
large round stones. Rock maples have a
nasty sense of humor, and like to drop their
stones on creatures which pass under their
branches.

roses. In aspecia courtyard by themselves
at Cadtle Roogna, five bushes of Mundane-
seeming roses grow. They are white for
indifference, yellowfor friendship, pink for
romance, red for love, and black for desth.
The Tedt of the Roses is to determine what
relationship truly lies between two people.
They are enchanted so a person can only
pick one of the appropriate color. Any
other will stab his hand with long, sharp
thorns. The person taking the test must
climb a rope ladder to a tile where the
rosebushes can examine him to makesure
the emotion the roses reved is directed at
him, not at someone ese. The roses cannot
be fooled.

rubber tree: A very flexibletree whose sap
is used to make musical rubber bands.

seeing-eye dogwood tree: This plant looks
like amass of eyebdlson staksthat follow
any movement.

sen-trees. These guard parts of the forest
where intruders are not welcome.
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shadetree: Thistreeyields no real shadow,
because it has no substance. A shadetreeis
the ghost of a red tree which died by
violence.

shoe tree The plant from which most
citizens of Xanth get their shoes. All kinds
of sturdy footwear grow on its branches.
The sgp from fresh high-hedled pairs can be
used as emergency heeling potion when
nothing ese is available.

1y ]
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Shoe Tree
silver oak: A treeformed of slver.

slashpine: A dose relative of the needle
pinewhich brandishes sharp bladesinstead
of small spines.

sodatree: Specia hollow tree which when
punctured spouts forth soda. Lime soda is
one of the great favorites, but the tree
comesinmany different flavors.

sophis-tree. An animal that looks like a
s0lid tree, but turns out to be an anima
masquerading by standing on itsthick tail
and spreading its limbs out. It covers itsdf
with bits of green to emulate leaves and
branches.

spikespire treec A narrow growth whose
branches dl point toward the sky in a
sharp, tightly wedged spike.

stork-legtree: Spindly bolewiththick, plumy
foliage at the top.

tree Is of perfect bilatera design,
each vertical half the mirror image of the
other.

torment pine; Just touching thistree hurts.

treehouse: A magically enhanced hybrid of
a boxwood, wall-nut, and lodgepole pine
which grows into a comfortable domicile
mounted high atop the trunk.

trouser-tree: On thistree grow nice brown
jeans and other pantaloons.

two-lipstree: Itsflowers give big smacking
kisses on the cheek to passersby.

umbrella trees. These come in two types,
the dry-loving umbrella trees, and the wet-
loving parasol trees. The broad spreading
canopy of the umbrella opens out when it
rains because it likes dry soil over its roots.

A Parasol treesfold up in rain and spread out

in sunshine, because they prefer their roots
cool. They are not natural companion
plants. Budding seedlings of either are
cdled bumber shoots. Anyone can shelter
under these plants; they are beneficent
magic. An extract of sap from the parasol
plant is a sun-shade dixir cdled parasol
bam, or pabafor short.

waffletrees A plant that only grows in the
RoognaRoya Orchard.

water chestnut tree: If you pick and
puncture the chestnuts, you can drink
their store of fresh water.

widowmaker: Tree with reddish sap that
drops heavy deadwood limbs on thosewho
walk below.

winekeg tree Depending on the variety,
these can contain any color of wine. The
sgplings yield only sour, immature wine,
while the full-grown trees give robust,
mature vintages.

You-call-yptustree: Cdlsout warningsand
can move its branches to ward off danger.






AGICAL THINGS
ORXANT

W w undane folks sometimes don't appreciate the fact that the
8 =y Varieties and techniques of magic are as diverse as those of
4 sciencein Mundania. If youwantedtotravel from New Y ork to

A58 California(to makeup two ludicrousnames) and someonetold
i you"Usestience," you might beinclinedtoinquire, "What kind of
. science?' The science of aeronautics differs from that of auto-
S ¥ 5 motives and from that of seacraft, and within each science are
many subsciences. Y ou might fly by glider, human- powered craft, propeller-
driven airplane, jet plane, or balloon. Y ou might prefer the craft of one maker to
that of another. Inshort, it isredly noanswertosay "science" Why, then, should
"magic" be an answer? Thelaws of magic differ from setting to setting. It works
one way in the Adept framework, and in another way in the Incarnations
framework, and another in the Dragon's Gold framework, and another in the
Modeframework—oops, cancel that; you aren't supposed to know about that
yet—and yet another in the Xanth framework. Sowhen you say magic, you are
merely opening the door to aconsiderabl e subject; don't be quick to assumethat
you know it al.




But for al that, the magic of Xanthis
fairly straightforward. After it diffuses
from the ambience of the Demon
X (A/N)™, it takes anumber of conven-
tional forms. Generaly, dl things either
use magic or are magic. Human folks,
for example, use magic, each having a
talent, while dragons are magic: their
magic is built in. But you can never be
quite certain where the line is drawn.
Some folk seem to be magic, like the
Good Magician Humfrey, while some
magica creatures, like the centaurs,
seem to have magic taents. So the
general rule is only an imperfect
guideline, like the statement "Mundane
women are gosspy.” Don't take it too
serioudy. After dl, Xanth women are
gosspy, too.

A computerinXanthwouldwork,
but what it would dois not the
same thing in both universes.

Things of stience work; aleverisa
machine. Once something enters
Xanth, themagic beginsto affect

the object. What wasevenmore
funwaswritingabout theeffect
that aprogram written in Xanth

has in Mundania.

— PiersAnthony




Except for rare occasions, every item of magic has but asingle }
spell: amagic cloak may make one invisble, but it won't make

one invulnerable, too. Enchanted items generally are enchanted
for a specific purpose, such as a sword which makes the widder

an instant expert swordsman. Naturally occurring items

frequently have less obvious uses, such as the midnight sunstone.
And the uses of some have been long forgotten, as some items
change hands often.

All of the curiosities and puzzles which abound in Xanth are
lised somewhere in one of Good Magician Humfrey's collection of
magical tomes. Following is a sample of spells, oddities and
_custMomg of Xanth from his books which have never been known
in Mundania.

R
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accommodation spell: Packaged by amagi-
cian named Yin-Y angto make thetwo who
use it compatible in every way physicaly
necessary for interbreeding. Itiscontinually
invokable, and does not dissipate after
being used once. It isthe sze and shape of a
grain of rice, most suitable for facilitating
weddings.

address. Where Good Magician Humfrey can
be found, if you can figure it out.

Adult Conspiracy. Thesecret of summoning
storks, kept from al children by al adults.
Also, the way adults force children to eat
yucky wholesomefood, like spinach.

age springs:. A trap for the unwary, as
water drunk from this spring hastens old
age, for what reason no adult will say.

agony column: Tall pillar of marble upon
which sufferers lie to cause their pain to
abate.

apology: In the gourd, one apologizes by
giving a passionate kiss to the person
whom one has offended. This pleasant
custom has spread out into Xanth.

beachcomber: Giant comb that sweeps all
the debris out of the sand of a beach, and
pilesit up to be moved to a dumping ste.

babbling brook: Freshwater stream which
can talk.

blue agonyfungus. Glows blue and has a
dry, pleasant odor, but it turnsthe body of
its agonized victims blue and melts them
into a puddle that kills al the vegetation
where it soaks in. It used to be used for
executions during the early Waves of
Colonization.

Book of Answers: Humfrey's gigantic per-
sonal tome of Information, which is the
ultimate authority on every subject in
Xanth.

bottomless pith: Fiber used to make bags
with nearly infinite capacity.

castor oil: A vile substance which adults
make children eat because it tastes dread-
ful. It leaksfrom castorswhen they roll too
far.

chocoalithicrock: Veins of tasty brown rock
from which chocolate chips are mined.

cloudstones: Steppingstonesonecan useto
crossthesky.

conniptions: Nasty little things that aggra-
vate folks to the point of rage, especialy
when there is aready a problem.

coral sponges: The remains of migratory
sponges, they absorb pain and spread
healingcomfort.

cottage cheese: Large cheese that, when
hollowed out, hardens and is quite suitable
asadomicile. They grow, but arenot plants.

crewel lye: A mixture used to clean the
magic Tapestry in Castle Roogna.

D-tails: The hinder parts of bullsand bears,
to which Mundanes pay close attention.
D-tour: Anillusionthat can beplanted onan
enchanted path to cause atraveler to change
direction.

S —
dark lantern: Thislamp spreads abeam of
darkness.

darning egg: Ovaid stone which nice girls
use to rid themselves of curse burrs.

Deathstone: A rare rock which radiates an
aura of death. One was used to protect
Xanth for centuries from intruders.

dime: Tiny slver object that causes things
passing over it to stop. It can only be used
12 times before it wears out, hence the
expression, "adime adozen."

dryingstone: Thisflat rock generateswarm
radiation to soothe anything near it that is
cold or wet.

ectoplasm: A squishy cloud of formless
matter in the gourd. It trails pae, sticky
white streamers from its mass, and can
stretch just like taffy. It is hard to detach
from anything it touches.

Enchanted Mountain: A replica of aspects
of Xanthinthedreamrea rﬁ?intheform of
a towering mountain. Accessed by the
frankinmint plant.



206 PiersAnthony's Visual Guideto Xanth

.
A & . 3
f,?-' §
’- =L =
f"l'}-i? o

antasy Fan

enchanted paths. These trails abound
throughout Xanth. They can defy gravity,
carrying their passengers high through the
air in a loop-the-loop, submerge them
underwater without drowning or carry
them under the earth. Evil magic can't exist
on acharmed magical path, so pedestrians
are protected while they remain on one.
Some exigt only in one direction.

evil eye: Shoots beam of light that can
damage or kill.

eye scream, eye smilk: The eyes of these
birds are rich and delicious. They may be
served frozen as a specid dessart treat.
Scream birds are skinny and bony. All they
eat goes to add size and richness to their
great yellow eyes. They feed on eye plants,
like eyebright, eyerises, eye-o-the-day
flowers, and thelike. (Demons eat an imi-
tation of thistreat which is madefromthe
toe of the fu bird, but frozen toefu is
inferiorinflavortoeyescream.) Eyescream
tastes very good served in crunchy pine
Cones.

VitaminF: Which putsthe F in F-ect if you
put forth theright F-ort, and hasbeenlogt in
the gourd for centuries dong the Log
Path. Not to be confused with Vitamin X,
which isfor X-perts.

fanclub: A length of woodwithwhich afan
can place itsf in the middle of fandom.

fantasy fan: A bamboo fan that hasamagic
picture on it when it is spread open. It
makes the wielder think that he is cooler
than heis, especialy when the pictureisof
a snowscape. Periodicdly, the fans gather
together from dl over Xanth for a con-
vention where they shoot the breeze and
blow alot of hot ar, and decide who is the
secret master of fandom.

fan-tom: An image of a fantasy fan that
lacks substance.

figment: An illusory figure. Gina Giantess
started out as one, but Girard's love made
her a regular dream figure.



firewater opal: Mela Merwoman's prize,
which she needs to gain a husband. She
enlists Prince Dolph's ad to recover it,
because Draco Dragon killed her former
husband and stole the gem.

fire, water, sand: A gambling game popular
inXanth, playedbysimultaneously offering
a hand sgn indicating one of the three
elements. a closed fist means sand, aflat
hand meanswater, and the first two fingers
forked represent fire. Dependingonwho is
playing, fire evaporates water, water covers
sand, and sand smothers fire; or water
dousesfire, sand displaceswater, and fire
melts sand. If both players offer the same
symbol, the round is a tie, and play
continues. The rules should be discussed

before play begins.

firecracker: Flaming cracker that explodes
in pretty sparkles when crunched.

firewater: Streams, pools or fountains of
orange water which cascade and steam
naturally. Firewater is used for cooking,
but is too hot for bathing.

fishriver: A stream which turns dl that
drink from it to fish.

fog horns: Tall treelike horns which blast
out columns of fog to obscure the forest
paths.

foot-ball: Everykind of extremity that there
is, hooves, feet, claws, talons, paws, insect
Ie%s, growing on the outside of a sphere
which ralls by itsdf al over Xanth.
Forget-Whorl: Piecethat hasbroken offfrom
the Gap's Forget Spell. These wander
randomly acrosstheland, causing memory
lapses.

FreshmanEnglish: A fateworsethandeath,
in Mundania.

wildfruitcakes: Dangerouswhencornered,
but delicious.

goldenfleas: Thefabulousmetallicfleasof
a dragon, sought by Jason, a foolish
Mundane.

Gorgon-zola: A delicious, half-petrified
cheese made by the Gorgon by staring at
milk through her vell.
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Icicle Forge

hand-ball: Relatedtothefoot-ball, asphere
of hands, paws, wings, claws that rolls
around Xanth. Frequently used for games
by ogres.

handker choo: Delicate square of cloth used
for containing sneezes.

hatespring: Makesanyonewhotouchesits
water hate the next person seen. Used by
the Goblinate of the Golden Horde to
torment captives.

hayberrylongcake: A delicacy. Thereisan
inferior substitutein M undani a, usingshort
straw instead of long hay.

headstone: Magic rock which takes on the
appearance of whoever is buried nearby.

healing spring: Heals completely 4l
wounds, rashes, diseases, bruising, ampu-
tations (ddiberate or accidental) except
for beheading. It may lay ageason any user
to protect the pool in exchange for its
benefits.

Heaven Cent: A penny piecethat sendsthe
wearer to the place most needed; it can be
charged only by Electra.

hemlock: A border plant that can be st at
the hem of a dress. Once locked, it will
never dip off.

honey comb: B's use this to comb honey
from honeysuckle and honeymoons.

honeymoon: The far side of the moon,
which remains as sweet as honey, and is
popular with the newly married. The near
side of the moon, of course, has long since
been corrupted to green cheese because of
the horrible sghtsit seesbeow.

hope chest: A specia box that grows on
cedar-chest trees. It can safely contain
insubstantial magic like hope or love.

hot crossbuns: Similar to patti cakes, these
inflictwarm stripesacrossthe samepart of
the body that patti cakes pat.

icicle: This sickle is made of the purest
whitenon-meltingice. It hasacuttingedge
onitsinside curvewhich can be sharpened
by honing it over atorch.
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infinite decimal. A tiny dot which precisdy
and impersonally judges the fairness of
matters to the smallest degree.

jigsaw puzzle: No two pieces fit together
unless requested by the correctly worded
plea, whichisdifferent for each match. The
portions of the picture that show, unlike
Mundane puzzles, keep changing.

ladder, enchanted: A useful device that
anchors permanently to any wall until
someone cdls out "weigh anchor!" which
causes it to kick loose violently.

lemon harangue pie: A sour little pastry
that throws insults around.

lepermud: This dead white liquid clay
infects any flesh it touches with leprosy.

lexicon: All theproperly forgotten thingsof
Xanth, compiled into alist by threecurious
Mundanes.

life clay: It can be molded into the
semblance of any living creature. It will
then behave as such, except that it will not
die when cut into pieces; it will merely
reform as several small models of the
original creature.

lightningbolts: Boltswhichfall fromthesky
during storms. They do alot of damage if
they strike too closeto anything. When they
cool, they aregoodf or boltingthingstogether.

linesand boxes: A popular game of strategy
in Xanth.

living room: A room which wanders about
on itsown legs, seeking to find itsdf ahome.

Lost Path: The path along which al lost
things lie, from artifacts to people.

love spring: This natural pool causes any
two species who drink of it to wish to mate
(including plant life). This is chiefly how
new conglomerate pecies are engendered.

lunatic fringe: A protective illuson of
madness woven out of the light of the full
moon to scare off intruders.

magic mirrors. Very rare. Humfrey uses
them for a variety of purposes. divination
of questions that can be answered yes or
no, long-distance communication, and
magical observation of distant scenes.
Others are used by the Royal Family to keep
in touch with one another.

magic stones: Have varied types of magic
proper to stones, such as to divert streams
up over them or to cause damage to
humans.

magic wand: A stick that holds a powerful
spdll that anyone can use. Goldy Goblin has
one that can levitate objects or people.
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magnifying glass. A Mundane device that
in Xanth makesthings bigger.

memory crystal: A huge cut crysta resting
in asunny grove where it can pick up the
best sunlight. Each of the crygd's many
facetsrevedsadifferent memoryto anyone
who looks into it.

midnight sunstone: The rarest of dl gems,
it glows as brightly asthe sun when there is
no other light.

milkshakes: Milkweed pods which, when
opened, quake and shiver, pilling half their
contents.

mocolate chilk: Tasty brown fluid that
comes from mocolate choo-cows.

monster cheese: A delicious cheese that
makes a human act like a mongter. On redl
monsters, it has no sde effects. The more
ladylike verson is mongerdla. Variants
exist in Mundania: muenster and
mozzarella. (Sorry, were not responsible
for crazy Mundane speling!) See aso
Gorgon-zola.

moonstones: Littlepocked globesthat shine
silvery green with the light of the moon.
Their outline reflects the quarter of the
moon showing in the sky.

M agnifyingGlass

mouth organ: Big plant made up of mouths
of dl dzes and shapes, plays music. Little
ones can be picked and played by hand.
They are part animal, vegetable and
mineral. The organ pipe cactusis arelated

Soecies.
mussels: Clamlike things that pull shdls
closed.

oil slicks: These puddies lie on the surface
of the ground, the products of tanker trees
that have inadequately disposed of their
wastes. The ail is dipperier than amost any
other substancein Xanth, and can propel a
walker headlong into obstacles. They have
sentience to a limited degree, and a mean
sense of humor.

opposite sex: By order of the Adult
Conspiracy, this definition has been
censored. What would happen if children
found out which one it was?

panties. Object of much speculation in
Xanth: exactly what color are they? Boys
beneath the Age of Consent are not per-
mitted to speculate. It is part of the Adult
Congspiracy.

Paste Crifice: A delivery service that gums
things up.
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patti cake: Y ou should ezt thissitting down,
or it will pat you. Fresh patti cakes give
pretty fresh pats, so you should protect any
part you don't want patted.

pennies. Round bits of metal that fall from
thesky. Singlepenny bitshaveonedelicious
perfume scent. Twopenny bits have two
scents, sixpenny bits have sx scents, and
50 on. Not to be confused with the Heaven
Cent.

pied-piper flute: Oncebegun, thisflutewill
play itsdf and attract any creature into
followingit.

purplebouillon; A delicacy in Xanth, wrung
from purple wood by ogres.

guicksand: It speeds you up.

rainbow: A banded arc of color in the sky
containing in order every color in the
spectrum. Between the bands of visible
color are the translucent colors, and some
huesliein patterns, such as polkadot, plaid
and checkerboard. Some of the colors have
never been imagined by man, such as
fortissimo, charm, phon and torque. The
rainbow is fussy about where and under
what conditionsit appearsin thesky, and it
works on avery tight schedule, so it never
remains anywherevery long. It keeps a st
distance from those viewing it, so that it is
fixed aslong asonekeepslooking at it. The
rainbow is one of the most fabulous sights
inXanth or Mundania, for thisisoneof the
only types of magic which appears in both
lands.

red tape: Festoons of red ribbon that
prevent movement by tying things up and
presenting physical impediment.

Revised Smplified Tax Manual: A source
of limitless inspiration for gibberish, used

by Mae Maenad for oracles and by 4
Mundanes for annual aggravation in the .
month of Apull. I/

rolling hills. Topographical features that
can be a hazard to travelers because they
redly roll.

sadsacks: Gloomy-coloredbut strong fiber
bags that grow on low bushes.

sanddune: A heap of sand that moves onto
beaches and takes them over; it rolls over
prey and smothersthem to et at leisure. It
believes that it is preserving fossils for
posterity. It doesn't attack at night.

seaweed soup: Wholesome and nutritious,
therefore a torment to children. Mela
feeds it to Prince Dolph. See Adult
Conspiracy.

shadow of a doubt: A deep, dark gloom
which dissipates when ignored.

sharpening stone: Cadts keen edges on any
knife or axe brought into contact with it.

shoefly pie: Flled with shoes, boots, durpy
leathery juices, ddliciouslacesand soles, this
huge pastry is atreat fit for an ogre.

shower cap: From this useful hat, water
rushes down your person to the ground
and back up again, magically washing you
clean without spilling the water.

sign language: Understood by animals in
Xanth, if people have the wit to approach
them with it, and by a sdlect group of
Mundanes.

R
v
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skeleton key: Needed to find the Heaven
Cent. At first thought to beanide, it turns
out to be a rib Gracel which
sounds the Gracel note In the key of G.
Female skeletons have one more rib than
male skeletons, because the missing rib was
used by the Demon X (A/N)™ to form the
first female skeleton for the first male
skeleton, who was lonely.

skinflint: Smdl brass scdes from the City
of Brassies used for covering and protecting
wounds (or dents) until they heal. Can be
used on human flesh as well.

dowsand: Prevents one from getting
through theregion by dowingtheir progress
to acrawl. One can die of garvation wading
through dowsand. Even ajump over it can
takeforever.

soda water springs: Natural effervescent
springs that come in severd flavors, such
aslime, strawberry, cream soda, celery, or
orange.

soapstones. These scented or unscented
bals of rock lather up nicely when rubbed
in the hands with water.

somersault: A seasond wandering white
globe made of sdt that explodes into
powder if struck.

spec-tackles: Ghostly creatureswith glassy
eyes and big shoulders.

sponge: Natural cushionsthat soothe pain
and spread heding comfort.

stares. A means of attaining the next leve
in the Bookworm's cavern. By meeting the
gaze of each successively higher statue, one
is lifted magicdly through the air.

stepping stone: Stone which expands in
water to provide a broad but not steady
dep. The top protrudes just above the
water.

sugar sand: Found in patches throughout
Xanth, it isone of the nicest additionsto a
medl. UnliketheM undaneequivaent, sugar
sand does not cause cavities. Naturally
sweet things grow in it.

tail-lights: Fluffy little animals that hop
which have glowing cottony tails.
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Uroborus

tangles. They start out as tiny snarls in
children's hair or horses tals, but grow
into huge tangle trees.

technicolor hailstorm: Puffy and light
stones that fal out of the sky that sting
when they dtrike.

There Restorer: Potion used to re-embody
ghodsts.

tire iron: This mace-shaped weapon tires
anyone it strikes so much they go to deep.

twister: Deadly storm, much like those in
Mundania, but these twist houses and trees
into corkscrews. Tangle trees are braided,
and wheatfields are cornrowed, by these
fearful spiralingwinds.

TwoMinuteReplay: A giftto Ondaand Max
fromtheTimeBeingwhich enablesthemto
replay two minutes of time.

typewriter: Mundane philosophical device
used for generating wisdom.

Uroborus: A legend in Xanth about agiant
serpent who was so large it encircled the
Mundane world and grasped its own talil.

vomitfungus: Found only in the Region of
Madness or anywhere a monster wants to
liven up his abode with appropriate
decoration. It hangs in disgustingly greasy
streamers, and looks distressingly redl.

washing powder: A useful spell to get
clothes clean, but it has to be kept in a
seded container because it is aways
running out. When it is poured into water,
it makes the water wash up and down
againg the edges of its container.

watch: Magic amulet of Mundanian design
which can find things. It is cdled awatch
because it watches things with its single
eye

wood wind: A living plant that can be
played as a musical instrument. It is long
and hollow, with holes dong its stem. It
blows out much morewind than it takesiin.

Worm: A computer program nominally put
out by Vaporware Limited. It promisesalot,
if you wait long enough. It installed Com-
Pewter'sSendinginGrey Murphy'scomputer.
It was sent to M undania by Com-Pewter as
part of a nefarious plot. However, it has
Ideasof itsown onwhat it plansto doin the
future, which has nothing to do with Com-
Pewter's instructions. If the computer
containingtheWormisrunning, Xanthians
in the vicinity can understand Mundane
Speech.

worry wart: A wart you may get on your
head. When you scratch it, you become
worried. Sometimesthey are impossible to
ignore.
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Themonths of the year in Xanth
(AwGhod, etc.) and their holidays and
celebrations

(New onesinitiated by Piers Anthony
90ctober 1988)
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Jamboree

4  Day of the Allegory
8 Hiatus and Lacuna's Birthday
12 DeMetriaOffers Esk Ogre Three Great Experiences
16  Cadstle Roogna Dedicated
21 VolneyVole Sets Out to Save Kiss-Mee River
25  Faux Pass Created
28  Chameleon's Birthday

FeBlueberry

3  Dame LatiaCurdles Water
6  Arnolde Centaur Learns His Taent
10  Night Stalion Takes Over the Night Mare Herd
15  Day of the Zombie
17  Sorceress Tapiss Birthday
19  Grundy Golem Is Constructed
25  Gerrymander Divides and Conquers
30  Simurgh's Birthday (Doesn't come often, so she lives long!)

Marsh

3  Day of the Dragon
5  Chex Centaur Weds Cheiron
6  Marrow Bones Defends Draco Dragon's Treasure
8 Rapunzel Escapes the Ivory Tower
11  Doalph'sBi rthdax
16 Demon X(A/N)™ Learns How to Play to Win
21  Humfrey Marriesthe Gorgon
25 Gracel Os=n's Trid
29  Magic Dugt Village Founded

Apull

2  Nextwave Invades Xanth
7  Prince Dolph's Test of the Roses

11 Blythe Brasse Emergesfrom Gourd

15  Irene's Birthday

22 The Siren Marries Morris Merman

24 Day of the Secretary Bird

27  Justin Tree Transformed
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M ayhem
1 NadaNagas Birthday
7  Day of the Nymph
15  Smash Ogre Crams Demon Into Gourd
20 Voles Depart Xanth
25  Tandy's Birthday
30 Centaur 500 Race
JeJune
4  Bran Cord Kisses Irene
10  Day of the EIf
15  Ichabod Comes To Xanth
20  Demon Beauregard Completes
His Thess "Fdlihilities of Other Intelligent Life"
23 lrene Marries Dor
27  Sorceress Tgpis Completes the Tapestry
Jewel-Lye
3  Day of the Goblin
5 Nymph's Mother Frightened By A Pun
8 Mare Imbrium Goes Day Mare
12 Herman Hermit Dies
17 King Trent's Coronation
28 Jewd's Birthday
AwGhost
1  Day of the Ghost
6  Bink's Birthday
10  Gap Dragon Rejuvenated As Stanley Steamer
13 Ivy Conquers Thyme
15  Smash Ogres Birthday
19 ZoraZombie Finds Love
23 Wiggle Swarm
27  Electra Completes the Heaven Cent
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SapTimber
4 Day of the Tangle Tree
10 Time of No Magic
12 Grundy Golem Turns Real
15 Dor's Birthday
18 Monster of the Sea Tries to Rescue Andromeda
22 Jordan the Ghost Reanimated
23 Threnody Reanimated
OctOgre
2  Ogres Leave Lake Ogre-Chobee
12 Ivy's Birthday
16  Day of the Ogre
19 Black Punday—Bottom Fals Out of the Pun Market
26  Crunch Ogre Mests Actress
30 Ogres Arrive a Ogre-Fen-Ogre Fen
NoRemember
4  Fracto Crowns Himsdf King of the Clouds
8  Jordan Mests Bluebdl EIf
11 Girard Giant Mests His Figment
14 Ivy Plights Troth to Grey Murphy at Hate Spring
18  Pook Meets Peek
21 Adult Conspiracy Established to Hide Secrets From Children
30 Gap Chasm Forget Spdl Detonated
Dismember
1 Zombie Master Zombies Himsdlf
6 Pedestd Dedicated To A Dragon
11 Lastwave Invades Xanth
18 Monster Under the Bed Grabs His 10,000th Ankle
21 Com-Pewter Created by the Muse Clio
27 Cadtle Roogna Desarted
29 Day of the Night Mare




AFTERWORD

erhaps the most controversial aspect of Xanth is the pun factor,
as mentioned in the introduction to this book and in the intro to
* the Beastiary (5¢), and wherever dse they can wedge their way
in. Critics pounce on them, seeming to think that though awart
on MissUniverse might not make her wholly unattractive, apun
in fiction destroys dl vestige of readability. Readers seem divided,
- with some even sending in puns, which largess| amtrying to
discourage. Thefactis Xanthiscomposed largely of puns, fromitsoutline
and geography to its incidentals, so those who would abolish dl punnish
elementswould in fact abolish Xanth—which may be the point.
| harbor a suspicion that it isnt really the puns that critics object to. After
al, others have been known to punwithout being excoriated. It may bethe
fact that X anth has become highly successful. The last seven Xanth novels -
#5 through #11 at thiswriting—have made the New York Times bestseller
ligt. | dare say that not many series have that kind of record; offhand | can
think of only Start Wreck within the SF/fantasy genre, and that seriestoo is
not well accepted critically. So it may be that the critics resent the success of
it, and use the puns only as a pretext.
| aso suspect that when a critic condemns the stupid puns—and there are
plenty in Xanth!—it is because he is too dull to catch the sophisticated puns.
Ohyes, they are here, some of them requiring specia expertise to fathom. For
example, Heavenly Helen Harpy, the one pretty harpy in an ugly flock. Why did
| name her Helen? Wdll, for the dliteration, of course; that's dwaysfun. But
adsofor literature. British poet Dante Gabriel Rossetti of the Victorian Age
read about how Helen of Troy dedicated to Venus, the goddess of love, a goblet
molded in the shape of her breast. Rossetti, evidently intrigued (aswhat man
wouldn't be?), wrote apoem about it, Troy Town. It starts off "Heavenborn
Helen, Sparta's queen,/ (O Troy Town!)/ Had two breasts of heavenly sheen,/
The sun and the moon of the heart'sdesire:/ All Loveslordship lay between./
(OTroy'sdown!/ Tdl Troy's on fire.)" Well, | too am fascinated by the intrigues
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of history, and have played severd times on the ramifications of the Sege of
Troy. | am dso fascinated by poetry and literature, and the thinking and the
art of those who have lived before me. | am aso fascinated by life and death
and the figures of young women. How | wish | had that goblet on my shelf! So
it was natural that | allude to this matter in someévagy, and | did it punnishly
in Xanth, and more seriousy dsewhere. Thus instead of Heavenborn Helen,
Sparta's queen, and her marvelous breasts, | have Heavenly Helen, Harpy's
gueen, with her marvelous breasts. Thisisindeed apun, and one | suspect few
who are not versed in the literature of England have caught on to
independently, but it is dso an expression of my sincere appreciation for
history, literature and beauty. There is more on my mind than puns, but apun
can bethekeytotherest of it.

Another cross-jurisdictional pun is acentaur's reference to passing his
croggle test. This one cuts across horsemanship and fandom. Those who have
show horses must give them the Coggins test, to be sure they will not
contaminate other horses; Sky Blue, the model for Mare Imbri, had such a
test. Those who are in fandom have a gpecia language to address fannish
things, and one of their terms is croggle: to be croggled isto be amazed. So the
croggle test—ah, | sseyou get it now.

The night mares are structured on layered puns, starting with the Mundane
term for abad dream which becomesliterally atype of horse, and moving on
to the mares or seas of the moon, which can be seen only at night. The
pronunciation differs, but alittle thing like that never stopped a galloping
pun. Hence the prints of the hooves of the night mares show the partia circles
of the phases of the moon, with each mare's mare highlighted.

Then there isthe matter of the calendar. A rumor was going around
fandom that | was being an ogre at conventions. Since at that time | had
never even attended afan convention, this struck me as unkind, and it
accountsin part for the distance | keep between mysdf and fandom; | prefer
to associate with those who have some fairness about ascertaining the truth
rather than spreading afalse story. But | dedt with it in my own punnish
fashion: | wrote anovel featuring an ogre asthe hero. That novel, Ogre, Ogre,
was published in the month of October, and became my first New York Times
bestseller. | started calling mysdlf the Ogre, especidly as | bashed down other
fanswho sought to spread misinformation about me. | think it is now
generaly known in fandom that it is not safe to misrepresent Fiers Anthony in
print. That pretty wel set back that rumor! But | couldn't help perceiving the
justice of it: obvioudy that was the month of the Ogre, OctOgre. But what
about the other months? My brain began heeting, ogre-style, as | pondered,
and in due course | came up with an entire calendar of ogre months, and it
was published for 1987 by Del Rey Books. It seems that the ogres keep the
calendar of Xanth because they are the only creatures too stupid to mind
getting their hamfingers sticky on the dates. Now the calendar may become a
regular thing, starting with the Xanth PinUp Caendar of 1990, with its twelve
lusciousfemal esand one unlusciousfemale: MissMayhem, an ogressso ugly
that the mirror sheislooking at is shattering, and she wears a dead skunk
tucked in her belt as adeodorizer. So the puns truly abound in the calendar,
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but it can gill be used for Mundane purpose, if you are too stupid to mind the
sticky dates. We ogres must stick together.

There is apun of another kind in X12, Manfrom Mundania: the weird
addresswhere the Good Magician ishiding, with its Sllly goose Laneand dl. The
tribulations of wending ones way to this address are detailed in the novel; Hurts
iswhere the painful things of the gourd are generated, for example,
and that region bears a passing smilarity to the Mundane Hell. But this
address is actually that of alady named Pamelawith whom | have been
corresponding for severa years, and sometimes phoning, and | even give her
ten to fifteen percent of the money my books earn overseas. No, | am not the
only man in herlife; she has a number of other clients, for sheisa
professona. What, you may be wondering, does my wife think of this? Well,
my wife istolerant, for Pamelais the mistress of my foreign sdes. That is, my
oversess literary agent. If you want an agent and are willing to search through
Hurts itself...

| have been caled apun master, and folks inquire how I do it. The answer
is, | don't know. | was never known as apunster, and it hardly manifests
outside Xanth, and indeed, critics do not find me funny at dl, except when |
speak of writing well; that they find hilarious. But | do have an analogue type
of mind, seeing analogies in everything, and thisin its basest form seemsto
result in puns. andogies between horses and sess of the moon, or between the
breasts of a harpy and those of Sparta's queen, or between horses and
fandom. In its more elevated form, thisway of seeing things helps meto be a
better writer, as | contemplate the human condition and the meaning of the
universe, and seek to make sense of some part of it for mysdf and for my
readers. Thisistrue even in Xanth, and | hope that my readers derive some of
their pleasure from that wider perspective, even if the only hints of it are in a
mare's hoof print or a heavenly harpy.

The Chronicles of Xanth

X1 A Spdl for Chameleon X10 Vale of the Vole

X2  The Sourceof Magic X11 Heaven Cent )

X3 Castle Roogna X12 Man from Mundania

X4 Centaur Aide X13 Ideof View*

X5 Ogre, Ogre X14 Question Quest* .
X6  Night Mare X15 TheColor of Her Panties*
X7 Dragon on a Pedestal X16 DemonsDon't Dream*
X8 Crewd Lye A CaudicYarn X17 Harpy Thyme*

X9 Golem in"Gears X18 Geisof the Gargoyle*

N1 The Encyclopedia of Xanth N2 Ghost of a Chance

* forthcoming



CREWELLYE

(A CaudticYarn)

CHAPTER ONE

Retyping of deleted chapter from carbon of original, said carbon donated to Clarion
West for scholarship fund.



TANGLEMAN

2% t was the month of Octogre, when the ogres were tromping about and
~ugly forebodings stalked theland of X anth. Or soit seemedto Ivy, for a
number of annoyances had settled about her like knick-gnats. For one
thing, her mother Irene was getting quite fat in the tummy, but kept
¢/f  rightoneatingand pretendingitwaswonderful, and didn't ssemto have
‘ﬁhmuch time for Ivy anymore. For another, her father King Dor had
" ’/;;-.I

ordered a baby brother for her, and they were expecting to find him

7under a cabbage leaf any day now. lvy did not need or want a baby

brother, but nobody had asked her. How could they have been so thoughtless as

to order something like that without consulting the one most concerned? What
good was a baby, anyway—especidly a boy?

WEéll, she could go out to the orchard and throw cherries at glass trees. That
wasdwaysfunfor bad moods, and theexpl osionscreated anicecommotion, not
to mention the breaking glass tinkling down. Of course the adults tended to raise
afuss, but that was part of the excitement. Yes, that would do for a gart!

Shejumped off her bed, landingj ust beyond thereaching grasp of themonster-
under-the-bed, and ran for the door. "Pooh to you, monger!" she cried nadtily,
sticking out her tongue at it as she dipped out. The thing growled, but could not
reach her, and had to retreat back into its shadow.

Grundy the Golem intercepted her as she passed into the hdl. "Where areyou
going, Princess Tadpole?' He dways cdled her that, ever snce hearing the fable
about the princess and the frog; he liked the story, but refused to grant her the
status of a full-grown frog.

Therewasanother annoyance! They had sicked Grundy on her asababy-gtter;
she couldn't sneak out anywherewithout him tagging aong. "Nowhere, ragbrain,”
she sad shortly.

"Thenwemight aswell getontotheNorthVillage, Sveetpea." Heawayscalled
her that, ever snce—never mind.

"TheNorth Village! I'm not going therel™
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"Yesyou are, Snippet. To vidt your grandpa King Emeritus Trent for afew
days."

"Grandpa Trent? Why?' Actudly, this sounded interesting; ill, she felt
obligated to protest, on general principle.

"Toget you out of the way, Cutie-pie, while your baby brother arrives, of
course." He aways caled her that, ever since she had climbed into a pie and
pulled the crust over her for ablanket. The castle cook had made afuss, for no
reason.

Ivy wasn't thrilled to be reminded of that. "I'd rather stay at home and build a
deadfall to trap him. Do you happen to know which cabbage | eaf —?"

Grundy considered, seeming to find something funny. "You could ask the
zombiesto do it. They keep an eye on the garden, and they're good at deadfalls.
They use them for their deadstock.”

"Good enough!” She ran down the hdl, heading for the zombie graveyard.

Thegolem zipped after her. Hecould movesurprisingly quickly for such alittle
creature. "But we haven't time for that right now! King Trent is waiting."

"Oh, pooh!" she said, skewing around a corner in the manner only she could
manage, spooking a ghost who happened to be drifting through. "Hes not here
ye!"

"Redly?’

Ivy skidded to a halt. There stood her grandfather, at the head of the dairs,
awvesomely stern and grave.

"Oopsy!" she exclamed.

King Emeritis Trent smiled. Like most adults, he was subject to mellowing by
cutedisplays. "Areyou ready to travel, Ivy?What form of bird would you liketo
be?'

Ivy brightened. Shelikedflying!"A blue-J," shedecided. "And Grundy canbea
green-J."

"Comingup,” King Trent said. Henever gave her cutesy nicknames; hetreated
her with the dignity due roydty. Ivy had a high regard for grandparents;
sometimes she wished she could eiminate the middleman and just be her
grandparents daughter.

"Wait, Grandpal" she cried, remembering something. "What about Stanley?"

"Well flydown andfetch him," her grandfather agreedindulgently, awarethat
children aways wanted to take their pets with them. Then Ivy became ablue-J,
and Grundy agreen-J, and King Trent himsalf ared-J.

At which the green-J did a doubletake. "You can't transform yoursdlf, Y our
Maesty!" he squawked at the red-J.

"I can when I'm only present in illuson,” the red-J replied.

"Liveandlearn," thegolem-bird muttered. "Heés hereinillus on—and can till
do transformations. Isn't magic marveloud"

It occurredto Ivy that it would be great tal ent to be ableto transform onesdlfto
any other form. GrandpaTrent could only transform others; it was Grandmalris
who handled the illusions. So she was projecting Grandpa Trent as a red-J
instead of himself; hewasn't redly here. vy envied those who had such obvious
talents; her own talent of enchantment was subtle, and tended to do othersmore
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good than herself, so people didn't dwaysrecognize her asthe Sorceress shewes.
That could be most annoying at times.

Theyflewout awindow and looped down to the moat, where Stanley Steamer
was snoozing on the bank and ayoung moat-monster snoozed in the water. The
young dragon was somewhat smitten with the female monster, and at times got
fairly steamed up about her, but Ivy knew her for atease. Mades of adl kinds
tended to befoolish about females of dl kinds; thiswasafact vy noted carefully
for future reference. One never knew when such information might come in
handy.

"Come on, Stanley—we're flying north!" vy caled.

Thedragon peered up at the Js, perplexed. Heflapped hisvestigia wings, asif
to show that the spirit was willing but the flesh inadequate. He recognized Ivy by
her voice and smdl; sometimes Grandpa Trent had transformed her to other
forms, so Stanley was used to that. But as for flying—he was a haf-grown
dragon, far too massive to get airborne.

Then he became agreen dragonfly. He buzzed up, looking startled, and more
than a little nervous now about the birds. "It's okay, Stanley,” Ivy cdled. "The
others arejust Grundy and Grandpa Trent; none of us eat bugs.”

The dragonfly remained uncertain, for ared bird might say anything to lure a
tasty dragonfly within reach. vy saw the problem, for she perceived herself asa
bright child, and unlike her grandfather she could apply her magic talent to
hersdf aswdl as others. "Maybe if you were bigger -

"No problem," Grandpa Red-J sad. Stanley became a larger dragonfly, more
massive than any of the birds, with six big bright wings and twice that many
teeth. Now he had much more confidence. He buzzed loudly and shot out an
experimental jet of fire, pleased. In his natural form dl he had was steam.

They looped above the castle and headed north toward the Gap Chasm. Ivy
wasthrilled to see Castle Roogna and its environsfrom above. It looked so small,
amogt like an elaborate toy castle. The trees of the orchard resembled bushes.
The whole landscape of Xanth was a tapestry of greens, with fields and forests
aternating intriguingly. Here and there were the houses of people and the dens
of dragons and thewarrens of unidentified creatures. She had explored some of
that ontheground once, twoyearsago, and met anicegoblin-girl and acyclopsand
of courseStanley Dragon himsdlf. Shed haveto do that again sometime!

Soon they wereover the Gap. Thiswasahuge, deepfissurethat extended across
thepeninsulaof X anth. For centuriesit had beenforgotten, not even appearingon
maps, because of the Forget-Spdll on it, but now that spell was mostly gone. Ivy
wondered where that monstrous spell had come from, and who had made it, for
shewascuriousabout everything. No oneseemedto know about that Forget-Spell,
which she found very frustrating. lvy liked to know everything that caught her
passing fancy, especidly things that were secret.

A gleam caught her eye. Therewas alake perched at the edge of the Chasm; in
fact it overlapped the Chasm dightly, but refused to drain down. The perversity
of the inanimate showed in various ways in Xanth; if alake wanted to hold its
position, it used magic to do so. Ivy knew that M undanelakeslacked that sort of
determination. That wasjust one of the squintillion things wrong with Mundania
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She peered moreclosely at the lake—and saw that the gleam wasin the shape
of adtar. It was agtarfish in the water! Ivy knew what to do with a starfish.

"Ster light, star bright, star-fish shiningbright, | wish | may, | wish | might, have
thiswish for my ddight!" she chanted according to the magic formula. "l wish |
knewwhomadetheForget-Spd|!" Shewaited expectantly, but nothinghappened.

"Dummy!" Grundysaid."Y oudidn'tspecifywhen!"

Ivy squawked with dismay. Magic dways had to be nailed down tight, or it
dipped away. Thestarfish might wait till shewasamean oldwoman of sixteen or
seventeen to grant her wish, and there was nothing she could do about it.

Now ashape loomed ahead, in the air above the Gap. It wastoo large for an
ordinary bird, and too small for adragon. Thiscreaturewas extraordinarilythin,
with abody like apole, and ahuge, narrow, axe-beaked head.

"That'sa ha-bird" Grundy exclaimed, aarmed.

"That'sawkward,"” Grandpa Trent said. "Though| am hereinillusion, | ill
must bring my apparent identity within my normal reach of a creature in order
to transform it. That battle-axe could go after one of you before | reach it."

Indeed, thehal-bird looked asif it werecons deringwhich oneof themto chop up
first. "Transform Stanley into a griffin," Grundy suggested. "Hell tear the
hal-bird to dripping pieces” He glanced at Stanley, who ssemed to be fascinated
by the Gap. Thiswas hardly surprising, since he had once been the dread Gap
Dragon, and some day would be again, once he got over his rgjuvenation.

"Dontyou darel" Ivy cried fiercely. "It'snot right to hurt exotic wildlife!™

"That'smy grandchild,” Trent sad approvingly. "Mayhem should never be
practiced unnecessarily, and that creature is on the Rare Species lig, asisthe
Gap Dragon. But what aternative do you recommend, Ivy?'

Ivyredlizedshewasbeingtested. Her fatherwaseasy tomanage; shehadlearned
how to do that from her mother, Irene. But her grandfather was of
sterner stuff, and though he humored her in littleways, he dso expected her to
come up to princesdy standards. That awed her when she happened to think
about it. GrandpaTrent expected her not only to be asorceress, but to be smart
too, and even with her talent that was more of achdlenge. "Uh—maybewe can
distractit—"

Trent was slent, and the hal-bird loomed nearer and larger. Its razor-sharp
blade-beak glinted. She had to figure out adistraction—and the pressure of the
stuation distracted her. That was the problem with a red-life chalenge; the
detallsinterfered with being smart.

Then shesaw apuff of vapor to thesde. "Hey, isn't that your breaeth?' shecdled
to the hal-bird. "Y ou'd better go catch your breath!™

The ha-bird turned its axe-head and peered at the puff, which accderated its
drift. Horrified, thebirdflapped offin pursuit of hisbreath. Therest of themwere
left unmolested.

"Thatistheway for afuture King of Xanth to doit,” King Trent murmured
approvingly, and lvy felt very good. She had come through.

They completed the Gap crossng and flew to a region of clouds. Ivy looked
around nervoudly, rememberingtheevil cloud, King Cumul o Fracto Nimbus, her
nebul ous enemy, but there was no sign of him here. Relieved, sherelaxed and
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enjoyed the company of those more gentleclouds. Certainly it would beunfair to
judge dl clouds by a few ill-winds. These ones were fabulous, displaying
themsalves in many fleecy forms and types; indeed, the cloudscape was more
phenomenal than theland-scape below. Therewerecloudy puffballs, toadstoals,
trees, awils and cliffs. One cloud was shaped like aMundane pig, with adotinits
back."A cloud-bank!" Ivy exclaimed, recognizingit.

Sheflewtotheleft, to get in themiddleof theformation. "I'm part of the cloud!"
she exclaimed.

"Princesses are never part of the cloud,” GrandpaTrent said. Embarrassed, vy
dropped out and flew right.

Soon they closed on the North Village. Thiswas asmall collection of houses
arranged about a central large tree.

"Good ol' Justin Tree," Grundy remarked. "Ever since you transformed him,
fifty yearsago, Magician Trent!"

"Transformed him?" Ivy asked, peering down at the tree. This sounded like
something she hadn't known about.

"Back before | was King," Trent explained. "Then | was known as the Evil
Magician, because| transformed anyonewho gotin myway. Ah, theimpetuosity
of youth! Inthe Timeof No Magic, about thirty yearsago, herevertedto manform,
but he ingsted that | return him to tree-form. He likes it that way."

"Hesredly aman?' Ivy asked, uncertain whether thiswas humor. Adults had
funny senses of humor, and could laugh a incomprehensible things while
frowning a what was really funny, like someone accidentally sitting on a
stink-horn.

"He started as aman," Trent agreed.

"And ther€'s no other treejust like him?"

"No other," Trent agreed. "He is unique.”

"Then he must need awoman-tree," she decided.

"Y our mas probably got a seed to grow one,” Grundy said. "From the Tree of

hO'\'NSfEstoo busyforme," Ivy said, pouting. Her bird-beak wasn'tvery goodforthat,
ever.

They swung down toward Justin Tree, coming in for alanding. Then Ivy saw
something interesting to the side. It seemed to be amass of eyebdls that waved
about, peering up at the party. Ivy abruptly swerved tofly closer.

"Oh, that's nothing," Grundy said disparagingly. "Just a seeing-eye dogwood
tree"

"I want abranch of that!" vy inssted.

"Wait, Ivy!" GrandpaTrent cdled after her. "Things are not dwayswhat they
seem!”

But shewas aready dropping down to perch on the seeing-eye tree. "Thiswill
only take amoment—" she began

Suddenly atentacle reached up and grabbed her. "Eesek!" Ivy screamed inthe
manner of her mother. Therewas aright way and awrong way to scream; it was
one of thethingsagirl had to learn early.

That's no dogwood!" Grundy exclaimed. That's atangler in disguisa!”
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Indeed it wad Now theillusion puffed away, and the dread tangle tree, one of
the worst vegetable monsters of Xanth, was reveded in dl its horror. The
tentacles wrapped around lvy's naked-J-bird body and drew her down into the
meass of it, where theterrible maw in thetrunk awaited with itswooden teeth and
dripping sdiva-sap.

Ivy screamed as piercingly as she could, no longer bothering with mere polite
eeeking. Shewas, after dl, fiveyearsold, and thiswasbusiness. But thetreeonly
davered thicker sap and carried her in toward its orifice.

"...can't reach her in time!" she heard Grandpa Trent saying in the distance
beyond the barrier of tentacles. "Have to transform the tree instead..."”

Then the tangle tree became aman. Hewas big and bare, except for atangled
meass of green tentacle hair and brown root boots that maybe were his feet. He
was holding Ivy by her wings, about to cram the tasty blue-J into his mouth—but
now his mouth was too small. He paused, startled.

The green-Jflew up. "Put her down, Tangleman!" Grundy cried.

Tangleman focused onthegolem-J. "Why?' hedemanded in awindy voice, for
that was normally dl any tree had. Then he did adouble-take, asif nearly blown
over; it was the first time he had heard himsalf spesk

"'Cause if you don't, tentacle-top, Magician Trent will turn you into a skunk
cabbage!" Grundy said with gusto. He liked bullying atangler, when he had the
chance.

Tangleman, horrified, bolted, carrying vy with him. He had forgotten her, but
lacked the wit to put her down before he panicked. He wasn't used to being a
flesh-and-bone creature, and wasn't good at it; he gill thought of himsdlf as a
block-head. He charged into the deepest availablejungle of Xanth, where he felt
most at home. The green-Jand dragonfly followed, but thetangler's progresswas
so swift and erratic that they couldn't catch up. Magician Trent, present only in
illuson, had more trouble; he veered the wrong way, unable to reorient
effectively on such short notice.

Ivy managed to keep her wits about her, after aimost dropping them, and
realized she was in no right-now-immediate danger, snce the green giant was
paying no attention to her. She began to watch the scenery, to seeiftherewas any
way to help herself. She spied a cabin with legs; it scrambled up to avoid the
charging tangler. Actually it wasjust asingleroom, aliving room, that hadn't yet
found a home. No help there. In a moment they left it behind, the poor thing
seemed nearly dead from fright.

Tangleman charged up to afour-footed creature who had hooves and horns
but did not look aggressive. "Who you?' the green man demanded.

"I'm asteer," the creature replied. "Can | bum a smoke?"

"Where there's smoke, theré's fire," vy remarked wisdy.

"Wheré's thefire?' Tangleman cried, alarmed. Trees could get quite nervous
about fire.

"That way," the bum steer said, pointing with its tall.

"That's the wrong way," another four-footed creature sad. This one was
powerfully constructed, with stubby claws on its feet and a protruding muzzle,
and no hair on its body.
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"Whoyou?' Tanglemanasked.

"l am abear."

"l seeyou bard” Tangler said. "Who you?"

"Not bare. Bear," the creature said with dignity. "Bear witness. Don't trust the
bum steer; you won't find any firewhere he tdlsyou.”

"Nofirel" the tangler agreed, and charged off in that direction.

The bear witness was right; there was no fire there, which was exactly what
Tangleman waslooking for. I nstead therewas adeep, dark shadow. The Tangler
pausedjust outsideit, distrustfully. "Whoyou?"

"That'sthe shadow of adoubt,” thebear witnesscalled. "Ignoreit, and it will go
away."

Tangleman stepped into the shadow, ignoring it, and sure enough, it faded
away and abeam of sunlight shone down.

Bong! The soundwasdull but loud, startling them both. "Who you?' thegreen
man demanded, glaring about, but al he saw was abig stalky plant with bulbous
growths on each end.

Thistime lvy knew. "That'sjust adumb bdl,” Ivy said.

Tangle%man scratched awart on hiswild head. "I not dumb bell,” he protested.
"l worried."

"That'swhat happenswhen you scratch aworry wart,” Ivy said. She had made
that mistake once herself, so she knew. The trouble with worry warts was that
sometimes it was dmost impossible to ignore them.

omething clamped apincer on hishbigbrown toe. It was some
crab-grass, and it was redly crabby. Tangleman leaped up
with avegetableroar, and the grasslet go. Helanded in abush
—and aflock of screaming meaniesburst out, startled. Their
screamsbuffeted thetangler likethe stings of B's, and hetook
off again.

This time the green man charged into a strange region. It
wascharacterlzed by sound. Therewas aconstant, stiff wind there, and thetrees
had many radiating spokes that angled into that wind and generated sounds
fromit. Each spoke had its own sustained note, and each tree had itsown typical
pattern of notes. Large trees had complex chords; smal trees had smpler
sounds, and saplings had but single notes.

As Tangleman charged through this forest, he moved past the trees, and the
sounds vy heard changed. The dominant chords shifted, forming a kind of
melody. "It's playing musc!" she exclamed.

Now that music became more pronounced. Definite themes developed,
governed by the progress of the listeners through the forest. Their motion
affected the music, and the effect was enhanced by Ivy's power. Ivy's attention
was enough to bring the qualities of anything out; now that she perceived the
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music of the trees, the music became louder and more interesting than it had
been before. The forest became an orchestra

Tangleman dowed, hearing the music, trying to face it. "Who you?' he
demanded.

"That's music, dlly," vy sad. "It's not awho, it's awhat." She had redized that
the tangler wasn't such abad man, even though he had been abad tree. Hewas
just wild and confused. A little guidance could make him adecent companion.

He stopped, peering about, still tryingto facethemusic. "Moo-sck?' Naturally
the music stopped when he did; now it was merely fixed sound, no notes
changing.

"Widl, it used to bemusic,” Ivy said. "Y ou have to moveto makeit."

"Move" hesad. "Move-gc." The concept was ared problem for him. Hetook a
step—and stumbled, for clinging vines had grown about hisfeet. Heripped his
legs free and charged on.

Therewas an earsplitting screech. Startled, 1vy looked down. Tangleman had
just stepped on one of the tals of acat o' nine tals. The other eight tails were
swishing angrily as the cat got ready to pounce.

Thetangler reactedin hisnatural manner; hegrabbed for the cat with adozen
tentacles and gaped his wooden maw. Of course in manform he didn't have
tentacles, so it was merely a one-handed grab, and his wooden maw wasjust a
fleshy mouth. But the ferocity of the gesture alarmed the cat, who retreated.

The green man took another step—and waded into ahuge web. Immediately
severa spider lilies swarmed down from their garden—and paused when they
saw the sze of their prey.

Tangleman grabbed at ablack rope, pulling himsalf out of the spider's range.
The rope yanked back, jerking itsdlf out of his grasp as he stumbled into the
marsh surrounding it.

"Silly—that's a horsetal!" Ivy exclaimed. "Now we're stuck in the mud!™

Indeed theywere. Thetangl er lifted onefoot out with agreat sucking noise, but
the other sank in deeper. Meanwhilethe horsetail s continued to swish angrily at
being disturbed, and one of them rose out of the muck to revea abroad brown
hide. "A horse chestnut!" Ivy said, thrilled. She had liked horses ever since
encountering the night mares and day mares, but they were evasve and fleeting.
A genuine chestnut horse, however, suggested solider possihilities.

Tangleman doughed hisway toward firmer ground, but spied a bright metal
object there. It was copper, wrought in the likeness of areptilian head, complete
with impressive fangs. It was mounted on a serpentine neck. As the green man
approached, the snake reared up on its coils and hissed menacingly. "Better stay
clear of that copperhead," vy advised.

He heeded her advice and squished to the sde—only to come up againg a
bank bristling with green clawsthat snapped alarmingly. "More crab-grass," vy
sad. "Say clear; you didn't like the one that champed your toe"

Tangleman was getting confused. Ivy realized that hejust wasn't ready for the
flesh-folk's world. She wondered what it was like to be atree, just soaking up
sunshine and grabbing whoever came near. She pictured herself asatangler. If
any of that crab-grass scuttled near, sheldjust snag it with atentacle, and—



230 PiersAnthony's Visual Guideto Xanth

She paused. There, at the corner of her consciousness, wasthe day mare Imbri,
who had brought her the day-dream. "Imbri, you're out of your gourd!" lvy
exclaimed happily.

Startled at being discovered, Mare I mbrium bolted. But vy wanted totell her
about the horse chestnut. "Follow that marel” she told Tangleman.

Hetried, but hisfeet couldn't keep up. He started to fall forward. "ldiot!" Ivy
cried. "Dont fall onyour face; you'l hurt the ground, not to mention getting my
nicebluefeathersdl gunky!"

If Tangleman thought it strangeto betaking ordersfrom acaptured blue-J, he
didn't indicate this. He reached out desperately and grabbed the nearest thing,
which happened to be a cabbage palm. The huge fingers were normal, but the
palm was solid cabbage. Grest leaves of it tore away, leaving Tangleman holding a
handful of green—and ill falling. It was never wise to trust acabbage-lesf, Ivy
knew.

Tangleman grabbed again, this time catching hold of a giant ear. It was a
cauliflower ear, pulpy around the edges and not very pretty, but it was well
anchored, and finally the tangler managed to pull himsdf out of the muck.

Therestood GrandpaKing Trent and Stanley Steamer and Grundy golem, dlin
their natural forms. They had caught up while Tangleman was bogged down.

"Now—" GrandpaT rentbegan.

"Oh, don't make him change back here, Grandpal" Ivy exclamed, abruptly
returning to her own form as his magic touched her. "Thisisno placefor atangle
tree!”

Trent paused, not making the transformation. "What did you have in mind,
Ivy?' He dwaysencouraged her to think things out and make her own decisions,
because that waswhat shewould haveto do when she eventually became King of
Xanth.

"Tree?' Tangleman asked. "Menotred”

"W, you started as one, vegetable-brain,” Grundy said.

"He means he doesn't want to be atree again,” vy explained.

"I'm afraid we can't leave him as aman,” Grandpa Trent said. "He would not
survive long, with hislack of man-experience.”

Ivy knew not to arguewith her grandfather, but shetried to divert hisintent.
"Maybe we can find him a good place to be a tree, abetter place than he had
before—"

"I'll ask thetop banana,” Grundy said. Hetrotted over to aplant that bore a
single monstrous banana, and made slent noises at it. Grundy could talk to
anything; that was his talent. "It says to ask the big potato, whose eyes see dl "
and he trotted across to the potato that sat on the ground and had eyes dl over.
"It says it saw alot of real peaches and tomatoes not far from here," he reported.
"They're young and sweet and redlly nice company.”

"No doubt,” Grandpa Trent agreed. "Very well—we shall plant him there.”

They started toward the promising spot. Tangleman, responsiveto Ivy'stalent,
had camed down considerably, and went where she directed without protest,
il carrying her though shewasnow aregular girl. Unfortunately it wasn'tasmple
walk, because Ivy was not only a Sorceress, she was a child, and she
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remained interested in things. She spied ahem lock growing beside the path, and
quickly had the tangleman set her down so she could unlock it and put it on her
dress, locking it in place there; it looked very nice as aborder, and of course it
would never dip.

Then shefound ahoney comb that the B'swere no longer using, and used it to
comb out her tangled hair. She paused at a small silvery pond to look at the
slverfish swimming in it. Shereached in to pick one up, but it turned out to be a
goldfish, very pretty and heavy metal, but not much value out of the water. She
plucked agolden rod growing at the bank and used it asastaff, though it toowas
quite heavy. So she threw it in the water, making waves, and the waves were
enhanced by her presence, spreading into the air, and the air waves shook a
nearby date tree so that the down-dates quivered and some of the up-dates at
the top were shaken loose. Ivy grabbed one; it was in the shape of a little 8
connectedtoalittleD, aswasproper for aD8. Shenibbled onthe 8 part, asthat
was dl of it that could be ate.

Meanwhile, Stanley's attention was wandering, so he sniffed aong a brown
hedge and finally took an experimental bite out of it. The hedge threw up its
limbs, scattered leaves dl around, and scurried away. It was a hedge hog, and
didn't like getting chomped by adragon, even asmall one.

They moved on, past a clump of hypnogourds. "l looked into one of those
once," GrandpaTrent remarked. "Back in the dayswhen they werelesscommon,
before | was King. | —"

But meanwhilelvy had spied something bright lyingontheground. Shepicked
it up. It was aglass disk with a handle on it. "What's this?'

Grundy peered at it. "A magnifying glass. They have them in Mundania.”

"You mean it makesthings bigger?’

"Sure, Pipsquesk. Y oujust look through it, and—"

"Oh, goody!" Ivy held the glass up and looked through it at the nearest gourd,
which grew under a canopy that was anchored by saverd mussels that seemed to
enjoy stretching themselves.

Immediately the gourd became much larger. In fact, it swdled to monstrous,
with apeephole twice the sze of aport-hole. Startled, they all looked at it—and
into it, and were caught by the spdl of the gourd.

They stoodinahaunted house. Thewalswererickety, coveredwith badlyfaded
and peeling wallpaper, and the light was gloomy. There were handsome
spider webs in the upper corners, and a mouse squeaked with surprise and
scooted into a hole.

Ivy was delighted. "What's this?' she asked.

"Wereinthegourd, dodo!" Grundy said. Y oumagnified it sowedl sawintothe
peephol e, and now we're stuck until someone breaks our eye-contact and lets us
out."

"Which may not necessarily be soon," GrandpaTrent said heavily. "Were deep
in thejungle; no one knows where we are, or what has happened.”

Grundy glanced a him curioudly. "Say, King Trent—you're only with us in
illusion. How comeyougot caught?"

"I'm not sure,” Trent confessed. "I have not had agreat deal of experiencewith
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gourds, and dl of that has been involuntary. | presumethat if | can see about me
inilluson, | can adso be trapped by the gourd in that state.”

"But since the Sorceress Iris generates the illusion—"

Trent shook hishead. "Evidently my wife doesn't redize. She's not asyoung as
sheoncewas, and doesn't dwayspay close attention. In any event, | am not eager
to remain here longer than necessary. Let's try to find away out."

"But gettingout fromtheinside of agourd hasnever been donebefore,” Grundy
protested. "It hasto be donefrom the outside. Only the night mares can pass out
of the gourd fredy."

"Thereisusualy afirst timefor everything," King Trent said positively, but he
looked dightly negative. He wasn't as young as he used to be, ether; thiswas
evidently a strain.

Meanwhile, Stanley was sniffing around. He hadn't been in aplace like this
before. In amoment he spooked a ghost, who had evidently led a sheltered life
and never seen agreen dragon before. The ghost floated up, considered, and then
tried to scare the dragon by making ahorrendous face. Stanley was not scared;
he was annoyed. He responded with ajet of steam. The ghost zipped out of the
way, alarmed. Now it was angry, it drifted close to a dragonfly ear and yelled
"Boooa!"

Furious, Stanley leaped at the ghogst, trying to chomp it with his teeth.
Naturally they closed on nothing. He crashed into thewall, breaking through it.

Two more ghosts, a haunt, and a spectre started up, spooked. It seemed they
had been nappinginthewdl. Stanley pounced on them, too, snappingviolently for
their backs. But noneof theseweretangible. Inthe processhestirred up something
e Something strange.

Itlifted from acrevice and spread out abovethe dragon in asomber cloud. Pae
white streamers hung from it. "What's that?" Ivy asked nervoudly.

"It lookslike ectoplasm," GrandpaTrent sad. "Generally harmless, but it would
be best to leave it dlone, as it can have unusual properties.”

"Stanley, leave that icky-plasm donel” vy ordered the dragon preemptorily.

But aready Stanley waslegping at it. Hisjaws closed on the cloud. It squished,
and its streamerswrapped around the dragon's snout. He tossed his head about,
trying to get the stuff of f hisface and into hismouth, but itjust stretched liketaffy
and clung. Stanley smacked his head into thewall, trying to knock the ectoplasm
free, but merely succeeded in bashing another hole. Findly he legped right
through the hole, carrying the stuff along with him, streamers of it trailing back.

Tangleman, convinced something was going on, charged after the dragon,
knocking out more piecesofwall. GrandpaTrent winced." TheNight Stallion will
never forgive mefor thigd"

"Who?" lvy asked.

"He runs the gourd-world," Grundy explained. "You know—the boss of the
night mares. We're ruining one of his best sets™

"Oh" Ivy hadn't thought of that. She had considered the wall-bashing
interesting; now she realigned her reaction. She hurried after dragon and
tangler. "Boyd Boyd" she scolded. "Stop that this ingtant! What do you think this
is, abattlefield?"
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Grandpa Trent rolled his eyes—adults did that every so often without
apparent reason—and followed.

Ivy's reprimand was effective. Dragon and Tangleman drew up short, looking
abashed. Stanley had finally scraped most of the ectoplasm off his snout. The
stuff quickly floated elsewhere, having had enough of the dragon.

They were in achamber with atable, and on the table was abox. On the box
was asmall green plant. "Oh, goody!" Ivy cried, reaching for it.

"Hey, youdon't knowwhat'sinit, Turnip!" Grundywarned. Heawayscdled her
that, knowing she hated both turnips and turndown. "Might be a hobgoblin!*

h"lf\fo, Rapunzel wouldn't do that," vy said confidently, lifting the box down to
thefloor.

"Rapunzel 7" Grandpa Trent inquired warily.

"My pun-pal,” lvy explained, admiring the box. She liked wrapped packages.

"Pun-pal? Perhaps my ancient brain is ossifying. If you would explain -

"It's smple, Grandpa! We can't read or write yet, SO we can't be pen-pals, so
we're pun-pal sinstead. We send each other punny things. Or she does, anyway; |
send her regular thingslike flowersand pebbles, and she seemsto like themvery
wdl."

"Howers and pebbles?’ Trent asked. "They'rerather common, don't you think?"

"Not where shelives" Ivy said. "Shésin an ivory tower or somewhere, and she
can't get out. Her guardian’s an old witch who never lets her near any of the good
stuff like mud or peanut butter."

"I can't think why," Trent murmured, smiling in that deviousway adults had.

"Causeit gets in her hair,” Ivy explained matter-of-factly. "She has red, real
long tresses she can dangle right down to the ground outside the tower, but she
can't get down herself. So | send her dl the things she can't get, and she sendsme
puns 'cause she's a pun-dit.”

"That does sound likefair exchange, now that you have explained it,” Grandpa
Trent agreed gravely. "But shouldn't you tell your father, King Dor, about this
person being held captive in atower? We don't encourage that sort of thing in
Xanth, youknow."

Ivy considered. "Maybe | should. But Rapunzel says she's of elven descent;
maybe she doesn't count.”

"She counts,”" King Trent assured her.

"How do you know thisbox isfrom her?' Grundy asked. "Or that it'sfor you?'

"I know what her boxes look like, slly! Seg, it's atress-ract.”

"Tesseract?' Trent inquired.

"Tressract, 'cause of her tresses,” Ivy explained patiently. It seemed that her
grandfather had not been fooling about hisbrain mossy-fying; hewas pretty dow
on concepts. "And it's for me 'cause it's got my ivy on it.”

"So it does" Trent agreed.

"How'sit get hereinthegourd?’ Grundy asked. "And how'd sheknow to sendit
here, right whereyou'd be? Does shelivein the gourd?”

Ivy shrugged. "'Course not, slly! She'sin anivory tower. | told you. Sheésnotin
the real world, really. Shejust sends the box to where | am, and hereswhere |



234 PieasAnthony's Visual Guide to Xanth

"Perhapswe had better seewhat'sin thebox," GrandpaTrent suggested. "I note
that it says O-PUN on thetop.”

"And PUNDORA on the side," Grundy said. "Are you sure it's safe to open
Pundora's box?'

But Ivy was aready opening it. She reached in and brought out athin cylinder,
pointed a oneend. "A pun-cil,” she explained, waving it about. Asshedid, aline
appeared in the air, remaining in place. She turned it around and rubbed the
other end along the line, and it disappeared. Then she lost interest and gave the
pun-cil to Tangleman, who waved it about, admiring the lines of it. They did
vaguely resemble tentacles.

Ivy reached in again and drew out abundle of sticks. When she untied them,
they sprang out into an enclosure like a play-pun, but messer and a lot worse
andling. "Oh, apig-pun,” she sad, losing interest again. She was, after dl, only a
little girl, so her attention span was no longer than she was.

Tangleman climbed into the pig-pun and sat, satisfied. He liked rich soil.

Next she brought out a soft-ball that radiated smal shining rods. "A pun-
cushion," shesaid, and carelesdy tossed it in to Tangleman, who tried to chew on
it. He thought the puns sticking out of it were thorns.

Then Ivy found a basket of warm-smelling pagtries. "Hot cross pund” she
exclaimed, ddighted. Indeed, each had an angry face painted with icing on its
top, and fairly steamed when touched. Ivy ignored the frown and bit into one,
whereupon the icing-face smiled. "They don't like waiting to be eaten," she
explained around her mouthful. "When they wait too long, they get cold. That's
why they're so cross” She handed them out to the others. Soon everyone was
eating them, and dl the pastrieswere smiling. They tasted very good. "Rapunzel is
pretty good with baking-puns,” vy explained.

"Upun my soul," Grundy agreed, munching his own pastry, though it was as
massve as he was. Fortunately he had abig mouth.

When they had snacked, vy brought out the rest of the itemsin thebox. There
weretwo doll-like figures identified as Puns and Judy, and apair of snake eyeson
small cubes that must have fallen from the Ivory Tower, and a couple of
miscellaneous spdls locked in globes. Grundy looked at these, and identified
them as captured noises; one was an outcry, the other a sound-of-mind.

That wasit; the pundorabox was empty at lagt. Ivy grimaced. "Not much, this
time. Well, I'll send her some stuff back." Shewalked about, picking up pieces of
plaster, wood and wallpaper and tossing them into the box. A poltergeist
wandered through the room, rattling its chain; Ivy grabbed the chain, starting a
tug-of-war, till Grandpa Trent interceded.

"That chain belongs to the ghogt," he explained. "It's not right to take it."

"Oh, dl right!" Ivy said with bad grace, suddenly letting go of her end so that the
ghogt shot backwards through awal. "But | don't have enough things for the box
yet."
Now they dl cast about, scavenging for fragments, until there was a fair
sdection. Then Ivy snapped off one of her hairs and tucked it in the top of the
box, inthismanner addressing it to Rapunzel of thelong tresses. She clapped her
hands, and the box vanished.
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"Live and learn," Grundy remarked. "I never heard of apun-pal before.”

"Loats of things you don't know, golem,” Ivy said smugly.

"But our problemremains,” GrandpaTrent said. "Weneedtofind someway out
of the gourd, and | don't believe waking about will do it."

"Thisis probably the gourd Mare Imbri was heading for when the tangler
chased her,” Grundy said. "As a night mare, she can travel in and out at will.
Maybewe can get her to carry amessage to the Sorceress Iris—"

"Imbri doesn'tusethegourdsanymore, sily," vy sad. " Shésaday marenow. She
won't comehere.”

"Anyway, Peanut," Grundy sai d—he aways cdled her that—"we haveto
break the eye-contact we have with the pegphole of the gourd from the outside,
not the insde."

"Which means well have to be credtive" Trent said. "Let's see what we have
here." He assembled the remaining items from the pun box. "Here—Ilet's pass
these out and let each person try to fashion what he has into a device for escape”

No one seemed to be very positive about this, but each accepted a couple of
puns. The green tangler got the two noise spdls, becausethey seemed the least
promising. Hetried to eat one, but the globe resisted his teeth; he shook one, but
the noise merely swirled around insgde. Finally he bashed the two together, hard.

They cracked and thesounds escaped. Therewasahal fway deafening shout—
and suddenly the group was standing outside the huge gourd. Tangleman,
startled, pushed his fist forward into the gourd, shattering it.

"Wereout!" Grundy exclaimed."Buthow?"

Theonly one of usto act was Tangleman,” GrandpaTrent said. "But | don't see
how cracking the noise gpdls could have -

"Ask the mussdls,” Ivy suggested.

Trent looked at her. "The musses?’

"They covered up the peephole,”" she said. "Why?"

Grundy asked the mussdl's, who had indeed contracted and drawn the canopy
down over the peephole, breaking the peoples line of sight and freeing them from
the gourd's spdl. The mussels replied that they had reacted to a mind-jolting
outcry from within the gourd, that had so darmed them that they had
immediately contracted.

"So it was Tangleman!" Grandpa Trent exclaimed. "He smashed the sound-of-
mind into theoutcry, and the result was so loud it reached right out of thegourd!™

"That'sthenatureof outcries,” Grundy said." They'vegottoget outof whatever
they're in. Only the magic of the spell kept that outcry contained before, and
when that cracked—"

"Now let'sget onto my house," GrandpaTrent said atriflegrimly. Adultswere
like that, their moods changing inexplicably. "Before we get into any more
mischief."

"But what about Tangleman?' Ivy asked. "He saved us, by being the most
crestive, didn't he?'

GrandpaTrent sighed, then quirked asmile. "l suppose he does deserve credit
for that. Perhaps hell work out in our society after dl, if hewantsto. Very well,
well bringhimalongtoo." Heglanced about. "Wecan't risk any moreofthisjungle
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trek," and he transformed them dl back into birds, including Tangleman, and
they flewin aflock to the North Village.

They had awonderful time at Grandpa Trent and Grandma Iriss house, and
Grundy took over the management of the tangl er, perching on hisgreen shoulder
and telling him what to do to get aong in the strange world of flesh folk. The
golem was good at that sort of thing, and it did get him off lvy's case. So dll
problems were negtly solved.

But two dayslater, when Ivy returned to Castle Roogna, and her parents heard
about the great adventure, they acted in the truly inexplicable manner of adults.
They grounded her, for no reason at dl. It wasvery unfair. .

Other ddeted sections from the book:

(and one paragraph deleted from p. 435 of manuscript:)

The"creative" effort our heroes made to get out of the gourd derivesfrom an
exercise we were given when we attended our daughter's Cheryl's gifted class
summer program, and were given envelopes containing an assortment of things
like paper clips, beads, paper and yarn, and told to make something cresative
from this. Naturally | botched mine, since | had atruly fantastic notion that fell
apart in practice, exactly as my novels do, but | thought theideaworth salvaging.
S0 heréstheyarn!

(And from manuscript p. 432)

...But sincethisisgetting out of hand, | don't promiseto do thisindefinitely,
and will try to dose down Pundora’s box. So those of you who remain out there,
bursting with puns—stifle them, because there's only so much of this nonsense
anyonecantake. Onefan even sent methefirst chapter of hisDictionary of Puns;
I used none of those, because he hopesto havethat published independently; he

just wanted marketing advice. By the time Lye sees print—please, no remarks
about what kind of eyes it has to see anything—I should have completed the
following Xanth novel, and plansareinchoatebeyond that, so any punsyou send
are gpt to be wasted anyway.

(Some of this duplicates the published Author's Note; | just wanted to have a
record of what | did origindly say about the cessation of puns.)
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