The Abyss 
-------------------------------------------------- 
Under Dark Ctr to Guardian: 3s8w5s2w;open wall;3w2n5un;open gate;3nwuned3dn2en

Guardian to extensions: 3nwuned

extensions to abyss: 3dn2en

Room after pool is portallable (make sure jugglernaut ain't in room when you enter to make PP).

Find & kill juggler unless you have lock picker (wanders)

from dragon (which is all n from PP): sen unl;open stone en 7we all d (make PP) s (lich)

2s2wsws open kill ariak

esese open door auruk s

nenen open door fist e

wswsw e n unl open gate n gate n (regen)

d wander around kill "tan" (hidden) has key to open doors other shit easy to find, leave a PP somewhere.
best to unlock all doors after ya kill "tan" and then junk key - 
tan will repop with key if you do for later (lotta this eq repops).
all s, unlock alter, get key alter, unlock door s, wander s -
aggro dragons and takhisis (3xcharge through, breather)

arrakis
-------------------------------------------------- 
Tips:
make sure tank always has sense life
trigger get disc all.corpse on r.i.p. if you aren't autolooting
3 revivers, 4 to be solid
remember to set pp's at the bottom of stairways

Entrance:
Go to Xak Tsaroth
2n3en3e2n2e2n4e2n
set pp's
send the tank n on 2.
w
n on shai(sentinel)
e2n
f guy has the handkerchief to the wall
the beast rabban with assistants
unlock wall, open wall

1st Floor:
aggro(scripted?) backstabbers in the following hallways
n and follow corridor or hallway
get disc to be able to advance

2nd Floor:
as level 1 but with slightly tougher mobs
with some caution should take little time

3rd Floor: 
commandos wield envenomed weapons(para)
wait for fedaykin commandos to be alone
intersection before hara is a !mob room, although they apparently spawn there
wait for harrah to be alone, wall is west of her(careful of wall closing and locking with key glowing)
all 3 aggro, from wall, alia west, jessica 2w, otheym or something wn
from the room with the wall going OUT, south is the locked door
chani is south(guardian loads around here sometimes)
west of that room is stilgar
not aggro, good spot to rest and regroup, keep a summoner alive and onhand at all times
maud does a nasty backstab on entry, calls guards
sd can step in and initiate combat
mounted tank can do the same
other tanks take a scary backstab.
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The Balrog of Moria 
-------------------------------------------------- 
10e10n2esdwnsssenwsessesd

kill guards north, take key

all n, w 2n

6n4d8e (PP) 

dww3nes 
kill earthen, get key

nw3s
w till first four way(intersection)

go 2sees, unlock/open door. once you go s from here you can't go back,
either take whole group, recall and walk back, or send some hitters to do
it and summon'em back to group Kill trapper, get key..

Well, then from that four way intersection (whether you walk all the
way back or just from door to trapper)
go north, follow path to worm. Kill worm, get key.
then go back to that 4 way.
go wws (or wsw if it's more convenient due to mobs)
then go s and follow path to door. open door, then there's three giants
kill'em all, get their keys.
go back out east from giants, follow path to first four way intersection.
Then go w, unlock/open doors in your way. All w n is balrog.
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Black Tower 
-------------------------------------------------- 
Portable room at start of BT:
16w6swse14s6e2s5e4n9e6nw6nen2w2nw2uw;open door w;w;open door n;2ne2n;open door n;3n;w;op do w;w;open hide;wd open crack e
d on stalker(51sd)
pick up;up;pick/unlock east;pull chain;2d 
agroes along the way 
n3w5sesw3s3e2s;open boulder w;3w6se;open boulder e;2e
kill dj
pull bar
either that room, or east of that room is spot for pp's

Black Tower:
Missing dirs for Nedylene(brooch of house kilsek), it's shortly before the badass 3x drow with the key on titan's dirs(tunnel room before her) 

	_______________________________________________________________________________________________


	Mob
	Notes

	_______________________________________________________________________________________________

	Frupy
	From pp, en2eswn to Frupy, some guards and closed 
doors. Servants s of Frupy are aggro. Weasels with 
frupy are nothing to be concerned about.

 

	Snurre
	From pp, en4e to Snurre, 4xmutilate slowable sleepable 

 

	Obmi
	From pp, e3n2e to Obmi, Obmi is hidden and wanders 
when you open his door. Obmi has a key to the door s 
in the room w from him, in which is a chest with a key 
called "silverware". 

 

	Chimera
	From pp, e5n6en, key on captain, sw2s to Chimera, 
4xcharge slowable.

 

	Pyrohydra
	You must get the Silverware from Obmi to kill the 
Pyrohydra. With silverware, proceed e4n3wdn5e, unl 
door s, open door s, kill Boldo, get the key, return 
n5wsu3e3s2es2e, either use Frupy's iron sceptre key or 
pick door e, 2en, tunnel north, Pyrohydra west of 
that, or go east from Snurre's chamber to the room 
with the tunnel north.

 

	Eclavdra
	Go e4n3wd3n2e, kill wall,e, s, 2w...need to kill King Terman first
which is e4n3wdn3en2w, using the key to the brocade.

 

	Terman
	Go e4n3wdn3e2nds2w2s2eu 

 

	Titan
	Go e4n3wdn3edsese4n3w2n, kill warriors, get key 
chain, return 3s3e4swnwnu2s3e, unlock door s

 

	Brazzemal
	Kill Eclavdra for the key to the end of the world, go 
e4n3wdn3e2ndse, unlock valve, room 1n is suffer 
!magic (be flying), Brazzemal is a 3xmutilate/destroy chromatic 
dragon cleric.

 

	Ambassador
	e4n3wdn3e4ne


	_______________________________________________________________________________________________


EQ: 
EILSERVS + LOLTH = shield of the dragonslayer
KILSEK + LOLTH = hellfire

	_______________________________________________________________________________________________


	What
	Where

	_______________________________________________________________________________________________

	jeweled earrings 
	Frupy

	black dragon hide cloak 
	Frupy

	a signet cloak 
	Snurre

	black iron armor 
	Snurre

	Snurre's Iron Crown 
	Snurre

	Scales of the Pyrohydra 
	Pyrohydra

	Crushing Blows 
	Obmi

	Claws of the Chimera 
	Chimera

	Commanding Presence 
	Titan

	Influence of the Ancient Kings 
	Terman

	The great tentacle rod 
	Eclavdra

	brooch of house Eilservs 
	Eclavdra

	a giant's morning star 
	the cloud giant ambassador 

	a silk mask trimmed with gems 
	usually carried by a drow/trolloc warrior 

	the blessing of Lolth 
	Brazzemal

	brooch of house Kilsek 
	Nedylene
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Cavern of Heros
-------------------------------------------------- 
4 torndos... each has a piece of the key which needs to be melded together.
One's north of samsera, in the foothills/mountain range/that odin area/olympus/ that other zone - he's hardest to find
One's 16w6swse all s, frozen plains.. sometimes he's in the ice caverns which
are just up from the plains somewhere.
One's in the reggid ocean or plains of xev
One's on the path to entrance to xerxes - 30ese from the river in samsera

The actual cavern, once you got the keys is 16w6swse14s6e all n, e, pick magic,
n e s all e all n all e or around there, you have to enter a well (portal).
Then you go all north, open a few doors, and go down from the mob Goldmoon.

put a portal point one down from Goldmoon - this is the only place to leave a
portal point.

Then you follow the path to the mirrors (portals)
Mirror to CoH loads randomly once every 3 boots iirc, mertis mirror also loads here.

**** Not Sure If Current **** ---- Sometimes a mirror to 5th floor of xerxes loads (You'll see "a wise old man" in the mirror).

When you go in cavern, all mobs track, most are level 50-51 and do 4x charge/mutilate through. 
You can't portal or relocate in, so be sure to have a summoner
ready to flee. There's one mob which is hidden and wanders, thief of lore,
but he doesn't hit as hard.
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Death Trap Dungeoun
-------------------------------------------------- 
To start:
14w2sese6se3e3s(be invis to run this)

From room with the chest(?):
(sneak) 
2n2e2n;open door w
w (steal diamond orc d) 
ue2s3w4n (steal emerald guardian u) 
d4n2e2n;open door;3w
open door;up;open door west;west(quickly)
wnu3e;open box;get all box;2wnwdn2e;open door;e
n (steal key from either mob e or w)
(go back to room with cobra quickly, he is aggro) unlock door north;open door n
n (steal key guy) 
n;unlock door north;open door north;n3w2ndnu4n;unlock door;open door
3n e buy whatever the guy is selling(basket?)
unlock and open up
u;open door e;ede;open door n
(pit fiend north has the magnificent shield) (steal shield pit)

From south of pit fiend:
4n;open door n;n;op door n;n;unlock door n;open door n;n;unlock door n;open door n;n;unlock door n;open door n;n;get all
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Galaxy
-------------------------------------------------- 
Astral Guardian from UD center:
3s8w5s2w;open wall;3w2n5un

Galaxy portal from guardian:
3nwuned4dnww

PP's from pool:
enter pool to hercules
wsu to center of eqed mobs...place pps here

	All dirs from pp: 

	w
	Cancer
	4x bone crush through 
	titanic shell of cancer, summer flower(key)

	2w
	Leo
	3x bone crush through 
	Titanic Skin of Leo

	e
	Capricorn
	3x massacre through 
	titanic horns of capricorn, winter branch(key)

	2e
	Aquarius
	2x bone crush through 
	Ancient Vessel of Aquarius

	n
	Libra
	3x bone crush through (45+ cleric) 
	2 titanic scales of libra (crappy/good), autumn leaf(key)

	ne
	Virgo
	3x bone crush through (50 mage) 
	titanic bracelet of virgo

	nw
	Scorpio
	3x bone crush 
	Sting of Scorpio

	n2w
	Sagittarius
	3x bone crush 
	the Titanic Bow of Sagittarius, the Arrow of Sagittarius 

	s
	Aries
	3x bone crush (45+ cerlic) 
	titanic fleece of aries, spring shoot(key)

	se
	Pisces the fish, Pisces the Mermaid 
	fish is 2x massacre, mermaid is 2x stagger through 
	the Titanic Tail of Pisces on 2.

	sw
	Taurus
	3x bone crush through 
	the Titanic Hoof of Taurus

	s2w
	Gemini, Gemini 
	3x massagre through 
	Titanic Mask of Gemini on 2.

	dsw
	Orion
	 
	Titanic Belt of Orion

	d
	Andromeda
	(45+ mage) 
	the chains of Andromeda

	_______________________________________________________________________________________________


Polaris Run:
from pp
unlock forcefield up;open forcefield;u;unlock forcefield up;open forcefield;u4n;unlock forcefield;open forcefield;2es
west on Head of Draco (3x oblit, 1x breath, skull of draco)
unlock forcefield south;open forcefield;s
south on queen Cassiopeia (3x oblit/enshroud, ring of Dignity)
west on King Cepheus (4x boner/oblit, Sceptre of Might)
sw
south on Ursa Major the bear (3x oblit/enshroud)
south into room with Polaris, the polar star (nonagro, tracks, 3x enshroud, 50 mage, the ring of the universe, the Great Dipper of the Skies)
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Gith Keep 
-------------------------------------------------- 
Guardian to gith keep:
4nwun2esu

Gith Keep:
two guardians one n, trying a tag, actually, they're wimps
n has doors e and w. (W is FDFD)
e: one e has a door n and continues e.
continuing e: one e, another door
inside door to east: two wimp guardians, heads n
    headin n: one n has door, another n two guardians.
      door goes e, lotsa mobs. lotsa "massive blasts of fire" and
        one enslaved red dragon.
          don't seem to wander out.
        tryin to tag a "blast": they're wimps, but mages. killin one by one
      dragon, ain't tough at all, has a stone, is crap.
    keep on n, with guards is a door:
  door goes to road, can go n or s:
    n: door, goes to warlock, warlock has crap sword/2x lvl 24 shocking grasp scroll
    continuin past door:
      another door, another warlock.
      another "doors" leads to s end of hall, wanderin rough aggro warlocks.
    past "doors" (get back to'em later):
     two doors e and w: e has two gishes, nothin else
    w: two guardians, mindflayer prisoner behind door n tortured mindflayer prisoner
     githzerai prisoner behind door s (possible PP's?)
    goin back...
  finally leads back to door w at the beginning (FDFD)
Looping back to "DOORS"
  n to door "mist" with/ wimpy aggro warlocks.
     "mist" has 2 protectos 1n, and captain 2n.
        trying to tag protector, no work: not too tough, tho - pretty easy really.
        captain ain't bad either.
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The Keeper's Domain (Leander)
-------------------------------------------------- 
Notes:
Key to each mobs door is carried by previous mob
buzzards are cake
watch for skeletons, rats, slugs

14w2s6e2n open pile ne4n open rock un3wn op tapestry enter portal…entrance is a !mob portable room 

First mob (Nightmare):
from pp s 2w open door w all n get all corpse all s unlock and open door w
Nightmare w
4x enshroud lvl 50 warrior

Second mob (Eldrak):
from pp s 2w 4s unlock and open door w
Eldrak w
3x enshroud 3x breath lvl 51 dragon (from Nightmare: 2e 4s w)

Third mob (Keeper):
from pp s open door 4s w u 4n unlock and open door n
Keeper either n or ne
mob wanders
3x enshroud lvl 50/51 DK (from eldrak: e 4n 2e 4s w u 4n)

Forth mob (Dragon Statue): 
from Keeper 2s unlock and open door w
statue west
nothing to worry about
like 3x stagger/bone
5k hp or something 

Fifth mob (Wizard Medrut): 
from pp s op do s 4s w u 2e u 6n w unlock and open door n
Medrut n
mob wanders
nothing to worry about
..like 3x stagger 5k hp (from Dragon Statue: e all s 2e u 7n w n)
Corpse Charmable

Sixth mob (Queen Norrian): 
from Medrut s w 5s unlock door w
Norian w 
mob wanders
3x enshroud lvl 51 mage

Seventh mob (Pompius the Mad):
from Norrian e n unlock and open door w
Pompius w
3x enshroud lvl 50 warrior

Eighth mob (Shadow Demon):
from Pompius e 2s unlock hatch u
Demon u or un
mob wanders
sphered 3x mutilate lvl 50 shadow dancer
have a mage to slow 

Last mob (Leander):
from pp s e unlock and open door n
Leander n
nonagro, 3x enchroud lvl 51 mage
mob wanders
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Legacy
-------------------------------------------------- 
20ws2w2sws3wnw3n3sws2n3e;open door n;2nu3w4s4e4nu4w4s3e;open door s;2s

portal of salvation 

5s 5e 2n 2u w n 4e s (Dragg) 

e u e (white dragon) (ice key) 
w d w n w n d n (unlock boulder) n (ogre) 

s e d n (golem p'chaua) (unlock pillars) 

nwsdesuwswed2nenen (Order) **** unverified 
(door n) n elemental (ice key)

(door e) e (ice queen) **** verified to here

2w 3u n 2e 2n 2e s (pick door s) 5s (pick gate) 2s (log'obi) 

8n 2w s 4w n 2w 8s (Tapax'ochoa) 

9n 3e s 2e n 2e 2s 2w (U'tella) 

3e s u s d s w n 2w s w (unlock tome) d (Guardian of Honor) 

u e n 2e s e n u n d n w 3n 2u n (golem p'chaua) 

2n 4n 2e (3x annis) 

w n 4e n (iron key from skel. guard) 2n (door) 3n 4u s (Cessephnenes 
*hidden*) 

n 4d 6s 4w (second skel. guard) 

w n (harpy *this one is not aggro**assists*) 

2n (open door and let aggro apes wander out) n (Kzitmol *tracks*) 

u e (Dracolisk) w d 3s e n (hydra) s w s 4w n e n e 2n (garden horror) 

e (Credadgix) w 2s w n 

***Not sure of Dirs*** 

(Vetvarilus) 4s (unlock statue) d 2w n 2e n s n s w u 3n e d (pp's) 
e n (open door) n (lurker - small key) s (unlock door) w (Xoatal) 

e s 2e u e n (Queen of the Spiders) s w u (nycadaemon) 

w 5n (Txachamitxchual) w (shock ghoul) (get coffer some
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Lands of Chaos 
-------------------------------------------------- 
**** UNTESTED **** 

Collect the beautiful keys from the male mobs in Malphore's Keep To beginning of Malphore's keep >
16w6swse14s10wdw3n3dnde2s2w2n from this point: 5es > Lord Jalek s 4n, open steel, 2n, open door n, n, 3e, 7n, 3w, open 
ornate, 5n, up, s, w, open door w > Krass is west 4n, open steel, 2n, open door n, n, 3e, 7n, 3w, open ornate, 5n, 2u, 2s, 2w, open 
door w, w > tag Malphore n 

--------------------------------------------------------------------------

Astral Guardian from UD center > 3s8w5s2w;open wall;3w2n5un LoC portal from astral guardian > ndn2wd4ne4ndw3ne enter 
pool 

--------------------------------------------------------------------------

unlock doors and go 3n > set pps here > !mob/regen room Bunch of Different Kinds of Chaos Hordes and Knights of Solimania
wandering around inclufing 1 blinking/inverted one and 1 purple one purple tracks, inverted and random Reds do not track 

--------------------------------------------------------------------------

kill Kevictiz the gnome god of magic (lvl 51 mage, 3x charge) and get his key and the inverted hord and get his key from pp 
room to rock (portal_guard trackable) > 3n2ws, unlock rock, d, set pps (portable room), portal guard w and none agro (lvl 51
warrior, 4x destroy) unlock granit, s, enter 3.pool this leads to a 2x3 room that chaos of shadows wanders hidden in (lvl 51 sd,
scripted BS, 3x destroy) ( middle west is !magic and middle east is suffer) portal back to begining pps

--------------------------------------------------------------------------

4n3w, unlock wood s, s, close wooden n, this room is safe but not portable into gnarfs - they are sissies 5e, open cover e, e and k
ill gnarf soldiers > get finger from corpse wn, unlock bone with finger, kill chief n sws open cover s, s , open fire e, e on 
gorwon unlock hidden s with tooth off chief have summoner go s and summon group s on Sirjalin (lvl 50 sk, 3x enshroud) return 
2nw2n4wn, open wood, n, unlock/open pitcover d, d > peace room !portal, mistable and nexusable 

--------------------------------------------------------------------------

4n3w, pick hole d, d s w d e n north on Bruland the lich (lvl 50 warrior, 4x charge) mist back to wood and nexus 3n e n e e s e n 6e,
watch for hidden troglord (lvl 50 sd, 3x enshroud) southish and find gold to the south unlock gold, s, tunnel room have group go 2sw,
set pp here to mist/nexus too d on Triglon the mighty (lvl 51 vamp dk, 3x destroy) unlock throne d with spriggen d and get all 
mist/nexusback to pps and have group summoned from pitcover pps > 4n, have group go through tunnel 3n, chaos monger w (lvl 50 sd, 3x charge)
unlock boulder up with pick, up on ronic (lvl 50 cleric, 3x enshroud) unlock golden, n w on lord of chaos (lvl 51 mage dragon , 3x destroy)
w n unlock panel, north on Arinasia the cleric of the heavens (lvl 51 cleric, 3x enshroud) pick closet w, w open door, 2w, set mist points 
back to Arinasia's room, unlock trapdoor up, master of chaos up in a !magic tunnel room and wanders (lvl 51 warrior, 4x destroy) let it wander
into Arinasia's room and kill it there u, unlock wall n, have group go u n, unlock shimmering with piece of flesh, have dwarf go n and get 
all and get defiance from tomb if not done already 

where in here) 2e w s 
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Malphore's Keep 
-------------------------------------------------- 
To beginning of Area:
16w6swse14s10wdw3n3dnde2s2w2n

All sets start from beginning of area:
Lord Jalek (50th level knight, 3x enshroud, and 2 assisters – 3x ,assacre/stagger, has Solomnic Boots, Silver Long Sword, beautiful key) >
n5es

Lady Sollace (50th level cleric, 3x enshroud and 3 assisters- 3x stagger, has Holy word of Paladine) >
n6es

Lord Krass (50th level death knight, 3-4x Enshroud, and 2 assisters – 3x ensshroud, has Boots of the black rose, Black Rose of Krass, beautiful key) >
4n, open steel, n, open door n, n, 2e, all n, 3w, open ornate, all n, up, s, w, open door w: Krass is west 

Lady Ssirak (50th level mage, 3x enshroud, tagable has Tome of Learning and a note) and Lord Malfor (50th level assassin, 3x enshroud, has Serpent skin gloves, beautiful key, and key to chest behind secret with 100k gold in it) >
4n, open steel, n, open door n, n, 2e, all n, 3w, open ornate, all n, 2u, 2s, w, open door w, w

a beautiful key > used in LoC > the notes speaks of 
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Monestary 
-------------------------------------------------- 
17n3wu4w2nw3neuenun;open doub;6n;open door w;2w;open door w;w

kill master, 3x stagger/massacre, sanced (key)

unlock secret;open secret;d3w

kill statue (key)

e;unlock secret;open secret;2nwn

kill statue (key)

s;unlock secret;open secret;w
follow path, kill statue (key)
open secret
kill amal
summon pp's on first catacombs room

send someone n, all but one e, check for mobs
summon group/pp here
check number of mobs e, if only 1, kill it.the portal to it
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Platinum Dragon/Marut/Solar(?) 
-------------------------------------------------- 
key to Dalamar from river
10esese4sw2n3ws2w2sw5sw2s2ese;open stone;3nu4n5e4w2n
pick west door, w, open painting, get key from painting

Dirs to Dalamar:
10esese4sw2n5w, unlock door, w 2u

green Dragon (horned dragon skull):
10esese4sw2n4wsw2sw5sw2s2esesen2enene
unlock Moonbridge, e n, and wander.. he moves.
Has key to marut, platinum dragon, solar(?), balor.

above Lost City, unlock;open sky, marut(bracelet of pure onyx) up, platinum dragon(claws of the platinum dragon) un, solar(sk only area, celestial avenger, sk spec prov wield) u2e 

[image: image13.png]


Sellatr-Under-The-Sea
-------------------------------------------------- 
Entrance is in Avalon

Sellatr:
from gate:
2e, peasant has key, unlock/open mother, east.
north.
open door, 2e, open door n... nwwn, wander to staircase

from staircase:
see, doorbash s, s, close door n, e open wooden s, s is julia, (close wooden afterwards) (kill)
benedict is east of there (quad muti.. !SLOW)
Sorld... aggro wanderer.. slowable

Courtyard, e is entrance
double or something, e is entrance:
e, close double, open door n close door wwn
or SO!

benedict: send a sneaker to Princess Julia from the staircase, boneg in.
Make sure tank has INFRA! have low hp not assist for ripostes, don't disarm.
leave summoner invis one w if possible.
he's east, door is bookcase.
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Start of Areas 
-------------------------------------------------- 
	Area
	Directions

	ancalador
	16ws2e

	astral extensions 
	3s8w5s2w;open wall;3w2n5un;open gate;3nwuned

	atlantis
	16w6swse14s6e2s5e4n15e12nd

	avalon
	16w6swse14s10wdw2n4wsw2sw2s2es2es2e

	azar
	8s3e2sd28ed

	blackheart keep 
	17n2u2w3n

	blasted heath 
	17n6w4n2un

	the barbarian camp 
	8s3e2sd27en4w;open gate;7w6n;open gate;21n

	cloudy mountain pt.I 
	17n6w4n2und2nwn3wn

	crystal palace 
	8s3e2sd21wun2wn8w

	dead mann's hollow 
	16w6swse21s2e8se

	death trap dungeon 
	8s3e2sd28e5n3w2n3en

	drakyri isle 
	17n2e2nenedne3nun5e

	forest of turra 
	16w6swse14s6e2s5e4n15e13ne2n5e20n;open gate;6n

	frozen plains 
	16w6swse20s

	ice caverns 
	16w6swse20su

	isle of myst I 
	14w2s6e2n;open pile;ne4n;open rock;un3e

	isle of myst II 
	14w2s6e3ne4nun

	jungle
	14w2s6e3ne4nun3e5se

	kingdom of jermlaine 
	9e4n3e

	legend
	8s3e2sd27wnwdew4n

	mahn tor 
	16w3s

	meth merutl 
	16w6swse14s10wdw3n3d3ne3nese2nen

	moria
	10e3n

	olympus
	17n2ued7n2sue5u

	portals of time 
	16w6swse14s10wdw2n4wsw2sw5sw2s2esese2s2en

	reggid ocean 
	16w6swse14s6e2s5e4n14e

	second sewer 
	8s3wn2d3s;open trap;u

	silverlady
	8s3e2sd25wse6se

	blackhand
	10e10n2e11n2w3s

	castle of swords 
	10esed4e2se2dw

	city of drow 
	20ws2w2sws3wnw2n3w3sws2n3e;open door;2nu3w4s4e4nu4w4s3e;open door;3s

	old thalos 
	8s3e2sd27e4sw

	elven forest 
	20w3n

	elven valley 
	17n6w3n3en

	enfans
	17n2u2w3n4swn

	fields of chaos 
	20ws2w2sws3wnw2n3w3sws2n3e;open door;2nu3w4s4e4nu4w4s3e;open door;2su

	forgotten forest 
	16w6swse14s10wdw2n4wsw2sw5sw2s2ese

	hogweeds
	17e3n

	the irredenta 
	10e10n2e8n

	the isle of tuatha 
	16w6swse14s10wdwn2es

	kenku
	10edn

	juargan
	10edw

	michaeline keep 
	10e10n2e11n3e

	monastery
	17n3wu4w2nw3neuenun

	perceptory
	16w6swse14s10wdw2n4wsw2sw5s2w

	the plains of xev 
	16w6swse14s6e2s5e4n15e13ne2n2e

	pyramid of the serpents 
	8s3e2sd29enu

	the river of dangers 
	16w6swse14s6e2s5e4n15e13ne2n7e10nws

	the steading 
	16w6swse14s6e2s5e4n9e2n

	the swamps of thanos 
	14w2sese6sew

	the thousand mile road 
	16w6swse3s 

	the tombs of tarin 
	16w6swse14s10wdw3n2es

	the tunnel maze 
	4nwds

	the tunnels 
	10e10n2e12ne2ne2n3wdn 

	the tunnels in the sewer 
	8s3wn2d

	the under dark 
	10e10n2esdwnwn3e3wseses3ed2w4swsws2wnw5d2wd2ne8d4e2nds2d2w2s2w5seses2ese2sdes2e2s4wd 

	under dark extensions 
	10e10n2esdwnwn3e3wseses3ed2w4swsws2wnw5d2wd2ne8d4e2n 

	the underworld 
	10e10n2esdwnwn3e3wseses3ed

	the usurpers of hochenyana 
	10e10n2e9nes 

	the valley of dawn 
	14n7w4n 

	the valley of the mad mage 
	17n2wn9e3nw 

	the volcano 
	10e10n2e4n4e3se3se 

	the war camp 
	10e10n2e12n3e2nene

	the windmill 
	10w4n2wnw3nwn2w

	thieves' den 
	8s3e2sd21wun2w21n

	urkiish underground 
	8s3wn2ds3wnw2nd 

	village of turra 
	16w6swse14s6e2s5e4n15e13ne2n5e8n 

	xak tsaroth 
	16w6swse14s6e2ne

	xanth 
	20ws2w2swswn4w 
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Isle of Tuatha de Danaan 
-------------------------------------------------- 
Almost all of this area is aggro evil/good - the horsemen of Manaan are aggro all No hiddens in the area 

--------------------------------------------------------------------------------------------------------------------------------

From Center Go to Start of Area - 
Before the Raging Waters of the Emerald Sea 14w2s2w3se2sw14s10wd2wes 

From Entrance to Mananan mac Lir 
s2w3sesen 
Sentinels of Lir blindable are 1s of Mananan mac Lir 

Mananan mac Lir = 3x oblit -rough edged coral trident -transparent cloak -suit of armor made of seashells -small wooden carving of a boat -small black mark (key) 

From Mananan mac Lir to Flidais 
sw2n2enesw2se

Flidais 50 cleric 3x bone - not aggro -suit of armor made of leaves -a large wooden mallet -key to danaan 

From Flidais to Cernunnos 
Taliesan wanders and is normally on the way somewhere 
unlock black,using key to danaan, open black, 2s2e3sw3se3nwu 

Taliesan = 3x stagger 50 ranger (wanders in Forrest Area) -golden torc of Taliesin -small grey mark (key) 

Cernunnos = 50 ranger 3x oblit/enshroud his room is underwater! -cloak of the first forest 

From Cernunnos to Cu Chulainn 
ue2s2ws 

Cu Chulainn = 50 warrior 4x oblit/enshroud -Tuathan Boots of War -warrior's scarf -enormous spear named "Gae Bolg" 

Cu Chulainn to the Before the Hall of the King 
n2esdne2sen2es, unlock door s, using small black mark, open door, s2wswsw2s all doors past this point are unlocked with small grey mark: 

Before the Hall of the King to Dianchect 
2w3s, unlock door w, open door w, w 

Dianchect = 50 cleric 3x stagger not aggro -wooden spear -an iron torc 

Dianchect to Gobnui 
ese, unlcok door e, open door e, e, unlock door e, open door e, 2en, unlock door e, open door e, e 

3 apprentices with Gobnui - taggable sissies 

Gobnui = 50 warrior 4x enshroud/charge -blacksmith's spear -green amulet -brown amulet 

Gobnui to Oghma 
w2n, unlock door e, open door e, e 

Oghma = 50 mage 3x oblit -woven staff named "Binder" -a suit of silver chainmail 

Oghma to Nuada 
w3s2w, open door s, 2s 

child of oghma = 3x massacre/stagger - tagable -iron bracelet -a suit of amethyst armor 
nuada = 50 warrior 4x enshroud -Nuada's silver hand -studded leather jerkin -a small mist mirror -a dancing sword 

--------------------------------------------------------------------------------------------------------------------------------
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The Tower of Xerxes 
-------------------------------------------------- 
------------- 
first floor: 
------------- 
Aggros along the way: 
seee pick stone/open stone 2se2swn5wsws2w2ne kill horror/get key corpse 
w unl/open black 3wn2un kill guards 
(Urn has key to +2 +2 shadow bracelet.. all w from urn, somewhere in 
there) 
------------- 
Second floor: 
------------- 
Aggros along the way: 
nneeessswswswsseenn8ennnnnwwwswnw
\_go w for khostaral at 4th north 
pick sec/open sec s get key pick/open hid w pick/open chest 
enesen3e7s2e unl open bronze 
4n2e2s2u leave PP's. 
------------ 
Third floor: 
------------ 
Pretty much everywhere is portal-able. 
Third floor: 
(Baebas has key to crystal, crystal has key to obsidian door, Drelnza 
has key to iron mask of zurash on 5th floor, Abraxus has shield of 
midnight) 
(Need to wander around a bit to find Abraxus, Drelnza, and Baebas, they 
roam the whole floor) 
(Recommend: Head to crystal first, obsidian second, then cloud, hopefully 
you'll hit baebas on the way.. if not, leave PP's at crystal and door 
as needed) 

(Below Not needed, go straight to crystal) 

Top of stairs to obsidian door (door to third): 
2s,all w(8),n3e3n2wswnw3n | 2esese2nes2es, 
\_ going out from crystal takes ya back here 

Top of stairs to crystal: 
2s 8w n 3e 3n 2w (intersection)s w n w (intersection) 2w n w s w n (intersection)w n w 6s e s 5e 2n: Crystal 
(Leave PP's) 

Crystal to obsidian: 
nwne | all n 2esese2nes2es 

obsidian to black portal (cloud of darkness behind it, has key to 
obs. key from crystal unlocks portal) 
(go s from obsidian, follow path): 
swwssseenn2ws 
(can just easily walk back from portal to obsidian to get to 4th) 
(Explore deadends if ya haven't found all the mobs yet) 
------------ 
Fourth floor 
------------ 
Gold Collosus has key to Astaroth has key to 5th floor. 
zilanthor wanders, has key to circle, behind circle is second zilanthor, 
bracers of fist (couple other pieces there) 

4th floor wandering Mobs: 
Crimson death - easy blinds 
Soul Stealer - rough motherfuckers 
The Mist - hidden, tripple stagger thru (not easy blind) 
Mist Stinger - tripple stagger thru 
Utaku - Shitty hitroll, never hit 
Mist Horror - Blindable - trip bonecrush through 
Mist Demon - area effects, trip stagger thru 
grey ooze - wimpy HP, double massacre 
Mist Stalker - Low HP, trip stagger 
Mist Thing - Low Hp, 4x “extremely hard“ through sanc 
Priest of Xerxes - double massacre through 
Q'ua-taro - 2/3x stagger through 

DIRECTIONS: 
(From top of stairs) 
NOTE: Set portal points on top of stairs. Repop could take place when you 
portal back to what would be third.) 

all w n until west all w all n all w 
s until there is are 4 exits (nsew) 
(from intersection) 
ewnenw2n (summon portal points) (grey to the west) 
sese 
(GOLDEN COLOSSUS should be 2s) 
NOTE: He has key to The Golden Door before Astaroth. 

Portal back to Top of Stairs (or try n from coll) 
all w all n all e all s all e n e (Before Golden Door, Asaroth south) 

Portal Back to Top of Stairs 
NOTE: The first Zilanthor roams. he is usually in the the all west, all 
north, vicinity. He 
should be trackable. Do him and get the key for door before 2nd Zilanthor. 

(To circle of mist from top of stairs) 

all w all n all e n 3e n (Circle should be west, unlock) 
one w of circle in tube is a SUFFER room, don't regen there! 
w 2u (2nd Zilanthor west, KEYWORD: Grey) 

NOTE: Frost Blade, horde, and bracers of mist west of Zilanthor. 

(go 2e2d from loot, and portal to portal points at the grey beside Colossus) 

w s w s all w .. make pps (STAIRS TO 5th) 

--------- 
5th Floor 
--------- 

(follow this path first to make PP's ON 5th. Leave PP's at base of stairs 
too) 
Base of stairs to portallable servant's chambers: 
u u n w w s e s e e e e e e n u u w w w w n n n n e e e e e s 

Just head up, map ain't hard. There're TWO servant's quarters, only 
one 
is portallable - the northern one. 

First do nalfashnee, skathor, alzol, and synelle. Then clear area near 
Xerxes, 
do asberdies, go back and do lucindar and guardian, then do King and Vikara. 

Wandering mobs with eq are nalfashnee, skathor, and alzol. 
Skathor - black razor, key 
Nalfashnee - ivory bracelet 
Alzol - ring of fire, extraneous pieces 

Non-wandering mobs ya needa kill are: 
Synelle (gaunts, some key), 
asberdies/lucindar/guardian (ring of darkness), 
Chou Lung (Old robe/sandals), King X, Vikara, 

Best not to unlock door to King X until after 
Skathor, Nalfashnee, Synelle, Chou, Alzoll so repop/key glow don't fuck 
you (might wanna kill lucindar first too). 
When ya unlock “doors“ before king X, clear out all the mobs inside so they 
won't be in 
yer way fer X. 

Good idea to leave ppl on floor to avoid repop. 

King X: Disperse one restores worth of cash to spell casters before going 
He revives himself quick, so if ya gotta recall on him, restore up 
quick and get back to him. 

*** Don't go from the room one w of him, go from n or s... room one w 
of him is SUFFER now. 

Vikara can be converted to neutral so she don't (un)holy word. 

On eastern side, curtains lead to Xerxes. 
If ya go east of curtains: all s w is chou lung 
all e is King X (Behind doors) 
one w of X is suffer room (new) 
some e then s before king is a door which 
leads to Asberdies 
some e then n is where the strange bracelet 
and vikara is after ya do king 
cash/strange in picable chests/coffers 

Ring off Drelnza (from 3rd) unlocks statue 
one n of King 
that statue has key to statue s of King, this 
one's got the Iron Mask 

Need key from asberdies to get ring of darkness. Do asberdies, 
Do lucindar (has key) on south eastern side of floor, then you can 
unlock 
all the doors, kill guardian, sphere contains ring of darkness - 
(all doors are just past lucindar) 
Asberdies also has crown of sorcery 

Synelle (non wandering) 
has gauntelts of might - can tag amazon and 
gladiator for it. 

-------------------------------
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Demon Remort Quest 
-------------------------------------------------- 
demon qm > east of freehold near Warcamp 

Powerful Red Demon in the Fields of Chaos (sancted one) > 20ws2w2sws3wnwn2n3sws2n3e;open door n;2nu4w4s4e4nu4w4s3e;open door s;2su ...soem where to the east...wanders 

Miralith Demon in Astrial Extentions > recite underdark > 3s8w5s2w;open wall;3w2n5un to astral guardian (portable room) astral extentions are n...demon wanders there 

Bodak in UnderDark > recite under dark...duh :P > 5w;open door n;n4e3nw bodak n > also need black wand inlaid with gold symbols off him 

Shadow Demon in the First Floor of the Tower of Xerxes > 8s3e2sd29eses5e5s4en3eu2euesus;open gate;s3e 

Darkness pulsates through your being as the essence of great demons,
Demogorgon, Orcus, and Drelnza, flicker through your mind. Your body bursts
forth in raw strength and physical growth stretches you skyward. Your best
features are improved and the last bits of goodness in your heart flee in
terror at the realization that you are now a Demon.
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Izarti Remort Quest 
-------------------------------------------------- 

Travel through the portals of time and put an end to 
the saber tooth tiger. Lord Skul's magis is creating 
abominations. Stop him before you grant the king of Tarin 
eternal peace. The devil's huntsman, who serves with the three 
witches, needs to be stopped, permanently. Return here with the 
proof when you have completed these tasks

The izarti questmaster wanders on the way to the Guardian of Pattern. 

Guardian of the Pattern > 16w6swse14s10wdw2n4wsw2sw2s2eses3e 

sabertooth tiger > (portals of time) 16w6swse14s10wdw2n4wsw2sw5sw2s2esese2s2en > > is hidden > pteradactals assists and are blindable 

devil's huntsman > rec elven 2wsd4sd20w3s3e > open trunk > 4sw2se3nw5nw2nw 

king of Tarin > tombs of tarin > 16w6swse14s10wdw3n2eswnn2e2ne2e2s (pick and open gate) s4d king is e 

Lord Skul's magist > Skelon in blackheart keep > 17n2u2w15ne pick door n > se tower 
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Werewolf Remort Quest 
-------------------------------------------------- 
werewolf qm is somewhere in mt everwar > 8s3e2sd27wne2n3e4n4e3n2w2n3e2n buy turrian scroll...recite it and wander around 


master_werewolf in lord vrolocks > portable
she-wolf behind circus in isel of mist II > 21w10su3w;open trap;d3w4ne shewolf s 
fernir in asgard (near odin) > 17n6w4n2undn6e6nw (kill 1 and get key) (unlock open door n) all n (through tunnel) (kill Heim) 4u3n (unlock gate with rainbow key ((rainbow key is s7es from heim on ghost)) 3n all e n op do w...mob is w. 
orchid in luppusville > 10e10n2e2nw2nw2nw2nene3n3e (get key skull) e (unlock/open gate) en3es (unlock or pick/open gate) 2e3n3e8n3w2n (op door w) 2w or port zash n2w2n (open door) 2w 

You give a beautiful orchid to the reverend elder werewolf.A sprouting sensation sets your skin aflame with tingling.  A dull yellow lightsurrounds your claws and teeth as they transform.  You instinctively lean overonto all fours, flexing and surging with power as your muscles ripple with theneed for speed as you realize that you are now a Werewolf.

Let the world try to run from you, you'll hunt them down!

Travel through the portals of time and put an end to 
the saber tooth tiger. Lord Skul's magis is creating 
abominations. Stop him before you grant the king of Tarin 
eternal peace. The devil's huntsman, who serves with the three 
witches, needs to be stopped, permanently. Return here with the 
proof when you have completed these tasks.

[image: image20.png]


Vampire Remort Quest 
-------------------------------------------------- 
Who knows what evil lurks in the hearts of men. Whatever 
that evil is, its absorbed by Vampires that suck their 
blood. Mankind has not known a worse bane. 
Humanity is lucky that Vampires morbidly fear the sun, 
lest they would surely take over the world. 
If you wish to gain the powers of the Vampire you must 
complete several tasks. 

Gather yourself a golden cross from the priest of 
Michaeline and a wooden stake from the lair beneath midgaard. 
Use these tools to slay the tyrrant known as Lord Vrolok. 
Afterwards, goto the land of Krynn and slay the five Vampiress. 

Vamp QM wanders Black Market > 8s3e2sd25wses2e2s 

vamps are in the cave in krynn > 6th room > behind bronze 
from mid center 29n4w2de2dw6d6n > kill statues and get key, unlock gate > ettercap has red key, find it 
go back to gate > 

wooden stake is under midgaard on a wererat 

lord vroloc is portal to master_werewolf kill it get key 3wue (unlock/open door e) kill vroloc e 

golden cross is off the priest of michaline > 10e10n2e11n8e
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Giant Remort Quest 
-------------------------------------------------- 
1. The stone giant chief in the forgotten forest. 
2. The Fire Giant that slams his huge flaming sword into 
the earth again and again in the Silver Dutchess Mine . 
3. The forest giant in the Tombs of Tarin. 
4. The cloud giant that wears the plate of the clouds in 
the steading. 

questmater frequents the road west and is trackable to giant_questmaster 

stone giant chief > 14w2s2w3se2sw14s10wd(magical shoreline)w2n2wws2es3e2s 

Fire Giant > in canyons....the ones with the flamming rocks that agro > 25e2ses4es4e3ne follow path to him 

Forest Giant > 16w6swse14s10wdw3n2esw2n:pick knot:open knot:nunw mob is s 

Cloud Giant > 16w6swse14s6e2s5e4n9e5nw6nen2w2nw2u w;open door w;2w;open door n;3n > he wanders around there 
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Amara Remort Quest 
-------------------------------------------------- 
Travel to atlantis and slay the Giant Octopus. 
Deep in the Pech community lurks a cave fisher 
It must be slain! Grendal in Asgard is a bane to 
all those that pass by. Put an end to its wrath. A 
great white shark lurks by a lagoon near the isles 
of the pirate lords savaging all who come near Filet it. 

the Amara quest master is on the way to the phoenix > 16w6swse14s10wdw2n3wse2s 

Giant Octopus > portable > octopus_giant 

cave fisher (summonable - cave_fisher) > 10e10n2esdwnwn3e3wseses3ed2w2s2w;open trap;18d;2e;open golden;e;open secret;d (start of pechs) 

Grendal > 9w11nw10n2undnw2e2n > grendal is west 

Sharks > 8s3e2sd27wn11w2sws2w3n2wn (agroes from here) n on mako, n, w on shark, n on shark > great white is w 
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Undead Remort Quest 
-------------------------------------------------- 
QM is in swamps of thanos west of the creature of the mist 

a pustulent heap of rotting undead flesh tells you, 'Bring the corpse of the young girl from Lupusville(Night). 
a pustulent heap of rotting undead flesh tells you, 'Defeat the undead King Tarin in his tomb. 
a pustulent heap of rotting undead flesh tells you, 'Put to rest the spirit of a murdered child 

spirit of murdered child > windmill > 13w2nwnw2n4w2n3e3s6e5n3e2s2w6s7ese3n6w5s9e is e 

king tarin > 16w6swse14s10wdw3n2eswnn2e2ne2e2s (pick and open gate) s4dse 

corpse of the yourng girl > luppusville night...10e10n2e2nw2nw2nw2nene3ne (get key skull) 2e (unlock/open gate) en3es (unlock or pick/open gate) 2e3n3e8n5wswen4enuor

port zash n4wswen4enu 
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General Useful Information 
-------------------------------------------------- 
XP areas:

azar- dirs start at sams cent, aggro, easy blind, ward/sanc recommended
8s3e2sd28ed

hogs- dirs start at sams cent, aggro/assist, no infra, low-mid di
17e3n

3os- dirs start at sams cent, aglandiir wanders/aggro, mobs dust, flee when low
10esed4e2s

aspis- dirs start at sams cent, shou blindable
8s3e2sd27e4n5w

bazaar- dirs start at sams cent, shoppers/guards flee when low
8s3e2sd30e2n

chutes- dirs start at sams cent, mobs aggro, blindable to ice, shou blind/dust after, pirates/captive flee when low, helmsman and captive !aggro
8s3e2sd27wn2w4ne2n

dragonor- dirs start at sams cent, mobs aggro, easy blind, stage 2's are best xp
17n2u2w3n4sws

elders- dirs start at turra center, mobs invis, average around 200hp
4e;open gate;e;close gate;2e;open wood;e;close wood;open gate;e;close gate;4e2nwnueu

fireants- dirs start at sams cent, good align xp, think they're sk's
8s3e2sd27wn11w5s2w4ne3nenwnd

firenewts- dirs start at sams cent, assistors, mobs disarm, easy blinds, recommend sanc, hit "fire newt" not "firenewt"
10e3n2e5u2ede2n2e3se3sd

gaks- dirs from elven cent, aggro with light, low saves/high hp, sanc pretty much required without envenom
2wsd22w2nwn2w4d3n

hawks- dirs from sams cent, blindable, recommend sanc, tera's after- dusters/aggro, gambling pirates after- dusters
8s3e2sd27wn11w2nwnw

moria- dirs start from sams cent, guards have keys north, go all north, then en-ish, guards have keys, all n, all d, all e, d, set pp's, kill xorns and umbers, need sanc and blind
10e10neesdwnsssenwsessesd

playground- dirs start from sams cent, dirs end e of shadow dragon, aggro, no infra, good xp, should be sanc'd/warded, most rooms are !magic
8s3e2sd26w3sw5ne2n

sharks- dirs start from sams cent, area is in the form of a ring that goes down at the top, mako's are the only blindable sharks, rest are shou blind only, from top of circle, stiggs is s, !aggro, usually 2 pirates 2 taggable, pirate east
8s3e2sd27wn11w2sws2w3n2wn

smash- dirs start from sams cent, mob aggro with light, easy blind, good disarm prac, low hitroll, ward/sanc is nice, good xp, high hp/sanc'd 
20w2sesws2wswn3wn4w2n

snakes- dirs start from sams cent, mobs aggro with light, large's remember
20ws3ws5w2s;open bridge;s;close bridge;2s5e2s

spiders- dirs from sams cent, mobs assist, good gold, ward is fine, easy blind
20ws3wu2neusewnwsw

stained- dirs from sams cent, don't know all too much, good xp though
14w2s2w3se2sw14s6e2s4e3n7es

trolls- dirs from elven
2wsd5sde3s

warcamp- dirs from elven, guards wander/assist, blindable, dk's so stun, decent xp, horses wander, blindable, decent xp
2wsu10e5ne2nw5n2e4n;open gate;e;close gate

silver dutchess mine- dirs from sams cent, seems to be neutral only, decent xp
25e2ses4es4e

-------------------------------------------------

Heal Potions:

2x Blue Potion(ki-rin)
1x Blue Potion(chief_guard)
1x Blue Potion(spider queen)
1x Blue Potion(dragonnia_guard)
1x Misty Potion(swamp_wraith)
1x Bluish Herbs(hierophant)
2x Lavender Potion(eton)
1x Life Essence(life stealer)
1x Soul Essence(soul stealer)

-------------------------------------------------

Sanctuary Potions:

1x Fungus(tunnel maze)
1x Purple Potion(gargoyle)
1x Purple Potion(chief_guard)
1x Purple Potion(dragonnia_guard)
1x Blackish Herbs(hierophant)
1x Potion of Protection(aglandiir's treasure room)
1x dark bottle(aglandiir's treasure room)
1x a red leather-bound book(room in DTD)
1x Crystal Ball(gypsy?)
1x Strange Bottle(troll bartender room)

-------------------------------------------------

Haste:

1x Pink Potion(earth elemental)
1x Pink Potion(balrog)
1x sparkling potion(general woundwart)

-------------------------------------------------

Shield:

1x Green Herb(herbalist in bazaar)

-------------------------------------------------

Armor:

1x Yellow Herb(herbalist in bazaar)
1x Potion of Protection(aglandiir's treasure room)
1x A scroll(2nd scroll from scribe in bazaar)

-------------------------------------------------

Ward:

1x A scroll(1st scroll from scribe in bazaar)
1x murky green potion(green_troll)
1x a moldy green potion(turria)

-------------------------------------------------

Recall:

1x A scroll(scribe in bazaar)

-------------------------------------------------

Blur:

1x Smelly fishmeat(keyword sushi, eaten, amara city)

-------------------------------------------------

Refresh Pots:

1x brown potion(samsera)
1x bubbling potion(freehold)
1x emerald potion(keyword refresh, deep moria)
1x A cup of sweetwater(also cures(light?), amara city)

-------------------------------------------------

Clan Shop:

1x A jar of ironsilk worms(blur/poison)
1x a jug of writhing maggots(pestilence)
1x a cactus of water(drink container)
1x the essence of angels(ward)
1x a shimmering phial of unrestrained emotion(shield/invis)

-------------------------------------------------

PP:

Gluttony, Sloth, Avarice, a handsome suitor
Justice, Sincerity, Chastity, Fidelity
Humility, Generosity, Trust
chalico, strick, koofy, black_cat, white_cat, gra(e)y_cat
frozen_gnome, bronze_dragon, gold_dragon, silver_dragon

-------------------------------------------------

Status worth trying:

lost city - per
new thalos - foreman/construction worker
dungeons of denegroth - courier
forgotten forest - stone giant chief/concubine
in the air - pegasus/cook/maid/trumpeteer/hand maiden/kitten/juggler/dalphrael
tuatha - ondine
valley of the mad mage - grey goblin chief/grey goblin priest
enfans - blue
jungle - mosquito
draconnia - jester

-------------------------------------------------

Possible status zones:

valley of elves
Drakyri isle
valley of dawn 
azar 
atlantis 
barb camp
crystal palace
DTD
dragonia
draccona
Dungeons of denogarth
Pyramid
Portals of time
Ice caverns
xanth
Xak tsoroth
blight
usurpers
Drekken Noir
Emerald Forest
tuath
forgotten forest
olympus
warcamp
Dark friends
shaden

-------------------------------------------------

Clan Halls:

TS Clanhall-17n2wn5e3nunednddd

Occult hall-12w4n3w3sd6e4nd

Nemesis hall-rec elv;2ws3u

Forsaken hall-seas5w3s2enu;open gate;3s;u
Mayor's Office in Samsera is trigger room.

DL hall-16w6swse14s6s5sw
Hall of Clans in Samsera is trigger room.

Genesis hall-elven recall-2wsd5sd2e-open rift-3d is first room
Highlander hall-
An Unfinished Stairwell in Mother Risen's is the portal room.

Wanderer hall-9n2e

-------------------------------------------------

Other shit:

Asgard-
Loki: From first room in maze:
2s2udesdnsdw..then all e

Perceptory-
Maze:2dsesen2d

Mt. Everwar-
Ring of Protection: kill kings/steal keys, dwarf/ogre/troll/human/gnome

Dreamworld-
Catlord: 16w6swse14s10wdw2n4wsw2sw3sw open undergrowth wnw2n6e9s is magic room, cat lord is 3w3n3es from here, aggro/can be disarmed, 3x enshroud through

Astrals-
Guardian to extensions: 3nwuned

King of trees, from shoreline:
w3n2esw3nu2e

Seas-
The Siren: 8s3e2sd27wnwn3w4n siren n

Jungle-
Safe dirs to near unga/fire ants/jungle (don't got aggro pirate guardin way):
14w2s6e2n;open brush;n;close brush;e4n;open rock;u;close rock;n3e2n5e3nwsws5wn then 3en to ants enwnwenwew

Black Panthar: 8s3e2sd27wn11w5s2w4ne3nenw2u (hidden to the east)

Palanthas-
Grymthorne (Ring of the Ancients) 8s3e2sd27wnwnwn4e3nw follow path to dragon shades, theres a few aggro evil knights in the tents, when you get to the path out of the solamnic camp watch exit if theres an intersection you can go e w or s keep following it til the dragon shades Kill the shades, pick portcullis w2n w til exit n is to dragon street, then n a few, w, grymthorne should be n

Solamnics-
Ring of Sustenance: 8s3e2sd27wn2wnwn3e then east 3n 2e n, kill/steal key off priest, kill/steal key off knights east, it's in chest

Fire Ants-
Queen Fire Ant: 8s3e2sd9ws2wnw,5w2s6we2n4swsw,aggros start, 4nenwnwn2wn, aggros stop, wn2d4edws, 2de(tunnel), kill guards(!magic), queen down with 2 guards (Red Fine Hair Leggings)
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Mist Points 
-------------------------------------------------- 
wraith_loathsome is fields of chaos
dragonnia_guard is dragonnia chief of guard with pots
hysatu is abenos
gaerdun is that crystal palace
duckling goes to elven
5.baker or metaphysician is samsera
sisy takes you to sisyphus in mid
sendia takes you to pot shop freehold with bubbling pots
kinison is ONclan guard
11.recep takes you to lupusville day iirc 
grizltor is demon guild
knight_ethereal takes you to 1k road
undertaker is skg
draconian_scout is xak staroth
keymaster is lost city
7.healer is the one in fairhaven
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Remort QM Locations 
-------------------------------------------------- 
Demon Quest Master is located in Warcamp.
Faerie Quest Master is located in The Faerie Book.
Vampire Quest Master is located in Black Market.
Elemental (earth) Quest Master is located in Deep Moria.
Elemental (air) Quest Master is located Up in the Air.
Elemental (water) Quest Master is located in Blasted Heath.
Elemental (fire) Quest Master is located in a Volcano.
Giant Quest Master is located in Northern Mountains.
Amara Quest Master is located on Mystic Sea but does wander into Forgotten Forest.
Izarti QUest Master is located in Forgotten Forest.
Undead Quest Master is located Thanos or maybe Swamps of Thanos.
Werewolf Quest Master is located in forest between Turra and Everwar.

