
Walkthroughs 2014 ï 15, based on three different parties: 

One party of fighters-only; one mages-only; and one hybrid-only. 
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Skills 

Sword M G - G M - - - - - - - 

Axe M - - - - - G G - M - - 

Mace M M - - - - M M M G M M 

Dagger M - E G G E - - - - M - 

Spear M - - - - E - M M G G M 

Bow E - - E G E - - - M M E 

X-Bow M E E - - - E G E - - - 

Dual wield M - - G M - - M - M M - 

2-Hd M - - - - E - - - G M M 

Warfare G M - M E - G M - M E - 

Med. arm G M - E M E M G E E E E 

Hv. arm M G - - - - G - - - - - 

Shield M M - - - - G M M - E E 

Endurance M M E M G M M G E G G M 

Dodge G E E G G M E E E E G M 

Mystic. - E M - E G - E M - E M 

Arc. Disc. E G M E E M E M M E G G 

Mag. focus - E G - - M - - G - - M 

Magic: 

Primordal - - G - - G - - M - - - 

Fire - - M - - - E M G - - M 

Air  E M G - M M - - M - M G 

Light - G M - - M - M G - - - 

Water - - M - - G - - - - - G 

Earth - - M E M G - - G - - G 

Dark - - G - - - - - - - - - 

Red numbers: Preselected skills (cannot be de-selected) 

Classes and available skills 



Tactics 

Party creation 

Any combination of characters can be used, and there are some ñachievementsò available for completing the 

game with fighter-only, hybrid-only, or magic-only characters. 

Dark magic is useful (but no way essential) in parts of the game, only available for Freemage. 

Else the most useful (needed) magic is earth magic, with the regeneration spell immediately available. 

Also spells for curing (or preventing) feeblemind, paralysis, poison, curse are useful. Alternative to knowing 

the spells is to stock up on potions and scrolls. 

Itôs convenient to know the identify spell ï else you have to drag unidentified equipment around until next 

meeting with an NPC who can identify for you ï which sometimes may be a long wait (like in the final 

dungeon). (Can hire NPC in Karthal who can identify items for party.) 

High level magicians are a great advantage (especially in the extra section), on the other hand winning the 

game with a fighter-only party wasnôt that difficult. 

Weapons: In general choose the weapon where the PC can advance furthest (includes combination with two-

hand or dual wield if appropriate). All characters must have bow / x-bow skill, preferably at skill level as 

high as possible. 

Armor: The penalty for wearing armor is pretty hefty, and even at master Medium Armor level most armor 

of the kind will hamper character. Heavy armor is better (2 penalty reduction per skill level), but only 

available for a few classes. And then there are some pretty nice relics requiring medium armor. 

Dodge (evasion) isnôt as effective as armor (My PCs with evasion of 150 tended to get knocked out all the 

time, while PCs with limited evasion but AR of about 50 suffered almost no harm). 

Specialized magicians should hone their Magical Focus skill, and fight with such. That way they donôt have 

to spend skill points on Might or weapon skills. The useful spell Whispering Shadows can only be learnt by 

Freemage, but Druid, Shaman and Runepriest can wear medium armor ï without penalty if using magical 

foci. Hence easier to keep aliveé 

 

This walkthrough is mainly for a hybrid party, consisting of: 

Thomas, Human Crusader specializing in Sword, X-bow, Shield, Heavy armor, Light magic 

BadenPowl , Dwarf Scout specializing in Axe, X-bow, Dual wield, Medium armor, Fire magic 

Martin, Elf Ranger specializing in Dagger, Dual wield, Bow, Medium armor, Earth magic 

Griszhnak, Orc Hunter specializing in Spear, Two-handed weapons, Bow, Dodge, Air Magic. 

 

In addition the party will develop the arcane discipline skill, which grows from useful to must-have during 

the game.  

 

Skills 

Skill advancement is slow, with only three skill point available at each leveling up. So donôt expect to be 

good at everything. My recommendation is to choose a few desired skills, and focus on those. (E.g., your 

magic users are more useful by advancing a few schools to master or GM level, than knowing a lot of puny 

spells in many schools.) GM air, fire and water spells are especially useful. 

Fighters at GM-level are extremely good, especially combined with their advanced skill traits. E.g., the 

Blademaster fighting with two swords, and using the ñattack all adjacent squaresò ability does a lot of 

damage. (But careful if monsters have retaliation abilityé.) 

 

Battle tactics. 

Not so much to say, except try to avoid getting surrounded. If battle starts with party and monsters not on 

adjacent tiles, retreat immediately to a ñsafeò spot. Not always possible. 

Note: Contrary to whatôs normal in these games, XPs received are individual, not total for party. That means 

that if one or more characters are unconscious, stunned, paralyzed, sleeping or whatever, they wonôt get any 

XPs, but the other characters wonôt get any more, so you actually lose XPs. Hence, try to keep everyone 

conscious when an enemy falls. (Not easy to avoid being stunned, but can use spell Burning Determination, 

wait with the final blow till everyoneôs awake,é) 

 

Relics 

Puny when found, but during use rises to best items of their kind, so should be used at their best. 

Actually can be smart to choose classes / skills according to what relics are available.   



UBI achievements Relics 
These four relics are only available after unlocking 

UBI achievements. I.e. on completing Act I. 

However, when these relics have been ñboughtò 

once, they are available at the start of the game for 

every new party. 

Hence all my later parties started with this relic set, 

which was one good reason for including a PC 

skilled in both axe and two-handed weapons (i.e. 

Mercenary or Barbarian).  



Found: Mysterious Cave in 

Desolate Wilds Found: Mysterious Cave in 

Vantyr Range 

Found: Bought in 

Blackfang Hideout, Karthal 

Slums (5 g!) 

Found: Mysterious Cave in 

Shadow Woods 

Found: Ship Wreck south 

of Dubra Scrubland 

Found: Dangerous Cave 

Wyslin Jungle 



Found: Reward for Fortress 

of Crows quest 

Found: Reward for 

Peninsula Incognita quest 

(Lord Kilburn) 

Found: Mysterious Cave 

near the Eye, Navea Plains 

Found: Mysterious Cave 

Ashen Hills (near Castle) 

Found: Ship Wreck NE 

border of Yon-Chall forest 

Found: Ship Wreck near 

Sorpigal-by-the-Sea 



Found: Dangerous Cave in 

Ashen Hills (Shadow Dragon) 

Found: Dangerous Cave in 

Desolate Wilds (Tuco) 
Found: Reward for Starsilver 

quest, Silver Blades Seahaven 

Found: Dangerous Cave in 

Navea Plains (Martyaxwar) 
Found: Reward for Obelisk 

quest, by rock near ñLandroò 

Found: Skull Rock, Hamatoôs 

quest. 



Found: Tomb of a thousand 

terrors lv. 4, near Dunstanôs 

body. 

Found: Dangerous Cave 

Menthil Range, Manco.  
Found: Tower of Enigma, 

level 3. 

Found: Reward for fulfilling 

quest Jassads Bestiary. 

Found: Reward for fulfilling 

quest The Forbidden Saga. 

Note: Cannot be collected 

before game has been 

completed, so the bonus 

quests are needed to advance 

this relic. 



Teachers Expert Master Grandmaster 

Skills 

Sword TC So / Dojo Se Jon M, Castle Lord Haart, Se 

Axe TC So / Black Guard TC, KS TC, C. Drengi, Navea plains by Eye 

Mace TC, So, / TC, C Naga Bank, Se Tao, C. 

Dagger Inn, So, TC, C. Second-hand wpns, C Yesthar, Elf cove Tomb of 1000 

Spear Garrison, Se / TC, C. Eldgrim, Se Garrison, K. 

Bow TC, So. / TC, C. Death match, K. Yumiko, W. Coast (S. Crag) 

X-Bow TC, So / Black Guard TC, KS Runes & Craft, Se Arnod, Vantyr Range 

Dual wield Dojo, Se / Taming, KS Hamato, Lighthouse Changbo, Vantyr Range 

2-Hd Naga Bank, Se / TC, C. Garrison, Se Yaksha, W. Coast 

Warfare Weapon, So / Black Guard TC, KS Zakaral, KS (Inn) Sandor, West Coast 

Med. arm Garrison, Se / Dojo, Se Armorer, Se (Gregor) Tamotsu, K. Sewers 

Hv. arm Armor, So Elegant Armor, K Sorli, Lost City lv. 4 

Shield Garrison, Se / TC, C. Gwendal, Castle Lord Kilburn, Yon-Chall 

Endurance Bear, Se / TC, C. Garrison, So Atlas, tent by K. 

Dodge Bear, Se / Blackfang hideout, KS Everymanôs armor, C. Wysthal, Yon-Chall & Shadoww. 

Mystic. Dojo, Se / Black Guard TC, KS Blackfang hideout, KS Falagar, C 

Arc. Disc. Library So / Dojo, Se Mojo, C. Mizuki, rock S of Crag. 

Mag. focus Magic shop, So / TC, C. Church library, Se Berenice, hidden area Forge lv. 2 

Magic: 

Primordal Wagon, Plain of ashes / Dojo, Se Great Library, K. / Kastone, Elf 

Cove, Tomb of 1000 

Nur, Top level Enigma Tower 

Fire Wagon, Plain of ashes /  

Black. Guard TC, KS 

Geilir, Se / Sayid, KS Erika, Marshes (NW) 

Air  TC, So / Dojo, Se TC, C. Shiva, Wyslin Jungle 

Light Chapel So / Black G TC, KS Church, Se Orna, shrine by Karthal 

Water Dojo, Se / Lock Kit, K. Fort, C. Kei, C 

Earth Wagon, Plain of ashes /  

Black G TC, KS 

Healing Lodge, C. Carathmir, Yon-Chall by Kilburn 

Dark Moon Doe, Se / Black G. TC, KS Arcane Library, KS / Eruina, Elf 

Cove, Tomb of 1000 

Luna, Halloth Grove 

So:  Sorpigal 

Se:  Seahaven 

C:    Crag 

K:    Karthal 

KS:  Karthal Slums 

TC:  Training Center 

Skill Teachers 

Spells: 

Most high level spells are only sold by Mojo in the Crag 

(Expert water, Master and GM water, fire, air) 

Master and GM light in Seahaven church, GM fire in 

Khartal library. 



List of quests (in order received) 
1. Ashes to Ashes. Bring Owenôs ashes to Karthal  { Quickly done when Karthal opens (Chapel) 1500 XP } 

2. Look for work (find Maximus in Sorpigal Town Garrison) 

3. Eileen, Sorpigal. Lost Lambs. Find Luke, Kirk,and Ripley. Decide what to do with them 

{ Kirk: Den of Thieves (killed), Luke: The Crag (let go), Ripley: Falagarôs Mansion (killed). 500 XP  

   Let Kirk go, and he changes life style and becomes a Raider. Let Ripley go, and he kills his mother before  

   getting killed himself. } 

4. Orlene, Sorpigal. Flower for fallen heroes. Place flowers on shrine in Ashen Hills. (100 XP) 

5. Jassad, Sorpigal. Jassadôs bestiary. Enter 50 different beasts in bestiary. Report to Jassad for every 10 new entries. 

6. Zale, Sorpigal. Smugglerôs Cove. Find Coffer in cave below Sorpigal. 

{In spider lair (100 XP, 200 G)} 

7. Maximus, Sorpigal. Spiders in the well. Kill Spider queen in lair below Sorpigal. (100 XP) 

8. Maximus, Sorpigal. Darkness in the Lighthouse. Investigate ñCult of wreckersò in lighthouse. Restore light. (Also 

talk to Rosalie in Temple) 

{Talk to Hamato in lighthouse, eliminate wreckers, beat Mamushi}  

9. Rosalie, Sorpigal. The Highwaymen. Help retrieve item from Brigandsô Den (100 XP) 

10. Hamato, Lighthouse. Sword of the Bounty Hunter. Find sword San Tenga Mugen in cultôs secret hiding place.  

{ Skull Rock. Marked as ñGave sword to Hamatoò once found (bug?) (500 XP) } 

*** See end of list for Obelisk-quest. *** 

11. Maximus, Sorpigal. The Rocky Road to Portmeyron. Go to castle Portmeyron, meet governor. 

{Brigands taken over castle. Eliminate monsters, find Jon Morgan (100 XP) } 

12. Jon Morgan, castle: Morganôs eyes and ears. Explore peninsula é identify the mastermind behind the attacks. 

{Meet Mysterious Elf outside Earth cove in Elemental Forge} 

13. Jon Morgan, castle. Elemental disturbance. Go to Elemental Forge and investigate. 

{Find shard of earth, defeat Earth lord Gralkor, get q16} 

14. Jon Morgan, castle. Paladin promotion. Appease ghosts haunting the cursed ruins once and for all.  

{ Find three fragments of stone disc. (Den of Thieves, Lost City, Blackfang Hideout, Karthal. Go to cursed ruins, 

find 4 scraps of paper, show stone disc to friendly ghost (no XPé) } 

15. Elemental Forge. Elemental Disturbance. Restore Altar of Sylanna (after found Shard of Earth) ï got Blessing of 

Sylanna (can walk forests), also unlocks road to Seahaven. 

16. Gralkor , Elemental Forge. Forge of Heroes. Find all shards, restore all altars. 

{Shard of Water: Lost City lv. 4 

  Shard of Light: Falagarôs Mansion 

  Shard of Air: Skull Rock 

  Shard of Fire: Lost City lv. 3 (Crystal Spider) 

  Shard of Darkness: Black Guard Jail level 1 ï (1500 XP) } 

17. Jon Morgan, castle. Search for Lord Kilburn, show him the letter dropped by brigand. 

{Find Lord Kilburn in Navea Plains on border to Yon-Chall Forest. (500 XP)} 

18. Jon Morgan, castle. Pirate truce. Deliver letter to the pirate king in Crag. 

{Go to The Fort in Crag. Deliver letter to Crag Hack (500 XP)} 

Act II. 
19. Edwin, Seahaven. Receding Horizons. Escort him to the old watchtower in Menthil Mountains. 

(Although itôs a long time till we can resolve this quest the party gets a 10% XP bonus in all fights as long as 

Edwinôs with the party. Therefore keep him as hireling as long as possible.)  

{ Old Watchtower at NW edge of Menthil Mountains. (500 XP) } 

20. Irnel , Silver Blades, Seahaven. Fallen Star. Find Starsilver ore. When done, wait one week for a great weapon 

(Sword Starsilver blade) 

{Find Starsilver ore south in the Desolate Wilds. (500 XP)} 

21. Umberto, Church of Elrath, Seahaven. The Forbidden Saga. Find all 9 lost volumes in the Saga. 

{Portal to a Distant Star, Thievesô Den 

  Mystery of the Hidden Shrine, Castle Portmeyron 

  Clouds, Dngerous Cave Ashen Hills east of Castle 

  The Divine Right, Ship Wreck north of Seahaven 

  A Passage Through the Isles, Cursed Ruins 

  For Kin and Glory, Black Guard HQ 

  Darkside, Sewers lv. 2 

  Night of the Destroyer, Tower of Enigma lv. 1 

  Decree of Destiny, The Vigil lv. 3 } 



List of quests (in order received) 
22. Heame, Seahaven. Haart has its Reasons. Spy on Lord Haart, find out what heôs doing. 

{Ask for Haart in his mansion after received quest. Heôs not there. Ask City Guard, which informs that he left 

towards Yon-Chall a few moments ago. Go to Haartôs cove, uncover his secret, report back to Heame (tell the 

truth ï mostly). (500 XP)} 

This quest must be completed before Haart will train Sword GM. 

23. Lord Kilburn , Navea Plains. Peninsula Incognita. See map section. (1500 XP, White Wolf Shield) 

24. Lord Kilburn , Navea Plains. The Hunt for Montbard. Find the Lost City, find and defeat Montbard. 

{ Lost City, lv.2 (500 XP) } 

25. Ciele, The Fort, Crag. The Curse. Find the necromancer Kaspar in Karthal, bring him to Crag. 

{ Kaspar is in Hospice in the Slums. Take him to Ciele. } 

 Kaspar requires: 

   Sulfur (Seahaven Runes and Crafts) 

   Mercury (Karthal, Munthir the Peddler) 

   Elven Toadstool (Halloth Grove) 

   Widowsweep Berries (Shadow Woods) 

   Heart of Crystal Spider (Lost City level 3) ï (1500 XP)  } 

26. Kei, Crag. Water Magic GM. Walk 100 steps on water.  { easily done when able. 400 XP } 

27. Ulagen, Crag. Marauder promotion. Break into Maynerôs lodge. Get pendant. 

{ Open (trapped) chest in Menthil Mountains. (Tell truth all the way) Deliver pendant (1500 XP) } 

28. Monshan, Navea Delta. Warden promotion. Eliminate poachers in Yon-Chall; free the captured animals. 

{ Northern Yon-Chall. Tough fight, but reasonably easy at level 20. Note: Must recruit Spike before we can free 

the animals. If party already has two NPCs, you donôt even get the option to fire one ï doesnôt look like you can 

recruit him. (Bug?) Spike finds secret spots, so nice to have aboard. (1500 XP) } 

29. Yumiko , Desolated Wilds. Bow GM. Find and kill Iemanja in Skull Rock ï retrieve the bow. (400 XP) 

30. Montbard , Lost City. The Last Wish. Please find my daughter! 

{ Read Montbardôs diary to find the daughter must be Rosalie (if you heard her out about her story before) 

  Go to Chapel Sorpigal and tell Rosalie. (500 XP) } 

Act III 
31. Jon Morgan, Castle. Morganôs Informant. Sneak into Karthal through sewers. Contact Zouleika.  

(1000 XP) 

32. (Dunstan, Karthal), The Great Escape 

* Find Hamza { Ask in Tavern, then go to Cosmic Circle 

* Get quests 34 ï 35 ï 36 ï 37 (1000 XP) } 

33. Meleager, Karthal. The Naga Tea. Collect samples of different Naga Teas 

{ Ohlae tea: Wagon, Ashen Hills 

  Akari Tea: Hamato, Lighthouse after q 8 OK 

  Heijin tea: Erika, Minho Marshes 

  Higan Tea: Tavern, Navea Delta 

  Urago Tea: Manami, Karthal 

  (1500 XP + Elixirs: 1 Arcane resistance, 3 Health, 3 Mana, 1 Potency) } 

34. Hamza, Sewer Key. Find Theron and get sewer key. { Tavern in Slums (500 XP) } 

35. Hamza, Partners in Crime. Get Blackfang help on needed info to break into Black Guard jail  

{ Contact Ajit , Blackfang Hideout, Slums. (500 XP) } 

36. Ajit , Slums. Coffer. Find ship ñSun Hindò, retrieve chest and bring back here. 

{ Ship on SW coast Desolate Wilds has been raided by Nagas. Go to Skull Rock to find chest } 

37. Mizuki , Savage Sea west coast, Arcane Discipline GM.  

* Come back tomorrow 

* Come back in a week 

* Come back in a month 

{ ñI had to teach you the first lesson: patience (400 XP) } 

38. Hamza, Karthal. Liberation. Hamzaôs men will create a diversion which will allow access to Black Guard HQ. 

{ Complete Black Guard Jail, find and free Falagar. (1000 XP) }  

39. Arnod , Vantyr Range. X-Bow GM. Find and shoot 5 targets in mountains (400 XP) 

40. Erling , Dwarf Hall, Vantyr Range. Scout Promotion. Escort Geishli to Seahaven 

{ Easily done ï actually the easiest 1500 XP in the gameé (1500 XP) } 



List of quests (in order received) 
41. Tamina, Kartha Slums. Cult of the Meow (UBI achievement bonus quest) Go to Temple of Meow, free 

Farah, defeat Kilrah (750 XP) 

42. Jon Morgan, Dunstan. Find info about Dunstan (Hamza Ą Lock Kit, Karthal Ą Shiva, Wyslin Jungle 

(1000 XP) 

43. Shiva, Wyslin Jungle. Dunstanôs Past. Find the Tomb of a Thousand Terrors { 1000 XP } 

44. Sandor, Desolate Wilds, Warfare GM. Defeat Sandorôs troops  

{ Maulers, Goblins, Dreamwalkers, Jaguar Warriors, Cyclopes (400 XP) } 

45. The Wanderer, Desolate Wilds, The Curse of Volos. Enter Fortress of Crows, take it from there. 

46. Out of the Darkness, Automatically given when entering Tomb of a Thousand Terrors: Find a way out of 

the Tomb { 1500 XP } 

On entering the Tomb: Act III complete 
Act IV 

47. Yeshtar, Elf cove, Tomb of a Thousand Terrors, Memory Lane. Use Dream Shard to follow Dunstanôs 

memory { 750 XP } 

48. Jon Morgan, The Battle of Karthal. Enlist Crag Hackôs help { Go to Crag, talk to Crag Hack, after he 

joins party and all sail for Karthal the rest of the game is linear. } 

-- Explore and conquer The Vigil 

-- Explore and conquer Ker-thal ï end game at level 3. 

 

Act IV complete 

 

49. Bonus: Untamed Thirst Tavern, Limbo. Get second ruby. Use it to enter Limbo 

Meet Melvin : Defeat all Ubimancers. 

50. Bonus: Fort Laegaire Prison. Find a way to Neela 

51. Neela, Defeat Perren 

52. Neela, Find Rosalie 

53. Rosalie, Escape from Fort Laegaire 

54. Rosalie, Go to Summer Palace, Confront Duke Oswin 

Real end of game 

 

Obelisk-quest: (automatically defined when first obelisk is touched). ñTalk toò all obelisks. Each obelisk adds 

a little to clue-list. When all obelisks have been visited: 

ñYour journey begins before the gates of Seahaven. Now walk nine steps towards the Savage Sea. Turn left 

and walk twelve steps. Turn right and walk eleven steps. Turn left and walk nineteen steps. Turn right and walk 

three more steps. Turn right again, and take your last step. Under the rock to your left, you will find the treasure 

I buried.ò 

Note: The treasure, the relic sword ñFlame Tongueò isnôt there before youôve got all the clues.  

 

Obelisks can also be used for fast travel. 
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Barrel: Increases prop: 

Red: Might 

Blue: Magic 

White: Perception 

Purple: Destiny 

Pulsing purple: Prime res 

Pulsing red: Fire res. 

Pulsing white: Air res. 

Pulsing yellow: Light res. 

Pulsing blue: Water res. 

Pulsing green: Earth res. 

Pulsing black: Dark res. 

Barrel w. monster 

Chest 

 

F: Fountain, restores 

     health and mana 

Services: 

A: Armory ï Heavy Armor E 

W: Caldwellôs Weapons ï Warfare E 

M: Joharaôs Charms and Talismans 

          Identify, Magic Focus E 

L: Arcane Library. Spells, Arcane Disc. E 

C: Chapel of Elrath. Cure/heal ï Light magic E. 

          Rosalie (q9, q30, q53-54) 

TG: Town Garrison, Maximus 

           (q7, q8, q11) ï Endurance M 

T: The Goblin Watchtower ï Dagger E 

           Jassad (q5) 

TC: Training Center: 

            Air magic E 

            Bow E, X-bow E 

            Sword E, Mace E, Axe E 

S: Stables: Travel to other cities (later) 

             Hire pony (increase inventory size) 

No monsters, except 

Giant Spider in barrels 

(5 XP) 



1. Arrival. Start of game. Sir Christian (boat travel) 

2. Meet Dunstan q2. 

3. City guard (investigations on disappeared citizens) 

4. Book «The History of Khartal» 

5. Eileenôs House (q3) 

6. Orleneôs House (q4) 

7. Book «Sea Shanties and Harbour Songs» 

8. Aiolos, Scout NPC 

9. Zale, q6 

10. Empty house, later entrance to spider lair 

11. Well ï entrance to Spider lair 

12. Exit to Agyn Peninsula. Blocked by City Guard 

before q7 finished. 

Opening scene 

Well ï entrance to spider lair 



! 

! 

Spider Lair  

2 

f 

x 

x 

1 

3 

4 

Giant Spider (5 XP) 

Unique: Spider Queen (200 XP) 

Lv. 1 ï 2. 

1. Encounter two spiders. After they have been 

disposed of, find good items in chests, equip, go 

back up to town to sell / buy / equip before 

continuing towards queen. 

2. Spider Queen (q7). Level up 

3. Chest w. loot + Smugglerôs Coffer (q6). 

4. Dead wizard with Ripped page of journal. 

Secret wall (can be knocked 

down). 

Need some way of means 

to discover secret walls to 

find these. Spell Whispering 

shadows (or scroll), NPC 

Rosalie or Spike, later in the 

game gain the ability. 

Walls of three kinds: 

(Char needs sufficiently 

high attribute to open wall) 

f (gazelle): might 

p (gears): perception 

m (keyhole): magic 

 

In this case Rosalie found 

the wall, as she was part of 

party at the time. 

Sorpigal 

Well 

Empty 
house 



Ashen Hills 

Tirya Bay 
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Giant Spider (5 XP) 

Wolf (20 XP) 

Moonsilk spider (20 XP) 

Militia (by castle) (20XP) 

Kenshi (by Lighthouse) (20 XP) 

Brigand (by Thievesô Den) (20 XP) 

Lv. 2 Ą 

 

 

Ox: Obelisk. 

Obelisk quest and quick-travel 

 

DC: Dangerous Cave 

MC: Mysterious Crypt. 

 

T: Buried treasure 

TO: Obelisk quest 

       treasure. 

Crystals & Statues (bonus) 

A: Air ward (20 pt) 

D: Dark ward (20 pt) 

E: Earth ward (20 pt) 

Fi: Fire ward (20 pt) 

L: Light ward (20 pt) 

P: Prime ward (20 pt) 

W: Water ward (20 pt) 

Al: Arcane ward (10 pt all) 

HP: Hour of power 

D+: +10 Destiny 

B: «Blessed» (Dispel party) 

 

S: Shrine (never saw effect) 

Ship  

Wreck 

Ship Wreck:  

Elite Pearl Princess (66 XP), Elite Naga Warlord (66 XP) 

Book ñThe History of Hammer Fallò 

Chest w. loot + Relic Rocklin 

Lv. 19 

TO 



1. Sign: ASHEN HILLS ï North to Portmeyron. 

2. Book: ñBestiary of Ashanò 

3. Book: ñMichael and His Gloriesò 

4. Notification: Do not enter the Cyclopesô caves! They 

wonôt disturb us, as long as we donôt disturb them. ï 

Iven.  

5. Shrine for q4. 

6. Notification: (This signpost was put here months ago. 

Wind and rain have erased most of the writing.) 

Following reports of witchcraft, dark magic and 

necromancy, this area is currently under investigation by 

the Holy Inquisition. Trespassers will be questioned. 

7. Itinerant Merchant (Wagon) 

Earth / Fire / Prime magic E. 

Trade / supplies 

Naga Tea quest (Buy Ohlae tea) 

8. Imperial Sentinel; ñThere was a bandit attack ï weôre 

still clearing up the mess. The road to Seahaven is 

closed for the time being.ò (Opens when Gralkor has 

been defeated, and not before.) 

9. Riddle chest: What runs smoother than any rhyme, loves 

to fall but cannot climb? (Water) 

10. Sign: DUBRA RIVER 

11. Notification: ñPerren, your men have once again been 

seen ferreting around our loot. Alliance or not, that 

better never happen again, or Iôll have your head. 

Youôve been warned. ï Ivenò 

12. Sign: ASHEN HILLS ï South to Sorpigal-by-the-Sea. 

 

Strategy 

First explored the entire map, roughly in the order indicated 

by the numbering (including quest 4). (Was level 5 when 

this was done.) Then endeavored the quests, first the three 

lower levels of the lighthouse, then the Thievesô Den, and 

finally the top level of the Lighthouse ï this to have Rosalie 

with us as long as possible, and defer the boss fight in the 

Lighthouse as long as possible. 

 

Dangerous Caves contain a difficult encounter, Mysterious 

Crypts include a puzzle, but no encounters. Both have huge 

rewards for succeeding, most often a relic, and often other 

extremely good items. 

 

The two dangerous caves: 

West: Cyclops ï taken at lv 18. (2 x Elixir Arcane res.) 

East: Shadow Dragon ï lv 13 with some difficulty. 

 

Mysterious Crypt: Do as soon as possible.  

Shrine for Orleneôs flowers 

Navea 

Seen from entrance, there are three pressure 

plates in the crypt, labeled 1, 2, 3 in picture left. 

Each pressure plate rotates at least one of the 

pillars, and when facing towards the center the 

torches light. The point is to get all four pillars to 

face towards center simultaneously. Step on 

plates in order: 

1 ï 2 ï 3 ï 1 ï 2 ï 2 

Get relic Holy Sandals  
1 

2 

3 





The Lighthouse 

Kenshi (20 XP) 

Coral Priestess (20 XP) 

Elite Kenshi (40 XP) 

Elite Coral Priestess (40 XP) 

Unique: Mamushi (250 XP) 

 

Lv. 5 - 8 

1 

Level 1 

Level 2 

Level 3 

Level 4 

2 Entrance 

Lv. 4 

Lv. 2 

A A 

Lv. 1 

Lv. 3 

Lv. 2 

Lv. 4 

p 

Lv. 3 

Lv. 1 

3 

4 5 

Advice: Visit Water ward crystal before entering. 

1. Sign ñSpirit gate to Light roomò 

(Door can only be opened from north side)  

2. PP opens adjacent door, releasing Hamato. 

Also opened door to stairs to lv. 2 

3. To activate stairs up to level 4, step on both PPs. 

4. Encounter Mamushi. (Pushes party, so stay clear of edge!) 

5. Supposed to be clue to turning on lights? 

ñMalassa rules in the shadows, and Elrath rules in the sky. 

Before light will shine, respect to the dragons must be paid. 

To the north Arkath rules the mountains od fire. 

To the west Sylanna protects the Earth 

To the south Shalassaôs sea lies.  

And to the east Ylathôs winds rise. 

A day dawns on burning forests. At noon a tempest rages on the 

sea. At dusk the stormy winds spread the fire. Under the stars 

water shall nourish the earth. 

Only by walking the right path, shall Elrathôs light illuminate us 

all.ò 

That should indicate NW ï SE ï NE ï SW. 

But, in addition there are markings on the statuesô swords, with 

one, two, three, and four stripes, indicating order 

NW ï SW ï NE ï SE, which turns out to be the correct order to 

step on the PPs, igniting the light. (q 8). 

 

On the way out, meet Hamato again: 

       Get Akari Tea (q 33) 

        Dual Wield M. 

Locked door 

Pressure pad (PP) 

Circles marked A-A: Teleporters 



Thievesô Den 

Brigand (20 XP) 

Militia (20 XP) 

Elite Brigand (40 XP) 

Unique: Luke (100 XP) 

 

Lv. 6 - 7 

1 

2 

3 

4 p 

5 

m 

6 

f 

7 

7* 

8 

Lv. 2 

Entrance 

Lv. 1 

Exit to 

Lv. 1 
9 

9* 

10 

12 

13 

11 

1. Chest w. loot + Rusty Key 

2. Rusty key opens door. 

3. One archer in each corridor. Quick in ï back. 

4. Book ñPortal to a distant starò (q 21) 

5. Chest w. loot + Iron Key 

6. Door unlocked with Iron key 

7. Lever opens door 7* 

8. Chest w. Stone disc fragment 1 (Paladin quest 14) 

9. Lever opens door 9* 

10. Chest w. loot + Bronze Key 

11. Bronze key unlocks door 

12. Luke (q 3) (Fight or let go) {fought this time} 

13. Mysterious book (q 9) 

Level 1 

Level 2 



Castle Portmeyron 

Militia (20 XP) 

Militia Captain (25 XP) 

Elite Brigand (40 XP) 

Elite Militia (40 XP) 

Rogue Mage (20 XP) 

Elite Rogue Mage (45 XP) 

Unique: Iven (100 XP) 

 

Lv. 8 - 10 

Entry 

! 

1 

1* 1* 

Lost City 

2 

2* 

3 3* 

4 

Lv. 2 

Level 1 

f 

Lv. 1 

Lv. 3 

5 

6 

6* 

A 

7 

8 

8* 

9 c b a 

10 

11 

12 

13 

B 

C 

15 

14 

14* 16 

17 

Level 3 

18 

19 

f 

20 

21 

22 

23 

24 

Advice: Buy Whispering Shadows and Burning 

Determination scrolls (at Wagon) before entering. 

 

On entry met by bandit who thinks we are 

reinforcements ï something is terribly wrongé 

1. Lever opens two doors 1*  

2. Lever opens door 2* 

3. Lever opens door 3* 

4. Sign ñEmergency supplies. Bring these chests to the 

keep as soon as possible.  

ï Praetorian Captain Gwendalò 

5. Attacked from north and south simultaneously 

6. Lever opens door 6*, and apparently A-north 

7. Lever opens door A-east 

8. Lever opens door 8* 

(One or both of these levers also open doors B, C) 

9. Three gates opened by throwing levers a ï b ï c ï a 

10. Use spell (scroll) Whispering Shadows to discover 

11. Chest w. loot + Bronze Key 

12. Bronze key unlocks door 

13. Book ñThe War of Bitter Ashesò 

14. Lever opens door 14* 

15. Book ñHouses of Wizardryò 

16. Chest w. Golden Key 

17. Chest w. loot + Silver Key 

18. Silver key unlocks door 

19. Iven is here. 

Advice: Immediately move to f; after a while two 

more bandits enter by door 18 and join the fight, so 

in original position would now be surrounded. 

20. Golden key unlocks door 

21. Jon Morgan 

Got Castle Portmeyron Key, which I never found 

any use foré 

22. Door is open after meeting Jon Morgan 

23. Lev and his griffins (travel to Elemental Forge.) 

Note: First time must travel from here. Later travels 

from castle entrance. So take a short trip here before 

leaving castle, else have to return here. 

24. Jon Morgan after initial meeting. 

(But also at castle entrance.) 

-- (After Lost City). 

25. Book ñMystery of the Hidden Shrineò (q21) 

26. Lever moves bookshelf at 26* 

 

26 

26* 

25 

Note: 

Some times a bug ñgrays outò 

the choice ñTravel to Elemental 

Forgeò. Do the Akari tea quests  

and / or reload to fix 



Finding and rescuing Jon 

Morgan marks the 

completion of Act I 



Elemental Forge 

The Elemental Forge will be revisited several times, so although the 

complete map is shown here, the map will be repeated, and only the relevant 

parts annotated for each visit.   
Arrival /departure 

(Lev) 

Level 4 

Lv. 3 

Lv. 4 

Level 3 

Lv. 2 

Light 

Air 
1 

2 

3 4 

Advice: Stock up on Water Flows Freely-scrolls (at least 6 ï 9) and potions 

of cure weakness (at Wagon) before entering. 

 

1. Book ñThe Myths of Creationò 

2. Chest w. loot + Golden Key 

3. Unlocked by Golden key 

4. PPs unlock the two doors east (surround enc. when opened) 

5. On opening door surround encounter. Assassin drops Shard of Earth. 

6. Meet mysterious Elf (q13) 

7. PP opens door A, release monsters 

8. Book ñTreasures of the Shantiriò 

9. Use Shard of Earth to open door 

10. Encounter with Gralkor. Close up for melee fight, concentrate on 

keeping everyone conscious and non-paralyzed. Offensive magic 

doesnôt work. After fight get Sylannaôs blessing (can walk forests), 

also unlocks road to Seahaven (and rest of the game mapé) 

11. Shard of Earth unlocks door after Gralkor has been beaten. 

Chest w. goodiesé 

Assassin (30 XP) 

Stalker (30 XP) 

Elite Assassin (50 XP) 

Elite Stalker (50 XP) 

In Earth garden: 

Earth Elemental (30 XP) 

Unique: Gralkor 

 

Lv. 11 



5 

Lv. 1 

Fire 

Water 

Lv. 2 

Agyn Peninsula 

6 

Darkness 

Earth 

A 

7 

8 

9 10 

11 

Note: 

All the ñElement entrancesò need 

the respective Shard to enter. 

 

X: Berenice ï Magical Focus GM 

Lv. 3 

X 

m 

p 





Western part of Agyn Peninsula 

Seahaven 

The Crag 

Karthal 

The Eye 

Navea Plains 

Navea Plains 

Yon-Chall Forest 

Lost City 

Shadow 

Woods 

Dubra Scrubland 

Desolate 

Wilds 

Menthil 

Coast 

Halloth 

Grove 

Navea Delta 

Menthil 

Range 

Wyslin 

Jungle 

Minho 

Marshes 

Strategy & Sequence: 

1. Seahaven to explore / equip / train / get quests. 

2. Explored eastern part of Navea Plains and Yon-Chall 

Forest, resolving Haart-quest in Yon-Chall while 

there.  

3. Mysterious Crypt and Lord Kilburn (to get relics as 

early as possible). 

4. Defeated the Shadow Dragon in DC east of the Castle 

(lv 13). Reward: 55 XP, book ñCloudsò (q21), relic 

X-Bow Demon Kiss. 

5. Starsilver: from Navea Plains pass through the 

outskirts of Halloth Grove to the Desolate Wilds, 

completing the Mysterious Crypt en route, and finally 

to the Starsilver site before returning to Seahaven 

with the ore and delivered it to Irnel. 

6. Explored the rest of Yon-Chall (except Poacher area 

ï careful!)  

7. Headed towards The Crag, north of Halloth Grove 

and through Minho Marshes and the northern part of 

the Wilds.  

8. In Crag resolved and received quests, and equipped, 

before returning to Seahaven.  

9. Entered Navea Delta from west and took the battles 

there. After area had been cleared, the Starsilver 

Blade was ready for collecting, returned to Seahaven. 

10. Shadow Woods. A few fights, the DC and MC. 

11. Ashen Hills DC (Cyclops (44 XP), lv 18 (couldnôt done it 

before) ï 2 x elixir of arcane resistance, else worthless 

items). 

Note: Found that neither Sorpigal nor Seahaven had 

Master Fire spells, but Mojo in Crag had them. 

12. The Lost City ï Montbard 

13. Report to Jon Morgan, talk to Rosalie 

14. Defeat Water Lord, get Shalassaôs Blessing  

(can walk on water) 

15. Explore ship wrecks and other water areas. 

16. Poachers in Yon-Chall 

17. Enter Karthal through sewers and Falagarôs Mansion 

18. Contact Hamza ï get liberation quests 

19. Explore Karthal and slums 

20. Go to Sun Hind and Skull Rock 

21. Defeat Light Lord and Air Lord (Elemental Forge) 

22. Explore Wyslin Jungle and mountain areas 

23. Cursed Ruins 

24. Fire Lord 

25. Non-quest dungeons 

26. Black Guard HQ and Jail 

27. Dark Lord 

28. Dungeon quests in sequential order 



Seahaven 

1 

TG 

2 

Lost City 

3 

W 

4 

5 

6 

C L 

Dojo 

Naga 

Bank 

T S 

M 

A 

7 

8 

9 

10 

11 

Services: 

A: Gregorôs Armour ï Medium Armor E 

W: Silver Blades, q 20 

M: Runes and Crafts 

          Identify, X-bow M 

L: Church Library. Spells, Magic Focus M 

C: Church of Elrath. Cure/heal ï Light magic M. 

          q 21 

TG: Town Garrison,  

           Two-hand M 

           Shield E 

           Spear E 

T: The Moon Doe ï Dark mag. E 

Dojo:  Arcane discipline E 

           Mysticism E 

           Sword E, Dual wield E 

           Med. armor E 

           Water / Air / Prime mag. E 

Naga Bank: Mace M 

           Two-hand E 

1. City guard (q 22) 

2. Bear ï Endurance E / Dodge E 

3. Edwin, q 19 

4. Book ñSong of Earthò 

5. Windsword Garrison (Mercenary promotion) 

6. Haart Mansion. q 22, Sword GM 

7. Sana (puny archmage for hire) 

8. Stenar (later flute)  

9. Eldgrimôs House ï Spear M 

10. Geilirôs House ï Fire magic M.  

(Rune priest promotion) 

11. Heame, q 22. 



Heame; Inquisitor 



Yon-Chall Forest  

(and part of Navea Plains) 

Seahaven 

DC 

HP 

Haart 

Cove 

D 
F 

S 

E 

F 

Limbo 

! 

Lost City 

1 
2 

3 

5 
6 

! 

! 

Note: By now, NPC Edwin is 

with us, giving party 10% more 

XP for all encounters. Figures 

given includes this bonus. 

 

Shadow Panther (33 XP) 

Manticore (33 XP) 

Elite Wolf (55 XP) 

Earth Elemental (33 XP) 

Minotaur (33 XP) 

Elite Brigand (50 XP) (By *) 

Militia Captain (28 XP) (By *) 

Ghoul (33 XP) (by Lost City) 

* 

1. Book ñThe Distant Homeò 

2. Gathalael (Blade dancer promotion) 

3. Lord Kilburn 

4. Riddle Chest 

ñThis engulfing thing is strange 

indeed. The greater it grows, the 

less you see.ò 

(Darkness) 

5. Caranthir ï Earth magic GM 

6. Poachers (Ranger promotion) 

!  Donôt enter before high level! 

T 

4 

Poachers: 

2 x Blackfang Thug (44 XP) 

2 x Blackfang Marauder (44 XP) 

-- defeated at lv. 20. 

Talk to Spike (nothing happens) 

Å Fire one NPC, talk to Spike. 

Å Recruit Spike ï get option ñfree 

animalsò (yes) ï quest 28 OK. 

A 


