The Forest’'s Edge

Change Log for v13

e Western Expanses customs, pops, tames, and notes (Uni & Trea & Ashera)
o New customs are highlighted in yellow

e Grems pops (Aleron)

o Valley of Flowers pops (Uni)

e Pixie Forest pops (Uni)

o Slens wolf update (Aleron)

NOTE: Prior change logs are at the end of the document.
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Kill 15 small homonculi and return to Hargood. (belt of homoculous fingers) - 2qp 4000xp .............. 274
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Retrieve the Pearl Bracelet for the Rainbow Faerie (Small Crystal Amulet) — 2gp.....cccceevercveneriienienns 274
Help Tweery expand his art collection. (mace of brandings) — 24P .....ccevvvereriieneenenienireeeseseeiene 276
Deliver the message to Kissk (Transfer ENErgY) — S0P ...ccoirrrererrerierieeieesieiiesieeieesieesiesitesieeseesssseseeenne 278
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Paprika for older monk. — 1P 40000XP ...coueerveriererireriiesieeieiesseesieeeeseesseseesseeassesseessessesaeessesssessenns 281

Return a simple candle to the dining room candelabra in Lag Castle. ........ccccocveevieivcieenciene e 282
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Give the head of the minotaur librarian to the disgraced minotaur to learn how to fight dirty. (dirty fighting) — 1qp
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Seek the blessing of Osse's Devout. (shining blue umbrella) - 2gP ...cccoovvevivienenieeceeeeee e 298
Priest 0f Kantos ......ciiiiiiiiiiiiiiiic e 299
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Soothe the grief of the fisherman's ghost. — 20D ..ocvviiiiiiiiiieece e 308
Bring Lenala Widdershins' family together again. — 60p .....ccoveeierieniiniie et 309
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Confront the bride's betrayer and close the rift. - 2qP.....ccceviriiiririiniie e 310
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Bring Etrahnin the words of the Oracle of Ages regarding a coming battle (Sword of Glory or Staff of Valor — Part 1) —

Return to Tsarith with the words of the Oracle of Ages. (Sword of Glory or Staff of Valor— Part 2) —5qp316
Free Aenah from her possession. (class specific itemM) — 1OGP ....ocveerererirererieieirieresereeeee e 319

Discover who stole Dorgonnag's child from her and find it. — 2gP ...ccoovevvveneeiiiniienicese e 328



Bring a thick redwood branch and a gemstone of the elements to Ramodo. (class specific titan item) — 8qp

Yell the name of your beloved! (bracelet of adoration) — 0gP .....ccevvevveeeeeeerieeee et 332
End the reign of the tyrant. (crown of the martyr/spirit) — 8gP.....cccecuvvvrirerereerieinnere e 333
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FrENZY — DD vttt bbb bbb sanee 335
DiISDEIIEVE = OO .ttt sttt sttt st b et b et s a e e b st st b e e b e b s nre b et 336
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Help the adventurers around Ahriman's TOWEE — B0 ...coververueerieniereeienireerieseesieesiesieeseeeeeseeeneseeenns 348
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Retrieve the healing potion for the tired and haggard elf's wounds. = 1gp.....cccccovervvenienenneirienenennns 349
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Areas

Abandoned Northerly Road
Approx. Level: 1

The ogre governors of Denab-Knur have recently begun work to restore a path north of the Great North Road, leading
around their city. While there is much work to be done before their efforts are completed, they have now made the
way accessible to the general public.

All north from outside the east gate of Denab

i

Abandoned Village (Grems)
Approx. Level: 30

So long dead that none but a few remember its name, a fishing village lies abandoned far north on the Elhanni near
Pennan. Its people lived on the fringe of starvation, never having enough to eat except what they took from the river.
Then, one day, they were gone. Few who have investigated the matter have returned, though it is said an old fisherman
knows the tale...

Directions to Zone:

From the well in Pennan > Speed ennnnnnwnnnn > “Cross Plank” > Go one east > “to boat yes”
NOTE: To leave the zone, “ring bell” > “to boat return”

Tips: All the gremlins have poison attacks and move around very quickly, so expect walk-ins.

Tips: The area circled in red below is where the boss is located. He is usually hidden and only unhides when someone
enters the room, so be careful as he is badass. He does not move from that room.

Tips: There are a couple ghosts wandering around. They are not agro. They do not assist.



To get to the fisherman’s wife, you have to “move rug” to get down below then “ask fish wife” or “ask fish open” to
start the quest to get his wife to appear.

Pops:

e Lesser gremlins pop: many-faceted amethyst, black hued daggers, phial of infravision
e The boss (TCE) pops: a Crystalline Dodecahedron, Dagger Of Souls.
o After you kill TCE, “search straw” for the locked box.
e Piece of twine near the old fisherman ghost in the room down (Room #46532).
e ghost of a villager: wide brimmed hat, home-spun cloak (riverman’s cloak), heavy oak staff, oak quarterstaff,
walnut quarterstaff
e ghost of a fisherman: massive wood axe, home-spun cloak (riverman’s cloak)

Anthill
Approx. Level: 5

The grasslands east of Chiiron have long had a problem with a colony of giant ants. These ants, which are rumored to
often be the size of large dogs, have a series of tunnels which several adventurers have reported lead deep beneath the
earth. Somewhere in there must live the ant queen as the colony shows no signs of dying.

Directions to Zone:

From outside the East Gate of Chiiron > speed eeeeueseneedsss

NOTE: The worker ants are not agro, but will assist. The guardian ants are agro.

The ants’ pop an old skeleton can be used to custom a bone ring in Chiiron.

Ant queen pops sea green gems

On the ground: pinch of sand, grain of sand, raw light green mold, nice-looking pebble

Room #639: search pile > raw cold, slimy fish, small reddish fish, raw chunk of meat, loaf of rye bread

Room #619: ent hole

Aqua-goblins
Approx. Level: 70

Comfortably secluded from harassment by their land-walking enemies, a tribe of aqua-goblins lives quite well by piracy
and subterfuge under the noses of their neighbors in Medienne. No ordinary goblins, these savvy sea-warriors are
uniquely adapted for their environment and offer quick death to any who would intrude on their world. Unable to truly
deal with the problem, officials in Medienne choose to ignore it knowing any losses that their merchant ships incur is
minimal compared to the potential losses of trying to dislodge such a powerfully entrenched enemy. Since the loss of
Malana - Medienne's most powerful adventurer - to the aqua-goblins, Lord Richard is unclear on what steps he could
take to alleviate the problem. Rumors of sunken ships and lost treasures are traded in even the poshest bars in
Medienne, and the most dubious of listeners knows that they contain some element of truth. And while none can
completely agree on which powerful weapons, or what incredible magics might someday be recovered, all will
acknowledge that the aqua-goblins themselves are probably not the worst of the creatures living in the deep.

Directions to Zone:



From "Outside the West Gate of Medienne" > speed 2wn5wnw > jump swirl
Recommendation: Practice swim to level 7 (and improve to level 10) and custom the diving fins. The diving fins custom

at the leather maker in Medienne.
Reminder: Because the zone is underwater, you cannot have the bards sing.
IMPORTANT: Zone does require water breathing.

Options for water breathing:

. [Ring of water breathing ](blue coral shell ring) [COmmented [DF1]: Pops in Krasnog’s chest ]

e A [Necklace Of Water Breathing] [ Commented [DF2]: Pops off the Banshee near Aspects ]

e A Stick Of Incense Of Water Breathing (bluish stick of incense)

L] iA Sapphire Circlet] { Commented [DF3]: Level 1 easy pop in Medienne Sewers. Only }
down side is that you cannot remove it after you wear it.

e Have aranger/druid/bard cast water breathing on you
e Wear an amulet of the drowned sailor, from a previous life ;)

IMPORTANT: Do NOT attack the sperm whale. It does not do crazy damage, but has crazy amount of hit points. Reports
of several groups with multiple mages and clerics only got it to bruised. It may be the most powerful mob in the game.
The whale is not agro and does not move.

IMPORTANT: Do not use electrical spells under water as they hit everyone in the room. OUCH! Weapons that do
electrical damage are OK.

How to run the zone:

East Side Only:

Once you “jump swirl” to get into the zone, quickly go down one or risk getting swept away. | then head all down (killing
aqua goblins along the way). | then head straight east, until | can go no further (again killing aqua goblins along the way).

“Search Rack” a few times for a chance to pop the leather whip of biting frost (+3 to ice lance, great for mages).

I then usually hit the chest up next. So from the alcove, go w s s w n. Down is Axka'mura (scans as aqua-goblin
legionnaire). Axka'mura has a chance to pop a nice shield and a nice sword. Once dead, disarm the trap on the chest for
a chance to pop cure critical potions and/or terminus mace.

Next stop is where | try to pop the Plankton Pantaloons. From the chest go, usen e e nn e e e. This location is one
south of the Kraken (gargantuan octopus). Wait about 10 seconds for a chance to have a bloated corpse float in from the
north. | recommend attacking it right away; otherwise | will randomly leap someone. Once you kill the bloated corpse, it
will disintegrate and drop its loot. One item it will drop is the Plankton Pantaloons.

Next, kill the Kraken. One north is the kraken (room circled in red). Kill the kraken (he has a small chance to blind you).
After the kraken is dead, “search bone” for a chance to pop a platinum bar.

On the west side... you can search seaweed in 98918 and 98919, both in south west area of zone, for a high chance of
getting seaweed. | believe you need the searching skill to do it, though.

| usually head out of the zone at this point, so from the Kraken go s and 4w. Then go all up (will be two aqua goblins
along the way). Once you can go no further, then “climb up”. Remove your fins, otherwise you’ll probably trip and fall.
Then head back to the spot where you can “jump swirl” (speed u2e2n2wnw).



Southwest side there is a search for strand of thick seaweed, unsure of exact command and location, need search 7

Pops:
e All Aqua goblins skin blue aqua-goblin fin
e Legionaires - mithril bastard sword 'DeepWater'
e Legionaires\Chest - coral shield of rejuvination
e Legionaires\Chest - adamintine two-handed mace 'Terminus'
e Adolescent aquagoblin — pearl of the deep, bag of treasures (contains seashells)
e Dbloated corpse - Plankton Pantaloons
e kraken —search bone after death for chance to pop platinum bar or a chance to pop an ancient brass rod
'Reverie' (search 7 confirmed popping)
e weapon rack - search rack to pop a leather whip of biting frost
e Room #98918 (one west of sperm whale) search shell - large creamy pearl (Pearl Of The Deep)
e Room #98901 on the ground - mound of whale blubber, yellow eye of an octopus, raw black crab claw
e Room #98908 on the ground - heavy iron anchor

e Room #98930 on the ground — whelk (sells for 8gp)
e Room #98942 search pen then search hole - child's stuffed pet lizard

Quest:
Get from ghost elf (Malana) who appears after midnight (about 2AM in game time) at the dock.
ask mala revenge
Malana tells you:
"I am encouraged by your brave undertaking. There are so many of those vile
creatures."
-*-You have been assigned a quest! -*-
Malana roves east.
Malana tells you:
"Simply return and ask me if your revenge will let my soul finally rest."
| believe she wants you to kill 200-300 aqua goblins.
Ask elf ave
The ghost of an elf tells you: "I think you should have told me you were done!"
to elf done

You say to the ghost of an elf (in entish): "done"

The ghost of an elf tells you:
"Oh Yes! You have avenged my death at the hands of those creatures. My soul can finally rest."



Because this was such a grand undertaking and you showed such courage and determination in battling those
underwater devils, | would like to show my appreciation by giving you this token of my gratitude.
-*-You gain 5 quest points and 1000000 experience points! -*-

Once the quest is complete, the ghost will give you a ruby amulet (An Amulet Of The Drowned Sailor).

An Amulet Of The Drowned Sailor
Base Cost: 15000 Level: 70 Weight: 2.00 Ibs
Armor Class: 2
Acid: 5% Fire: 9% Cold: 85%

Rarity: Rare
Materials: leather,stone
Wear Loc.: neck

Layer: under

Affects:
Is water-proof.
Is magical.
Grants the ability to breathe underwater.
Second attack by +1.
Hit_points by +10.
Is rust-proof.

Ahriman's Academy
Approx. Level: 70

To the southwest of the bright lights of Brembledon, a school for the magically gifted has operated without interruption
for more than a century. Famed for their medical advances and top-notch preparedness of young talent, the school
boasts perhaps the greatest gathering of magic in all the world. Led by the Archmage Ahriman, the school has moved to
the forefront of magical affairs, though a disturbing amount of explosions seems to be emanating from near the castle
as of late.

Badly scarred man will block anyone less than level 45 ? (still confirming this #) from entering the zone. You can just go
one south of this dude, and summon lower level folks into the zone, and be fine from then on.

Directions to Zone:

Repop is circled in red. There is a rhen berry bush, and south is a skye terrior. Head south of repop to enter into zone.




Level 1:

The Keys:

Deep Blue key — Pops off the avatar. It opens the south door to the gaunt young man in star-patterned robes.
There is a chest in this room too.

Slender Purple key — Pops off the drider. It opens the way to the daemons (south of the Drider).

Blocky Green key — Pops off the gaunt female. It opens the way to Ahriman.

The Pops:

Yashna (bulky, scarred ogre with glowing purple eyes) — dark black bracer (pit fighter’s bracer), suit of black steel
chainmail, bright bronze badge (pit fighter champion), steel two-handed battle axe

Avatar of Law Corrupted - lustrous emerald ring

Avatar of Corrupted Chaos - ?

Avatar of Corrupted Neutrality — lustrous sapphire ring

Fae-fueled drider - ivy covered stone breastplate

Ahriman (svelte older man wrapped in cracking purple energy) — headmaster robe, fae torso pad, glowing purple
charm (charm of dispelling) --- use charm to get vial of glowing blood, an electrum file, shard of crystallized
fae**

[**shard of crystallized fae pops on death, get a special message - At the last word, he exhales deeply, and a
purple tear-shaped shard]

Daemon covered in stone skin - dark magenta amulet (amulet of fae binding), glowing green shard (shard of
crystallized earth)

Daemon covered in glittery scales - glowing blue shard (shard of crystallized water)

Daemon surrounded in sparkling cyan energy - glowing yellow shard (shard of crystallized lightning)

Commented [DF4]: I'm still unsure if you need to do one or
both quests to pop this. At the time | popped it, both quests were
complete.




e Daemon with patches of sparking flesh - glowing red shard (shard of crystallized fire), fragment of burning red
stone

e Daevas (emaciated man in torn purple robes) —pair of dark purple forearm pads (fae leg and arm pads)

e Possessed student — hastily-scrawled note

e Gaunt young man in star-patterned robes (Leerling) - pouch of silver powder, short ash staff, pair of well-crafted
black leather sleeves, pair of black leather gauntlets, pair of black leather leggings, set of blue, star-patterned
robes

e Starry Chest - sparkling purple shield (Fae Champion's Shield), red-green diamond, sea green gem, phial filled
with a rainbow-hued liquid, phial filled with a blue-white liquid, translucent crimson gem

e Corpseweaver (pale, fleshy monstrosity) — headstone

e animated pile of bones — bit of bone

The gaunt young man in star-patterned robes has a chance to blind you.
Lesser daemons, drider, pale fleshy monstrosity, and the fox kitten are not agro and do not block and do not assist.

A two-tailed fox kitten hops playfully about. — this is the new ranger pet. There is a note on the ground that explains how
to use the new pet.

Use flame strike on lesser daemons and possessed students.
Use on avatar and gaunt female mage in blood-splattered robes.
Use ice on hellhound and daemon surrounded in sparkling cyan energy and daemon with patches of sparking flesh.

Lawful only ring that pops that gives +dam - the ring pops on the avatar of corrupt law/chaos/neutrality. The avatar will
change depending on these factors:

e Whoever opens the door

e Whoever gets damage by going west through the door

e Whoever go first into the room with the Avatar

e If the above 3 are satisfied then the Avatar will drop the ring for your alignment

And a bracer that replaces the iron laced. - the bracer pops on the ogre. It gives damage and a chance for an extra
attack.

Base Cost: 12500 Level: 75 Weight: 2.38 Ibs

Armor Class: 8
Acid: 65% Fire: 93% Cold: 98%

Rarity: priceless
Materials: steel
Wear Loc.: wrist

Layer: base

Anti-Flags: anti-mage, anti-cleric, anti-druid

Affects:
Damroll by +2.
Is rust-proof.
[More suited to be worn by true fighters.|

Commented [DF5]: This was recently changed. Appears the
hounds now assist.

[ Commented [DF6]: This give you a chance for an extra attack. ]




Base Cost: 28000 Level: 70 Weight: 9.50 Ibs
Armor Class: 12
Acid: 60% Fire: 5% Cold: 97%

Rarity: very rare
Condition: reasonable
Materials: electrum, steel, wood
Wear Loc.: left_hand

Layer: over

Anti-Flags: anti-mage, anti-monk

Affects:
Constitution by +1.
Intelligence by +1.
Shield strike by +1.
Is glowing.
Is magical.
Is rust-proof.

Ash Newts (In progress...)
Accessed from inside fire newts. Go to the area with the toads and drakes, then go to west southwest corner and Climb
West.

e ash newt: tiny obsidian claw

e laying on the ground: shard of obsidian

e obsidian spider: obsidian carapace segment, small piece of obsidian spider's web
e obsidian spider queen: small piece of obsidian spider's web

e obsidian spider hatchling

e Room #42796 — Search Nest — clear, smooth crystal

Bamboo Forest (Giant Pandas)
Approx. Level: 30

Southwest of the lizardman city of Sos-kul, a single trail leads into a thick forest of bamboo. This trail has long been lost,
but with its rediscovery, old lizardwives have begun speaking again of another lizard town which once lay further down



the trail. Rumour of a magical spring which enchants the animals of the area has spread widely, attracting many brave
adventurers down the forgotten path.

Directions to Zone: From outside the west gate of Sos-kul, go speed 3s3wsw2swsw (this is repop).

Giant pandas is the top half of the zone. The giant pandas block and are agro. The giant pandas sleep very well. This zone
is often used as an alternative to Stone Giants.

enter gap to get to the nexus of energy which pops perfectly clear twelve-sided crystal (crystal of composure). The
crystal drops on death. Crystal is needed to enter into tomb of the order (to focus the portal)

push bamboo - colossal bipedal reptile. Get briar after you kill him —for a quest in tomb of the order. Be very careful he
is a tough one to beat.

Break bamboo — to get to the rotten part of the forest (also how you pop perfectly straight length of seasoned bamboo
— it has a chance to fall off after breaking the bamboo)

e bamboo partridge - soft, buff-colored feather

e onthe ground (pick lemon) - raw handful of lemongrass

e giant panda - giant black and white bear skin

e panda - black and white bear skin

e onthe ground - enormous green bamboo leaf, bamboo shoot, crumbling brown bamboo leaf, green bamboo
leaf, length of bamboo

e giant black rodent: scraggly black rodent pelt

e enormous, muscular black python: giant black python skin

e search bone (southwestish corner of rotten forest): bit of bone

e Room 39807 (search lea) - ???

Barbarian Camp
Approx. Level: 45

For many ages past, a nomadic tribe of human barbarians have roamed the northern regions of the realm, hunting
reindeer and other game. They survived many global weather catastrophes and bitter wars with dwarves and elves.
Many ancient elves and dwarves can attest to their deft hunting skills and fighting prowess. Recently, a small band of
dwarven explorers have uncovered their current settlement, somewhere to the northwest of Kha-da beyond an old
mage tower. Generally hostile to outsiders, the barbarians should be regarded as a possible threat to civilizations
around the area, warn the explorers.

Directions to Zone:

From the Cairn Mountain Road - Junction and Obelisk (west of Kha-da gate) > speed nnnddnnnwwwwwwwnwn > this is
Zarander’s Tower > continue north until you can go no further, then climb up

Tip: Parchments can be given to the guard so that he doesn’t call the elders to attack, when you attack him. Parchments
are no.save.

Tip: After you kill the barbican chieftain, “move tap” to go to an area north where there is a chest. The chest is trapped
and does AOE poison damage so make sure the thief is alone.

Tip: After you a finish with the chest, “touch notch” to go further north to a dwarf that pracs:



Skill Level  Cost Prac

e fourth attack unk 4800 12
e off-hand attack unk 1706 8
e scan 1 4500 10
e polearm unk 6
Tip: In the room 2 east from the bon fire, “dig snow” and get the corpse. Go back to the bon fire (two west) and “throw

corpse fire”. Get the ashes that get created. Then go 2 north and “throw ash tent” and a door will open to the north to
the Shaman.

Pops:

e Scouts pop fine silver knife.

e Chieftain pops Silverbolt Axe and helm of battle toughness.

e Elders pop amulet of battle vigor.

e Warriors pops shield of resilience and auroch skins.

e Hidesmaker pops auroch skins.

e Shaman pops robe of protection, herbal anklets, and blessed candles.
e Chest pops chunks of adamantine ore and jade bracelets.

Beach at Sea of Stars
Approx. Level: 3

East of Chiiron is a beach filled with golden sand. The region is teeming with wildlife, and some of the sea creatures
there are highly regarded for the tasty food they can provide. The beach makes for both a good hunting ground for new
adventurers, as well as a pleasant place to relax and soak in the atmosphere.

Directions to Zone:
From outside the east gate of Chiiron > speed 4euesen2ed5ene3s3e

There is a seagull nest that if you search, you can find a silver keyring. Be warned that the seagull will immediate attack
you after you initiate the search.

South along the beach in the water there is a large tortoise that skins for a tortoise shell, which is used to custom
tortoise shell shield.

You can find crab shell (skin off the crabs) and seashells (laying on the ground) here, which can be used to custom the
seashell necklace in Chiiron.

Big Beaver Dam (In progress...)
Approx. Level: 5



The river which flows through Medienne Forest would run through the southern portion of the city itself if not for the
beaver dam nearby. Furriers and trappers, looking for the pelts of these creatures, search this area often and prise the
secret of how to get inside the dam itself.

Located in the middle south part of the forest.
Beavers skin for a beaver pelt.
There is a tender strip of bark lying on the ground.

Bitter Pools (In progress...)
Approx. Level: 15

Just east of Narak, on the northern coast of an arid desert, lies a marshy bog of sinkholes and acidic pools. Strange
beasts have been seen in the area, emerging from the marsh. Additionally, it has been said that strange shimmering
creatures have been spotted flitting across the horizon, although whether that is fact or tale, no one can seem to agree.

The area is located just eastish/north of Narak.

e murk beast-?
e Room #42027: Search Hole - ?
e giant ball of light - ?

The Black Wastes
Approx. Level: 70

Legends tell of a great land known as Tarik Nor and until recently they were just rumors until a band of adventurers
found a barren tunnel leading to a desert terrain which they believe is Tarik Nor. The land is described as a vast
wasteland, completely void of all wildlife, plants and water, being nothing more then a flat desert. Reports from several
other bands of adventurers tell of a forest which lies deep inside the waste but further exploration was blocked as
unseen forces seemed to push them away. Scholars and sages have researched the land deeply and have found that it
was once part of a major trade route that linked Pennan, Medienne and Chiiron with exotic supplies and crafts. The last
expedition to travel into the wastes was never heard from again. What truly lies inside the land of Tarik Nor is unknown



but legends speak of a marvelous city from which riches of unbelievable magnitude were bought and sold daily. Those
wishing to travel into the land are told to seek the north-eastern most section of the Dragonspire mountain range but
many sages warn that the path is dangerous and death lurks around every corner in this forbidden land.

Directions to Zone:

From outside the west gate of Medienne go speed w3ne2nene3nwn2w12ne5n3ene3n3e2ne3nene2nen3ene2ne3n >
move rub > follow path until water exit to the north > cli north twice > follow the trail to the east until it deadends

Pop: Southeast of where it deadends you get “get spike” to grab a 3 pairs of mithril climbing spikes, which are required
to cli down twice in the next level.

climb down twice (will need mithril climbing spikes) > follow the path until is splits WNE

e east is black wastes / forgotten soldiers - follow trail to the east until it deadends > move stone
e northis desert ogres

East are the forgotten soldiers. You must go through them to get to the black wastes.

Pop: Assuming the dwarf is one east of you, head two north and one east, then “get canteen” for a chance to pop a
dusty canteen.

Forgotten Soldiers
Tip: The forgotten soldiers / lieutenant blind, so be careful.

Tip: Recommend using lightning attacks against them.
Tip: Only the forgotten lieutenant moves around, the rest are stationary. Be careful if he is doubled up with a soldier.
Pops:

e forgotten lieutenant - elliptical disc to the Black Wastes, adamantine claymore 'Widowmaker'
e forgotten soldier — drop mithril and steel meltables in the form of dented armor that can be melted for 2 ingots

Wastes NW Quadrant (Shriekers & Treant)
Tip: The room one south of the gate into the black wastes is a safe room and thus a good spot to pfull before continuing.

This zone is broken into four quadrants.

e Shriekers are hidden in the areas circled in red and will auto attack the tank. Best to use cold spells against them.

e Great dark treent is hidden in the middle of the shriekers circled in blue. He will attack at random, so will have to
bait him out, then attack. There is a chance he will toss you out to the room to the east during combat. Best to
use fire spells again him.

I”

e Inthe northwest most room, if you “get crystal” you have a chance to pop a crystal of channeling.



Wastes NE Quadrant (Dark Nymphs)

e 7 dark nymphs. The roam around randomly, but don’t leave the quadrant. They are hidden, so need “dark gold
ring” or ability to see hidden mobs. Use fire spells on them. They pop locks of dark hair which is used to custom
a Dark hair necklace.

e They are only agro to those of good alignment.

e Three east of the gate is a place you can drink from a spring.

e There is a tree stump you can “sit stump” for an ancient trent to leap to attack you! —if you “to tree yes” you
will get a quest assigned to you to kill the avenging elf.

Wastes South Half (vyan mystic, avenging elf, dark unicorns, dark stirges, werebears, wereboars, dark
treants)

The area circled in red is the avenging spirit of an elven warrior. To get the elf to appear, “dig grave”. He will randomly
leap someone and temporarily remove all exits to the room. It is best to bait him out, by sending someone in solo and
having a cleric summon out at the last second (have to summon as elf temporarily disables all exists to the room).

The area circled in blue is a safe area good for prepping. “Ent log” is the command. Prep when you need then “ent hol”
to leave and continue killing. Some folks will sit in the log, then go south and kill the avenging elf.

In the middle east side, you can “move tree” (need more than 21 str), then go all east, assuming you have vyan at level 7
or higher, you can “trace rune” for a spiteful ghost of a vyan mystic to appear and try to kill you. Heads up, if you try to
leave weaker party members, ensure to leave them in the log, as the vyan mystic will ignore you and go after them. Also,
if you flee he will chase you down.

In the northwestish side of the south half (room 51391), you can pick a black flower which is a black lotus. It will
hallucinate you when you hold it which is good for improving neutralize.

Recommended Spells:

e Avenging elf: acid storm or arc lightning
e Vyan mystic: Flame Strike



e Owl bear: Flame Strike

e Dark Unicorn: Ice Lance
e Wereboar: Flame Strike
e Dark Treant: Flame Strike

e Elf corpse (2 north of avenging elf): wineskin full of taengle wine (revitalize), swirling potions (haste), and leather
purses filled with platinum coins.

e Avenging elf: Starite (translucent-blue crystal), slender steel longsword, Ethereal Breastplate

e Vyan mystic: black rune-inscribed nekode, brass knuckles

e Owl bear: owl bear claw

e Dark Unicorn: dark unicorn horn

e Wereboar: boar tusk, pair of soft grey leather boots (elven boots)

Borer Beetles (In progress...)
Approx. Level: 15

A certain oak tree along the Southern Trade Road, a long-time favorite rest stop for travelers in the region, has recently
become overrun by an infestation of giant wood-eating beetles. Travelers are now warned to stay clear of the area lest
they fall prey to the giant beetles as well. Though some in the area are sympathetic to the plight of the ancient tree, no
one has yet been able to purge the oversized insects from the oak.

Directions to Zone:
From the well in pennan > speed 7s > pull lever > speed 9s > cli tree
yellowish borer beetle is not agro, but will assist.

Climb up. In the first room, you can “get gem” to get a translucent crimson gem. Go up two more and you can “enter
hole” to go inside the tree.

Pops:

e borer beetle: bit of yellow goo, dried-out beetle shell

e giant green tree-worm: green tree worm skin

e yellowish locust beetle: dried-out beetle shell

e Dbotton of inside the tree - detangle root: gnarly piece of tree root

e small only room inside the tree — search pile: cloudy, olive-green marble (Marble Of Acidic Enhancement)



e first room in zone - get gem: translucent crimson gem

Bounty Hunters (In progress...)
Approx. Level: 40

Rumours abound of an event once thought impossible. Whispers of an uprising in Voaleth.

The Goblin slaves of Voaleth have revolted, throwing off their chains and slaying their masters. They are known to have
fled to ruins northeast of Denab-Knur, led by their Chosen One. The Tyrant has set a bounty on their heads and the
finest bounty hunters in the lands have come to test themselves and claim their prize.

The Hunters camp outside the hiding place of these fugitives, awaiting news and instruction - and soon they will move to
claim their bounties...

Directions to Zone: go north past denab, almost to the very end of the road. In a room with SW exits, climb up, up.
Decent cash. Rumor is that the zone is unfinished.
Pops:

e female bounty hunter - ?

e dwarven bounty hunter (Kharl): old, well-worn mithril hand axe (Well-worn Mithril Hand Axe 'Grace'), red-green
diamond

e orctorturer: set of runed, bloody robes (Set Of Runed, Bloody Torturer's Robes)

e vyaness bounty hunter (Dyva): Emerald Pendant Of Spirit

e vyan bounty hunter (Dyven): Sapphire Pendant Of Courage

e trollish bounty hunter (Gnurg): ?

e vyan slavemaster (Varad): dark red robe, translucent crimson gem (jacinth), large bronze mace

Brembledon
At the Desert Farmhouse, Search pile: dirty rag doll

Brembledon Plantation
Approx. Level: 65

Deep in the night, several halflings from a plantation just northeast of the town of Brembledon snuck into a circus
caravan to pay a visit with the fortune teller. The master of the plantation was displeased with the love spell he had
received from the Madam, and with his brethren beside him, enacted his revenge in the form of a savage beating.

Several days later, limping with the help of a cane, the heavily bruised Madam turned up at the doorstep of the
plantation. As the master flung open the door, the Madam spoke ill words, dripping with seething rage and undying
hatred.

Little has been heard from the plantation since, though the few who have ventured from the safety of the town walls
past sunset have heard deep, sorrowful howling.

Directions to Zone:

From Outside the east gates of Bremdledon head straight north until you run into a Halfling. You'll need a key to get past
the gate, so ask the Halfling about a key and you are there.



ask half key

A halfling man in a large top hat looks at you and says, Ah! Akey.... yes... | have one of those. Enjoy it.... keep your
wits about you while you visit though."

A halfling man in a large top hat hands you a key. (red-and-white key)

Tips: Room #16773 (A Slightly Rutted Road) appears to be repop (where the halfling is located).

Patriarch calls the butler to assist when attack.
Pops:

e mousy halfling maid (Meyrin): can blind group members, blue and white maid uniform, pair of overly-large
spectacles

e old Halfling (Tanaka): ceramic cup of tea

e halfling matriarch (Elizabeth):

e halfling patriarch (Ciel):

e Halfling cook (Baldroy): heavy iron skillet, basket of potpies

e halfling butler (Sebastian): pair of white gloves

e halfling boy (Alois):

e halfling bookkeeper (William): quill pen, pair of spectacles

o halfling fruit picker (Thompson): apple

e Halfling man (pluto): sapphire pendent (lycanthrope's pendant)

e Halfling nut gatherer (Canterbury): raw cashew apple

e Halfling grounds keeper (Grell): double-edged saw

e halfling weed picker (Timber): trowel, an essence of wolfsbane (an essence of purple powder)

e halfling farmhand (Finnian): gardening shears

e miniature horse: embroidered saddle blanket

e miniature donkey:

e ridge-backed wolfhound:

e feral dog: ragged dog collar

e werebadger:

e werebear: werebear tooth, werebear skin

e werecheetah: cheetah claw

e wereverine:

e werejackal: werejackal tooth



e weretigher: weretiger tooth

e werewolf: sparkling collar of sapphires (Lunar Collar Of Sapphires)

e wereleopard: wereleopard tooth

e spectral-tailed raccoon:

e shimmering, sky-blue pterippi: brilliant white feather (day pop)

e phantasmic cow: golden cow bell

e cloudy-eyed yellow bobcat:

e amber-eyed white owl:

o tall man with flowing white hair (white-winged peryton): bone-white feather (night pop — drops off tree after
death)

e coal-black boar:

e southern direwolf: dire wolf skin

e silvery-black wolf:

e chest: coins, red-green diamond, halfling princess doll, translucent crimson gem, deep blue gem, green gem,
vyan wizard doll, shiny white scroll

Searches:

Room #17009 - search ash (day and ? - Library): cigar

Room #17009 - search chair (day only - Library): copper coin

Room #17012 - search desk (day only - Dancing Pavillion): ?

Room #17019 - search chest (? —Bathroom): ?

Room #17019 - search tub (? —Bathroom): bar of lavender-scented soap

Room #17024 - Search box (day and night — Attic): stuffed bat, golden circlet

Room #17022 - Search shel (Halfling boy room): bronze cup

Room #17023 - Search shel (root cellar): dead mouse

Room #17034 - search tack (day and night - phantasmic cow/ miniature horse/donkey room):
Room #17042 - search notch (day only — northish of phantasmic cow): leather strap

Room #17045 - search hedge (day only — between the garden and orchard): ?

Room #17047 - search nest (night only - owlet room): owl pellet (break it open to get a tiny bit of bone or puke)

In the Root Cellar, there is a closed barrel. It will contain a random liquid — even youth potion so be sure to check it each
run!

Bugbear Lair
Approx. Level: 20

Bugbears, a tall humanoid race of carnivors are known to dwell in the caves that riddle the ground between Chiiron and
Kha-Da. In past times they would sweep out of the caves and raid the village of Chiiron, carrying off the unwary to be
placed in the soup-pots. A hardy band of adventurers claims to have solved the problem, stating that with some luck the



bugbears will soon die of starvation, unable to escape the predicament the adventurers left them in. Should you come
across a bugbear, be extremely cautious as they will be hungry and have no compunctions about eating you.

Directions to Zone:

From outside the gate of Chiiron go all north > one east > enter crevice > one west > all north > twist torch (push wall
when leaving) > three north > three west > all north > all up > one north (this is repop) > move boulder > enter hole.

The chieftain is straight west from where you enter into the zone. And the shaman is north of him.

North of where you enter, you can “ent hole” to kill some cave fish and a hydra.

Tips: Chieftain will call all guards into room when you attack him, so either kill them first or be prepared.

e Chieftain pops: iron crown, diamond scepter, worn brass key, cloth hat

e Shaman pops: small wax candle, charred stick, handful of shiny, metallic fragments, greyish stick of incense,
piece of flint, crimson stick of incense, phial filled with a purple liquid, brown leather cloak

e Cook: raw bunch of fresh basil

e bugbear guard: light metal bracer (thin brass bracer)

e hydra (search nest):

e search pile (one south from hydra): sword hilt

e chest: coins, sea green gems, phial filled with a pale-colored liquid, phial filled with a red-brown liquid, bronze
sabre

An Iron Crown
Base Cost: 3600 Level: 15 Weight: 3.00 Ibs
Armor Class: 2
Acid: 40% Fire: 91% Cold: 99%

Rarity: Very Uncommon
Materials: iron
Wear Loc.: head

Layer: top

Anti-Flags: anti-mage, anti-druid, anti-monk

Affects:
Is rust-proof.
Is water-proof.
Is magical.
Damroll by +1.
Cannot be auctioned.



A Diamond Sceptre
Base Cost: 2500 Level: 20 Weight: 2.00 lbs
Acid: 75% Fire: 50% Cold: 98%

Rarity: Very Uncommon
Materials: gold,stone
Wear Loc.: left_hand

Layer: base

Affects:
Cannot be auctioned.
Is magical.
Hitroll by +2.

Cairn Mountain Bandits (not listed in areas)

Room #57260 — move bush to reveal entrance to the area.
e muscular, grizzled bandit — long thing dagger, quilted torso pad
e bandit sentry — bronze broadsword, bronze ringmail sleeves, iron ringmail leggings, iron ringmail vest, iron
longsword
e big, scruffy-looking bandit — long thin dagger, hard leather vest
e stout, bearded bandit — pair of soft knee-high boots, bronze ringmail leggings, bronze ringmail vest
e There's also a chest here that so far only seems to pop platinum coins.
There is a locked door to the west that | was unable to figure out how to open.

Cairn Peak Ruins (In progress...)
Approx. Level: 50

Many generations back, the sons and daughters of Duroth and Ryatana decided that they should pool their collective
knowledge, inventiveness, and crafting to create the ultimate center of learning and building. A location was chosen,
work was started, and all went well for quite some time. The two races created many marvels, including a mechanical
mountain lift and a tall tower atop a frozen mountain peak, full of the most knowledgeable scholars. They built deep
underground chambers dedicated to magical and scientific research. Ry-Da, it was called, and for a generation it
produced the best scholars and craftsmen across the land.

But then, abruptly all communication with the mountain compound was lost. No longer did the scholars send envoys
out to purchase grains, or trade books with the White Oak Monastery. Travelers who made their way to the old
locations found the place locked up, inaccessible. Rare stories of adventurers who found their way in never included
those adventurers returning. The fate of those at Ry-Da is still unknown, and whatever knowledge they uncovered
remains lost to history.

The lower portion of the ruins, those in the Cairn Valley, are thought to hold a cache of treasures as well as the key to
using the mountain lift. Its long believed that figuring out how to use the lift will solve the problem of getting to the
ruins on the Cairn Peak, where the mighty tower Lord and Contessa ruled. What treasures await in the tower on the
frozen peak or deep within the tunnels the dwarves surely built beneath it?

What is known, among those who know these kinds of things, is that the ruins are located off a Cairn Mountain road
somewhere north of Kha-Da.

Pops:



orcish houndsman — brilliant pearl-colored scroll (cure serious wounds), strip of white birch bark

aether hound - ?

mammoth yeti - ?

mountain umber hulk - large, steel-like mandible

flying snake — raw snake meat

mountain lion — mountain lion skin

spectre of a gnomish algebraist - handful of green porcelain beads

spectre of a gnomish mathemagician - handful of white porcelain beads, mottled blue cap (cap of rigor), tome of
bound parchments (tear page for scrolls of temporary Int boost), tome titled 'Numbers and Thought', tome
titled 'Circles: A Straightforward Analysis', tome titled 'Lets Do Maths: Natural and Unnatural Logs', tome titled
'Integration Made So Easy You Could Teach An Orc', tome titled '"Madam Glogula: A Metamagical Life'
black-beaked owlbear - chip of owlbear beak, owlbear claw, bear meat

spectre of a dwarven abacist - metal abacus, handful of red porcelain beads, translucent cinnabar sash (scholarly
cinnabar sash), contemplative verdigris sash

spectre of a dwarven master builder —large orb of power, handful of yellow porcelain beads,

jeweled krynite spetum, handful of black porcelain beads, translucent opaline sash, violet-hued, jeweled
spetum, orange cap (cap of determination)

clockwork goblin: jeweled krynite gladius, jeweled krynite javelin, jeweled krynite baselard, jeweled krynite
glaive, jeweled krynite greataxe, jeweled krynite spetum

clockwork spider: steel cog wheel

clockwork beetle: small cog wheel

ruby-eyed shark: shark tooth

large tiger shark: small strip of sharkskin, shark tooth

Chest: torso pad of the deliberate mind, pair of fingerless gloves of sure grip, swatch of translucent blue cloth,
leather and canvas backpack, clear gem filled with sparks, blue gem of living frost, pair of pathwalker gloves,
green leather utility sheath, silvery ring of Anor, burnished piccolo

mummified corpse (room with violet myc): pale morganite ring, tiger-eye bracelet, battle axe 'Cinderfall'
collapsed corpse (clockwork horrors): horned greathelm 'Lamentations', fauchard of sweet memories

old pile of bones (familiar search only): jasper ring of might and power

green-ringed segmented wyrm: broken tip of a wyrm claw

cerulean manticore: large cerulean wing (cerulean wing of a manticore), manticore tail spike

frozen, mummified corpse (room with manticore): glittering wooden ring (ring 'Orphan-Maker'), wicked bloody
hatchet (A Hatchet 'Reavers Edge'), vine-etched adamantine broadsword (broadsword 'ArborWrath')

spectre of a gnomish tower contessa: green-gemmed, platinum bracer (bracer of the emerald moon)

spectre of a gnomish tower lord: polished, golden-edged steel bracer

specture of a captain: Torque of champions

How to run the zone:

Get the hammer and the book (tome) from the dwarf statue (get hammer & get book). Look at the tome to get the
pattern. Change your language to dwarf (at least level 7). Then go to the lower right corner where the closed down exit

is and “say <pattern>”.

NOTE: If the tome crumbles, then you’ll need to wait for repop and get a new tome.



For the next puzzle you have to play with the panel until it drops a spiked chisel then you equip the hammer insert the
chisel (insert chisel) and hit chisel with the hammer (need to wield the hammer first then, “hit chisel”). That opens the
way down.

For the next puzzle, you need to repair the crank in the northwest corner. You do this killing the clockwork spiders (steel
cog wheel) and the clockwork beetles (small cog wheel). You can “press tile” in 4 cardinal directions of the rooms to
continuously spawn the spiders and beetles until you pop both cogs.

e Beetle pops: small cog wheel
e Spider pops: steel cog wheel

Insert the cogs (place cog) into the crank, and then turn crank.

Kill the owlbear thing, then search pile to reveal the exit down.

For the next puzzle, you kill the monster and search bone pile and that opens the way down.

For the next puzzle, open the door south, and push button to open the way to the west.

For the next puzzle, open the door south and go south, and note how many nodes are in the room.
So if the number of nodes is...

Example 1: 32, then “touch six”, and the water will drain automatically. So here, you need to numbers to equal
32, and since one number does that, you only need to touch that one.

Example 2: 62, then “touch six, touch five, touch four, touch three, touch two”, and the water will drain
automatically. 32+ 16 +8 +4 + 2 =62.

Green (6 nodes) =32|16(8|4|2]|1
For the next puzzle, go one north to the lock door to the west. You will see 2 lines of numbers. Add them up.
Example Line 1: G-M-M-M-G-G-M = 70

Example Line 2: M-G-G-G-M-G-M = 58 for a grand total of 128, so on the desk touch the nodes to add up to 128
(touch eight, as the 8™ node equals 128).

Green (7 nodes) = 64|32|16|8|4|2|1
Green (8 nodes) = 128|64|32|16|8|4|2|1

For the next puzzle, go west and south and flip the switches to equal the number of nodes.
Level 2 - Green = 81]27|9|3]|1
Level 2 - Yellow = 162|54|18|6]|2

For the next puzzle, go west and south and flip the switches to equal the number of nodes.
Level 3 - Green = 256|64|16(4]|1

Level 3 - Yellow =512|128|32]8]|2



Level 3 - Red =768]192|48|12|3
256+32+12+2+256+16+4 =578
512 + 64 + 2, so you flip to the colors and positions those numbers represent.

After you've completed all the puzzles, you will kill the master builder. Once he is dead, pull a handle which will cause an
orb to appear. This is the orb that will power the lift to take you up to the upper level of the area.

On the same level as the master builder, there is an elevator that will take you back up to the main entrance.

Go back to the main entrance with the ether hound and the orc, and “enter basket” then “place orb” (believe the orb’s
usefulness disappears on repop).

Once at the top, there are 2 spectres that custom, and yet another puzzle at the fountain to solve.

The fountain is a hanoi tower puzzle. Solve it, and you can pick a snow orchid bloom. The fountain contains starwater, so
filler up.

Directly to the west of the geomancer is a place to “climb west”.
Also, one west of the fountain you can “enter gap”.
Give the snow orchid to the geomancer, and he will reveal the way down.

There are a bunch of searches on this level, where you have to find the key to open the door. The key is a one time use
key and it pops in random locations each run.

Kill your way around this floor and go down to the next level.

Kill your way around this floor door, | believe certain directions will collapse in front of you, but you'll always have a way
to the end and climb down again to get to the next level.

On this level, there is a place to “move moss” or “open east” in the southeast corner where you can kill your way down
toa violet mycoind and another corpse to loot.

can walk all the up past the umber hulks and “move drift” to continue killing more mammoth yetis (seems to loop back
around).

Room #51039 — search part
Room #51068 — can pick flower, not sure what it yields yet...

Room #51026 — search fern - handful of raw portobello mushrooms, handful of raw button mushrooms, large raw
porcini mushroom, handful of raw chanterelle mushrooms, large raw oyster mushroom, raw morel mushroom

Castle Lag
Room #33346: Open east > go 1 east > move Crate > go down

Room #33426:
Room #33409: Move Tap — minstrel pops scrolls of recall, if you can kill him before he uses it.

Room #9077: Search Pile - ?



Room #9150: Search shelves - ? bucket for quest ? also rumored you can pop a small backpack here too ?
Room #9100: Search rubble — black pudding leaps to attack you, pops a small, dirty gem
Kill the young adult gold dragon, then go 4 east 2 south 1 east 1 south, and you should receive a message like this:

The Spirit of the Prince bows to you and states, "You have done well, my friend. By not taking the coins unasked, you
proved yourself to be honorable. Please feel free to take the gold on the table in the next room without repercussions,
as a reward for honor.

Go 1 north and get all table to get a pile of gold coins.
Tomb of the Castle (Room #9123) All south behind a locked door - Large Liche — grey sash, phial with a dull grey liquid
Tomb of Witch Lana (Room #9059): open tomb to reveal a down exit. Witch pops a runic necklace (thank you Corim!)

Cathedral
Approx. Level: 55

The nation of Secomber has begun construction of what will one day be a great cathedral. Designers and laborers are
hard at work, trying to speed the project to completion. Both Chiiron and Medienne have sent assistance in the form of
several armed guards; those who would interfere with the construction effort beware.

Directions to Zone:

| believe this is between Chiiron and Medienne. Semi straight north from the fork in the road.

If you are evil, please be careful of the mobs in here, the can easily drop a level 90 warrior and group.
e tall, graying man with a well-trimmed beard: light gray cotton robe

Cave of the Howler
Approx. Level: 25

Mail daemons have intercepted correspondence between the city of Brithbarad and Voaleth of reports of loud shrieking
noises being heard from time to time, coming from the northeast of the orc city. Apparently these noises are causing
some havoc for the bridge troll whose livelihood has been affected by the clamour. A party of orcs was recently sent out
to check on the disturbance; they have not returned.

Directions to Zone:

From the gates of brithbarad > speed 3es4e6nw4n



The howler is all the way to the east. He will drop down from the ceiling, as will other critters along the way. After the
howler is dead, there will be a locked chest.

Chest pops: ring of contrariness, bone ring, brass ring, battered brass ring, silver ring

Chiiron Bandits
Approx. Level: 9

Like all centers of wealth and prosperity, Chiiron has attracted its share of those that would prey upon those who have
wealth and happiness. Bandits have taken refuge in the hills to the south of Chiiron. The reports of their numbers and
strength vary, and the Guardsmen and Mages are unable to devote time to tracking them down.

Directions to Zone:
From outside the chiiiron west gate go > speed 6s3e5se (this is repop) > move bush and go south into the zone.
Recommendation: Assuming you are not evil, go into Chiiron and get the quest, “Find if girl is alive ( chiiron bandits )”.

Head south and start off by killing the middle-aged human (he is not agro), then go south east and kill the long-haired
youth (also not agro), then go west south west and “climb up” to kill the dark-eyed bandit (he is agro and you cannot
flee). “Climb down” and go west and kill the dirty one-eyed dwarf ( not agro), then go east south and kill the balding
bandit (not agro). From here you can go south and take on the handsome youth and the rake-thin woman (both are
agro). Go north east east and kill the bushy-browed gnome (not agro) — he has a chance to drop a key , make sure you



grab it. Open the door to the south and kill the half-ogre thug and the overweight and dirty woman (both are agro).
Unlock and open the door to the east with the rough-bronze key. Go east and kill the slender human with a goatee
(agro). Open the door to the east and go east and kill the frail and pale young girl (agro and calls some of the mobs in the
zone to her for help). Hold a digging stick type item in your hands and “dig dirt” for a chance to get the clothes of the girl
to return to the mother in chiiron to complete the quest.

Here is a map of the zone:

NOTE: the red box is where you “move bush”.

Chiiron Caves
Straight north of Chiiron > ent cre

Pops
e Brazen (notorious thug and cutthroat) narrow-bladed dagger, onyx engemmed shortsword, crisp white scroll

Chiiron Cemetery
Approx. Level: 10

Located to the northeast of Chiiron lies a burial ground for the citizens of Chiiron. It has been rumored that the site has
been infected by a powerful curse where evil has now overtaken the area. Danger lurks in the form of giant creatures
and legions of undead.

Directions to Zone:
From outside the north gate of Chiiron > go 5 east > north is the cemetery
Level 1:

Has a bunch of large furred spiders. And there is Egor, the grave digger in the east most room. To the north is a door that
leads to level 2.



Level 2: Bunch of zombies and ghosts down here. In the north most room is a hidden lever you can pull to go north.
Acode is “pull snake”.

After you kill the undead warrior in the hidden room, you can “push shield” to close the exit to the south. If you want
the exit to appear again, then push shield again ©

Chiiron Duck Pond
In the center of the pond you can move leaves, d d w u (to kill more ducks)

Chiiron Dungeon
Approx. Level: 5

Most know Chiiron is the hottest spot for adventure in the entire realm. People of all sizes and types come in and out of
Chiiron on a daily basis. What many don't know is that region that Chiiron now occupies was once inhabited for very
different reasons. People have often spoke of passages and secret labyrinths beneath the city but for as long as Chiiron
has stood little to no evidence of such passages have ever been found until now.

After the siege of Pennan failed, goblins and orcs fled to wherever they might find shelter. Most fled north to
Brithbarad, and some west into the hills. A few on the far east side of Pennan found themselves cut off from their allies
and fled towards Chiiron. The Guards and Mage Guardians cut the bulk of these down but a few of the more clever ones
fled past Chiiron and into caves previously undiscovered. Luckily Chiiron had agents of their own watching. The retired
gnome thief Drhumble saw the refugees coming and followed them to their lair. He was too wary for his own life to
explore to deeply within. Instead he's been spreading the word to Chiiron hoping that young adventurers would finish
the job for him.

Directions to Zone:
From outside the east gate of Chiiron > speed 4euesen2e2n2d3n > then you'll need to swim all west and go all down.

There is a lot happening in this zone, but the only two mobs | found worth running were the glass eyed girl (circled in
blue) and the copper dragon (circled in red).



Copper dragon pops: copper dragon scale(used for glass-scale anklet custom), and a length of platinum thread (used for
Cloak of nobility custom)

Glass eyed girl pops: glass eye (used for glass-scale anklet custom)
Gnoll: Cutlass 'Razorfang'

Cirrus Titus (Titans)
Approx. Level: 80

In a time many ages ago when the gods roamed the lands, a great war was fought between the forces of order and the
forces of chaos. The lands were besieged with bloodshed as the minions of destruction and disorder, led by Ulthi, god of
chaos, wreaked fear and panic wherever they pillaged.

The world was thrust into darkness and despair. The people cried out to Taranth, lady of mercy, for her divine
assistance. Merciful Taranth, in her endless wisdom, enlisted the aid of an ancient race of mighty titans. With their
awesome magical and physical powers, the titans were able to defeat the forces of chaos at the Battle of Syrrowek, thus
restoring order back to the realms. It is said that these titans possess god-like strength and power and reside in the
heavens, ready to battle in the Final War often prophecied by the seers.

Important: Need to be minimum level 60 to run the entire zone, or you will be jailed. Need to be minimum 65 to run the
palace portion or you will be jailed. Need a minimum ride of 5 to ride the Pegasus up to the zone, otherwise you’ll need
to be summoned or gated into the zone. Need to be minimum level 65 to blow the horn to call down the Pegasus.

Get the horn:

On the way into the zone there is a statue, “look statue”. If you “climb statue” then you’ll get an obsidian horn, which
you have to wear as you would a weapon and blow it just beneath the Pegasus for them to carry you into the zone. Once
again, you need ride 5 to get into the zone. If you have to summon someone, just make sure they don’t stand in the
room below the Pegasus as that is no.summon.

Area 1: Main



Contains demi-titans and lammasu’s. Lammasu’s move very quickly and are agro. Everything in Area 1 assists. Demi-
titans are not agro. Best plan of attack is to run around and quickly kill all the lammasu’s then kill the demi-titans.
Recommend using ice spells on demi-titans and lammasu’s.

male demi-titan pops: green gemstone
female demi-titan pops: yellow gemstone

To get to Area 2: Go all north (pass the guard) and open the door. Make sure you pop at least one wing from the
manticores. Use ice on everyone in this area.

To get to Area 3: Once all the demi-titans and lammasu’s are dead, say the words around tree: loyalty, wisdom, justice,
integrity. So NE of the tree. SE of the tree. NW of the tree. SW of the tree. Go to the guard and give him the wing and he
will let you into Area 3.

Pro Tip: Just yell all four words at each location and the correct one will go through.
Pro Tip: Do not kill the guard, or go into the room with the guard while lammasu’s are still about.

There is a water nymph in the north west corner “enter water” (same to leave). Fire seems to work well on her. She
pops the onyx. | usually have to link the enter water and kill nymph and she hides on entry.

Area 2: Garden

Tendriculos and lammasu’s are around the square. Kill them first.
Tendriculos pops: long vine strand and the thorny garrote (both have acode drops on death)

Couatl (mage trainer) in the center. | usually skip this guy.



On the far east are two manticores behind locked doors. You'll need to skin them for crimson wings, which you’ll need
to give to the titan guard to get into the Palace area.

JAILED: Also, if for some reason you do take someone who is less than level 65 into the palace, kill the manticore in the
south cage, then have that person go north once to leave the jail.

There is a place to “search azalea” to pop the golden key, which is used to open the doors to the manticores.

On the far east side, where the doors to the NS manticores are located, you can “move vine” to get to the medusa (to
the east). She pops tear-shaped onyx needed for a custom.

On the far west side, there is an lillend. “move vine” to reveal the way to the west. After the lillend is dead, “search
feather” for a chance to pop a scarlet and gold feather. The lillend skins for a large, red-orange feather (feather of a
lillend).

Pro Tip: Sooner or later the Tendriculos will swallow you whole.

Step 1: Do not panic

Syntax: The massive tendriculos opens completely its gaping mouth, then grabs ahold of you and devours you whole!
Step 2: Type “clear branch”

Syntax: After much effort, you successfully manage to clear enough of an opening to escape.

Step 3: Type “enter opening”
Step 4: Yell victory!

Area 3: Palace - Level 1

Start the Cap of Infinity quest. Ask the Titan King for help (or to king hello). You’ll need a purple gemstone from the chest
to complete the quest. You'll need at least 60 quest points to get the quest.

Warriors and courtiers assist, but are not agro. Kill all the warriors and the courtiers first. Ice seems to work well on
them. Once they are all dead then kill the king. Use acid on the king. After the king dies, try to “pry gem” while holding a
dagger for a chance to pop a coruscating fragment of translucent crystal. Once done proceed to level 2.

e Titan courtier pops: tiny adamantium disc, large titanium bracelet, perfect sphere of starite
e King pop: giant titanium signet ring
e Left lower corner you can search self to pop: handful of sage, cedar, and cinnamon

Pro Tip: | sometimes skip the king and carve a path directly to Level 2.

Area 3: Palace - Level 2



Far south is the titan queen (Eumarea). Use acid on queen. There is also a dresser drawer you can search for: hand
mirror or large satin tunics.

e Queen pops: A Giant Electrum Signet Ring (get all dresser for a chance to pop a hand mirror)

Far north are 3 elite warriors. They move and assist. They are also agro if you do not successfully untrap the door to the
north. Use fire spells on warriors.

In the room to the far north is a chimera. Use ice spells on chimera.

The chest is trapped with AOE lightning damage. Pops titanium ingots (which can be replicated) and different color
gemstones (blue, red, violet), and +good+ intense, shimmering orb (level 80 providers light — anti evil races). The
purple/violet color gemstone is used for the cap of infinity quest from the titan king. The orb is used for the cap of
infinity quest from the skinny old man (evil version).

Area 4: Nymphs, Buletes, Major Bulete, & Dragon

Use ice on nymphs and Buletes. Nymphs will leap anyone who is evil in your group immediately. Remember that the
nymphs are hidden, so wear your dark gold ring.

Nymphs skin for locks of golden hair, used to custom necklace of golden hair.

The room circled in cyan is the entrance to Area 5.

The room circled in red is the Major Bulete. Move branch go west to bait and back east quick....then move branch again
and go west and kill it. You can skin the bulete for a major bulete scale, which is used as part of quest. It will look the
same as a regular bulete scale, so be sure to identify it so as to note lose it.



The room circled in fucia is the Dragon. Climb up into the tree, | usually pfull here (you cannot sleep in the tree). Have
your folks wear anti sleep/fear gear. Then go south, jump down. East will be the dragon.

In the room west of the dragon you can search ash to pop ???

The dragon skins for a scale, and the chest pops titanium ingots, platinum bars, violet gemstones.
Also there is a “search coin” in the dragon room, but not sure what this yields.

Area 5: Ropers, Cerberus, Titan Elder, & Repair Guy

The first level of this area, you have two ropers (animated stalagmite). After you walk all the way around, you can “climb
down”. Here you’ll have 3 more ropers, and a down exit to a Cerberus.

You can search soot for a chance to pop an obsidian needle. | believe this is also the seaxh spot where you pop the
elliptical disc to Titans.

Use fire on animated stalagmites. Kill all the animated stalagmites then go down and kill the cerberus (I usually switch
back to ice for him). East of the cerberus is the repair guy. Be careful, upon entering (and leaving) the room with the
repair guy, everyone takes a bunch of fire damage from the forge.

titanic cerberus pops: spiked leather collar
roper pops: rock of elemental earth (drops on death)

Titan Elder: in the far nw corner there's a climb up/ladder

Cliff of Eagles (In progress...)
Approx. Level: 12

This vertical cliff is a series of nearly impossible climbs to the perches and nests of various eagles. Rumors of a giant
gold-feathered bird has come from those who frequently travel near the sea of stars between Chiiron and Medienne. A
few even insist it is as large as a dragon and can carry off horses with ease. But as with all rumors, who knows how
reliable this one may be?

Directions to Zone:

It’s a climb down between Ettercaps and Halfling Encampment



The room descriptions will tell you which way you can “climb” to get to the next room.
Not sure about the pops.

Golden eagle pops golden claws

adult white-tailed eagle skins for white eagle tail feather and pops stalk of straw

Crabman Catacomb
Approx. Level: 23

Below the windy sands of the red desert lie a mass of catacombs, used by the crabman people to bury their dead. But
something has been amiss lately. The King has not heard from the catacomb guards in several months and worse yet, a
couple of people have reported strange sightings and even a kidnapping.

(Thank you to Trea for the below write-up)

Requirements to run the zone: a thief, disbelieve from mind flayer, strength of 16 or higher, special pebble (weighs 0.10
rather than 0.05) from desert oasis
Requirements to get the special stuff: heavy iron pickaxe from glory hole mine, appraise skill at 10

Current bugs: There are issues interacting with pebbles in your inventory and inside of bags in the room outside of the
king, the room north of the librarian, and the librarian's room. If you want to interact with pebbles in your inventory,
move to another room in the zone and then go back. BE SURE to keep a normal pebble in your inventory BEFORE
climbing up the ladder out of the catacombs. If you don't, getting one into your inventory is rather challenging. You can
"get all" from a bag in those rooms but cannot "get peb" as it defaults to the acode.

Go get disbelieve from the mind flayer and head to crabman city. You'll need it to get in. Once in the city, place the
pebble in the eye of the statue and go east once the drawbridge opens. Go to the King/Queen room and type 'to king
yes'. He'll give you a ring necessary to get into catacombs. While you are in the King's room, type search sketch for a
chance at popping the masterful sketch. It will pop in the room, not your inventory so remember to pick it up. Go west
and type "get peb". That will allow you to get the 0.10 pebble back. It will be swatted out of your hand. You can then
retrieve it by typing "get all" as "get pebble" will not work. Make sure you don't mix up the 0.10 pebble with the 0.05
pebble in your inventory or it can make life challenging. | have a special bag in which | keep the diamond pebble and only



remove it when needed.

Go all west and all south. Type "get pebble". Once you are able to do so, go south. You will now have a 0.05 pebble in
your inventory. Give the King's signet ring to the librarian and she'll open the door downwards. You can also get a quest
from her about her child. Next up is to kill all of the ancestors and untrap things. You will need a thief for this part. Go to
each of the following rooms, kill the guard, search niche, kill the ancestor, and untrap the thing.

room= 69006

untrap=untrap but;dep but

untrap_success=With precision, you disarm the crunching jaw trap surrounding the small mechanism.
untrap_failure=You make a wrong move and set off the trap surrounding the mechanism!
success_response=You reach into the burial alcove and deftly depress the mechanism.
untrap_already=The trap surrounding the mechanism has already been disabled.
response_already=The mechanism has already been activated it seems.

room= 69007

untrap=untrap mech;mov mech

untrap_success=You successfully remove the fire ruby from the mechanism but it crumbles in your hand.
untrap_failure=A fire ruby flares to life, sending a ball of flame your way!

success_response=You reach into the burial alcove and easily move the mechanism.
untrap_already=Whatever trap that once guarded the mechanism within the alcove has been disarmed.
response_already=The mechanism within the burial alcove has already been activated.

room= 69013

untrap=untrap lev,pul lev

untrap_success=With precision, you disable the magical trap attached to the small lever.
untrap_failure=Ineptly, you fail to disable the magical trap on the small lever.
success_response=Deftly, you reach into the alcove and pull a small lever.
untrap_already=The trap that was once attached to the lever is no longer there.
response_already=The lever has already been moved once and will not budge.

room= 69012

untrap=untrap pan;push stone

untrap_success=Carefully, you destroy the electrical trap set upon the small stone panel.
untrap_failure=Your hand brushes against the electrical trap, setting it off!
success_response=Easily, you reach into the burial alcove and depress the small stone panel.
untrap_already=The trap upon the small stone panel has already been disarmed.
response_already=The small stone panel inside the burial alcove has already been depressed.

room= 69014

untrap=untrap cross;touch cross

untrap_success=Realizing that the holes within the alcove are arrow blow holes, you shove a couple pieces of loose
sandstone in them.

untrap_failure=In an effort to disarm the trap on the ansate cross, you only trigger it!

success_response=Reaching into the burial alcove, you touch the ansate cross and watch as it descends into the alcove.
untrap_already=The arrow trap has already been disabled.



response_already=Touching the ansate cross seems to do nothing.

room= 69020

untrap=untrap icon;turn icon

untrap=untrap_success=Deftly, you snip the string that leads to the bladed trap.
untrap_failure=Trying to disable the bladed trap, you set it off instead!
success_response=Reaching into the alcove, you give a tiny stone icon a twist.
untrap_already=The bladed trap set upon the icon has been disabled.
response_already=The stone icon won't budge.

room= 69024

untrap=untrap rod;pul rod

untrap_success=With a little care, you remove the ice-blue gem from the mechanism. It crumbles in your hand.
untrap_failure=You fail to remove the ice-blue gem from the trap and it flares to life!

success_response=You give the short metal rod a solid tug.

untrap_already=The trap upon the metal rod has already been removed.

response_already=The metal rod cannot be pulled anymore.

room= 69026

untrap=untrap hand;turn hand

untrap_success=Finding a loose rock in the burial alcove, you prop it under a heavy block, thus disabling the trap on the
iron handle.

untrap_failure=You try disarming the weighted trap attached to the iron handle, but trigger it instead!
success_response=Placing your hand in the alcove, you twist the iron handle.

untrap_already=The trap upon the iron handle has already been disarmed.

response_already=The iron handle cannot be twisted any further.

In room 69026, depress plate and head to room 69017 and get the glass gear. Go to room 69028, place gear, and turn
crank.

Now, you need to decide if you want to run the All-Father or revered Mother. You can't do both on the same run. The
All-Father section pops the red leather belt (lev26, +1str +0.3mana_regen +0.3hp_regen) and steel needle ring (lev30
+1dam +1hit). The revered Mother section pops Red Dragon Hide Boots (lev25, AC7, +5acid).

If you get to the end to push pearl or touch amethyst and get damaged instead of transported, you missed a search.
DO NOT do other searches other than the searches noted below. It's possible to do more than one search and trigger a
second spirit but it will screw up your chances.

To gain access to the All-Father section, go to the following rooms, perform the action, and kill the crabman spirit.
69002 saerch nook

69003 search nook

69005 search niche

69010 search nook

69016 search alcove

69018 search nook

69021 search niche



69022 search alcove
69030 search nook

69031 search alcove
69035 search alcove

Then, in 69035, push pearl and you will be transported, along with group members, to the All-Father room. Inspect the
sarcophagus to trigger the All-Father. Kill the creatures. Untrap the sarcophagus and open it. The red leather belt pops
there. Move the sarcophagus and head down to the Lurking Darkness mob. He's invisible so wear something to see him.
Once done, untrap sarcophagus, loot it, and head back to the librarian. When you are in 69039, you can climb ladder.
You can fail to climb the ladder sometimes.

NOTE: If you fail to do complete everything leading up to the sarcophagus before repop or screw up something,
somehow, you will take a lot of elemental damage and won't be able to leave then room until it is done.

To gain access to the revered Mother section, go to the following rooms, perform the action, and kill the crabman spirit.
69000 search nook
69010 search alcove
69011 search alcove
69015 search alcove
69019 search alcove
69021 search alcove
69022 search nook
69023 search alcove
69027 search niche
69028 search alcove
69034 search nook

Go to 69031 and touch amethyst. You'll be transported to the revered Mother room. Inspect the sarcophagus to trigger
her, kill the mobs, untrap the sarcophagus, loot it, and head to 69039 to climb the ladder back to the librarian.

NOTE: If you fail to do any part prior to this or don't get here before repop, it will summon all of the ancestors in the
room with you and they'll all attack at once.

When you are back at the librarian, you'll need to get the Signet ring again to gain access. You'll likely be trapped in a
room with only an up exit. You'll need a normal (0.05) pebble in your inventory. Type "place peb". Once it says "The
doorway shimmers as it becomes magically barred against intrusion.", type "get peb". It will open the way north. Repeat
the steps above to get another ring to give to the librarian. You can also rest in the zone for repop but it's slow.

Extra stuff:

Starite pops in room 69020. You need Appraise to level 10 and the heavy iron pickaxe. Type "dig blue", "mine cry", or
"get cry" for a 1% chance for starite to load into your inventory.

A stone fist pops in 69023 by typing "get fist".

Sword hilt pops in 69033 by typing "get hilt". | believe it loads to the room rather than your inventory.

Silvery ore and rocks with mithril chips can be found in 69009 by typing "mine frag".

Crag Tower
At the Knight gatestone, climb down

There is a shell on the ground that you can blow shell for a wave to crash on you, unsure if it does anything else.



If you are a mage with a small familiar, you can move bush to reveal a down exit, and send your familiar threw the
tunnel, pop up on the other side, pull the lever, and open the door for you.

ask alc true

You explain that you need some True Iron for a staff you are trying to make. Krudaar replies that he can probably do that
for you with his new Aludel, but he needs an iron bar from the cellar, and asks you to go get it. He tells you to search
the hearth to find the way down.

sear heart

You begin to search the hearth.

You find a brick that looks like you can push.

push brick (this is the same way the familiar entered)

You push the brick and an opening opens leading down.

| had to wait for a repop for the bar to appear, but it does appear just lying on the ground.
give bar alch

You give an iron bar to an alchemist.

Krudaar says 'Oh. Yes, alright.'

The Athanor works by great heat and pressure. When Krudaar opens it, you are hit with a wave of heat that is
staggering.

The ingot is placed in a special container inside, and then it is sealed back up.
You can see the heat roll off the Athanor in waves, and the thing bulges as if under great pressure.

Krudaar, who is watching the Athanor carefully, says "Uh oh.." and begins to cast a spell. But, it's too late - the Athanor
explodes!

The explosion cooks [26] you!

After picking himself up and seeing that you are still alive, he goes over to the ruined Athanor. 'Some of the iron
liquified in the proper way into true iron. I'll see how much can be salvaged here' he says.

Pouring what's left of the white-hot iron into the strange looking Aludel, he begins to stir the fluid with a black-stone rod
as it cools.

He pours the true iron into several vials, then comes and gives them to you.
Krudaar rages 'The thing must have been flawed. Arrggh! It is going to take me quite a while to replace it.
vial of liquid metal (vial of true iron)

Unsure how to fix his broken machine afterwards @



Crypt of Medienne
Approx. Level: 45

Below the Medienne Graveyard and beyond the Starkadder Crypt, some of the land's most formidable heroes have been
laid to rest. What secrets lie beneath the deep recesses of Medienne's heroes from the past? Only the bravest of
adventurers dare disturb their eternal resting place.

Directions to Zone:

Follow directions on how to get to Medienne Graveyard > follow directions on how to get to Starkadder Crypt (level 2) >
go to the northeast corner of Starkadder Crypt and kill Starkadder > get bone key from his corpse > then go wsssw Kkill
the ghost of Etienne Mederos > you’ll do a “search” and if it is high enough you'll notice a secret door to the west > use
the key you got from Starkadder to unlock the door > go west and you are in the Crypt of Medienne.

After you search, follow the path around killing skeletons as you go . One of them will drop a shimmering key which is
used to unlock the way down. After going all the down, open the west door first.

You can wade all west, then all south, then three east. Your shield’s won’t die. Pull lever to go south to kill the king.
long dead king pops: cloak clasp, black wand (fireball), and maybe a sword too??? And the key to open the door south

If you for some reason decide to venture off the perimeter, you will probably be pulled under water. You have to defeat
the crypt dweller before you can swim to the surface.

Ancient crypt guardian pops calf-length kilt, two-handed flamberge, warrior’s shoulder sash (ancient shoulder sash).

Then go back to where you started and unlock the south door and kill the frost-wreathed cloud of shadow to get yet
another key (gray iron key).



frost-wreathed cloud of shadow pops: obsidian breastplate, pair of obsidian leg plates, astral gate scrolls (thick
parchment scroll), phial of blink (clear liquid), dark gold ring, small black wand (wand of fireballs), midnight-hued strand
(strand of twilight).

NOTE: All the keys are no.save.

In the cubby to the east, wait for the statue of the priest to start talking to you... need 18 wis, answer riddle

In the cubby back to the west, need 18 int, play chess

Once those two are good, open the angel door in the middle (touch seal)

Then you have to do the dex game to the right FIRST. Go into the room ees and flip switches (18 dex) NOTE: In
the room above the flip switches, a dagger hilt sometimes loads on the ground there.

pwNe

Then go to the west room with 18 con and enter circle
Then the blue steel key will form at the Tee intersection on the floor
7. Use the key to unlock the door the middle south

o w

Head all south. From the intersection...
e All west is the liche.

Liche pops: a pinch of black earth, black silk robe (robes of the archimage), belt of resilience, a cloak clasp, red-orange
belt (belt of resilience)

e All east is the shade and vadis. Go all east, then down. Open west, go west, then open down (you will fall down).
Shade wanders around and is invisible. Continue to follow the path around killing all ghosts and stuff along the
way. When the path dead ends, search down, then open down, and that will be vadis.

Skeleton: jagged iron longsword

Skeletal warrior: old battered iron single-bladed axe, old battered iron broadsword
Skeletal knight: black helm

Shade pops: shimmering black cloak and dark gold ring.

ghost of Kehff D'hreszant pops: stitched silken bracer of the quiet master

ghost of Brother Grullf: oakenwood staff (staff of fortitude), glass flask, phial filled with a yellowish liquid (see invisible),
pair of +good+ hard leather boots (boots of travel)

mace of disruption (large steel mace) pops off one of the ghosts by vadis, the pair past the monk ghost
mace of disruption pops off level one crypt in top left corner — getting mixed info

Vadis pops: pair of black iron gauntlets (gauntlets of might), dark silk torso pad, black sash, ivory bracer, dark crown
(obsidian crown)

To get to Sir Gallopalot --- in the room with the frost-wreathed shadow, touch shield.

Cyclops Caverns
Approx. Level: 40



The ancient battle between good and evil exists near a mystical waterfall hidden within the Cairn Mountains. The
cyclops have their haunt within their dark caverns, while the pixies frolic amidst an enchanted forest. The small strip of
forest and mountainside which separate them have been the battlegrounds for many a struggle over the ages, with the
all-powerful shaman of the cyclops leading his hordes against the magics of the pixie high sorceress. While the smallest
pixies might fall victim to lesser fighters and mages, only the strongest, boldest, and most foolhardy adventurers had
best venture into the den of the cyclops. Recently the cyclops shaman acquired additional pet-guardians to use in case
their caverns are invaded by visitors of overwhelming power.

Directions to Zone:
North of lynxes

Tips: East of Chill Mountain Stream is repop. From repop, go one north, “pull stone” then go one north. You have to bait
the hidden cyc, so then go North and South again real quick. It is ok to go north now and kill the lesser cyclops. Kill the
one north of him, then go south east. You then have to “move stone” (requires at least 18 STR) to get into the rest of the
zone. Go down and east, there will be two more roaming lesser cyclops. You will come to a door. Have a thief disarm the
trap on the door, and then open it. This will cause the cyclops in the following rooms to be sitting. | usually head straight
east, kill the two mammoth rats and take down the greater resting cyclops first, then move on to kill the two lesser on
either side of the table. IMPORTANT: unless everyone in the party has a lot of HP (700+), then skip the cook as he does
crazy area damage. Ok, so if heals leftover, then go north and kill greater cyclops. Watch out for the targi that now come
to the rescue of the greater cyclops.

You can go all up near the greater bat and if you are a small race you can squeeze crack to go back to the beginning of
the zone, very handy for thiefs!

Pull skull, one north of the door where the greaters are.
If you are a lower level group, then just stick to the area circled in dark blue. That is a bunch of lesser and one greater.

e Circled in red = cyclop cook

e Circled in fuchsia = cyclop shaman
e Circled in cyan = cyclop monk

e Circled in green = cyclop chieftain

e Lesser cyclops: large fur wrap, block of steel

e Greater cyclops: thin bamboo stalk, large fur wrap, block of obsidian, length of thick straw, block of pure clay

e Cyclop Shaman: giant ring of silver, phial filled with a red-brown liquid, rainbow-coloured scroll, phial filled with
darkish liquid, glittering electrum ring (Electrum Ring Of Eternal Light), living thorn whip



e Cyclop chieftain: elf skull belt, SMASH

e Cyclop monk: iron-laced bone bracer, orange headband

e Cyclops Cook: bowl of cooked tender dwarf stew (after you eat the stew you get - empty simple wooden bowl),
cube of chocolate moose

Dal-Entil Village
Approx. Level: 10

Recently, an upheaval in the stability of the Dragonspire Mountains caused a minor avalanche. When the dust and
rubble cleared, a crevice was opened through the cliff face in the northern part of Medienne Forest. Those sent to
investigate, report that the crevice is passable and opens onto a wilderness trail leading into the mountain's heights. No
one has, as yet, investigated what lies at the other end of the trail, but ancient legends speak of a valley hidden deep
within the Dragonspires away from mortal ken.

In the top middle of the Medienne Forest, you can go north then up. Follow that path until it deadends, then squeeze
north to proceed even further. Eventually you'll come to a closed gate. You’ll need to throw rock to ring the gong to get
the gate to open. After you kill the old oak king, make sure to pull lever to get to a secret treasure room.

Climb rope to leave the zone.
Pops:

e tall, grassy plant: blade of grass

e young sapling: raw soft, green leaf

e young seedling: raw soft, green leaf

e short, wide fern with speckled fronds:

e slender spruce tree:

e short, stubby tree:

e tall, sturdy willow tree:

o leafy, plant-like creature: raw soft, green leaf
e sick bonsai tree:

e bonsai tree shaman:

e lumpy mushroom:

o small oak guardtree: thick strip of bark

e bonsai guardtree: raw bonsai root

e old oak tree:

e dirty vyan:

e old oak king: tender strip of bark

e Secret Treasure Room: red-brown leaf (Rhun Leaf)
e search branch: raw small lizard tail

it's - climb vine, climb rope At the Bottom of a Small Cliff to get out

Dark Citadel
Approx. Level: 50

Near the war-ravaged city of Medienne, deep in the heart of its darkest woods, rises a citadel of evil. A dark mist
shrouds the tower from afar, while up close it is evident that a mighty thunderstorm rages atop the dark granite walls of



the citadel. A great dark shape can sometimes be seen in the sky, but if that is fact or rumor no one knows for certain.
A small force of dark knights, clerics, and wizards guard the secrets of the citadel. Not many lost adventurers who find
themselves within the citadel return to see the light of day. It is said that the guardians of the citadel possess the power
of its chief evil, as if it possesses each of them.

Directions to Zone:

General speaking it is east of East of Castle Lag. From the Troll Bridge outside the east gate of Medienne go > speed
e2seses2e2sesw3s5e > north is the Dark Citadel

Pro Tip: There is a stream you can drink from at repop.

Level 1:

Straight north from where you enter, if you push north (push south to leave) and go west and down, there is a door
locked to the west that is where you custom the belt of demonic fortitude. The door the the south is the guy that
practices off hand parry. To the east is a locked door, which can be picked. Behind it is a dark bishop. Who drops a long,
needle-like beak.

On this level there are just a bunch of pikemen and dark knights. | believe behind one of these locked doors is the guy
that teaches off hand parry. The key to open the doors pops off the Lord (on Level 3). Also, there should is a custom guy
who customs the belt of demonic fortitude (quest to get the key).

A lanky goblin is busy drawing a diagram on the floor.

Item Price Weight Lvl Ingredients

Belt of demonic fortitude 25000 1.00 70 four small moonstones; four tattered shreds of black demonskin
NOTE: A pass door phial will not work, the door must be open in order to custom the belt.

If you “pull candlestick” and on the north west side of the first floor you will fall into a jail cell. The room is no.summon
and no.recall, but if you “taunt guard”, he will open the door and attack you. You can walk around and come up through
the center of level one be “push south” on the wall where it deadends.

If you “untrap candlestick” first and then “pull candlestick” it will reveal a room north. This is where you have a chance
to “steal darkgem”. | believe doing this calls the zone so be careful.

Pro Tip: You can recite a recall scroll from inside the room with the darkgem



The middle locked door on the west side has a mirror that if you “touch mirror” will either deal some damage to you or
spawn a shadow demon that pops a midnight-hued strand (strand of twilight).

Level 2:

On this level there is an invisible wizard, hidden thief, a monk and a cleric.

Level 3:

A couple wizards, clerics, knights, bishops all walking around. Lord is on this level too (in the middle). From what | can
tell, he does not call. If you are running for key (to get off hand parry) please note that a thief cannot pick these locks
and the key doesn’t save. You can use a pass door phial or blink to get into the room.

Pops:

e Powerful Lord of Darkness (dark lord) — glittering electrum ring (electrum ring of eternal light), head of a dark
lord, dark grey tabard (black dragon tabard), small rusty key, pair of hauberk mail sleeves, an uncut ebony gem
(uncut black diamond), spiked black greaves, spiked black arm guards

e Dark Wizard — hand mirror, black amulet (amulet of darkness)

e Dark female warrior (dark blade) — black shield (shield of darkness) , black blade (blade of darkness)

e Stern Cleric - long, needle-like beak, unholy symbol, a black hammer (hammer of darkness)

e Dark Pikeman - dark grey tabard (black dragon tabard), cabasset helmet, bronze pike, leather doublet

e Dark Bishop - a glass flask containing a clear liquid, an iron hammer, a leather doublet, runed battle flail
(nightbringer), mail hauberk, long, needle-like beak

e Dark Knight - mail hauberk

e Dark Monk — pair of weighted monk’s gauntlets (pair of gauntlets of smiting)

e Everyone - Lock of human hair

e Chest - phial filled with a dark brown liquid, a phial filled with a clear liquid, a phial filled with a blue-white liquid,
an uncut ebony gem (uncut black diamond), an elliptical disc (to the dark forest), sable and cobalt hood (hood of
attuned senses)

e Darkgem — follow instruxtions above north west side of level one.

e Altar on level 1 - Black Wax Candle

Mad Hermit
Here is in the shack just a few rooms south of Dark Citadel. Search bone for a chance to pop a shard of bone.

Darken Wood (Dire Wolves)
Approx. Level: 30



Long ago, in times so far distant that history itself holds little memory of it, the area now known as Darken Wood was
home to a small village and a quiet people. For as long as anyone can remember, however, the valley south of the
haunted wizard's tower near Kha-da has been the festering, warped reflection of a healthy forest. There are rumors the
forest is also home to great treasures, but few have survived exploration and returned to confirm the tales.

Directions to Zone:
From the Cairn Mountain Road - Junction and Obelisk (west of the gate of Kha-da) > Speed 3n2d3n5w3s2w3sd

Tip: The direwolves and shadowspawns are hidden so bring detect hidden with you. Also, the direwolves poison you, so

bring cure poison too.

Circled in red: powerful crystalline dragon. During combat, the dragon will cause you to randomly flee the room. | was
not brave enough to see if berserk would negate this. Dragon pops a ruby-red crystalline stone (ruby focus stone —
reagent for spell conflag). The ruby focus stone sells for 5 plat in most reagent shops.

Circled in green: insane druid. Not sure what he does. He is not agro. Most likely a trainer. Popped a glass prism so far.

Circled in blue: faint ghost of the tower captain. He is agro. Pops obsidian helm. A great obsidian axe (great obsidian axe
of the vigilant captain).

Circled in fushia: “search crate” for a chance to spawn 3 ghosts that pop golden bracelets. The ghosts pop the bracelets
100% of the time, but you have to appraise (identify or selling will work too) to see if the bracelets are actually bracelets
of striking.

The pond thing in the middle of the zone is a semi tough fight, but only because he can entangle you. | just recommend
avoid him entirely.

Pops

e crystalline dragon: ruby-red crystalline stone (ruby focus stone — reagent for spell conflagration), crystalline
dragon scale

e crystalline dragon chest: chunk of silvery-white ore (adamantine), many-faceted gem (amethyst), old worn
scroll (identify), red ruby, oynx gemstone , adamantine chain bracer

o faint ghost of the tower captain: obsidian helm, great obsidian axe (great obsidian axe of the vigilant captain)

e forlorn ghost: golden bracelet of striking (tip: bracelets can be stolen from ghost, tip: you can appraise to see if
the bracelets are striking or cursed or just normal)

o direwolf: direwolf skin

e shadowspawn: shadow whip



e insane druid: glass prism, gray and silver girdle (girdle of storm giant strength)
e gnarled tree: ash spear (ash spear glimmering with the fires of hidden runes)

Decrepit House (Bullies)
Approx. Level: 33

Strange tales of frog like creatures concealed in a new stronghold to the south-east of Castle Lag are being whispered by
merchants and travelers alike. Merchants now refuse to travel near the place due to their carts being ransacked and
merchants devoured by these monsters. Allegations of these powerful beings having journeyed from distant lands,
seeking new nations to be conquered. As time goes by the creatures have time to grow in strength and number and to
spread across the land like a plague.

Directions to Zone:

From the Bridge Troll outside the east gate of Medienne > speed
e2seses2e2sesw3swisdw3swd4swse3sesw2sd3eu2nde2nen (this is repop) > go all north to the closed door and you
are in bullies

Tip: Bullies poison, so make sure to have cure poison with you.
To get to the Shaman, on the main level go to North East corner and “pull chain” to get down to the lower level.

In the lower level with the Shaman, there is a place to go up but | don’t know how. Maybe a way to access from the
upper level????

Pops:

e Chieftain - Bone shield, Cap of endurance (mottled green cap), bullywug skins (used to custom mottled armor)
e Shaman — Fiery Red Belt, bullywug skins (used to custom mottled armor), phials of displacement or fireshield,
silver-inscribed oak staff (staff of healing), crisp white scroll (burning hands)

North of the Chieftain is a chest (open cupboard). Need thief to pick it, but it isn’t trapped.

Only received coins, phials and gems from the chest so far.

Den of Ashallan (In progress...)
Approx. Level: 35

Rumors of a thieves' guild in Voaleth have existed for years. Recently, though, a more vigorous approach to larceny and
profiteering has been evident in the dark city of the Vyans. Shopkeepers are complaining of well-trained ogres collecting
ever increasing protection fees. High profile burglaries are on the rise in Voaleth and throughout the major cities of the
land. Few are certain where to look for the guild's elusive and well-hidden stronghold, but some whisper that Lefty, a
notorious fence and degenerate gambler, might have some information... For the right price.

Directions to Zone:
Head to the thief in Voaleth.
ask left ashallan

Lefty scratches his head.



Lefty tells you: "Well, yeah, that guild is back here behind my shop. I'm supposed to keep people out, but you know...
this little medallion is all you need to get in."

Lefty smirks.

Lefty tells you: "Sure, | can give you one of these medallions, but | need a little something in return."
Lefty tells you: "There's this gnome, over by Brithbarad, goes by the name of Elias..."

Lefty grumbles.

Lefty tells you: "He kept playing with this glittering gold coin he had while he played. Well, | want that coin. You bring it
to me, and I'll get you one of these medallions"

Lefty tells you: "Or, you could just...repay my losses out of yer own pocket? It's up to you."

Lefty tells you: "But, | hate waiting for my money. That coin | want is worth 10 platinum coins to me. If you decide to
repay me for my losses out of yer pocket, see that you gimme all the coins at once. Else, I'll just consider you to be
generous."

Lefty shrugs helplessly.
give 10*plat left
Lefty nods.

Lefty says (in an unknown tongue): "wmme, ylam xg aeyeh-vukga nswobh zyjc... g xudsmzoe sj xrs fxvu kz dglah koz rs
hng npybewzk'k uxogrsk."

Lefty hands a a Medallion of Ashallan to you, a giddy grin crossing his face.

You give ten platinum coins to Lefty.

Lefty tells you: "Oh yes, if you need into the guildhall, just show me your credentials..."
show med left

Lefty quickly moves to the wall, moving aside a bookcase and ushers your party through the a secret doorway.
You step through the secret passageway.

How to run Zone:

I'm a neutral lizardman thief, follower of Ashallan, and all mobs were aggro to me.

Level 1

Key:

you

room
overlap
door

ns exit

ew exit

up exit
down exit

AV I —+ 200 %



> X u&d exit
(Shallows)
The room I'm standing in is an altar. To the East is a gnome wizard-type. Search shel once he's dead - got a phial from it.
To the west is a guildguard. - your first encounter with one. Search weap once he's dead - got nothing from this.

Someone in here pops: empty crimson-hued, silken beltpouch of holding, shining silver ransor, phials of firebreathing, phials of
acid blast

Sublevel 1

X

There is a trap that | spot when | enter this up-down room and point out...

"Your eyes narrow as you spot a tripwire just above one step, thin as spider silk. You point to the step and indicate that it is
trapped. "

| am guessing it's a search or inspect check that would allow a group to get past.

Sublevel 2
Key:

you
room
overlap
door
ns exit
ew exit
up exit
down exit
X u&d exit
The room with the star contains Guildmistress Siona and Priestess Y'Shalla. The guildmistress pops the Bracelet Enshrouded
In Shadows. The room to the southwest of there contains Fyre Iceflame.

O‘(?AV

AV I —+ 00 %

Of the six rooms in a block, there are some vyan assassins and some ogre stranglers (2 of each) and in the SE of the 6 rooms is
a pair of guildguards. They can dish out some good damage.

The assassins destroy their daggers as they fall, which makes me think they might pop with something other than the fine ,silver
knife I've seen them with so far.

Vyan assassins call, but only call the stranglers.
There is a chair in the northeast corner that doesn't seem to try to kill you.

General

Repop for the zone is in Lefty's shop.
Show medallion to get in

Ope South to get out

Base Cost: 2500 Level: 35 Weight: 1.00 Ibs
Armor Class: 3
Acid: 75% Fire: 99% Cold: 98%

Rarity: rare
Condition: worn
Materials: mithril, stone
Wear Loc.: wrist

Layer: over

Anti-Flags: anti-mage, anti-cleric, anti-warrior, anti-paladin, anti-ranger, anti-druid, anti-monk, anti-bard
Restrictions: dishonorable
Affects:
Assassinate by +1.

Is magical.
Is rust-proof.



Cannot be enchanted with minor enchant.

Desert (West of Pennan)

Introduction to the Naraki Desert

Area Name: Naraki Desert

Area Level: 10 (though some of the Zones within Naraki Desert are higher, ranging up to about level 20)

Area Description:

Endurus, a gnomen geomancer, recently returned from the far west. While looking for his father, an adventurer who disappeared
over two hundred years ago, Endurus was trapped in a landslide. Once he freed himself, he soon discovered a path which led
through a twisting canyon into a vast desert. Excited that he had finally found the Desert of the Four Sands, Endurus, like his father
before him, struck out on a mission of exploration, leaving his magical studies behind for a time.

Sadly, when Endurus returned from the desert, he returned with little additional knowledge about his father's
disappearance. However, Endurus did discover that what his father called the 'Desert of the Four Sands' was truly the Naraki
Desert. Apparently, a minor earthquake had sealed it off from the rest of the main continent.

Endurus also learned why his father's journals spoke of the Naraki as having four sands. For indeed, within the Naraki Desert, a
barren land caught within a series of twisted canyons, Endurus found that the desert soils were of four different colors.

Each, Endurus discovered, had its own secrets and mysteries that need be unearthed. But the most spectacular thing about his visit,
he has been heard to remark, was the giant stone structure situated in the middle of the desert. Though he could find no way into
the structure, Endurus has vowed one day to return. Perhaps, within it, lie clues to his father's whereabouts.

Desert Pro Tips:

e The Desert is a mix of aggro and non-aggro mobs. There are all multiple mobs in the desert will poison you, so be prepared
to Cure Poison frequently. If you are looking to get your Cure Poison to 10, this is a place to do it. Aggro mobs
include: Swarm of Desert Locusts, Dung-Colored Millipede (poisons too), King Cobra (poisons, blinds, and sleeps too),
bright orange serpent / heway snake (poisons too), giant scorpion (poisons too)

e There are few mobs that can magically sleep you, including: King Cobra (can also blind you), sand crab, crabman scout (who
can also call for the Crab Village to get locked down) and there may be others.

e There s little food or water in the Desert (which is realistic) so if you cannot Create Food or Create Water, make sure that
you bring plenty of both. You may find an Oasis or two in the Desert, but you cannot always drink the water there.

e The Desert uses both the command of "dig sand" and "clear sand". If you try to "dig sand" somewhere and you are
prompted that you are not holding a shovel, try "clear sand" before getting out your shovel. The "desert" shovel is an Iron
Spade which weighs about 2.0 pounds.

e There are multiple places in the Desert where you can see some hieroglyphics. If you try to look at these hieroglyphics, you
will see a message that says: "The hieroglyphics are much too complex to understand." Warning: The hieroglyphics may
not be fully in the game and could lead to a dead end.

o To read the hieroglyphics you need either a Stone Circlet of Enduraba and/or a Stone Tablet of Enduraba. For
more info see the section on the Gnarled Old Gnome Hermit from the Desert




Naraki Desert Overview Map
Most of the Desert is one big area, divided into Regions. Each Region may contain multiple Zones.

Desert Entrance

Pennan —

The Lost Grove L

The Overview Map (above) uses an to mark the Desert Entrance (#48175) and a White Circle to mark the Desert Exit.
Pro Tip: If you go UP from the room that is the Desert Exit, will be at the start of the Jagur Trail.

e If you are above level ~25, the Jagur Trail is a good place to wait for the Desert to repop.
e CAUTION: The “rattlesnake” up there is a Diamondback Rattlesnake, which is a 50k mob and a newbie death trap.

Regions shown on the Overview Map include:

e Northern Region including White Sands and Yellow Sand Dragons Lair

e Western Region including the Endless Desert, Aiden the Desert Trader, Gnarled Hermit and the Oasis

e Southern Region including the Serpentmen, Brown Sand Dragons, Desert Scarab Lair, and The Lost Grove
e Eastern Region including the Scorpions, Sonya the Desert Trader, Phito the Camel Seller, and a trainer

e Southeast Region including the Crab Village, two trainers, and the Crab Catacombs

Northern Region (White Sands, Yellow Sand Dragons)



Northern
Region

White Sands

Norther Region Map

e Purple Arrow (left side): points to the road that goes to the Endless Desert, which leads to the Hermit, the Serpentmen,
the Desert Scarabs, and The Lost Grove.
e Red Arrow (right side): points to the road that goes down to the Scorpions and the Crab Village.
. marks the White Sands Zone
e A. Great Desert #48010 is the room where you place the Carved Stone Feline Head on a Statue. For more info see this
Guide's section on The Lost Grove: Getting Her Blessing to Enter The Lost Grove
e B. Barren Wasteland #48013
o Type "search satchel". You can pop: a stone tablet (middle section), a tallow candle, a leather waterskin of water,
torch, etc.
o for more info on the Stone Tablet see this Guide's section on the Gnarled Old Gnome Hermit from the Desert
e C. Entrance to the Tranquil Oasis #48026 -- nothing exciting in here and you cannot drink from the basin/pool.
o Type "move grass". Then, type "enter crevice". You will arrive in the Tranquil Oasis (#48026).
o To leave the Tranquil Oasis, type "enter crevice"
e D. Desert Filled Canyon #48033 for more info on this room, see below for the "Cythian Berry Bush" and/or the entrance to
"Den of Snakes in the Desert" (very small zone).

Northern Region Features

e  Cythian Berry Bush in Desert Filled Canyon #48033
o Type "pick berry" for a chance to pop a tiny purple berry (Cythian Berry).
= CAUTION: These berries are food, but they are also poisonous.
o This berry part of the process to tame an Adult Sand Wyrm. For more info see the section on "Phito the Camel
Seller".

e Den of Snakes (very small zone)
o  Consists of two (2) rooms. Normally has at least one (1) snake.
o Entrance is via Desert Filled Canyon #48033
= type "move rock" and you will see an exit to the West. Go West to enter cave.
o Type "search skin" in the far west room for a chance to pop a serpent skin (the one that comes from sidewinder
vipers)

e  White Sands Zone
Before entering the White Sands sub-area, you need to know that you will likely be blinded in there, either by the glare or
by a mob. Be prepared to Cure Blindness, or buy and wear a Strip of Gauze. Gauze is available from the Sonya, the lithe
figure dressed in desert garb. Sonya roams around on the northern part of the road that leads to Crabtown. Gauze can also
be purchased from the Desert Trader in Crabtown.

White Sands Zone Map



o A. Entrance to the White Sands Zone

o B. Lemon Tree pops lemons about 30% of the time. When you can pick a lemon, you get one (1) to three (3)
lemons.

o C. Entrance to the Yellow Sand Dragon Lair for more info see the "Yellow Sand Dragons Lair Zone" below

Yellow Sand Dragons Lair Zone

Yellow Dragons Lair is part of the Desert and is not listed separate in Areas. This Lair consists of a few Yellow Sand Dragons,
a Yellow Dragon, a Colossal Dragon, a Massive Dragon, and Colossal Dragon Yellow Sand Dragon Sire). Sleep works well on
these Dragons.

ProTop: Set Autoloot to 3 (opt autoloot 3) before running this zone. If the Yellow Dragon Master Sire comes out, the
corpse can be swept away before you can loot it.

e Red Circle is entrance to zone. Need to "climb up" to get out. If there has been a re-pop, need to "dig sand" then
"climb up".
o Hint: Pets needs to be ordered in/out of zone.
e A. Hot Springs #48238
o Type "get sulfur" for a chance to pop a Pinch of Sulfur (20%)

e  B. Extremely Large Cavern #48239
= Room with the Massive Yellow Dragon.
=  Type "search nest" for a chance to pop a Mithril Ring or Iron Ring (of the type that are used in ringmail
armor). This may also uncover a Yellow Dragon Hatchling or two. Mithril Rings are part of the custom for a
Faceted Crystal Shield custom in Chiiron. (Need two for custom)
o C. Lair of the Yellow Dragon #48242
=  This is where the Colossal Dragon (aka Yellow Sand Dragon Sire) lives. It is also where the Yellow Dragon
Master Sire will appear if it comes out.
=  Colossal Dragon is comparable in strength to Young Green Dragon in Chiiron, but has an area attack of Group
Blind
= Colossal Dragon pops: Dragon Sire Skull (part of quest for Sanctify) and a red ruby.

Pro Tip: Kill the other Dragons first as the Colossal Dragon will call for the aid of the other dragons in the Lair.

= About 20% of the time, upon killing the Colossal Dragon, the Yellow Dragon Master Sire will be summoned.
= |f the Master Sire is coming out, upon the death of the Colossal Dragon (Yellow Sand Dragon Sire),
you will see this message:
= "The corpse of the dragon sire turns to yellow mist and creeps into the ground."



Note: In combat, the Master Sire summons in additional Yellow Dragons with this message:
= With the snap of the Yellow Dragon Master Sire's fingers, a yellow dragon appears out of
the ether.
Master Sire pops: Clear Ruby Stone (Ruby Heart Stone), Green-Colored Stone (Emerald Heart Stone),
an Iron Ringmail Bracer, Phial filled with blue-white liquid (cure blindness), and a Topaz Engemmed
Warhammer (see ident below

A Topaz Engemmed Warhammer

Base Cost: 24000 Level: 38 Welight: 4.88 1bs
Damage: 3d7 Class: mace Attack: pound
Acid: 48% Fire: 91% Cold: 98%

Rarity: rare
Condition:
Materials: iron, stone
Wear Loc.: right_hand
Layer: base

Anti-Flags: anti-mage, antl-monk

Affects:
Hitrall by +1
Hit_points by +18
Hit _regen by «8.5.
Is magical,
Is water-proof .
Is rust-proof.
Flies to strike foes of 1ts own accord.




Eastern Region (Giant Scorpions, Desert Pebble, and Phito the Camel Seller)

Eastern Region Map

Red Border: marks the area where the Giant Scorpions roam.

A: Canyon Shelter #48216: This is a Safe Room

B. Sonya the Desert Trader is often roaming around here. Sonya sells the Strips of Gauze (eye protection). For more info
on gauze, see the White Sands Zone section of this Guide.

C: Ripples in the Sand #48208: This room is the entrance to the room when the Desert Pebble pops. For more info see this
Guide's section on The Lost Grove: Getting Her Blessing to Enter The Lost Grove

D: Surrounded by Sand Dunes #48198: see "Buried Wagon" below in Eastern Region Features

E: Eastern Side of a Spectacular Pyramid #48191 has a newbie sword pop. See "Barbed Scimitar" below in Eastern Region
Features

F: Outside of a Corral #48192: see "Phito the Camel Seller" below in Eastern Region Features

G. Path Around a Broken Obelisk #48180 entrance to the Trainer for Guard. For more info, see the Guide's section on the
quest to “Heal the rift between Proditoris and his friend, Jergault”.

Eastern Region Features

Barbed Scimitar
o Inthe room Eastern Side of a Spectacular Pyramid #48191, type "pull sword" a chance to pull a Barbed
Scimitar. This is a simple newbie weapon that trades some HP for extra die roll.

Buried Wagon
o Inthe room Surrounded by Sand Dunes #48198, there is a buried wagon.
o Pops in the wagon include: a plain scroll (of Armor), a coin (any denomination), an empty bag, and a mangled
corpse of a human.
o To uncover the wagon, type "dig wagon". You will see a message that "...the wagon has been cleared from its
sandy grave."
o Type "search wagon" to see what you found.

Phito the Camel Seller
o Three (3) things to know about Phito:
1. Phito sells a two-humped camel and a humpbacked, shaggy beast. Phito is a mob that you can kill, but he
can also defend himself. Phito is at least a level 50 mob, he resists Sleep and he has Fireshield (so no
webs)



2. Phito pops loose grey leather gloves that are Gloves of Deftness about ~10% of the time. The only way to
tell the two types of glove apart, without an identify scroll, is to sell the gloves to a store and buy back the
Deftness ones.

A Pair Of Gloves Of Deftness

Base Cost: 3000 Level: 45 Weight: 0.50 lbs
Armor Class: 3
Acid: 5% Fire: 9% Cold: B5%

Rarity: Scarcs
Materials: lesather

This item can be sugmented by druidic means.

3. Phito knows how to tame an Adult Sand Wyrm. If you give Phito a platinum coin: Phito the Camel Seller
tells you: "Only mature sand wyrms are tameable. Neither their young or the oldest of wyrms can be
bent to a ranger's will. To do this, you must first feed one a Cythian berry. This will dull its mind. Then,
you must ring a silver triangle. This will enchant the sand wyrm enough for you to attempt to tame it."

= |tem 1: Cythian Berry for more info see the section on the "Northern Region"
= Item 2: Silver Triangle for more info see the section on the "Southern Region"

Crab Village (Trainers, Entrance to Crabman Catacombs)

The Crab Village is a small settlement with some shops and a couple of trainers (Crabwoman High Priestess & Familiar

Crabman). CAUTION: There is NO BANK in Crab Village. If you are planning to visit a trainer in the Crab Village, make sure that you
bring money with you.

WARNING: If any of the mobs the in the Crab Village are attacked, then can call to the others to lock down the Crab Village. The
crabman guards and crabman scouts throughout the Naraki Desert can also call for this lock-down. (Notable here is that the mobs in
the Crabman Catacombs and "Drosper" do not call for the lock-down.)
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Crab Village Map

e A. Disbelieve Wall: Assuming that you have already learned Disbelieve, then room #48167 is where you type "disbelieve
wall" here to enter the Crab Village. After you Disbelieve the wall (which make take a couple of tries), you cannot go south
until you see "Suddenly, with a loud *POP*..."

o If you have NOT learned Disbelieve, for more info see this guide’s write-up on "Disbelieve" in the Quests section.

e B. Two options here:

o North goes to Dramilag, the crabwoman High Priestess (Trainer)



= For North, type "open bark". There will be a message of "The slab of petrified treebark swings open." Go

North.

Crabwoman shop sell reagents and is also a Trainer for Cure Blindness and Cure Poison
Grain of Red Sand pops on the floor in here sometimes.

o Down goes to Scorpions & Papyrus plant.
= For Down, type "dig sand". After a short wait, there will be an option to move Down.

Go Down then South. This will bring you to the room with the Papyrus Plant.
= Type "pick papyrus". If no one has been in there ahead of you, should be able to pick a
couple of papyrus reeds.

C. Access to Blacksmith: Type "knock drawbridge" to open the drawbridge/
D. Georad the Crabman Blacksmith
o Grain of Red Sand pops on the floor in here sometimes.
o Georad has a Glass Rose Quest (1QP): Give a glass rose to Georad, the glass smith.
= |tem needed is Glass Rose that can be purchased at The Medienne Luxury Shop #135 for about 9pp

Type "ask georad glass". Then, type "ask georad art". And, then type "ask georad flower"
= Georad tells you: "I have heard stories of the flowers which once grew in this valley,
before its transformation. Among the more glorious and fragrant, was the rose, or so
histories and lore tell us. If you could find me a rose made of glass, copy it, | would be
forever grateful."
-*-You have been assigned a quest! -*-
Once you have the Glass Rose, type "give rose Georad" to complete the quest.

o Georad can custom a total of four (4) items:
= aSmoky Glass Vial (5pp) which is part of a custom for Charm of the Elements. For more info see the

guide's s

ection on Korheim (Ice Trolls)

Gold Nugget (No.Save Item) which pops in the Desert Scarab Lair.

Six (6) grains of black sand which pops randomly in the Serpentmen Zone

Thirteen (13) grains of sand which pops randomly throughout the Desert, but mostly in the
Northern Zone

= 3 Glass Prism (800 cp)

pinch of sand, pinch of red sand, pinch of black sand, pinch of white sane

=  CAUTION: With regard to the next two (2) items, the purpose for these items may not be in the game and
it may lead to a dead end

an Ingot of Blue Glass (250cp)
= handful of blue sand
a Glass Pyramid
= four (4) small glass pyramids

E. In the Center of the Red Desert Expanse #48160
o Young Crabman in this room customs Pinch of Sand and Handful of Sand.
F. Library & Entrance to Crabman Catacombs
o For more info, see the Guide's section on "Crabman Catacomb"
o Inthe room north of here, Type "get pebble" to open door.
= Note: this pebble is NOT a Desert Pebble

o To get out of this
G. Desert Trader's Tent

room, if door to the North has disappeared, type "Open North" to make it reappear

o At the bare minimum, Trader shop sells Gauze, Jerky, and bottles of water.
o Type "light lantern" to see some concealed details about the room.
= Type "look sketch" for some info that tells you about greeting trees in The Lost Grove.
H. Entrance to the Familiar Crabman (Trainer)
o Trainer for: ldentify, Minor Enchant, Obscure, Humanic and Gnomish
o Young Crabman in this room customs Pinch of Black Sand and Handful of Black Sand, but this is also the entrance

to another room.

Type "open oyster". This opens a door to the South.
Go South. This brings you to the wrong familiar crabman, Drelg. Drelg has a shop that sells
reagents and scrolls.
Type "move sand". This opens a door to the West.
Go West. This is the correct familiar crabman, Greld. Greld also has a shop that sells reagents
and scrolls.

= Greld customs two (2) things:




= Crystal-encrusted rod (15pp) -- which is a reagent for Elemental Burst
=  Four (4) piles of dark gravel, one (1) blue spirit crystal, one (1) white
spirit crystal, one (1) red spirit crystal, one (1) green spirit crystal
= Vial of glittering red dust (8pp) -- which is a reagent for Meteor Swarm
= one (1) handful of red sand, one (1) red-green diamond, one (1) glass
vial
e J.Red Desert Path - Before A Colossal Sand Castle

o Young Crabman in this room customs Pinch of Red Sand and Handful of Red Sand (which Druids can use to
augment Red Leather Armor)

o This room is also the entrance to "Inside the Colossal Castle" (see letter K below). To enter the Colossal Castle:

= If you are trying to enter the Colossal Castle, make sure that you have a Desert Pebble in your main
inventory before your enter this room (as in NOT in a bag).
= For more info on the Desert Pebble see the Step 2 of this Guide's section on The Lost
Grove: Getting Her Blessing to Enter The Lost Grove
= Type "place pebble" and you will see multiple messages as the drawbridge to the east opens.
=  After the drawbridge opens, leave the pebble where it is, and move east to "Inside of the
Colossal Castle" (#48169)

o  After you have finished in the Colossal Castle and are back in the room with the desert pebble, type "get pebble"
to start the process of getting your Desert Pebble back. The Feline Statue will hit you with its wicked claw and then
the Drawbridge to the east will close.

=  After the Drawbridge closes, type "get all" and the pebble will return to your inventory.

= CAUTION: Wait until you leave this room before you try to put your Desert Pebble back into a
bag.
e K. Inside the Colossal Castle #48158
o Type "search sketch" for chance to pop a sketch of a cat-headed female. One of two things will happen:

= |f sketch pops, you will see a message of: "Moving the diagram aside, another sketch falls to the floor like
a feather."

= |f no sketch, you will see a message of: "As you move the diagrammed sketch aside, the second sketch
behind it falls to the floor and crumbles to dust."

= For more info on this sketch see this Guide's section on The Lost Grove: Getting Her Blessing to Enter The
Lost Grove

o This room also has a Hidden door to the East leads to a room named Within a Sand-filled Tunnel #48166

= Type "stand center" to open door to the East.

= WARNING: Inthe room to the east there is a very large, furry animal named 'Drosper' who pops a
Studded Leather Collar (Detect Hidden). Drosper carries the Plague. And, he is an aggro "cross between
an extremely large moorhound and a grizzly bear" who can can Detect Hidden, even when not wearing his
collar.

= Make sure that you have Potions of Cure Disease before trying to kill him.
= Potions of Cure Disease can be customed at the Alchemist in Chiiron. (It is better to
custom this BEFORE you need it)
o Notable: If room re-pops while you are there and/or drawbridge closes, "pull lever" to reopen it.
e L. Amidst Strange Sand Formations #48161
o Young Crabman in this room customs Pinch of White Sand and Handful of White Sand.

Western Region and Endless Desert






Western Region Map

Purple Border marks the Endless Desert zone. For more info, see the Endless Desert section below.
o E. Overlapped Room (not a bug). For more info, see the Endless Desert section below.
Blue Arrow: points towards the Serpentmen Zone
A. "A Single Bush" (#48034)
o When coming from the north, this is the last room before the start of the Endless Desert.
o Can pick edible "succulent yellow berries" from the bush here.
B. Old Gnome Hermit for more info see "Gnarled Old Gnome Hermit from the Desert" section below
C. Hidden Oasis Entrance for more info see the "Hidden Oasis" section below.
D. Desert Trader (roaming vendor) for more info see the "Aiden, a Desert Trader" section below.

Western Region Features

Aiden, a Desert Trader (roaming vendor)

o  Aiden roams between a few different rooms and is sometimes NOT there.

o Will buy some of the things that you pop in the Desert. He particularly likes the equipment from the Serpentmen.

o Know some info about the Desert. Type "give gold.coin trader" and he will tell you random info about the Desert,
though only once per re-pop

o If you give him an Alicorn, he will give you a random scroll. Option include: crisp scroll (magic missle), pale-white
scroll (Amnesia), and likely others.

=  For more info on the Alicorn, see the section on "Scarab Lair: 2nd Level".

The Endless Desert:

o When you move from room to room in this zone, you will be randomly bounced to another room in that same
zone. Notable here is that most of these rooms are named the "Flat Wasteland". This is designed to break
speedwalking.

o ProTip: Rangers or Thieves with a decent level of the Track skill (~5), should be able to walk you straight through
the Endless Desert without any of the randomness. This is automatic, you do not need to opt Track on.

=  Note: When walking through the Endless Desert, if you have the Track skill, you may find a room that
overlaps. Thisis NOT a bug. Just need an extra move East/West to get through it. On the Western
Region map (above) this room is marked with the Letter E.
o To get through this area without the Track skill, try to just keep heading towards one of these rooms:

ProTip: Speedwalking will not help you get through this zone.

= "ASingle Bush" to go north towards White Sands, Exit from Desert, etc.

= Can also pick edible succulent yellow berries off of the bush in this room.
= "ARising Sandstorm" to go to Serpentmen, The Lost Grove, etc.
= "Tracks in the Sand" to go to the Hermit or the Hidden Oasis.

Gnarled Old Gnome Hermit from the Desert
o To enter, type "untie flap" then type "open east" and then go east.
o Type "search firepit" for a chance to pop a red hot coal -- reagent for Neutralize. [Thank you, Xinthian]
o The Gnome Hermit knows some information about hieroglyphics and he customs two (2) items that help with
this. Those items are the Stone Circlet of Enduraba (see below) and the Stone Tablet of Enduraba (see below)
o Type "ask gnome hieroglyphics"
= Agnome hermit tells you: "The civilization who lived in this ancient valley used a writing system based on
pictures and glyphs. For the most part, the ability to read these hieroglyphics has been lost. However
there are ways to translate them..."
o Type "ask gnome translate"
= Agnome hermit tells you: "Both the tablet and circlet are capable of helping one translating the
hieroglyphics found throughout the desert."
o The Gnome Hermit can custom a total of three (3) items:
=  Carved Stone Feline Head
= For more info see this Guide's section on The Lost Grove: Getting Her Blessing to Enter The Lost
Grove




= Tablet of Enduraba (Confirmed In-Game). Used to translate Hieroglyphics in the desert. Need to be Level
35 to custom and costs 10pp. Items needed:
=  astone tablet (middle section) which pops in the Barren Wasteland (#48013) - Type "search
satchel"
=  astone tablet (lower right-section) which pops in the Gnome's Tent (#48065) - Type "search
blanket"
= astone tablet (lower left-section) which pops in the Path Around a Broken Obelisk in Scorpions
Zone - Type "search debris"
=  astone tablet (upper-section) which pops in The Lost Grove, room Near a Rowan Tree (#48139)
which is one east and two south of the entrance/exit in The Lost Grove. Type "search firepit"
= one (1) Ebony Black Pearl pop in the Hidden Oasis. For more info see the "Hidden Oasis" section
below.
= Stone Circlet of Enduraba [TODO - Still Researching]
= eight (8) sections of a stone circlet which pops in The Lost Grove: Near a Copse of Shifting Trees
(#48136)
= adder's mouth orchid which pops in The Lost Grove: Near a Weeping Willow (#48135)
= 3 Pearl of Insight which, allegedly, pops in Crabman Catacombs

e Hidden Oasis Zone
Access the Hidden Oasis from "Desert Trail" #48063
o ProTip: Should have Water Breathing for this zone. Cast Water Breathing on yourself or hold onto a bluish
incense.
o Type "look dune" to see scrub brush and grass. Type "move bush" to move the bush blocking path the West.
o Go West and you will be in the Hidden Oasis (#48064).
=  The pool in the Oasis leads to a small zone (down) with six (6) mobs, including one (1) blind fish, three (3)
tall spiraling plants (spiraling plants are aggro) and two (2) fresh water oysters. The Oysters pop a few
different types of oysters, including the Ebony Black Pearl needed for the Stone Tablet of Enduraba
custom
= For more info on the Stone Tablet of Enduraba see this Guide's section on the Gnarled Old
Gnome Hermit from the Desert
= Hint: The plants do not appear that tough, but they can do some quick damage (maybe the equivalent of
a Lioness between the three of them).
= Type "dive pool" to enter the pool.
= Swim down to engage the Blind Fish.
= Then swim down again, to engage with the plants and oysters. When you kill them each of them,
their corpses will float to the surface of the pool. Go Up to skin the oysters and see if you
popped any pearls.

Southern Region & Black Sands

This region contains the Brown Sand Dragons zone, the Desert Scarab Lair zone, the Gleaming Silver Broadsword search, the Silver
Triangle search, and the entrance to The Lost Grove. There is also a Serpentmen zone, in that there are a number of Serpentmen
Warriors and Serpentmen Vanguards walking around. The Serpentmen do not pop much of anything except the occasional
enchanted armor and/or weapon (spears and sabres).

Aggro mobs in this zone region include: Small Reptile (Cactus Lizard), Giant Desert Scarab, and Giant Cliff Condor
ProTip: If running Serpentmen it is important to take out the Warriors first, then the Vanguards (as the Vanguards will call for

assistance and ALL the warriors will come in to assist). Notable here is that the Warriors will occasionally call for assistance, but for
the most part this only happens if there are multiple Warriors in a room.
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The Lost Grove

Southern Region Map

e Purple Arrow (pointing north) marks the road out of Southern Region, back to the Endless Desert.
e A. marks the locations with buried locker
o Type "dig sand" to find a buried locker
o Type "bash locker" for a chance to open the locker.
. marks the room where Gleaming Silver Broadsword pops. (see below)
. marks the entrance to Desert Scarab Lair (see below)
. marks the entrance to the Brown Sand Dragon Lair (see below)
. marks the location where the where Silver Triangle pops.
o Type "search debris" for a chance (~5%) to pop triangle.
o Triangle used taming an Adult Sand Wyrm which is level ~45 or so. (for more info, see Phito the Camel Seller)
e F. Type "search hole" for a chance to pop Silver Egg (food)
e G. White Arrow (pointing south) is the rntrance to The Lost Grove. Among other things, there is a trainer in The Lost Grove.
For more info see this Guide's section on The Lost Grove: Getting Her Blessing to Enter The Lost Grove

.
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Southern Region Features

e  Gleaming Broadsword
On the Southern Region Map, Letter B marks the room the room wear the Gleaming Broadsword pops.
Notable: At 4d4 with a special attack, this is one of the best level 15 swords in the game.

o Type "Search Scabbard" and results are:
= Dust 60 % - "Inside the scabbard is a very rusty sword which crumbles as you move to pull it out."
= |ron Broadsword (35%) - "Finding a sword still stuck in the scabbard, you pull it out."
= Gleaming Broadsword (5%) - "As you pull the shiny sword from the weather-beaten scabbard, you hear
a faint, musical trill that sounds like fine crystal chimes fluttering in the wind."



A Gleaming Silver Broadsword

Base Cost: 4500 Level: 15 Weight: 5.75 1bs
Damage: 4d4 Class: sword Attack: slash
Acid: 65% Fire: 70% Cold: 90%
Rarity: scarce

Condition:
Materials: silver
Wear Loc.: right_hand

Layer: base
Anti-Flags: anti-mage, anti-monk
Restrictions: bladed

Affects:
Is imbued with falcon's speed.

Desert Scarabs Lair Area

On the Southern Region Map (above) the Yellow Arrow (C) marks the entrance to the Scarabs Lair, which is two levels of
sand tunnels with notable pops of: gold nuggets (a No.Save item), a crystal of pale amethyst, a scroll of cure critical, and a
Golden Ball of Light.

Type "Dig Sand" to reveal the passage to enter The Scarabs Lair.

Desert Scarab Lair: 1st Level

o Red Circle marks entrance to the area from southern part of Serpentmen Sub-Area.
o Yellow Arrow marks room to "get crystal" for a chance at popping a crystal of pale amethyst (20%).
o Orange Arrow marks room to:
= "search sand" for a chance to pop a gold nugget
= ProTip: Gold Nugget (No.Save Item) is used for a custom of a Smoky Glass Vial at the Crabman
Blacksmith in Crab Village. Also need six (6) grains of black sand and thirteen (13) grains pf sand.
= "dig sand" to reveal hole that leads the 2nd Level

Desert Scarab Lair: 2nd Level



o Red Circle is entrance to this level. If area has re-popped, "dig sand" to open path out.
o Green Arrow points to a room that has a mammoth rat and, in the room description, it notes a decaying corpse.
= type "look corpse" shows corpse in the room description (not rat's corpse)
= "The short, squat corpse nearly hidden towards the back of the refuse pile is very old. The bones
show multiple gnaw marks up and down their length and are cracked in places. Huddled over,
the squat figure looks like it died protecting something. Judging by its size and the shape of its
skull, the body likely belonged to a goblin or hobgoblin."

=  Type "search corpse" in that room

= 99% Gold Coin - "You find a gold coin clutched in the skeleton's tiny hand."

- 1% Alicorn - "Searching through the skeleton, you find an alicorn clutched in its hands!"

= Alicorn can be traded to Aiden the Desert Trader for a scroll.
= For more info on trading the Alicorn, see the section on "Aiden, a Desert Trader
(roaming)"
o White Square room has an a Ant Lion.
= Kill Ant Lion, then "Dig Sand" another Ant Lion may appear. (Kill the second Ant Lion, if needed.) Then
type "Dig Sand" and you will move down to "In the Ant Lion's Lair" room (just you, no pets).

= "Search Pile" for a chance (~¥10%) to find a Sky-Blue Scroll (Cure Critical).

= When successful, message is: You rummage through the debris and find a piece of useful

parchment.
= "Climb Up" to get out of room
o Blue Arrow room has Scarab Beetle Queen (enormous scarab beetle)

= Queen will call for the three (3) guards.
= Queen pops:

= 20% Golden Ball of Light (Ball of light that is also +1 Int and does not burn out if you have

Continual Light leeched),
. 5% Crystalline Carapace (part Faceted Crystal Shield custom in Chiiron)
= Shield Custom is with the Leathersmith in Chiiron. Also need two (2) Mithril Rings
(ringmail armor king) that pop in the Yellow Dragon zone and a Leather Strap.
= Notable: Scarab Queen drinks from the pool in this room, but you cannot drink from it without getting
zapped.

e Brown Sand Dragon Lair Zone

On the Southern Region Map (above) the Orange Arrow (D) marks the entrance to the Brown Sand Dragon Lair. Dragons in this
area include Brown Sand Dragons, Brown Sand Dragon Hatchling, Brown Sand Dragon Dame (Very Shiny Diamond or

Fake), Brown Sand Dragon Sire.

e Inthe room with the Ancient Sand Wyrm (Atop a Titanic Sand Dune #48088)
Note: DO NOT ATTACK THE ANCIENT SAND WYRM unless you are prepared to take a on level 70+ mob.
o Type "Search Hollow" to pop either a Sea Green Emerald or disturb a short, reptilian creature (Dwarf
Serpentman).
= Sea Green Emerald is the one that you need to learn Disbelieve from the Mind Flayer
o Type "Dig Sand" to uncover the hole that leads to the Brown Sand Dragon Lair.

o A.Room that you can only get into if you are very small
o B.Brown Sand Dragon Dame and hatchlings. Note: Cannot Sleep Dame.
= If you have a pickaxe:
= type "mine quartz" in here for a chance at popping a piece of quartz
= type "mine gold" in here for a chance at popping a piece of gold ore



o C.Brown Sand Dragon Sire and hatchlings. Note: Cannot Sleep Sire.
= Pops a Dragon Sire Skull which is part of quest for Sanctify. (Skull also pops in the Yellow Sand Dragon Lair
Zone)

The Lost Grove [ToDO - Still Researching]

IMPORTANT: You can only enter The Lost Grove area if you already have "Her Blessing." For more info see this Guide's section on
The Lost Grove: Getting Her Blessing to Enter The Lost Grove

The Lost Grove does not map well, but if it did, it would basically look like this:

e A. At the Edge of a Small Forest Grove #48127 - Entrance/Exit to The Lost Grove.
o ProTip: If you leave The Lost Grove, then need to wait for repop to get back in.
e B. Near a Copse of Shifting Trees #48136 - Access to hidden room to the West
o Type "greet tree". You will see a couple of message and then gain access to the hidden room to the West.
=  Go West and you will be in the room A Golden Font Hidden Deep within The Lost Grove #48137
= Type "gather circlet" for a chance to pop a section of a stone circlet. This is part of the Stone
Circlet of Enduraba custom.
=  For more info on the Stone Circlet of Enduraba see this Guide's section on the Gnarled
Old Gnome Hermit from the Desert
= Type "gather mane" for a chance to pop a lion's mane. CAUTION: The purpose for this item may
not be in the game and it may lead to a dead end.
= Type "gather water" for a chance to pop a tightly stoppered vial. CAUTION: The purpose for this
item may not be in the game and it may lead to a dead end.
= Type "gather down" for a chance to pop a downy, silver feather. CAUTION: The purpose for this
item may not be in the game and it may lead to a dead end.
o Type "bow tree" to open the door to get back out of that room.
e C. Near a Rowan Tree #48139 - Type "search firepit" for a chance to pop a stone tablet (upper-section). This is part of a
custom.
o For more info on the Stone Tablet see this Guide's section on the Gnarled Old Gnome Hermit from the Desert
e D. Before an Incredibly Strange Tree #48142 - Do NOT try to pick the fruit here. The tree will swat you for about 50 HP.
e E. Forest Grove - Near a Weeping Willow #48135 - Type "pick orchid" for a chance to pop the a Adder's Black Orchid
o Adder's Mouth Orchid can be used as a reagent for for Find Mount (and possibly Marshal Mount?)
o Adder's Mouth Orchid is also part of the Stone Circlet of Enduraba custom
= for more info on the Stone Circlet of Enduraba see this Guide's section on the Gnarled Old Gnome Hermit
from the Desert

The Lost Grove: Getting Her Blessing to Enter The Lost Grove

Note: These steps are based in part on the research that Shingo provided in the "Rescue Relanya's Son" Quest and the research that
Trea provided in his write-up on the "Crabman Catacomb".

What follows here is only about "Her Blessing". For info the "Rescue Relanya's Son, Talen, from the demons holding him (Belt of
Demonic Fortitude Part 2) -- see that section)

e Step 1: Complete the training for "Disbelieve", as you will need to use the ability Disbelieve to get through the illusionary
wall that prevents blocks access to Crabtown

e Step 2: Acquire a sketch of a cat-headed female. This is a somewhat difficult pop -- maybe 5% or 10% success rate.



o  FirstItem: Acquire the "Desert" Pebble (looks like a nice-looking pebble, but it is not a reagent.)
IMPORTANT: Desert Pebble will ID as a Pebble Embedded With Diamond Chips, but do not waste an identify scroll
on it as this gets reset when you use the pebble.

On this image (above, the Orange border marks the entrance to the Desert and the White Arrow points to "Ripples
in the Sand" (#48208). The Desert Pebble comes from the Oasis that is to the east of "Ripples in the Sand". To get
to the Oasis, "Move Rock". Then wait for the rocks to move and "Enter Gap". If you have not moved the rocks yet,
you will be prompted that: "You are not thin enough to work your way past the rockslide."

After you enter gap, you will be in the Oasis. Type "Get Pebble" to try to grab one of the pebbles. You will get a
message that you stick your hand in the water. When you succeed, message is "Soon, you find a loose pebble and
pull your hand out of the water." When you fail, message is: "you only managing to drench yourself with

water." IMPORTANT: Can try to "get pebble" repeatedly without waiting for Desert to re-pop.

o Second Item: Acquire a Masterful Sketch (Sketch of a Cat-Headed Female)
The pop for this sketch is the Crab Village and it involves a search.

IMPORTANT: Before going to Crab Village, place one (1) Desert Pebble in your main inventory (as in NOT
in a bag)

Eﬁ
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On the Crab Village map image (above), the Yellow Arrow (top arrow) points to the room where you need
to Disbelieve Wall to enter Crab Village. Room is Red Desert Path (#48167). When you try to head south
from this room, you will be prompted with a message of "A face emerges from the living wall of sand and
says: "Leave this place, before someone gets hurt." Type "Disbelieve Wall". May need to do this multiple
times before it succeeds (no need to wait for re-pop).

When this succeeds, you see a message of:

CAUTION: These messages can be somewhat slow and/or out of order.




You stare intently at the wall of living sand and concentrate.

[short wait]

As you concentrate on the wall, the edges of it begin to shimmer slightly. You recognize this for the
illusion that it is.

[short wait]

Suddenly, with a loud *POP* and a rush of air, the wall disappears entirely.

Move two rooms south to "Red Desert Path - Before A Colossal Sand Castle" (#48158)
= Onthe image (above) this room is marked by the large, Blue Arrow
= |MPORTANT: Again, you need to have one (1) pebble in your main inventory before you enter
this room as you cannot get out of a bag while in this room.
Type "place pebble" and you will see multiple messages as the drawbridge to the east opens.
After the drawbridge opens, leave the pebble where it is, and move east to "Inside of the Colossal Castle"
(#48169)
Type "Search Sketch". One of two things will happen:
= If sketch pops, you will see a message of: "Moving the diagram aside, another sketch falls to the
floor like a feather."
= |f no sketch, you will see a message of: "As you move the diagrammed sketch aside, the second
sketch behind it falls to the floor and crumbles to dust."
If sketch fall to the floor (as is not dust), type "get sketch"
To leave, move west back to "Red Desert Path - Before A Colossal Sand Castle" (#48158)
=  |f room re-pops while you are there and/or drawbridge closes, "pull lever" to reopen it.
To get your pebble back, type "get pebble". This will NOT get the pebble for you. The Feline Statue will
hit you with its wicked claw and then the Drawbridge to the east will close. After the Drawbridge closes,
type "get all" and the pebble will return to your inventory.
Hint: If sketch did not load, re-pop for this area is on the Greened Way, back through the main entrance
to the Desert

Step 3: Acquire a Block of Sandstone. (The Block itself is somewhat heavy.)

Pro Tip: You can save yourself extra trip through the Endless Desert if you first get the Masterful Sketch (and have it in your
inventory) and have at least 1pp (1,000 cp) on you as you can custom the item for Step 4 while you are down in the South
Western region of the Desert.

o The Block of Sandstone comes from a mob called a Sandstone Rock, which lives in the South Western part of the
Desert. This is the zone with the Serpentmen. To get to this zone, you need to go through the Endless Desert.

o Onthe image below, the Endless Desert is the area inside of the Purple Border. When you move from room to
room in this zone, you will randomly get bounced to another room in this same zone. Notable here is that most of
these rooms are called the "Flat Wasteland".

-y

Try to just keep heading south and west until you get through it to the path that leads down to the
Serpentmen Zone marked with a Blue border on image below. The room that you are trying to get to is
"A Rising Sandstorm" (#48066).



o

Step 4:

Pro Tip: If you know a Thief or Ranger with a decent level of the Track skill (~5), they should be able to
walk you straight through the Endless Desert without any of the randomness.

After you get through the Endless Desert, to "A Rising Sandstorm" #48066 (Letter A below), follow the it west then
south to a "Barren Wasteland of Black Sand" #48072 (Letter B below). This is the start of the Serpentmen Zone.

A

On the image above, the Serpentmen zone this is marked by a Blue border. Each time the zone repops, there are
two (2) or three (3) Sandstone Rocks that you can kill and they tend to wander around the zone. Notable here is
that the Sandstone Rocks do NOT show up on Scan, so you also have to wander around to find them.
= Hints for this Zone:
= Leave the Serpentmen alone as both the Vanguards and the Warriors can can call to each other
for aid (for more info on running the Serpentmen, see the section on the "Southern Region &
Black Sands".
= Aggro mobs in this area include: Small Reptile (Cactus Lizard), Giant Desert Scarab, and Giant
Cliff Condor
When you kill the Sandstone Rocks you will discover that they cannot be skinned. You are looking for is a message
that appears at the time of their death, which says:
= "Ablock of stone flies off from the moving rock, landing in your hands" (or your pet's hands)
The pop rate on the Sandstone Block is ~20%

Pro Tip: Use the Scarab Lair zone to wait for repop. Desert Scarab Lair entrance is marked on the map above with
a Letter C. To enter the Scarab Lair, type "dig sand" and then go down Type "climb up" to get back out.

After you get the Block of Sandstone, head back to the entrance to the Serpentmen Zone. Then, follow the path
from "Barren Wasteland of Black Sand" (#48072), through the sandstorm, to "A Rising Sandstorm" (#48066)".

Custom a Carved Stone Feline Head from the Gnarled Old Gnome Hermit.



o Theimage above has a Yellow Arrow which points to the room where the Gnome Hermit is.
= |f you are coming from south via the room "A Rising Sandstorm" #48066 and you stay below the area with
the Purple Border on the image above and you should be able to walked to the Hermit's Tent without
getting caught up in the randomness of the Endless Desert.
= Type "untie flap" to enter the hermit's tent.
o For more info on the Carved Stone Feline Head you are about to custom: Type "ask hermit head" and/or type "ask
hermit grove"
o Type "custom head" to make a Carved Stone Feline Head
= Need to have a Masterful Sketch (Sketch of a Cat-Headed Female), a Block of Sandstone, and 1,000
copper.
o  After you have customed the Carved Stone Feline Head, leave the tent and go back up through the Endless
Desert. Keep going north until you have reached the room "A Single Bush" (#48034) and then head back towards
the Entrance of the Desert Area.

o Step 5: Place the Carved Stone Feline Head on the Statue.
The room that you want is the "Great Desert" (#48010). The image below has a White Arrow pointing to this
room.

=  Forreference, the Entrance to the Desert is noted with an Orange Border on the image above.

o Type "look statue" and you will see a statue with a missing head.

With the Carved Stone Feline Head in your inventory, type "place head"

o IMPORTANT: After placing the head, make sure that you stay in the room and listen to everything that she
says. This takes a minute or two. To enter The Lost Grove, you need Her Blessing and that part is at the end of
what she says when you are assigned a quest.

o  After placing the head, you will see:

=  ATON OF TEXT, then finally....
= -*-You have been assigned a quest! -*-

o

e Step 6: Entering The Lost Grove
o See the next section for "The Lost Grove: Entering The Lost Grove (After you have Her Blessing)
[which is the next section below]

The Lost Grove: Entering The Lost Grove (After you have Her Blessing)



Hint: If you are going to The Lost Grove to visit a Trainer, make sure that you have enough money to learn skills before walking
down there, because it is a very long walk back to the bank.

e The entrance to The Lost Grove is in the Southern Region of the Desert, east of the Serpentmen Zone.

o If you do not already have "Her Blessing" see the section named "The Lost Grove: Getting "Her Blessing" to Enter
The Lost Grove"
L]

To get to the entrance to The Lost Grove, go through the Endless Desert, through the Sandstorm, and then through the

Serpentmen Zone. On the image below, the green line shows where you are heading. And, the White Arrow shows the
room "Twin Columns" (#48123) that has the entrance to The Lost Grove.

Map from entrance to Desert (orange circle at top) to The Lost Grove entrance (white arrow at bottom)
e Onceyou are at "Twin Columns" (#48123), to access The Lost Grove, Push Gem. You will see a message:
o "With your hand, you push down upon the gemstone".

[short wait]

" Momentarily, a ripple of visible energy runs between the two columns and you feel that, for some reason, the
barrier to the south has changed."

Note: Pets and/or your group members will not follow you in to The Lost Grove.
e Type Enter Column. You will see a message of:

o "Asheet of pure energy arcs from the first column to the second as you step between them. Suddenly, the world

around you spins violently and it feels as though the contents of your stomach might be lost. Within an instant,
the feeling passes, and you find yourself on the other side of the twin columns."

You will enter The Lost Grove and arrive in a room named "At the edge of a Small Forest Grove" (#48127)

The Lost Grove: Elderly Druid Trainer (wandering)

If you are entering The Lost Grove to visit a trainer, it is probably the Elderly Druid. He initially appears an Elderly Man, before you
look at him.

The Lost Grove: Exiting The Lost Grove (After you have Her Blessing)



e Go back to the room named "At the edge of a Small Forest Grove" (#48127). The exits from this room show as East, South,
and West.

e Go North. You will leave The Lost Grove and arrive back at the room named "Twin Columns".

Hieroglyphics [ToDo - still Researching]
WARNING: The hieroglyphics may not be fully implemented in the game and this may lead to a dead end.

There are multiple places in the Desert where you can see some hieroglyphics. If you try to look at these hieroglyphics, you will see
a message like this: "The hieroglyphics are much too complex to understand."

To be able to read the hieroglyphics you need to custom a Stone Tablet of Enduraba and/or Stone Circlet of Enduraba. For more info
see the section on the Gnarled Old Gnome Hermit from the Desert

The map below uses Red Circles and letters to indicate places where you can type "look hieroglyphic" and get a response. Notable
here is that in some cases, there are more than one set of Hieroglyphics in some rooms. Additionally, there may be more locations
beyond what is on this map.

:4]] Up-Koan




e sand golem - grain of sand, nearly clear diamond

e cobra or king cobra — set of snake fangs, serpent skin

e lying on ground — pinch of sand, grain of black sand, grain of red sand
e small reptile (small cactus lizard) — few lizard scales

e giant cliff condor — clump of grey feathers

e sidewinder viper - desert serpent's egg

e road runner — dun-colored feather

Crabman Village
Not listed under areas or towns.

The crabman king pops sunstone armbands. Before you kill him “search sketch” to a chance to get a masterful sketch

which is used as part of a quest (Demonic Fortitude).

Crabman Catacomb (TODO)

*Need Disbelieve to get throw sand wall near obelisk

-Need sea green emerald (100% pop on dude west of pennan)
-Move branch 2w of pennan gate and go south

-Ask Mind Flayer disbelieve

*Need Pebble to get into King room

-move rock on eastern exit only room north of obelisk

-enter gap

-get pebble in oasis room (may take several tries)

*Place pebble eye in statue outside King room

-Leave pebble until after done with King

-go east and tell king yes to get ring for librarian

-close drawbridge by pulling lever

-do what you want with King and Queen (He won't assist her)
-pull lever to open drawbridge (if you lock it, [bribe scout ho open or lift beam to get out)
-go west and get pebble, then get all cause you will drop it
*Time to enter crabman area

-in SW corner get pebble

-door should open

-go south and give librarian Ring

-down exit will open to enter crabs

Desert Grove (TODO)

Pry gem and enter column to get into zone. Doesn’t appear to be listed anywhere. Will have to do quest (custom the

head, and place the head) to receive the blessing to walk around in here.

Pry gem — at the column

e Carefully, you pry a valuable iridescent blue jewel out of the broken column of stone.

e Deftly, you pry the deep blue gem out of the column.

Desert Scarab Lair
Approx. Level: 15

[ Commented [DF7]: Give gold.coin scout




Buried under the sand in the heart of the Naraki desert, a colony of desert scarabs lives in their sandy tunnels. Led by
their crystalline queen, the beetles work and dig, doing what busy beetles do. However, these busy beetles are the size
of a halfling, or a gnome. Generally oblivious to the intrusions of adventurers, the beetles will defend their lair if
challenged... or if someone looks like they would be a tasty dinner.

Directions to Zone: Head into the desert, and make your way to the Endless desert (where you get randomly
transported to other rooms) and head out the south west side of the endless desert. Follow the trail south and you’ll
encounter some serpentmen and scarabs. Keep heading all the way south to a “Rocky Canyon” and then “dig sand” to
reveal a way down. This is Desert Scarabs.

Level 1:

Middle east of zone, can drink or get crystal for a chance to pop a crystal of pale amethyst.
Middle west search sand to pop ???

Middle west of zone, you can dig sand to get to Level 2.

Level 2:

Scarab Queen skins for a golden ball of light and crystalline carapace.

Bright red ant lion - ?

also, the place where you dig down to the second level, search sand will net a gold nugget

Yellow Sand Dragons
Not listed under areas. Part of the desert.

Directions to Zone:

From the well in Pennan (one south of the Sutlers Shop) > speed 11w2n5w3nw > move land > speed 2ws4ws3e4s6w3nw
> dig sand

Pops:

e yellow sand dragon: yellow dragon scale

e yellow dragon: fang of a yellow dragon

e massive yellow dragon: red ruby, leathery yellow dragon hide

e colossal dragon (yellow sand dragon sire): fang of a yellow dragon, dragon sire skull, topaz engemmed
Warhammer, pair of steel gauntlets, green-colored stone (emerald heart stone), phial filled with a rainbow-hued
liquid, iron ringmail vest, iron ringmail bracer, phial filled with a blue-white liquid



Brown Sand Dragons
Not listed under areas. Part of the desert.

Directions to Zone:

Straight north of the Desert Scarab entrance, then dig sand or search sand.

Sometimes there is ancient sand wyrm protecting the entrance to this zone.

Pops:

brown sand dragon: brown dragon hide, brown dragon scale

brown sand dragon dame: brown dragon hide

brown dragon hatchling: ?

brown sand dragon sire: dragon sire skull, small gem (topaz)

ancient sand wyrm: piece of sand wyrm skin, a pinch of blue dust (Pinch Of Encephalic Matter)
After you kill the brown sand dragon sire, search bone for a chance to pop: iron spade

Phito
Serpentman near the touch lotus on the way to crab city

Pops: pair of loose grey leather gloves (gloves of deftness), collection of serpentman scales, serpentman’a claw, phial
filled with a pale-colored liquid (holy wrath)

0ld Gnome Hermit
Near the desert trader within the endless desert.

Untie flap > open east > search fire for a chance to pop a red hot coal (it is a reagent for neut) — thank you Xinthian!

Desert Ogre Caves
Approx. Level: 60

Centuries ago when the land of Tarik Nor was being invaded by the demons of the Abyss, several bands of ogres fled
into underground caverns to escape their wrath. To the ogres surprise the demons found them; however, before the
demons had a chance to slay them, the band of desert ogres stepped forth and offered them a deal. It is said that in
exchange for god-like powers and their lives the desert ogres would seek out anything that was good left in the land and
slay them. Legends tell that the demons accepted the deal and granted the ogres incredible strength, agility and
weapons of great power to further their cause. Recently a band of adventurers surveying the Black Wastes came across
a cave in which they found the legendary ogres. Very few escaped with their lives but those who did tell of the horrors
found within the caves. They also spoke of the riches which the ogres accumulated over the years.

Directions to Zone:

From outside the west gate of Medienne go speed w3ne2nene3nwn2w12ne5n3ene3n3e2ne3nene2nen3ene2ne3n >
move rub > follow path until water exit to the north > cli north twice > follow the trail to the east until it deadends >
climb down twice (will need mithril climbing spikes) > follow the path until is splits WNE > north is desert ogres

NOTE: In room south south west of dead end “get spike” to get the climbing spikes need to proceed further.



Then climb down twice > go north past the dwarf > at the intersection, north is desert ogres and east is wastes
How to run the Zone:

From the gate, open it, go 2 north and close west and east doors. The guards will come out...but you can go in and kill
each one. All are aggro and assist but you'll do fine. Need to kill the warlock (tomb) before you can get to the chest. The
Desert Ogre Warlock is immune to electricity.

Pops:

e Desert Ogre Warlock: set of dusty, glyph-covered robes (robes of intellect), crimson and black robe, tome of
dispel magic, opaque green glass flask (elemental command), slender multi-colored diamond wand (prismic
missile), crimson stick of incense (fury), purple and silver sticks of incense (haste), bluish sticks of incense (water
breathing)

e Chest pops: black chain, white obsidian ring (ring of free action), official seal of Chiiron, very shiny diamond,
ancient pale blue fist-blade (fist blade of the lost mystic)

e Desert Ogre Warlord: fiery red cloak (cloak of flames), reddish flaming longsword (Flaming Longsword 'Flame
Tongue'), mithril chainmail cowl

e Desert Ogre Bodyguard: handful of darkened sand, feather and bone charm of audacity

e Desert Ogre Sentry: Glass ingot, mithril two-handed sword, pinch of grey ash, block of pure clay, tiny block of
lead, tiny brass ingot, small sack of white sand

e Desert Ogre Guard: mithril two-handed sword, feather and bone charm of audacity

e Umber coated hyena: hyena skin

e Desert Ogre Sorceress: crimson and black robe, metallic green scroll

e Desert Ogre Cook: massive wooden mallet, blood-stained key

Destruction Team (Mangits)
Approx. Level: 13

You!
Are you mean? Really mean? Pushing-old-ladies-down-stairs mean?
Then maybe you have what it takes to join Mangar's Rampant Destruction Team.

Mangar has built a secret desert facility designed to hone mind and body, and to turn you from a flabby sack of
momma's-boy into an unstoppable engine of remorseless cruelty.

If you can push yourself daily, test your personal limits, set goals, and commit acts of unspeakable evil, then you should
enlist today!

Mangar's Rampant Destruction Team: We kill more before 9 a.m than most people kill all day.
Apply in person at the head offices just an afternoon's east from Narak.
Directions to Zone:

On the path between Savannah and Narak, walk past the crumbling rock and push stone to get into a canyon. Follow
the canyon along until you run out of room and then cli up. Then follow that path until you run out of room and move
slab. Then you get to two headless statues. You can kill them to get a sandstone key. Then unlock the door and you’re
in!



Notes: Do not drink the water inside the zone, it's plague-ridden
Jade Medallian

From a ghost on the way to Destruction Team, you Dig Grave (requires digging tool, trowel from pennan's skinny old
man, digging stick, or shovel from Chiiron's ant tunnels collapsed section) then fight the ghost

East end > Climb Rock > at next dead end > Move Stone
Weight Belt

At the mangit weight trainer, Lift Weights in his room and he'll give you a weight belt (a broad leather belt). This requires
strength 15+.

One of the students upstairs has the key to the locked door to the alchemist.
The alchemist room contains a locked chest.

To get into the sergeant's quarters knock door.

Leader's guard calls advanced students and guards.

in the leader's room, 'move book,' then 'pull shelf.' This will open a treasure room with a trapped strongbox that unlocks
using the long iron key that Mangar drops.So far I've popped coins, a steel two-handed battle axe and some ancient
looking scrolls. Also there is a portal that will take you to the north gate of Chiiron.

Mobs:

e adesert wanderer (67k) — throws you from the room: pair of bronze spurs

e aspectre of a woman (41k) - a jade medallion

e a mangit alchemist (29k) — royal blue potion

e head cook - raw bunch of fresh basil

e a mangit sergeant (26k)

e amangit guard (4.6k)

e anadvanced student (4.3k)

e canyon hawk (climb up to get to hawk — search nest after killing to pop coins)

e amangit secretary - fingernail file

e mangit trainee - dog-head key

e mangit student - acid-eaten key

e guard - leather-wrapped key

e mangit leader (mangar) - long iron key, scratched iron key, steel longsword, a hammer of destruction (a brass-
bound oak hammer)

e mangit animal trainer - very tarnished dog-head key

Pops:
e acarved wooden doll — hole hog

The Dragon Hatchery
Approx. Level: 30



A recent gnomish scouting party to the southern reaches of Sos-Kul is reported missing by the council of Thorstag. Due
back weeks ago, the party's last report states that they were entering a large clearing in the forest. The party never
made it to Sos-Kul: they were apparently killed by some unseen foe.

The Gnomish Government has released this exert from the final report received from the scouting party:
Day 1

We have found an entrance into the strange clearing yesterday and have spent the night just inside the vast opening.
We will rest for the night after an altercation with a strange group of frog men. We plan on sending a small group
deeper in tomorrow. If this group is successful we will map the area and continue on to Sos-Kul.

Day 2

The small party we sent into the clearing has not returned. The clearing is completely free from the elements. The
canopy that covers it provides us shelter from the brutal weather of the swamp. We plan on going in after the initial
party this afternoon and then continue on to Sos-Kul. —Galbrosh

Directions to Zone:

From the Bridge Troll outside the east gate of Medienne > speed e2seses2e2sesw3sw4sdw3sw > dismount from your
mount > speed d4swse3sesw2sd3eun (this is repop) > “move bush” > go east to the gnomish warrior > “climb egg” (you
will be where the asterisk is on the map below)

NOTE: Climb Egg again to return to the gnomish warrior.

From the starting point go:

e One north = fight a newly-hatched green dragon. Pops green dragon claw

e One south = “break egg” to fight a newly-hatched green dragon. Pops green dragon claw

e Two east = “break egg” to fight young crystalline dragon. Pops crystalline dragon claw

e Three north = fight young ice dragon. Pops blue dragon claw

e Two north and one west = fight an adolescent wyvern. Pops wyvern scale.

e Two north and one east = fight a baby red dragon. This one is NOT agro and does not block. Pops red dragon
claw.

e East of the young red dragon = are a bunch of young fire drakes. They pop drake scale and drake tooth for the
draconic circlet.

NOTE: Adolescent wyverns occasionally poison. There is a roaming adolescent wyvern in the area where you enter into
the zone.

NOTE: The young drakes will occasionally bash.



NOTE: You can camo past all of these mobs.

Dragonspire Glacier (Frosties)
Approx. Level: 60

Deep in the Dragonspires lies an ancient and forgotten glacier. Myths and legends tell of a race of ice warriors that dwell
in the glacier but no reports have confirmed this. Many travellers have attempted to venture into the glacier and have
never been heard from again. Some who have returned from the glacier to tell of a marvelous city of ice and also the
beasts that protect it. For those brave enough to venture to the glacier will find many challenges and the possibility of
unheard fortunes. All those that do attempt the trek are warned to proceed with caution as no one knows what truly
lies along the path.

Directions to Zone:

Follow directions for Dragonspire Pass > go two north > then “climb snow” (climb up or climb bank will work too)
Tips: Ice hounds can bash.

Tips: All the shamen detect invisible.

Tips: An ice-formed dragon whelp is a wandering mob. Just wait for dragon to move so you don’t take on two at the
same time. He is the only wandering mob.

Tips: The remoraz has the potential to swallow you into its stomach. You have to cut yourself out using a “cut stomach”

I

command. After you cut, you’ll have to “ent hol” to exit the stomach. If you stay in there too long, AOE stomach acid

damage will kill you. After he is dead, you can enter his stomach and come back out again. Gross right?

Tips: Where you yell friend at the guardian to first get in, 2n and one up from there is where | rest mainly, if inside hasn’t
popped, kill all the ones in the rectangle place and go back to north of guardian and rest again.

How to run zone:

Path is linear. Follow path until you get to a room with “WD” exits (Room #45758). Hold here, as there is a remoraz one
west. Sometimes he his hidden and will require someone to bait him (lure him out) so that you don’t have to go in blind
and rescue party members. Another option is to powerwalk past him and avoid totally. Continue following the linear
path until it dead ends at the waterfall. Then go “enter water”. The room you will enter into is a no.magic safe room.
Meaning, you can prep spells, but cannot cast spells or be summoned. This begins the rest of frosties, and is essentially a
giant rectangle, with you starting at the bottom middle. You want to make it to the top middle, go north and then down,
kill the guardian and “yell friend” for the gate to open. After you enter the gate, take the path to the east, all the way to
end and should room called blacksmith and “search supply” to pop pure codite. Head back to gate room then head
south, push south at next doorway to open. Past there keep to a general south heading, should be a dead end, “move
shrine” to open. Pick up ice crystals along the way. You'll need them, at next dead end (still at a general south direction,
you need to “throw ice” (to open next illusion door). That opens to the shaman, he pops the key to the next door which
leads to the lord. After you kill the lord, “move throne” and that leads to the snow leopard (level 75 ranger pet). You can
also pour moonlight (from phial of moonlight) to summon the ice princess to practice some spells (if anyone leaves the
room, she will disappear).

NOTE: There is an enormous crystal dragon, you have to “dig mound” at the location marked in red on the map below.
Follow path down. Dragon practices, ice lance and customs Small ice figurine (five balls of ice).



e Lord pops - Ice Axe 'Frostreaver', glacial boots, sapphire crown

e Ice hound - bloody heart

e Frost giant - small sack of white sand, tiny copper ingot, pinch of grey ash, ice-blue diamond, tiny block of lead,
empty yeti hide sack, thin bamboo stalk, length of thick straw

e  Frost giant witch-doctor - small wooden bird, transparent crystal wand

e frost giant shaman — set of blue robes, furred key, blessed candle, frost-covered ring

e frost giant guardian - empty yeti hide sack

e chest - phial filled with a colorless liquid, blue-hued girdle (girdle of frost giant strength), glass flask, phial filled
with a clear liquid (pass door or blink), phial filled with a rainbow-hued liquid, swirling potion (haste), blessed
candle

e Room #45821 —search book to pop a burnt scroll (which gives the hint for throwing ice at the wall further on to
dispel the illusion)

Dragonspire Mountains (Yetis / White Goblins / Morioh)
Approx. Level: 35

Deep within the heart of the Dragonspire Mountains lies a crumbled, shattered keep. Within the bowels of this once
mighty keep lies a sleeping evil, a cold evil native to the icy reaches of the Dragonspires. The keep itself was ripped from
its true home centuries ago and placed here by the beast, and now is inhabited by strange goblins with white skin, as
large as men. The road to the keep is long and treacherous, as the legendary yeti await the unwary trespasser, and tales
of giant, flesh-devouring worms which burrow in the snow abound from the few adventurers who return from a journey
to the keep. Fragile ice bridges and caves inhabited by fearsome, giant bats abound, and the snow is endless. Let
adventurers beware the wrath of the creatures which make their fell homes near the Shattered Keep in the
Dragonspires.

Directions to Zone:

NOTE: | take the roundabout way to yetis so | don’t walk through water and lose my shields.
From outside the east gate of Medienne > speed eeesseneeeeneeennwnnese > kill bridge troll >
speed eeeessswwwseeeeeennnnnnnnnnnnenneueeneune > this is repop.

Yetis
Tips: Yetis will sleep most of the time but still shrug occasionally. A warrior + hasted sleep mage/bard + thief should do
well.

The great worm is not agro and does not assist the yetis. Worm is worth 3 times the xp of a yeti. The worm does sleep,
but not as well as the yetis. Be careful though, he does crazy damage.



White Goblins
Directions to Zone:

Follow directions for Dragonspire Mountains > Kill all the yetis > will come to a door to the north > pull ring to open the
door

How to run zone:

First room has 5 white goblins waiting. Recommend a hasted mists of sleep mage to handle them. After you have killed
the 5 white goblins in that first room, “search splinter” (not a 100% pop) to get a silver key. This key is used to unlock the
door to the chieftain. The zone is in the shape of a “T”. So go all north, killing goblins along the way, then go all east,
again killing along the way. Then unlock the door to the chieftain and kill him.

Pops: Chieftain pops: White Dragonscale Gauntlets, Silver linked belt, great scimitar, and a Furred Cloak.

A Pair Of White Dragonscale Gauntlets

Base Cost: 15000 Level: 33 Weight: 4.00 lbs
Armor Class: 4
Acid: 5% Fire: 9% Cold: 85%

Rarity: Very Uncommon
Materials: leather
Wear Loc.: hands
Layer: base

Anti-Flags: anti-lizardman, anti-mage, anti-druid

Affects:
Cannot be auctioned.
Is magical.
Damroll by +2.
Hitroll by +1.
Mana_regen by -0.50.
Mana_points by -15.

Cannot be enchanted with minor enchant.

A Furred Cloak

Base Cost: 11500 Level: 34 Weight: 9.00 lbs
Armor Class: 5
Acid: 5% Fire: 9% Cold: 85%

Rarity: Very Uncommon
Materials: leather
Wear Loc.: body
Layer: over

Affects:
Effects are additive.
Is rust-proof.
Cold by +15.
Fire by -10.
Mana_regen by +0.20.
Mana_ points by +10.
Conceals other equipment.

A Silver Linked Belt
Base Cost: 14000 Level: 40 Weight: 5.00 lbs
Armor Class: 3



Acid: 65% Fire: 70% Cold: 90%

Rarity: Very Uncommon
Materials: mithril,silver
Wear Loc.: waist

Layer: base

Anti-Flags: anti-mage, anti-druid, anti-monk

Affects:

Is rust-proof.
Damroll by +1.
Hitroll by +1.
Mana_regen by -0.50.
Mana points by -10.
Hit regen by +0.50.
Hit points by +20.
Cannot be auctioned.

Morioh

Follow directions for White Goblins and killing the chieftain. After the chieftain is dead, “pull torch” to get to a set of
rooms behind him. These rooms are filled with northern bats. First, go all east and “search pile” for a chance to pop
silvery ore (used to custom bat-wing cloak) or silvery gold ore (electrum) which is also used for some customs. Next
follow the trail around to the west until it dead ends. Type, “shatter ice” to free the passage way to Morioh, two north
will be a massive white dragon. After Morioh is dead, go north into his loot room.

Morioh pops: Diamond Rings of Strength, golden lockets, planitnum bars, gold ingots, and jade daggers. Morioh also
skins for brains of dragon which is used for a custom.

Directions from Morioh’s loot room to repop > speed 3sw5s3e2s2w5sesu2sedsed2su2e2sw3se2s

Dragonspire Pass
Approx. Level: 45

It is said that once, beyond even the glacier deep in the heart of the Dragonspires, a benevolent white witch once
dwelled, and she reigned over the creatures beyond the Frozen Wall. Over the ages, the passes to the great wastes of
the north were sealed over by avalanches or their secrets lost with rangers or druids who died long ago. Now, a pass has
been rediscovered in the north; rumors of creatures that prey on yeti and other things even worse are told of the pass.
What has happened in the distant north is unknown, but travelers should take care to take companions and winter
clothing to explore the newly opened passes.

Directions: In general terms, you will fight most of the way through yetis, and there will be a location where you can “dig
drift” to open a path that leads further to the north (more yetis, mammoth yetis, and the delightful mountain bears, oh
and even more yetis). For those of you not familiar with yetis, it is close to giant bees or north east and up of Medienne
forest.

Enter Crevice
6 north of the mammoth yeti, you can enter cre, which you can search for variety of things.

e search fire - tiny metallic fragment (tiny fragment of purest mithril), handful of shiny, metallic fragments
(handful of hematite fragments), keyring of polished stone, handful of iron nails, piece of
flint, timeworn ring (timeworn ring of the stalwart heart)



Mammoth Yetis
Towards the end of yetis where you can go down, there is a snow drift that you can dig through. There are 6 more yetis
in rooms there. You can dig drift again in the far north room. (each dig costs 50 moves)

e Mammoth Yeti skins for - yellowed yeti fang

Mountain Bears
There’s a corpse just as you head in...all west, that's part of the lonil arm sash quest...you can fall off the mountain also
but the pop rate on the stone holy symbol, needed for quest, is uber-low.

Garant, the old man with the grizzle wolf, will fear, sleep, blind, acid, and web you or anyone in your party. Also, after
attacking he will call around 8 or 9 winter wolves to his aid from around the zone.

The Deepmurk will paralyze and/or blind you or anyone in the group.

e Mountain bear: blackened canine of a large bear, white bear skin, raw mountain bear's entrails, slab of raw bear
meat

e Mountain bear cub: soft, snow-white bear skin

o Jules (Human ranger): green-toned axe (Nature’s Fury)

e Garant (old man draped in pelts): frost-rimed, blue-white longsword (Blue-white Longsword 'Winterfang'), pair
of soft, white furred gloves, intricate ring of interwoven electrum, hide jerkin, pair of thick-soled hide boots, set
of hide leggings, thick, shaggy greatcloak, opaque, deep blue potion (Cure Critical), steel longsword, phial filled
with thick, pale blue liquid

e Thjos (grizzled winter wolf): raw eye of a large wolf, grey-tinged winter wolf pelt

e  Winter wolf: winter wolf pelt

o Deepmurk: large, hooked beak of a squid-like creature, acrid gland of ink (acrid gland of deepmurk ink)

o Deepmurk Trunk: pinch of greyish powder (myrkroot), green gem, cobalt blue gem, translucent crimson gem,
sea green gem, red-green diamond, phial filled with a milky liquid, platinum coins, phial filled with darkish liquid,
phial filled with a colorless liquid, phial filled with a pale-colored liquid, simple leather pouch, unfinished block of
rosewood

e Pry Hand (3n3w from repop): simple stone holy symbol of Lonil

Spectral Knight/Druid Trainer
CLIMB DOWN x2 with mithril climbing spikes, then BREAK ICE

"An evil shaggy mammoth yeti prowls the area for prey."
"go north of that guy a couple rooms to Ice-slicked Path - Between Mountain
and Chasm"

need min 23 dex to be able to fall.

"taht's the name of the room"
"drop your dex down down down. | put on all my sleep gear and take off my
dex gear"

"then you walk north out of the room and south into the room a few times -



normally takes me one time."
"then you fall down and have to fight a camoed ooze"
"he's a bit nasty"
"hits you for acid damage that hits you 2-3 more times after he's hit you.
Like Melf's Acid Arrow"
"once you kill him you're in a canyon with 4 rooms arranged north-south. Go
to the second from the north room"
"break ice is the command there" (need about 16 strength)
walk on in and go kill the spectral knight"
"and his mount"
"and then open his coffin and hope for the best"
Use Conflag on ooz, should be able to one shot it.
All north from 0oz, can search and pop a frozen corpse with ancient climbing equipment.

e spectre of a knight — antique, mithril knight's battle lance

e steed of ice - crystalline set of horseshoes

e coffin of purest ice — saddlebags of holding, flawless smoky gem (selenite), large flawless smoky gem (selenite),
phial filled with thick, pale blue liquid (ice shield)

e intact stone coffin - handful of grey ash

Dragonspire Plateau
Approx. Level: 55

Tales have been trickling back into Medienne of the realms beyond the great passes, beyond the glacier in the heart of
the Dragonspires, of a great plain before the frozen wall where legends say the benevolent white witch watches over
her creatures. The rumors do not mention the white witch, but travelers are advised to bring with them companions
and plenty of firewood, for when night falls and the wind howls across the plain, the great white death is said to steal
from the mountain to harvest souls.

Directions to Zone:

Follow directions to Dragonspire Plateau > all north > all west > all north > all east > all north > all west > all south >
“Climb down”.

Lava Elemental / Magmins / Dartohk / Metharrr'en

If you head to the south east, you’ll have an option to go down. After you are finished going down, if you go north a
hidden Lava Elemental will attack you. After there, there are two Magmars. In the north east corner, there is an ancient
red dragon, Dartohk.

Magmin: rock of lava, fiery red sardius



Lava Elemental: crimson seal, lava rock
Dartohk: deep-red scale, gold ingots, gold nuggets, raw large, gnarled dragon brain (raw dragon brain)
Circled in red = hidden ancient red dragon, Dartohk

Circled in blue = hidden Lava Elemental

If you head south west, and go past Khiren to the west you come to a closed door. “Ring Gong” to get it open and you'll
be faced with a violent ill-tempered dragon (Metharrr'en)

Metharrr'en: crimson gem (soul gem), black ivory horn (mystical horn)

Eerie Caverns (Harpies)

The trails around Kha-da have become much more dangerous to travel recently. While the dwarves have always had skirmishes with
the goblins around the area, something far more sinister seems to be hunt