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Dead of Night: Book of Darkness

Weary and tired, you smile as you stand before the gates of the great city of Southgate. Little
can you guess that the Fates have something altogether different in mind for you, other than
some rest and relaxation. Then again, how could you have known that your arrival in
Southgate happens to coincide with the coming of the Times of Darkness, as prophecized
by the legendary seer Zoniax?

The Fates, people are fond of saying, are cruelest to those who have taunted them one time
too many. And who else but adventurers are the most guilty of such disrespect?

It appears that the Fates have picked your number this time around: will you stop the
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darkness or be swallowed forever by it?

FOREWORD:

This spoiler sheet provides "walk-through" information pertinent with playing and completing
"Dead of Night" (DoN for short), a Realmz scenario for a party of 135 levels total (i.e. 6
characters begining at 22nd-23rd level). Because this scenario can be played and
completed in many possible ways, and since there are also many side-stories which are not
related to the main plot, this spoiler sheet will provide only the details for the most direct
(and easiest) pathway of action to complete the story - including for those side-stories that
are related to the main plot.

When you begin DoN, you will be asked first whether you have played the Sword Lands
Trilogy of scenarios for Realmz previously or not. If you have (which is recommended), then
you will begin as the Heroes of this trilogy a year or so having elapsed since you defeated
the Mind Lords. If you have not, then you begin as adventurers natives of the Realmz
continent, having decided to explore the continent of Anarym.

Note that you need to carry food and waterskins (which are required, lest you suffer from
dehydration and/or hunger). To refill your waterskins, simply stand over a well and click on
the rogue/encounter button, then select the action of taking water. Alternately, you may buy
waterskins in many of the stores you will find.

Finally, remember to exploit as fully as you can the numerous opportunities offered in DoN
for gathering information. Information is power, they say, and this is quite true in this
adventure.

We hope you'll enjoy "Dead of Night"; if you have additional questions, feel free to visit the
author's website, "Psion's Sanctum Sanctorum" (see URL below).

Safe Journeys and Safer Returns!

Pierre H. Vachon (Psion)

email: pierreh.vachon@sympatico.ca
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The Times of Darkness

Excerpt from "Visions: Days of Future Present",
by the seer Zoniax of Southgate:

On the Times of Darkness, to come about after two Old Worlds will have met anew:

Curiosity and mischief come from afar, as people too often hear say.
For homely folks dare never betray the stiliness in their fearful hearts.
But listen and heed, they must, these words of foretelling;

Listen and heed, and trust, the truth of their foreboding.

Four seals, four doorways all, leading onto one path of doom.

Breach the First and Chaos rising shall, by the unliving freed from tombs.
Only then will the Second be breached, out of blood and Destruction reaped.
See the Living Darkness taking shape, shadow tendrils upon a City Great.
Once the Third Seal is broken to bring the Dark Queen in the World,

Her DeathWings shall cast aside the Fourth, then Undeath shall rise.

Woe to ye, oh Earth and Sea, when Lores walk upon Lhari-Orin;

When living light becomes a sin as the Dread Lord seizes His seat.

For, from the City Great as the center, upon Anarym, He shall spawn Horrors
To carve out an Empire Unholy ruled by Undeath, Terror and Atrocity.

And with the doors sealed anew, a fifth seal closed, His stay assured.
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Allies and Connections

The following lists Special Characters and contacts, where you can find them and for
which Chapter(s) they are useful. It is highly recommended that you hook up with them.

s Arclight, Maia: ex-member of the Warlocks of Southgate. She is trying to
, reveal the corruption that has taken over the Warlocks of Southgate. You
can meet her in any of the taverns of Southgate -or rather, she will hook up with you by
coming to your help upon you having to fight drunken, unruly tavern patrons ... which include
Warlocks of Southgate. Helpful throughout the story; she will leave upon completion of the
last chapter (Chapter 11).

a’# Greencloak, Jander: a druid of Lugath investigating the activities of the
Beast Lord of the Wolvesden Woodlands. You find him imprisoned in a
cell in the basement of the Beast Lord's castle. Useful for completion of Chapter 6
and the rest of the story.

, Ironshield, Galduur: a dwarven adventurer and staunch comrade,
% available only if you played the Sword Lands Trilogy. You meet him,

along with Strider, in the Grinning Sea Drake tavern of the Grand Port Burrough of
Southgate. Helpful throughout the story.

; .~ Lightshield, Darian: a wandering paladin of Athor. You meet him in the
Front Gates Tavern and Inn which is located just outside of Southgate's
front city gates. Helpful throughout the story.

Mel the Handler: an agent that dispatches jobs for adventurers. You
find him in any major tavern of Southgate and Westlyn. Extremely useful
throughout the story and, as you will see, especially in Chapters 10 and 11.

Moonsong, Riel: a minstrel adventurer and long-time friend, available
only if you played the Sword Lands Trilogy. To this effect, he is already
part of your party when you begin the scenario. Helpful throughout the story.

Oyoun, Koje: a mischievous, sixteen year-old orphaned street urchin of

Southgate (originally from the far east of Anarym). She hooks up with

you (if you hang around long enough in the Lowend or Upperend Burroughs of
Southgate especially) only after you have made a 1 or 5 gems donation in the temple of
Thryx of the Gates Burrough of Southgate. Useful throughout the story. Strange (and
sometimes *not* funny) things will happen to your party from time to time with her along ...
but she is quite worth it, as it will become evident in the very last chapter of the story (Chapter
11).

. Shadow Panther: an assassin of the Red Claw, from Enduur. He is
W investigating the war between the Shadow Hand and the Red Claw.

You can meet him in any of the taverns of Southgate by helping him while he is being
attacked openly by assassins of the Shadow Hand. Useful for Chapters 1 through 3; he
leaves to return to Enduur after completion of Chapter 3.
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Soulfire, Agea: a priestess of Lharishar, from Southgate. You meet

her in the temple of Lharishar of the Grand Port Burrough of Southgate

only after you have spoken with the priestess of Myst (in the temple of Myst located in
the Gates Burrough of Southgate). Helpful throughout the adventure.

1 & Springbow, Relana: an elf ranger-maiden of Oaklarand, on a mission

from Queen Anethil Stareyes to find a valiant group of adventurers to

help against the Beast Lord of the Wolvesden Forest (Chapter 6) and the Medusa
Queen which plagues Oaklarand proper (see: Rest of Dead of Night). You meet her in the
Western Way tavern and inn of Westlyn. Useful throughout the story; she will leave upon
receiving your reward from Queen Anethil, after taking care of the medusa queen.

Strider (a.k.a. Zaal Raack) : a ranger adventurer and long-time friend,

available only if you played the Sword Lands Trilogy. You meet him,

along with Galduur Ironshield, in the Grinning Sea Drake tavern of the Grand Port
Burrough of Southgate. Helpful throughout the story.

R + Sulkwood, Elias: captain of the Woodsmen of Woodsgrove. He hangs

out in his spare time in the Friendly Unicorn tavern and inn of

Woodsgrove. Useful for Chapter 6; he leaves upon completion of Chapter 6 and after
getting your reward from the Lady Mayor of Woodsgrove, Allanys Songweaver.
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Chapter 1: ... And the Dead Shall Walk

This first chapter is, obviously, the one where the whole of the story is being set up.
Furthermore, you get to unravel important information about what may be going on and
who is behind a conspiracy to bring about the prophecy of Zoniax. Finally, aside from
acquiring important special characters and setting yourselves up to follow subsequent
avenues (Chapters) of the story, you also get to face off against hordes of undead - and
of course, their masters.

1) Upon crossing the city gates of Southgate for the first time, you'll hear a conversation
between two soldiers concerning a priestess of Myst looking for a group of adventurers.

Map of Southgate: (X = gate)
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Note: you need to buy a Privilege Pass at the City and Justice Halls if you want to go pretty

much everywhere in the city (including the campus of the College Halls, but excluding the
estates of the Lords and the High Square).

Key of Southgate:

City gates

x14y9; x15y9 - Front gates

x30y71 - Grand Port-Lowend Burroughs' Crossing

x64y78 - Lowend-Great River Burroughs' Crossing

x39y71; x67y72; x49y25; x39y40; x36y56; x70y29 - Azure Lake City Park gates
X74y40 - Great River-College Halls Burroughs' Crossing

x31y33 - Gates-Grand Port Burrough's Crossing
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x44y23 - Gates-Highend Burroughs' Crossing

x38y22 - High Square Crossing

x20y14 - Gates-Upperend Burroughs' Crossing

X75y14 - Highend-Upperend Burroughs' Crossing
x74y?25 - Highend-College Halls Burroughs' Crossing
x82y14; x79y49; x79y82 - Gates to the shores of the Great River
x22y55; x25y48 - Grand Port gates

Gates Burrough (Koje)

x16y3 - Front Gates Tavern and Inn (Mel, Darian, Shadow Panther, Maia)
x37y31 - Estates of the Warlord (see Chapter 10)

x24y31 - Estates of the Tradelord (see Chapter 10)
x27y30 - Temple of Jaele

x30y30 - Southgate Exotic Imports Company

x32y30 - Temple of Myst

x29y26 - Bank

x33y26 - Central market

x30y25 - Plump Pillows Inn

x28y22 - City and Justice Halls

x11y24 - Temple of Thryx (make a 1 or 5 gems donation!)
x21y22 - Temple of Essans

x16y21 - Temple of Athor

x11y20 - Gates Burrough's Conveniance store

x16y18 - Front Gates Inn

x14y15 - The Retired Explorer's Den (buy maps here!)
x12y13; x17y13 - City fort and defense citadel

Grand Port Burrough (Koje)

x34y69 - Grinning Sea Drake tavern (Mel, Strider, Galduur, Shadow Panther, Maia)
x34y60 - Temple of Lharishar (Agea)

x30y68; x32y47 - Central market

x29y63 - Temple of Ukkor

x29y58 - Grand Port Inn

x27y54 - Bank

x32y55 - Inn of the Rising Bridge

x29y50 - Temple of Danuur

x34y47 - Temple of Codan

x36y45 - City fort and defense citadel

x27y40 - Temple of Dianchuur

x35y39 - Temple of Tyr

x29y37 - Inn of the Smiling Mermaid

Upperend Burrough (Koje)

x28y10 - Upperend's Convenient Store

x33y7 - Ye Olde Wyrm tavern (Mel, Shadow Panther, Maia)
x37y7 - Temple of Anaele

x47y5; x78y5 - City fort and defense citadel

x60y4 - Gallander's General Store

x81y13 - The Mighty Galleon tavern (Mel, Shadow Panther, Maia)
Highend Burrough
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x54y23; x65y23 - Estates of the High Lord (see Chapter 11)
High Square

x35y15 - Dragonspear mansion (see Chapter 10)

Lowend Burrough (Koje)

x60y79 - The Bottomless Goblet tavern (Mel, Shadow Panther, Maia)
x40y80 - Temple of the End of Days (see Chapter 2)
x40y73; x11y76 - City fort and defense citadel

x30y74 - The Foaming Tankard tavern (Mel, Shadow Panther, Maia)
x29y83 - Entrance to the sewers (approach with 'search’ on!)
Great River Burrough (Koje)

x73y43 - Brathos' Excellent Armory

X79y47 - Great River Store

X75y52 - Khassan's Leatherworks and Imports

X71y56 - Temple of Odan

X78y56; x76y75 - Central market

X74y66 - The Dreaming Dolphin Inn

x80y66 - Temple of Astrane

X76y69 - Great River Shores Inn

X72y74 - Silvina's Leatherwear

X78y77 - Sherbo's Arcana

X68y77 - The Thirsty Leviathan (Mel, Shadow Panther, Maia)
X72y79 - Temple of Hurme

x68y82 - City fort and defense citadel

Azure Lake City Park (Koje)

x56y47 - Magelord's tower (see Chapter 10)

x50y47 - Magical draw-bridge (see Chapter 10)

Grand Port

x24y47 - Grand Port of Southgate Administration Authority
x10y48; x10y55 - Rising bridge

College Halls Burrough/Campus

X75y31 - Lore Halls (pay for sage knowledge here!)

x81y31 - Arcane Halls

x73y34 - Merchant Halls

X76y36 - Administration building

x81y36 - Sword Halls (pay for special training here!)
x73y38 - Sailing Halls

2) Go to the temple of Thryx and make a 1 or 5 gems donation to the priest there. Then leave
to go to the temple of Myst.

3) In the temple of Myst, the priestess there will give you a parchment sheet of the Prophecy
of Zoniax concerning the Times of Darkness (see The Times of Darkness) to come, and a
message from her Goddess that is specificaly addressed to you. This is very important stuff!

4) From there, go to the temple of Lharishar to hook up with Agea Soulfire .

5) Then head for the Grinning Sea Drake tavern to hook up with Strider and Galduur
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Ironshield (if you played the Sword Lands trilogy). While in there, find Mel the Handler and
take the job of tackling the graveyard problem . Also, if you look about the whole of the place,
you might hook up with Shadow Panther and/or Maia Arclight .

6) Go hang about the Lowend Burrough by walking around or camping in the streets (better
have a sentry spell active to avoid being prey to robbers and such!). In good time, Koje
Oyoun will come to you. If you do the same in either the Grand Port Burrough, Gates
Burrough, Great River Burrough, Upperend Burrough or in the Azure Lake City Park, Koje
will also find you (although with lesser probabilities) if she's not with you already.

7) Head for the front gates of the city and to the Front Gates Tavern and Inn just outside of
the city's battlements. In there, hook up with Darian LightShield . Also, if you walk around the
place and have not done so already, you might hook up with Shadow Panther and/or Maia
Arclight as well.

8) Then head northwards to the Greater Southgate Area - West (see Chapter 5 for key).

9) Go to the locked gates of the cemetery and pick the lock to open them. Then head straight
eastward for the mausoleum (see key above). Along the way, you'll notice numerous dug up
graves - and at night, you may run into grave diggers and/or night lurkers responsible for
these ghoulish deeds. At the mausoleum, get rid of the creatures guarding it and enter the
Sewers of the Undead.

Key to the Sewers of the Undead:

X73y87 - Stairs up to surface/cemetery

X71y87 - Door

x70y89; x62y82 - Tunnel leading to the Main Sewers of Southgate Area H (see Chapter 4)
x59y86 - Undead-filled room (a battle awaits you there!)

x62y80 - Stairs down to the Undersewers of the Undead

10) Head for the undead-filled room and clean it up, then take the stairs to go down in the
Undersewers of the Undead.

Key to the Undersewers of the Undead:

x4y86 - Stairs up to the Sewers of the Undead

x10y81 - Zombies' pen (a battle awaits you there!)

x19y81 - Necro Zombies' pen (a battle awaits you there!)
x14y83; x23y48; x24y4A8; x12y42 - Secret door

x14y85 - Secret empty room (safe for resting/camping)
x19y66 - Skeletons' pen (a battle awaits you there!)

x10y66 - Skeletal warriors' pen (a battle awaits you there!)
x19y64 - Mixed skeletons' pen (a battle awaits you there!)
x10y64 - Mixed zombies' pen (a battle awaits you there!)
x10y49 - Giant zombies' pen (a battle awaits you there!)
x19y49 - Skeletal beasts' pen (a battle awaits you there!)
x25y62 - Stairs down to the Hideout of the Servants of Orcas
x18y47 - Ruined hall of the ghouls (a battle awaits you there!)
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x24y34; x26y47 - Door
x2y39 - Secret treasure room of the Temple of Orcas

11) This place is obviously a repository for an army of undead that is being built right under
the nose of the authorities of Southgate. Have fun in cleaning up the pens if you want to.
Otherwise, head as straight as you can to the stairs leading to the Hideout of the Servants of
Orcas.

Key to the Hideout of the Servants of Orcas:

x29y20 - Stairs up to the Undersewers of the Undead

x26y17 - Laboratory (a battle awaits you there!)

x16y17 - Dormitory of grave diggers (a battle awaits you there!)
x8yl7 - Dormitory of grave diggers (a battle awaits you there!)
x5y31 - Dormitory of night lurkers (a battle awaits you there!)
x6y39 - Dormitory of night lurkers (a battle awaits you there!)
x13y39 - Dormitory of reapers (a battle awaits you there!)
x28y32 - Chamber of vampires (a battle awaits you there!)
x28y39 - Chamber of vampirellas (a battle awaits you there!)
x30y36 - Dormitory of arcano zombies (a battle awaits you there!)
x29y24 - Stairs down to the Temple of Orcas

12) Go to the laboratory and take care of the priests and necrowizards that are
mass-creating undead there. In addition to foul concoctions and necromantic spells and
prayers, they have also begun using the death spores emitted by an evil sort of flower, the
black lotus flower, which they cultivate in a small garden in this room. After taking care of
these servants and worshipers of Orcas, take care of these deadly flower plants as well.

13) Afterward, have fun in cleaning up the dormitories, rooms and chambers of this place, if
you want to. Otherwise, head as straight as you can to the stairs leading to the Temple of
Orcas.

Map of the Temple of Orcas:

Key to the Temple of Orcas:
x52y37 - Stairs up to the Hideout of the Servants of Orcas
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x53y40 - Dormitory of necro acolytes of Orcas (a battle awaits you there!)
x64y45 - Dormitory of necro acolytes of Orcas (a battle awaits you there!)
x82y40 - Library and study hall (a battle awaits you there!)

x68y50 - Kitchen area

x78y50- Dormitory of necro clerics of Orcas (a battle awaits you there!)
x82y50 - Dormitory of necro clerics of Orcas (a battle awaits you there!)
x85y53 - Dormitory of necro priests of Orcas (a battle awaits you there!)
x78y58 - Dormitory of necro priests of Orcas (a battle awaits you there!)
X75y53 - Dormitory of necro wizards (a battle awaits you there!)

X66y57 - Dormitory of death masters (a battle awaits you there!)

x64y59 - Conference room (a battle awaits you there!)

x58y55 - Private study of Lanshara Malebonia (a battle awaits you there!)
x57y57 - Private room of Lanshara Malebonia

x57y51; x57y52 - Chapel of Orcas

14) Head as straight as you can to the conference room. There, face-off with Death Mistress
Lanshara Malebonia , head-honcho of the place, and her closest advisors.

@ Death Mistress Lanshara Malebonia

15) From there, enter Lanshara's private study. Fight off the guardians there and read the
half-finished letter lying on her working desk. This letter is addressed to a certain Rune
Blackstaff - it also mentions the name of Xane Alchemos (all important infos for the rest of
the story!).

16) Then go straight to the chapel of Orcas. After fighting off the guardians outside and
inside the chapel, render the statue of Orcas there useless (make good use of the spell
destroy magic, or render it to rubble with iron spikes or a mining pick). Afterward, have fun in
cleaning up the dormitories and rooms of the rest of the temple.

17) Return to the surface and head back to the Front Gates Tavern and Inn (see Key to
Southgate above) to get your reward from Mel the Handler and some deserved rest. Then
speak to him again and choose the job of tackling the city park problem .

Congratulations! You have solved the graveyard problem of Southgate! You can now
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tackle Chapter 2 (most suggested), or Chapters 3-9!
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Chapter 2: Harbingers of the End of Days

In this chapter, you get to uncover more players in the dark conspiracy to bring about
the prophecy of Zoniax. You also get to expose a seemingly benign cult as a front for
dark and evil worships.

Note: if you walk or camp in the Azure Lake City Park at night, chances are you will be
attacked by servants of Orcas and/or worshipers of Gharrok. These attacks will cease only
when both Chapters 1 and 2 are completed.

1) Go to the temple of the End of Days (see Key to Southgate, Chapter 1). This temple
advertises itself as people devoted into making peace with themselves in order to accept the
coming of the End of Days, which they claim to believe is truly what Zoniax' prophecy on the
Times of Darkness speaks of. Make sure that you approach the temple at night and with
'search’ on . As you enter the temple, you will then notice shady characters carrying
'struggling' body bags on their backs and entering the temple through a basement
back-door.

Key to the Temple of the End of Days:

Main Floor

x50y44 - Exit

x50y33 - Secret door to kitchen area (a battle awaits you there!)

x45y30 - Lever (to remove the wall which blocks the exit)

x45y33 - Door

x45y42 - Stairs up to Upper Floor

x53y31 - Storage room

x55y32 - Loose tile on floor (approach with 'search’ on)

x55y42 - Stairs down to Undertemple

Upper Floor

x37y87 - Stairs down to Main Floor

x39y84; x49y84; x45y82; x38y80 - Dormitory of cultists of Gharrok (a battle awaits you there!)
x37y78 - Secret door

x37y76 - Dormitory of cabalists of Gharrok (a battle awaits you there!)
x49y76 - Private study of Xaria Dragonspear

x46y74 - Private room of Xaria Dragonspear (a battle awaits you there!)
Undertemple

x84y24 - Stairs up to Main Floor

x81y24 - Hall (a battle awaits you there!)

x81y22 - Dormitory of cabalists of Gharrok (a battle awaits you there!)
x81y18 - Unoccupied room (safe for resting/camping)

X75y18 - Private room of Valrick Tyram

X75y22 - Dormitory of cultists of Gharrok (a battle awaits you there!)
X75y24 - Secret door

x87y14 - Chapel of Gharrok (a battle awaits you there!)

Xx71y25 - Hall (a battle awaits you there!)

x64y24; x62y20; x68y5; x68y19; x68y14 - Door

x68y17 - Dormitory of shadow clerics of Shades (a battle awaits you there!)
x69y10 - Kitchen area (a battle awaits you there!)
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X60y7 - Prisoners' pen
x61y10 - Storage room
x67y10 - Dormitory of shadow acolytes of Shades (a battle awaits you there!)
x63y14 - Indoctrination/torture room (a battle awaits you there!)

x60y18 - Dormitory of shadow lords of Shades (a battle awaits you there!)
x61y22 - Dormitory of shadow priests of Shades (a battle awaits you there!)
x54y21 - Conference room (a battle awaits you there!)

x49y19 - Private room of Gyron Nightshade

Map of the undertemple of the End of Days: (S = secret door)
ik

2) Inside the temple, speak with the attending priest and ask about the strange aciivity you
just witnessed. Dropping his facade, he will signal for a wall to slide over the exit of the
temple and you will be attacked by the true occupants of the temple, which are mostly
cultists of Gharrok and priests of Shades .

3) Go to the kitchen area (see key to Main Floor above). After clearing the place, make note
of the lever there. For now, leave it as is. Then head to the stairs to go to the Upper Floor.

4) There, take the secret door (see key to Upper Floor above) and head straight for the
private study. In there, you will find a map and very interesting letters addressed to a Holy
Mistress Xaria Dragonspear (the head of the cult of Gharrok - however, she is apparently
gone on to an important mission; see Chapter 8), from fellow conspirators such as Shadow
Master Lauron Blackmantle (see Chapter 9), Arax Dragonspear (husband of Xaria; see
Chapter 10) and Death Mistress Lanshara Malebonia (see Chapter 1). Read those letters
and pay attention to what is written! Afterward, have fun in cleaning up the dormitories and
rooms of the Upper Floor, if you want to. Otherwise, head back downstairs to the Main Floor.

5) Back on the Main Floor, go to the loose stone on the floor of the storage room (see key to
Main Floor above) with search on . This will allow you to retract a wall covering a door, thus
giving you access to the stairs to the Undertemple.
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6) Upon arriving in the Undertemple, fight those expecting you in the hall. Then head for the
chapel of Gharrok. As you enter, you will be witness to a gruesome ritual sacrifice performed
by Valrick Tyram , second after the Holy Mistress Xaria. Fight him and all those cultists and
cabalists attending. Afterward, have fun in cleaning up the dormitories and rooms
immediately about the chapel, if you want to. Otherwise, head to the secret door (see key to
the Undertemple above).

/
ﬁ Holy Prime Valrick Tyram

7) You end up in another small hall, where this time you are expected by assassins of the
Shadow Hand (see Chapter 3) and worshipers of Shades . After you do them in, head as
straight as you can to the kitchen area (see key to Undertemple).

8) Fight those in the kitchen. As you do, an assassin will rush out to collapse the back-door
entrance of the temple - nothing you can do about it. Pick up the jailer's key on the dinning
table and free the poor souls that are being kept in the prisonners' pen.

9) From there, head to the indoctrination/torture room. You will find there cultists of Gharrok
and worshipers of Shades torturing poor folks in order to brainwash them and convert them
to their beliefs. As the fanatics attack upon your intrusion, one of them will slaughter the
hapless prisonners - again, nothing you can do to prevent this. Looks like these people play
for keeps ... for real.

10) Then head as straight as you can to the conference room (see key to Undertemple).
Shadow Lord Gyron Nightshade is meeting with some of his fellow high priests of Shades,
flanked by a couple of shadow knights . After sending him to the Great Beyond, go to his
work desk. In addition to a couple of maps, you find a letter from Lauron Blackmantle . Read
it attentively - it speaks among other things of ruins named Oblyron and of a certain Zom
Amph, Grand Dagger of the Southgate chapter of the Shadow Hand (see Chapter 3).
Afterward, have fun in cleaning up the dormitories and rooms of the rest of the Undertemple.

Ri Shadow Lord Gyron Nightshade

11) Return to the kitchen area of the Main Floor and pull on the lever there. This will free the
exit of the temple. After you leave the temple, the authorities of Southgate will board it shut for
good.

12) Return outside and head to the Grinning Sea Drake tavern (see key to Southgate).
Speak to Mel to get your reward and take some deserved rest. Afterward, take the job from
Mel to solve the assassins war

Congratulations! You have solved the city park problem of Southgate! You can now
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tackle Chapter 3 (most suggested), or Chapters 1, 4-9!
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Chapter 3: The Shadow Hand of Death

In this chapter, you get to eradicate the entire Southgate chapter of the Shadow Hand
assassins' guild.

Note: If you have Shadow Panther with you, then you know that he is a member of the
assassins' guild of the Red Claw. If you played the Sword Lands trilogy, you'll remember
having bad dealings with the Tanirith chapter of this assassins' guild in "War in the Sword
Lands". The Red Claw worships Kharalkuur, God of Death and Murder. The Shadow Hand is
a rival guild which worships Shades, Goddess of Darkness, Night, Shadows and Intrigue.
Lately, the Shadow Hand has embarked on an all-out war against the Red Claw and, in fact,
has already eradicated the Southgate chapter of the Red Claw. Obviously, and in contrast to
the Red Claw, the Shadow Hand seeks power over every day people and is therefore quite
implicated in the current conspiracy. Once you have completed Chapters 1 and/or 2,
chances are that assassins of the Shadow hand will seek to do you in, from time to time ...

1) Return to the Greater Southgate Area - West (see Chapter 5 for key) and look for the secret
sewers entrance. Enter the Sewers of the Shadow Hand.

Key to the Sewers of the Shadow Hand:

X76y88 - Ladder to the surface

X76y88 - Door

x81y89 - Tunnel to the Main Sewers of Southgate Under Shadow Hand Control

2) From where you arrive, head to the tunnel leading to the Main Sewers of Southgate Under
Shadow Hand Control.

Key to the Main Sewers of Southgate Under Shadow Hand Control:

81y0 - Tunnel to the Sewers of the Shadow Hand

x80y2 - Secret door

x79y2 - Watch room (a battle awaits you there!)

X75y7 - Trap door to Shadow Hand Undersewers

x82y4 - Secret door leading to the Main Southgate Sewers Area G (see Chapter 4)

3) Head to the secret door (see key above) to reach the watch room. After dispatching the
assassins guarding the place, open the trap door and go down in the Shadow Hand
Undersewers.

Key to the Shadow Hand Undersewers:

x83y13 - Stairs up to Main Southgate Sewers Under Shadow Hand Control

X79y7; x70y8; x70y14; x78y15; x71y16 - Trap (approach with 'search’ on!)

x70y20; x64y26 - Door

x66y29 - Ruined room 1 (Triggering a trap will alert the assassins to your presence and they
will be present in this room and waiting!)

X75y29 - Ruined room 2 (Triggering a trap will alert the assassins to your presence and they
will be present in this room and waiting!)

Xx79y19 - Secret door

X78y24 - Secret door to ruined room 2 (Triggering a trap will alert the assassins to your
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presence and they will be present in this room and waiting!)
X72y22 - Stairs down to the Shadow Hand Headquarters

4) From where you land, go to take the secret door at x79y19 in order to reach the secret door
to the ruined room 2 (see key above). Then take the stairs to enter the Shadow Hand
Headquarters.

Map of the Shadow Hand Headquarters: (S = secret door)

Key to the Shadow Hand Headquarters:

x2y2 - Stairs up to the Shadow Hand Undersewers

x6y4 - Kitchen area (a battle awaits you there!)

x13y8; x14y9; x8y15 - Door

x21y8 - Storage room

x6y10; x6y16 - Dormitory of master assassins (a battle awaits you there!)
x10y14; x19y14 - Dormitory of assassins (a battle awaits you there!)
x10y19 - Unoccupied guest room (safe for resting/camping)

x13y19 - Guest room; shadow acolytes of Shades (a battle awaits you there!)
x16y19 - Guest room; shadow clerics of Shades (a battle awaits you there!)
x19y19 - Guest room; shadow priests of Shades (a battle awaits you there!)
x22y19 - Chapel of Shades (a battle awaits you there!)

x22y15 - Conference hall (a battle awaits you there!)

x30y15 - Secret door

x36y15 - Secret treasury of the Shadow Hand

x28y8 - Private study of Zom Amph

x27y4 - Private room of Zom Amph

5) Head as straight as you can to the chapel of Shades. After fighting off the assassins and
priests attending service there, render the statue of Shades there useless (make good use
of the spell destroy magic, or render it to rubble with iron spikes or a mining pick).

6) From there, head to the conference hall and fight it out with Zom Amph , Grand Dagger of
the Southgate chapter of the Shadow Hand, and his closest advisors (note: if you triggered a
trap in the Shadow Hand Undersewers, then Zom Amph will be waiting with a score of
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assassins to boot). After the fight, Shadow Panther will leave for Enduur to report to his
superiors. Then proceed to search Zom's throne: you will find some interesting items, along
with an invitation pass (useful for later). Then head to Zom's private study to find a map and
read a half-finished letter on his work desk, addressed to Lauron Blackmantle .

W Grand Dagger Zom Amph

7) Afterward, have fun in cleaning up the dormitories and rooms of the rest of the
headquarters.

8) Return to the surface and head to the Front Gates Tavern and Inn to get your reward from
Mel. After some deserved rest, take the job from Mel of slaying Xaraxas .

Congratulations! You have rid Southgate of the Shadow Hand! You can now tackle
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Chapter 4 (most suggested), or Chapters 1-2, 5-9!
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Chapter 4. Dark Dealings Under the Sewers

In this chapter, you get to sludge about the sewers and undersewers of Southgate in
order to prevent an unholy alliance between a large enclave of beyonders and members
of the conspiracy to bring about the prophecy of Zoniax.

Note: If you have Maia Arclight along, then you already know that the Warlocks of Southgate,
a corps of mages and wizards sworn to defend the city, has become corrupted. This
corruption may go as high as to the very top of leadership of the Warlocks, meaning the
Magelord and his closest lieutenants - especially the second-in-command, one named Rune
Blackstaff.

1) Head to the sewer entrance in the Lowend Burrough (see key to Southgate, Chapter 1).
Enter the sewers: you arrive at Area A.

Map of the Main Sewers of Southgate:
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Key to the Main Sewers of Southgate:

Area A

x29y83 - Ladder to surface (exit)

x22y84 - Unoccupied room (safe for resting/camping)
x38y81 - Tunnel leading to Area B

Area B

x46y81 - Tunnel leading to Area A

xX47y77 - Tunnel leading to Area |
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X62y84 - Secret door

x62y85 - Secret, small corridor

X62y87 - Trap door to Undersewers

X72y79 - Tunnel leading to Area C

Area C

X72y71 - Tunnel leading to Area B

X77y68 - Water troll lair (a battle awaits you there!)

Xx69y64 - Tunnel leading to Area D

Area D

x69y59 - Tunnel leading ot Area C

Xx62y54 - Secret door

x62y53 - Secret magical diagram room (See Chapter 10)

x60y52 - Magical diagram leading to sub-basement of Magelord's Tower (See Chapter 10)
x67y50 - Wererat lair (a battle awaits you there!)

X72y50 - Trap door to Undersewers

X65y47 - Tunnel to Area E

Area E

x63y41 - Tunnel leading to Area D

x67y38 - Tunnel leading to Area F

Area F

x64y34 - Tunnel leading to Area E

X72y23 - Tunnel leading to Area G

Area G

X72y18 - Tunnel leading to Area F

x63y16 - Room filled with giant slugs and snails (a battle awaits you there!)
x60y18 - Trap door to Undersewers

x61y11 - Door

x83y7 - Tunnel leading to the Sewers Under Shadow Hand Control (see Chapter 3)
x62y9 - Tunnel leading to Area H

Area H

x62y5 - Tunnel leading to Area G

x62y0; x70y0 - Tunnel to the Sewers of the Undead (see Chapter 1)

Area |

x43y71 - Tunnel leading to Area B

x9y75 - Tunnel to Area J

X27y67; x29y60; x38y62; x36y69 - Rooms occupied by sewer dwellers (a battle awaits you
therel!)

x25y56 - Tunnel leading to Area K

Area J

x8y81 - Tunnel leading to Area |

x14y85 - Trap door to Undersewers

Area K

x26y51 - Tunnel leading to Area J

x31y44; x38y42; x28y36; x40y33; x42y27; x50y27 - Rooms occupied by sewer dwellers (a
battle awaits you there!)

x33y34 - Trap door to Undersewers

x52y21 - Tunnel leading to Area L
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x28y18 - Tunnel leading to Area M
Area L
x52y15 - Tunnel leading to Area K
Area M
x26y14 - Tunnel leading to Area K

x21y8 - Room occupied by a band of thieves and marauders in hiding (a battle awaits you

there!)
x20y11 - Trap door to the Undersewers

2) From Area A, head to Area G (see key above). Use the trap door to the Undersewers there.

Map of the Undersewers of Southgate:
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Key to the Undersewers:

x14y85 - Stairs up to Main Sewers Area J

x13y76; x56y75; x74y63; Xx71y65; X66y62; X77y52 - Ruined room
x15y76; x10y74 - Shantiles (a battle awaits you there!)

x13y72; x32y60; x39y20; x76y66 - Ruined storage room
x21y71; x8y66; x19y66; x10y58; Xx58y55; x74y47; x68y37 - Door
x16y51; x12y28; x62y25; x61y53; x54y65; x82y83 - Secret door
x16y52 - Secret lair of dark ogres (a battle awaits you there!)
x12y60 - Loose rusty torch holder on wall here (approach with 'search’ on!)
x16y61 - Stairs down to the tomb of Valnus EI'Naquar

x22y52; x27y57 - Trolls (a battle awaits you there!)

x30y55 - Waste room
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x25y56; x13y18; x39y16; x54y80; x69y77 - Ruined dormitory
x14y41; x25y41 - Water-filled room (a battle awaits you there!)
x15y37 - Sunken treasure (approach with 'search’ on!)
x13y31; x55y65 - Secret unoccupied room (safe for resting/camping)
x26y29 - Hags and annises (a battle awaits you there!)
x24y23 - Loose brick on the wall there (approach with 'search’ on!)
x29y21 - Stairs down to the lost temple of Sorcere

x8y16 - Craven gargoyles (a battle awaits you there!)

x20y11 - Stairs up to Main Sewers Area M

x33y18 - Hags (a battle awaits you there!)

x33y34 - Stairs up to main Sewers Area K

x60y18 - Stairs up to Main Sewers Area G

X62y26 - Secret antechamber to the Beyonder Halls

x61y28; x69y34 - Beyonders (a battle awaits you there!)
x55y37 - Greater beyonders (a battle awaits you there!)
x63y37; x60y53 - Secret corridor

Xx63y44 - Stairs down to the Hall of Xaraxas

x37y45 - Unoccupied room (safe for resting/camping)
x47y54 - Hall of animated swords (a battle awaits you there!)
x52y56 - Ghosts (a battle awaits you there!)

x59y58 - Stairs down to the crypt of Marloch

x53y70 - Barrow trolls (a battle awaits you there!)

x39y83 - Ruined library

X62y87 - Stairs up to Main Sewers Area B

X79y81 - Secret antechamber

X79y79; x78y76; x73y77 - Wererats (a battle awaits you there!)
X76y58 - Cave trolls (a battle awaits you there!)

X72y50 - Stairs up to Main Sewers Area D

X74y50 - Giant slugs (a battle awaits you there!)

3) From there, head straight to the large hall of columns at x69y34 and take care of the
beyonders there.

4) head back to the secret door at x62y25 and enter the actual halls of the beyonders. Take
care of any you find there and head for the stairs at x63y46 leading down to the hall of their
leader, Xaraxas.

5) Head straight north to the door at x59y57. In there, you will come upon a meeting between
Xaraxas , his closest greater beyonder advisors and Rune Blackstaff and a small retinue of
Warlocks of Southgate. With Maia being with you, she will speak her mind to Rune who will
scoff at her naivete. He will then depart - but not before telling Xaraxas how troublesome your
group has been so far and leaving his retinue of warlocks to help Xaraxas take care of you.
Instead, take care of him ... then search Xaraxas' throne for some interesting items.

Xaraxas
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6) Afterwards, retrace your steps all the way to the surface. Head to the Grinning Sea Drake
tavern to get your reward from Mel and take a deserving rest. Then, speak again to Mel and

accept the job of taking care of the Bandit Lord of the Farmholds

Congratulations! You have rid Southgate of a dangerous beyonder enclave! You can now
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tackle Chapter 5 (most suggested), or Chapters 1-3, 6-9!
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Chapter 5: Dark Storm Over the Farmholds

In this chapter, you deliver the peaceful inhabitants of the Eastern Farmholds from the
terror and pillaging of an army of bandits, lead by a Bandit Lord named Denos
Stormbringer. However, you will find that he is also part of the conspiracy to bring about
the prophecy of Zoniax.

Note: as long as this chapter is not completed, the Faerie Crossings bridge linking the
Greater Southgate Area - West and the territories of Oaklarand will remain retracted by the
elves. Also, elves will escort you out of their territories as a measure of precaution as long as
Denos Stormbringer remains active in the Eastern Farmholds (however, you will be left
alone if you have Relana with you).

1) From Southgate, head out to the Greater Southgate Area - West (see key below) and
journey northward to the unwalled city of Westlyn (see key below).

2) In Westlyn, go to the Western Way inn and tavern to hook up with Relana Springbow .

3) From there, head south-east towards the West Bank of the Eastern Farmholds (see key
below).

Map of the North-Western Azure Coast of Anarym:
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Key to the Greater Southgate Area - West:
x16y87 - House of the caretaker of Southgate's cemetery
x22y79 - Southgate Main Trade Depot (get a caravan escort job there!)
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x27y87 - Gates of Southgate's cemetery

x73y87 - Mausoleum with secret entrance to the Sewers of the Undead (approach with

'search’ on; see Chapter 1) (a battle awaits you there!)

X76y88 - Secret entrance to sewers (approach with 'search’ or 'detect secret' on; see Chapter

3)

Westlyn

x40y38 - Westlyn Southern Trade Depot (get a caravan escort job there!)
x36y30 - Ashad Estates and Trading Company

x31y30 - Myshum Estates and Sail Trading Company

x24y24 - Port of Westlyn Administration Authority

x29y25 - Temple of Ukkor

x32y25 - Westlyn City and Justice Halls

x38y25 - Central Market

x34y22 - Valeria's Arcane Concoctions and Trinkets

x40y22 - Temple of Woralduur

x28y21 - The Western Way inn and tavern (Relana, Mel)

x42y19 - Gontral's General Store

x37yl17 - Shanders Estates and Mining Company (see Rest of DoN)
x31y17 - Weylans Estates and Trading Company

x28y17 - Westlyn Exotic Imports Company Store

x20y14 - The Westward Way Inn

x24y14 - Westlyn Northern Trade Depot

x38y12 - Closed mine (see Rest of DoN)

x40y13; x41y13; x42y13; x43y13; x44y13 - Mine

x64y14 - Entrance to the crypt of the old Shaanite monarchs (see Rest of DoN)
X72y9 - Entrance to the crypt of the old Nelanthian monarchs (see Rest of DoN)
Eastern Farmholds - West Bank

X66y54 - Talvos Farmhold

x64y60 - Koras Farmhold

X71y65 - Ular Farmhold

X77y70 - Rostaris Farmhold

X71y59 - Farmedge Tade Depot

X77y64 - Temple of Agrah

x81y64; x81y66 - Southgate watchtower

x83y65 - Westernflows River bridge (a battle awaits you there!)
Eastern Farmholds - East Bank

x85y64; x86y64; x87y64; x86y66; x87y63; x89y63; Xx89y64 - Hanging polls
x83y58 - Daner Farmhold (pillaged)

x88y71 - Bolan Farmhold (pillaged)

x85y49 - Oshander Farmhold (pillaged)

X76y53 - Bandit camp (a battle awaits you there!)

x73y45 - Riverside Farmhold

x81y45 - Xarius Farmhold

x70y39 - Ishun Farmhold

x86y39 - Greenglen Farmhold

x89y33 - Quiet Dale Farmhold

Shiredale
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X76y32 - Salvo's Conveniance Store
x68y33 - Galvo's Pub

4) Cross the Westernflows River bridge to the East Bank of the Eastern Farmholds . Each
time you cross this bridge (and as long as this chapter is not completed), there is roughly
33% chance that a small defending force from Southgate will be bravely fighting off a
sizeable bandit force from the East Bank attempting a foray in the West Bank - help the
southgayans if you would be so kind. When you do so, you will learn that: a) for some
reason, there are no reinforcements from Southagate to repel and defeat the bandit army;
and b) the Bandit Lord Denos Stormbringer has already built a castle (most likely with
magical help) unopposed by Southgate.

5) Once on the East Bank, walk northward to take care of the bandit camp at x76y53 (see key
above). Then walk further north to the furfoot farming community of Shiredale (see key
above).

Note: while you stay in Shiredale, the community will periodically come under attack by the
bandits - be so kind as to help the furfoots when this happens. These attacks will stop once
Denos Stormbringer is taken care of.

6) As you approach Shiredale, bandits will be again attempting to pillage the community,
fighting against the brave furfoots. Help the furfoots - then use this small community as a
base between your own forays against the bandits, if you wish to.

7) Then head south and east to the Greater Southgate Area - East and to the Main of the
Eastern Farmholds (see key below).

Key to the Greater Southgate Area - East:
X77y26 - Faerie Crossings bridge (retracted)
X74y25 - Alliance Stone

Sleepy Hamlet

x16y11 - Sleepy Hamlet Tradeway Halt

Eastern Farmholds - Main

x0y64; x1y64; x2y64; x2y66; x3y66 - Hanging polls
x8y65 - Bandit camp (a battle awaits you there!)
x3y58 - Jonas Farmhold (pillaged)

x13y65 - Kanos Farmhold

x9y59 - Yassaf Farmhold

x17y58 - Temple of Agrah (pillaged)

x21y55 - Hold Crossings Trade Depot

x22y56 - Bandit camp (a battle awaits you there!)
x35y49 - Green Acres Farmhold

x36y46 - Talian Farmhold

x5y51 - Moonstone Farmhold

x15y51 - Goldenfields Farmhold

x10y46 - Bandit camp (a battle awaits you there!)
x4y42 - Orlanth Farmhold
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x10y35 - Gold Acres Farmhold

x19y35 - Golden Knobs Farmhold

x23y42 - Highsun Farmhold

x19y48 - Highdale Farmhold

x39y39 - Astun Farmhold

x48y39 - Oniyoun Farmhold

x45y28 - Varkus Farmhold

x59y28 - Strongplow Farmhold

x63y35 - Rickshaw Farmhold

x65y28 - Bandit camp (a battle awaits you there!)

x33y42 - Gates to Stormbringer's castle (a battle awaits you there!)
x30y39 - Stormbringer's castle (a battle awaits you there!)
x40y35 - Jolyn Farmhold

x50y31 - Littlegrove Trade Depot

8) Take care in succession of the bandit camps located at x22y56, x10y46 and then at
x65y28. After that last camp, retrace your steps westward and head for the gates of
Stormbringer's castle - then fight your way through these gates.

Note: once Denos Stormbringer is taken care of, all remaining bandit camps in the Eastern
Farmholds that you have not destroyed will be found abandoned instead, the remaining
small numbers of bandits having scattered like rats in the wilderness to hide.

9) Head for the castle and fight the remaining forces there barring your way. Then enter the
castle at your leisure: you land on the Main Floor of the castle (see map and key below).

Note: most of the castle will be empty, since you have dispatched nearly all of the castle's
defenders.

Map of the Main Floor of Stormbringer's Castle:
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Key to Stormbringer's Castle:

Main Floor

x29y88 - Exit

x29y84 - Inner court

x25y82; x33y82; x25y61; x33y61 - Dormitory/barracks

x15y81; x43y81; x43y62; x15y61 - Guard tower

x13y58; x45y58; x44y77; x14y77 - Ladder to top of guard tower and battlements
X26y74 - Stable

x33y75 - Armory

x33y71 - Storeroom

x27y71 - Secret/hidden entrance to the bandits' treasure cave (approach with search or
detect secret on!)

x29y70 - Communal eating hall (a battle awaits you there!)

x29y59 - Kitchen

x27y68; x31y68; x32y63; x26y60; x32y60; x31y55 - Stairs up to Second Floor
Second Floor

x55y73; x49y78; x55y78; x55y81; x50y86; x54y86 - Stairs down to Main Floor
x57y81 - Stairs up to Thrid Floor

x54y76; x47y79; x45y86; x57y85; x41y79; x48y85; x58y86 - Dormitory/barracks
x63y79 - Private quarters of Torn Bloodclaw

Third Floor

x18y76 - Stairs down to Second Floor

x17y79 - Conference room (a battle awaits you there!)

x11y75 - Private study of Denos Stormbringer

x14y74 - Private room of Denos Stormbringer

10) Head to the communal eating hall: there, the half-orc rogue Torn Bloodclaw

second-in-command and lieutenant of Stormbringer, will be waiting for you along with what
remains of bandits and marauders. Deal with him.

Master Rogue Torn Bloodclaw

11) Take the stairs at x32y63 to the Second Floor. From there, take the stairs to the Third
Floor.

12) Enter the conference room: Denos Stormbringer will be waiting for you there, along with

his best bandit leaders, his personal dark knight guards, a couple of (corrupted) warlocks of
Southgate and a number of priests of Shades. Have fun.

Bandit Lord Denos Stormbringer
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13) After taking care of the Bandit Lord, pick up an interesting map on the conference table.
Then head to Denos' private study: on his work desk, you'll find a half-finished letter
addressed to a certain Lord Dragonspear (this is important info!).

14) Afterward, explore/rummage through any other room of the castle to your heart's content.
Once you're content, leave the castle.

15) Head over to either the Littlegrove Trade Depot or the Hold Crossings Trade Depot
(preferably during day-time) - you will be greeted deservingly as the saviors of the Eastern
Farmholds.

Note: these two trade depots, along with the Faerie Crossings bridge, will return to
"operational status" after a few weeks have passed once you have taken care of Denos
Stormbringer. Likewise, the elves of Oaklarand will not bother you anymore to escort you
out, when you travel in their territory.

16) Head back to the Western Way inn and tavern of Westlyn to get your reward from Mel.
Rest until you're satisfied, then speak to him again to choose from him the job of taking
care of the Beast Lord of Woodsgrove

Congratulations! You have saved the Eastern Farmholds! You can now tackle Chapter 6
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(most suggested), or Chapters 1-4, 7-9!
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Chapter 6: The Beast Lord Cometh

In this chapter, you hunt down a self-styled Beast Lord, a wizard who'se passion is to
create monstrous versions of nature. Of course, this evil wizard is part of the same
conspiracy to bring about the prophecy of Zoniax ...

1) From Westlyn, head eastward to Woodsgrove . You can use two roads: a) the panoramic
north-east road which makes you pass through the Greater Southgate Area - North and
Farstone (see Chapter 7 for key); or b) if the Faerie Crossings bridge is extended anew (see
Chapter 5), the panoramic road south and east making you pass through the Wolvesden
Woodlands and Oaklarand (see key below).

Key to the Wolvesden Woodlands:

Northern Area

x3y45 - Woodsgrove Trade Depot (get a caravan escort job there!)
X7y46 - Stonewall River bridge

x36y46 Northern Great River bridge at Woodsgrove

x44y45; x47y74 - Oaklarand defense citadel

x56y79 - Temple of Luntarath Oakleaves (Lugath)

x40y87 - Temple of Mystaryl Songwhisper (Myst)

x19y60 - Temple of Mielliki Maidentree (Selinada/Miellakar)

x35y81; x15y77; x4y86 - Elven village

x50y40 - Secret door to the Vale of the Beast Lord

X75y36 - Vale of the Beast Lord

x81y86 - Castle of the Beast Lord (a battle awaits you there!)
Woodsgrove

x16y37 - The Friendly Unicorn inn and tavern

x16y34 - Woodsgrove Town Hall

x18y36 - Woodsgrove General Store

North-Western Area

x81y88 - Oaklarand defense citadel

South-Western Area

x80y24; x12y80; x86y35; x79y74; x49y76 - Oaklarand defense citadel
X77y26 - Faerie Crossings bridge

x80y40; x50y62; x38y76; x65y49; x86y66; x70y67; x20y77 - Elven village
x80y55 - Temple of Mielliki Maidentree (Selinada/Miellakar)

Southern Area

X76y44; x61y68; x5y13; x37y4; x50y13; x39y47; x18y67; x5y18; x43y4; x42y38; x23y41 -
Oaklarand defense citadel

X62y3; x70y44; x55y46; x67y59; x50y61; X7y70; Xx29y56; x4y40; x7y55 - Elven village
X75y1; x69y24; x72y15; x70y35 - Elven village (destroyed)

x88y5 - Secret door to underearth and medusae ruins (see Rest of DoN)
x2y14 - Oaklarand Western Trade Depot

x48y1 - Oaklarand Northern Trade Depot (get a caravan escort job there!)
x56y9 - Temple of Peldrion Soulkeeper (Essans)

x48y28 - Militia Tranyanek Aulkaranymon Academe

x46y61 - Temple of Hannali Celanil (Jaele)

x52y38 - Temple of Starystyl Astrae (Astrane)
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x42y50 - Temple of Taristyl Lhaerie (Lharishar)
x14y40 - Temple of Labelas Enoreth (Quanthaas)
Oaklarand (see map below)

x5y15; x40y3; x40y39; x24y42; x48y14; x37y45 - City gates
x10y14 - The Night Owl General Store

x10y16 - Exotica Planitia

x13y16 - The Singing Faerie tavern

x15y15 - The Sleeping Maiden inn

x21yl11 - Temple of Odaril Peacesinger (Odan)
x24y19 - Oaklaryl Lake bridge

x39y6 - Unearthed Arcana

x41y6 - The Midnight Oil General Store

x39y9 - Blissful Dreams inn

x41y10 - Joyful Spirits tavern

x45y15 - Hawkeye's Long Shot

x15y31 - Toristoth Cognitia

x18y31 - Tulanthe Arcana

x23y28 - City and Justice Halls

Xx27y28 - Foundation stone

x9y29; x25y34; x29y34; x36y34; x33y38; x30y44 - Noble Mansion
x27y41 - Silverlinings Store

x38y40 - Hidebound Shop

x32y29; x33y22 - Royal Estates

x34y28; x42y27; x40y22; x47y24 - Defense citadel
x37y26 - Royal Castle

Map of Oaklarand: (X = gate; F = defense citadel; T = temple; \V = village; = noble
mansion; L = Knowledge halls; M = Wizard tower; H = City and Justice hall; = royal castle)
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2) In Woodsgrove, go speak with the Lady Mayor , Allanys Songweaver . You can meet her
during day-time at the town hall. The glib former minstrel-adventuress will give you the job of
getting rid of the Beast Lord (for extra reward!).

3) Next, head to the Friendly Unicorn inn and tavern to hook up with Ellias Sulkwood
Captain of the Woodsmen of Woodsgrove - he will tag along with you, if only to keep his eyes
on you.

Note: while you wander in the northern parts of Woodsgrove, chances are monstrous
versions of nature will attempt to rampage through the town. Although the outnumbered (and
outmatched) Woodsmen of Woodsgrove will fight them off, don't be shy about giving the
poor defenders a little helping hand. These attacks will stop once you have dealt with the
Beast Lord.

4) From Woodsgrove, head east and south to Oaklarand (see key above). With Relana
Springbow in tow, head to the Royal Castle during day-time for an audience with Her
Majesty, Queen Anethil Stareyes , monarch of Oaklarand. She will also give you the task of
dealing with the Beast Lord (for even more reward!) and the medusae which are destroying
elven villages (see Rest of DoN).

5) Head back northward to the Northern Area of the Wolvesden Woodlands  and head for
the castle of the Beast Lord (see key above). Be warned that flying guardians will swoop
down to attack you as you try to enter the castle (see map and key below).

Map of the Main Floor of the Castle of the Beast Lord: (S = secret door)
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Key to the Castle of the Beast Lord:

Main Floor

x0y16 - Exit

x3y16 - Inner court (a battle awaits you there!)

x6y12 - Shambling mounds' pen (a battle awaits you there!)
x13y13 - Spiders' pen (a battle awaits you there!)
x6y20 - Vulg wolves' pen (a battle awaits you there!)
x13y20 - Axe beaks' pen (a battle awaits you there!)
x17y16 - Arboritum (a battle awaits you there!)
x23y11 - Greckle quarters (a battle awaits you therel!)
x23y21 - Hag quarters (a battle awaits you there!)
x24y16 - Secret door

x25y12 - Stairs up to Second Floor

x25y20 - Stairs down to Basement

Basement

x87y72 - Stairs up to Main Floor

x82y67; x82y69; X76y67; X76y69 - Storeroom

X72y68 - Cell (Jander)

Second Floor

x27y43 - Stairs down to Main Floor

x19y42; x19y50 - Banquet Hall

Map of the Second Floor of the Castle of the Beast Lord: (

= invisible stairs)
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x14y52 - Craven gargolyle aerie (a battle awaits you there!)
x14y55 - Wide flight shaft

x8y46 - Harpy aerie (a battle awaits you there!)

x1y46 - Flight platform

x14y40 - Bat colony aerie (a battle awaits you there!)
x14y37 - Small light shaft

x18y46 - Stairs up to Third Floor

Third Floor

x87y8 - Stairs down to Second Floor

x83y4; x71yl2 - Door

x81y4 - Kitchen

x82y7 - Study of Fajik Byostra (a battle awaits you there!)
X77y7 - Laboratory (a battle awaits you there!)

X76y10 - Private room of Fajik Byostra

x70y9 - Dragon lizard aerie (a battle awaits you there!)
x69y12 - Annis quarters (a battle awaits you there!)

6) After taking care of the giant troll guardians in the inner court, head for the stairs to the
Basement (see key above).

7) Go straight to the cell and free Jander Greencloak . Feed him and heal him as best as
you can - then he'll have the strength to complete his healing by himself. He tells you that he
was stalking the Beast Lord, named Fajik Byostra , to rid the area of him. He tells you that he
stumbled upon a meeting between Byostra and a priest of Shades named Lauron
Blackmantle in a large dinning hall on the Second Floor, before being captured. Jander
gladly joins you.

8) Head back to the Main Floor and take the stairs to the Second Floor. Once in the banquet
hall, walk along the eastern wall to bump into the invisible stairs there. After backing away,
click on the encounter button and cast destroy magic to render these stairs visible. Then
take the stairs to go to the Third Floor.

9) Head as straight as you can to Fajik's study. After dispatching the mutant guardians of this
room, head to Fajik's laboratory: there, Fajik Byostra will be incensed by your intrusion and
will sic more of his mutants on you while at the same time casting spells at you. Have a
good fight.

Fajik Byostra (a.k.a. the Beast Lord of the Wolvesden Woodlands)

10) Once you are done, explore/clean up to your heart's content the rest of the castle of the
formerly-living Beast Lord.
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11) Exit the castle and the vale, then head back to Woodsgrove to collect your reward from
the Lady Mayor (approach the Town Hall during day-time). The job done, Ellias Sulkwood
will leave your group to resume his duty as captain of the Woodsmen of Woodsgrove.

12) Head back to the Western Way of Westlyn to get your deserved paycheck from Mel. Then
choose the job of taking care of the medusa queen (see Rest of DoN).

13) With Relana still tagging along, trek back eastward to go take care of the medusae (see
key above and Rest of DoN). For a maximum of awards, go speak again with Queen Anethil
Stareyes only once you have dealt both with Fajik Byostra and the medusae. Once you get
your reward from Queen Anethil, Relana Springbow will leave your group to resume her
duties as a captain of the Oaklarand rangers.

14) Then journey back to the Western Way tavern of Westlyn to collect your deserved
paycheck from Mel. Take a good rest, then speak to him again and choose the job of
tackling the hill giant problem

Congratulations! You have solved the problems of Woodsgrove and Oaklarand! You can
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now tackle Chapter 7 (most suggested), or Chapters 1-5, 8-9!
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Chapter 7: Spear Towers Under Fire

In this chapter, you get to contend against ogres, rock giants and hill giants ... only to find
that those that are pulling the strings of these warmongers are in fact the same people
that seek to bring about the prophecy of Zoniax!

1) From Westlyn, head north and east to the Greater Southgate Area - North  (see key
below) to reach the Spear Towers .

Key to the Greater Southgate Area - North:

x33y77 - Spine River bridge

x19y12 - Cave leading to the Ogre Valley (a battle awaits you there!)
x14y21 - Ogre Valley (and village)

x12y21 - Ogre battlements (a battle awaits you there!)

x4y15 - High House of the ogre Chief Ogargol (a battle awaits you there!)
x4y11; x8y14; x3y20 - Ogre shelter cave (a battle awaits you there!)
x33y14 - Cave leading ot the Hill Giant Valley (a battle awaits you there!)
x49y15 - Hill Giant Valley (and village)

x51y15 - Hill giant battlements (a battle awaits you there!)

x69y10; x73y8; x74y12; x70y16; x65y18 - Hill giant shelter cave (a battle awaits you there!)
x65y10 - Cave leading to Hill Giant King's Vale

x64y6 - Hill Giant King's Vale

x57y3 - Steading of hill giant King Drook Ironstone (a battle awaits you there!)
Spearshadows

x32y77 - Spearshadows Tradeway Halt

Spear Towers

x31y52 - Front gates

x31y48 - Gates to the Spine Pass

Farstone

X75y55 - Gates

X76y53 - The Full Tankard inn and tavern

x73y51 - Temple of Dumatoin Earthfather (Woralduur)

Note: if you camp within the confines of the battlements of the Spear Towers, there are
periodic chances that a task force of ogre, rock giants and/or hill giants will attack the gates
of the Spine Pass. Should this happen, be so kind as to give a helping hand to the
southgayan and oaklaryn forces stationed at the Spear Towers. These attacks will end once
you have completed this chapter.

2) From the Spear Towers, head to the Ogre Valley (see key above). Fight your way through
to reach the High House of the ogre chief, Ogargol . He will be waiting for you, along with his
best warriors, some representatives of their hill giant allies and a couple of priests of
Shades. Teach them all proper manners.

Ogre Chief Ogargol
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3) | you want to, you may practice your skills further by cleaning up the cave shelters about
the ogre valley.

4) Then head westward to the Hill Giant Valley (see key above). Again, fight your way
through to reach the Steading of the Hill Giant King, Drook Ironstone . He will be waiting for
you, along with his best hill giant warriors, some rock giants and some priests of Shades. In
fact, one of them will teleport away before the battle, to inform a certain Shadow Master
Lauron Blackmantle (sounds familiar?) of these new developments. Good luck.

Hill Giant King Drook Ironstone

5) | you want to, you may practice your skills further by cleaning up the cave shelters about
the hill giant valley.

6) Journey back to the Western Way of Westlyn to collect your reward from Mel. After some
rest, speak to him again and choose the job of kiling Omampteradrax (see Rest of DoN).

Congratulations! You have stopped a hill giant invasion through the Spear Towers! You
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can now tackle Chapter 8 (most suggested), or Chapters 1-6, 9!
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Chapter 8: Destruction and Chaos Rising

In this chapter, you journey to the Ridge Plateau in order to try to prevent the release of
the demi-god Gharrok from his stasis prison ... but all in vain.

Note: from all the letters you have found and all of what you have heard so far, two things
emerge: a) Xaria Dragonspear, wife of Lord Dragonspear and the leader of the cult of
Gharrok, is on a special mission to the Twin Stone Guardians; and b) the ruins in the Ridge
Plateau are those of the ancient shandyrin city Oblyron, where Lauron Blackmantle is
apparently now residing.

1) From Westlyn, head back to the Spear Towers. Cross into the Spine Pass and journey all
the way north to the Ridge Plateau - West (see key below).

Key ot the Ridge Plateau - West:

Oblyron

x49y56; x48y47; x45y56; x55y55; x45y49; x51y52; x53y48 - Ruins occupied by worshipers of
Shades (a battle awaits you there!)

x49y52 - Restored temple of Shades (a battle awaits you there!)

x43y48; 50y46; x50y44; x43y45; x36y53; x58y51; x41y55; x56y54; x44y59; x54y58; x47y60 -
Ruins (a battle awaits you there!)

x50y59; x46y57; x52y54; x54y54; x45y53; x40y53; x46y51; x43y51; x43y49; x49y49; x51y48;
x48y45; x46y45; x48y43 - Crumbling ruins

2) Keep well west and north of the High Lake . Once fully north of the lake, head eastward to
the Ridge Plateau - East (see key below).

Key to the Ridge Plateau - East:

x57y24 - cave leading to windy vale

x56y13 - windy vale

x46y6 - Cave leading to lair of Omampteradrax (a battle awaits you there!) (see Rest of DoN)
X75y24 - Twin Stone Guardians (a battle awaits you there!)

X75y22 - Prison portal

3) If you already took the job from Mel (see end of Chapter 7), stop by the windy vale to deal
with Omampteradrax (see Rest of DoN). Then continue on to the Twin Stone Guardians .

4) As you approach them, the guardians (hamed Baros and Taros) will become seemingly
alive, warning you to back away. Don't. They will then rise from their pedestal and attack you.
After defeating them, you get the possession of their gate key and seal key .

5) Thanks to the gate key, you can pass through the prison portal . This lands you in an
Underground Cave System.

Key to the Prison Portal's Underground Cave System:
x66y33 - Exit to surface

X67y17 - Undead cave (a battle awaits you there!)
X75y15; x76y15 - Secret door
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x80y35 - Ancient temple (a battle awaits you there!)

6) Head to the cave at x67y17 - this cave is filled with undead and cultists of Gharrok. Deal
with them.

7) Then take the secret doors (see key above) and go to the ancient -yet well preserved-
temple. deal with the cultists guarding its entrance.

8) You land in a large hall. Deal with more cultists on watch there and then head south to the
prison hall.

9) just as you arrive there, you see Holy Mistress Xaria Dragonspear and many of her
cultists kneeling in prayer before the towering stature of Gharrok, God of Chaos and
Destruction . The titan demi-god is still in his stasis prison. However, a spectre is using a
seal key on the bas-relief at x29y19 to bring down the stasis field. With Gharrok free, Xaria
gives him the seal key and imparts to him telepathically the location of where he must go
next to "bring the Other into the world". Gharrok is quite pleased by the ingenuity of his holy
mistress, who obviously used undead, clairvoyance and teleportation to bypass the Twin
Stone Guardians and circumvent the fact that only the unliving and divinity can use a seal
key. Before teleporting away, the demi-god chuckles at the idea that the "darkness witch has
managed to have her old temple of Oblyron restored” (important info!). He then leaves,
charging Xaria to deal with you and lending her the help of a couple of his ‘chosen’ to do so.
Have fun.

Holy Mistress Xaria Dragonspear

10) Having done away with Xaria, return to the surface and head back to the Ridge Plateau -
West.

Alas! It would seem that the prophecy of Zoniax can't be prevented, for its first part has
now been fullfilled now that Gharrok is free! Without any other choice, you must keep at
the chase ... so, it's onward to Chapter 9 (most suggested), or Chapters 1-7!
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Chapter 9: Let the Shadows Come Forth

In this chapter, you journey to the ruins of Oblyron in order to try to prevent the coming
of the goddess Shades into the world ... but all in vain.

1) Back in the Ridge Plateau - West, head to the ruins of Oblyron (see key in Chapter 8).

2) Head to the restored Temple of Shades . After taking care of those watching the entrance,
walk into the temple (see key below).

Note: if Gharrok is free (Chapter 8), most of the temple will be seemingly empty - this is
because something very important is happening deep below the temple and all those who
can are attending this procession.

Map of the Main Floor of the Temple of Shades: (S = secret door)

Key to the Temple of Shades:

Main Floor

X71y47 - Exit

X71y45 - Outer hall (a battle awaits you there!)

X71y40 - Inner hall (a battle awaits you there!)

x65y35; x77y36 - Stairs going up (blocked)

X66y35; x76y35 - Doors

x71y35 - Chapel of Shades (a battle awaits you there!)
x70y28; x73y28 - Black altar

x68y26; y68y25 - Secret door
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X74y24 - Ladder down to Basement

X77y33 - Dinning hall

x78y31 - Kitchen

x81y28 - Storeroom

X76y28; x66y28 - Stairs down to Basement

Xx65y34; x65y30; x65y59 - Dormitory (a battle awaits you there if Gharrok is NOT free!)
Basement

x73y9; x83y9 - Stairs up to Main Floor

X74y13; x82y13; x74y18; x82y18 - Dormitory (a battle awaits you there if Gharrok is NOT free!)
X72y54 - Ladder up to Main Floor

x63y53; x64y48 - Secret door

x65y66 - Conference room (a battle awaits you there if Gharrok is NOT free!)
X74y65 - Private study of Lauron Blackmantle

X75y63 - Private room of Lauron Blackmantle

x82y48 - Ladder down to Underbasement

Underbasement

X74y87 - Ladder up to Basement

x74y80 - Partially excavated hall (a battle awaits you there if Gharrok IS free!)
X74y71 - Ancient portal (needs a gate key to open) (already open if Gharrok IS free)
X74y65 - Endurinium lock

X74y63 - Energy barrier (inactivated if Gharrok IS free)

X74y55 - Bas-relief

x74y60 - Gate room (a battle awaits you there if Gharrok IS free!)

3) Head as straight as you can to the chapel of Shades (see key above). Go over either one
of the black altars are render their magic useless by bashing them to bits (with mining pick
or iron spikes) or by casting destroy magic. Then head for the secret door N-W and take the
ladder down to the Basement.

4) From there, go straight to the conference room. If Gharrok is free (see Chapter 8), then no
one will be about. If not, then Shadow Master Lauron Blackmantle  and his cronies will be
there - have fun dealing with them.

Shadow Master Lauron Blackmantle

5) Head to Lauron's study. On the work desk there, you will find an incriminating letter  from
Rune Blackstaff , of the Warlocks of Southgate (important info!).

6) Retrace your steps and go for the secret door at x63y53. Follow the hidden passage all
the way to the secret door at x64y48. You end up in a corridor at the end of which you will take
the ladder down to the Underbasement.

7) Head northward to the partially excavated hall there. If Gharrok is free, then you will have
to fight Lauron Blackmantle and an assemblage of priests of Shades and cultists of
Gharrok. Good luck. Otherwise, no one will be about.
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8) At the end of the northern end of the hall, you will find an ancient portal. You can open it
only with a gate key (see Chapter 8). If Gharrok is free, the portal will be already open.

9) Past the portal, you find yourselves in another corridor - if Gharrok is not free, then an
energy barrier will block the passage and you have no choice but to go complete Chapter 8
(remember that only the unliving and divinity can use a seal key!!!). If Gharrok is free, then the
barrier will be already inactivated.

10) If Gharrok is free, then proceed further north to the gate room. Just as you arrive,

Gharrok will have activated the bas-relief (with the seal key Xaria gave him - see Chapter 8),
now acting as a gate through which emerges ... the avatar of Shades, Goddess of the Night,
Darkness, Shadows and Intrigue . With you having already decimated Gharrok's cultists and
Shades' priests, the goddess will teleport away to Southgate - leaving you in Gharrok's
tender mercies. Have fun.

Gharrok, Demi-God of Destruction and Chaos

11) However unsettling this turn of event may be, you might as well rummage through the
rest of the temple if you feel like it.

12) With the avatar of Shades now on the loose, better journey back to the Western Way of
Westlyn to regroup. While there, get from Mel the reward for doing away with
Omampteradrax. He will also tell you that darkness has fallen over Southgate and that the
Tradelord , one of the Four Lords of Southgate , wants to see you pronto!

Alas! It would seem indeed that the prophecy of Zoniax just can't be prevented,
especially now with Shades loose upon the world! Without any other choice, you must
keep at the chase ... so, it's onward to Chapter 10!
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Chapter 10: Darkness Over Southgate

In this penultimate chapter, darkness has fallen over all of Southgate. In order to save
the city, you will need to weed out all those who remain behind the conspiracy to bring
about the prophecy of Zoniax - after all, it is better to have no one profiting from the
unfolding of the prophecy, right?

Note: as long as the dome of darkness remains over Southgate (see Chapter 11), the city will
be essentially dead. Everything will be closed, shut and/or locked, with no one about the
streets - no one that is, except isolated groups of cultists of Gharrok and priests of Shades.

1) From Westlyn, head over to Southgate . Once near the city, you will find yourself immersed
in a dome of darkness and writhing shadows. You will also find that all of the city's outer
gates are shut and locked. To enter the city, you will need to go through the sewers (see key
in Chapter 4) by entering them from either the mausoleum in the cemetary (see Chapter 1)
or the secret entrance east of the cemetary (see Chapter 3). Once in the sewers, head for
the exit in Main Sewer Area A that will land you inside the city proper, in the Lowend
Burrough (see Southgate key in Chapter 1).

2) Head over to the gates of the Tradelord's Estates : the guards there will recognize you
from a description they were given. You will then be escorted inside the Tradelord's
mansion.

3) As you arrive in a luxurious study and expecting to meet the Tradelord of Southgate , you
find yourselves instead facing Mel the Handler ! He explains that his real name is Melcaster
Anjun and that he is the Tradelord, using his "Mel" personna as a disguise and effective
means to discretely hire adventurers to perform tasks that serve to protect Southgate, its
area of influence and allies (such as Oaklarand). In order to find out where Shades is
residing within Southgate, to expose all of those involved in the conspiracy to bring about the
prophecy of Zoniax, and to ensure that no one will use Shades' presence to seize power and
destabilize the city further, he proposes a logical, methodical, "step-by-step” approach of
tackling this tremendous situation:

3A) Is the graveyard problem solved (Chapter 1)? If so, then proceed to 3B. If not,
then Melcaster will direct you to solve this once and for all and so you must proceed to
Chapter 1 . He will give you a seal of officialdom which will allow you free passage pretty
much anywhere in the city, even through the closed city gates (do NOT lose this item!). Once
you are done (and have read Lanshara's half-finished letter), return to see him to proceed to
3B.

3B) Is the city lake park problem solved (Chapter 2)? If so, then proceed to 3C. If not,
then Melcaster will direct you to solve this once and for all and so you must proceed to
Chapter 2 . If you did, but never found or read Xaria's stack of letters, he will have the Temple
of the End of Days reopened by his agents and direct you to search the place thoroughly in
order to find tangible proof. If he didn't already, he will give you a seal of officialdom (see
above). Once you are done (and have found and read Xaria's stack of letters), return to see
him to proceed to 3C.
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3C) Was the Shadow Hand taken care of (Chapter 3)? If so, then proceed to 3D. If not,
then Melcaster will direct you to solve this once and for all and so you must proceed to
Chapter 3 . If he didn't already, he will give you a seal of officialdom (see above). Once you
are done (and have read Zom's half-finished letter), return to see him to proceed to 3D.

3D) Was Denos Stormbringer taken care of (Chapter 5)? If so, then proceed to step 4.
If not, then Melcaster will direct you to solve this once and for all and so you must proceed to
Chapter 5 . If he didn't already, he will give you a seal of officialdom (see above). Once you
are done (and have read Denos' half-finished letter), return to see him to proceed to step 4.

4) Upon reviewing what you found and unravelled in Chapters 1-4, Melcaster decides that
now it the time to tackle those who remain at the very top of the conspiracy. Proceeding from
bottom to top of this list, the first head to roll is that of Lord Arax Dragonspear , an influencial
and wealthy lord of the city who is also the consort of Holy Mistress Xaria and the purveyor of
monies behind the Temple of the End of Days - if not of the whole of the conspiracy as well.
If he didn't already, Melcaster will give you a seal of officialdom (see above) and direct you to
arrest Lord Dragonspear. Head to the Dragonspear mansion in the High Square Burrough
(see Southgate key in Chapter 1). After fighting his rent-a-guards, an enraged and mourning
Arax will face-off against you, helped by a captain Lea Shieldmaster (second-in-command to
the Warlord of Southgate) and the remainder of his personal retinue. Teach them the the
error of their ways. After all is said and done, you will find on Arax an incriminating letter

from a certain Ajan Tenmaster , the Warlord of Southgate himself! Return at your
conveniance to the Tradelord to proceed to step 5.

Lord Arax Dragonspear

Captain Lea Shieldmaster

5) Thanks to the letter you found on Arax, you now have definite proof of the Warlord's
implication in the conspiracy. Thus, Melcaster directs you to arrest Ajan Tenmaster ,
corrupted Warlord of Southgate. If he didn't already, Melcaster will give you a seal of
officialdom (see above) - then head out to the gates of the Warlord's Estates (see
Southgate key in Chapter 1). Surprisingly, the Warlord will be waiting, having expected your
impending arrival. In an attempt to save his sorry hide, he will accuse the Tradelord of
duplicity and of seeking to seize for himself absolute power to rule Southgate alone.
Unfortunately, his stratagem works somewhat: as he launches himself to attack you, many
(confused) southgayan soldiers and knights will nonetheless side with him. However,
others will side with you instead. Be prepared for this battle: it is a tough, long and drawn-out
one! Once the dust settles, return at your leisure to the Tradelord to proceed to step 6.

Ajan Tenmaster, Warlord of Southgate
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6) The next head to roll on the 'hit list' is the Magelord of Southgate. However, absolute proof
Is required inorder for Melcaster to give you the go-ahead to deal with him:

6A) You found and read Rune Blackstaff's letter in the temple of Shades in Oblyron
(see Chapter 9): then you have solid proof to deal with Rune Blackstaff and Xane
Alchemos , Magelord of Southgate! If he didn't already, Melcaster will give you a seal of
officialdom (see above) and direct you to enter the Magelord's Tower via the magical
drawbridge (see Southgate key in Chapter 1) - he'll give you the proper passwords for it
(selonarak to extend; karanoles to retract). Then leave and proceed to step 7.

6B) You did not find or read Rune Blackstaff's letter in the temple of Shades in
Oblyron (see Chapter 9): then you need to return there and get the proof! If he didn't already,
Melcaster will give you a seal of officialdom (see above) and direct you to enter via the
sub-basement of the Magelord's Tower through the magical diagrams located in the Main
Sewers (see key in Chapter 4) once you have found and read the proof - he'll give you the
password to activate the diagrams (selonarak). So, head back to Oblyron first to find and
read that missing letter, then proceed to step 7.

Key to the Magelord's Tower:

Main Floor

x16y88 - Exit (to magical drawbridge)

x16y86 - Main hall (a battle awaits you there!)

x13y83; x20y83 - Study hall (a battle awaits you there!)
x13y76; x19y76 - Stairs up to Second Floor

X7y74; x22y74 - Dormitory (a battle awaits you there!)
x25y73 - Stairs down to Basement

x16y74 - Dining hall (a battle awaits you there!)

x16y66 - Kitchen

Basement

x61y31 - Stairs up to Main Floor

x52y27; x46y32; x54y32 - Dormitory (a battle awaits you there!)
x57y35 - Storeroom (a battle awaits you there!)

x61y36 - Secret door

x46y37 - Stairs down to Sub-basement

Sub-basement

x56y46 - Stairs up to Basement

x55y47 - Magical diagram leading to secret magical diagram room in Main Sewers (see key
in Chapter 4)

Second Floor

x49y55; x55y55 - Stairs down to Main Floor

x44y50 - Study hall

x45y56 - Laboratory (a battle awaits you there!)

x52y50; x52y60 - Meeting room (a battle awaits you there!)
x53y55 - Stairs up to Third Floor

x59y60 - Luxurious study hall (a battle awaits you there!)
x59y54 - Private quarters of Rune Blackstaff

Third Floor
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x84y82 - Stairs down to Second Floor

x84y79 - Conference room (a battle awaits you there!)
x78y79 - Private quarters of Xane Alchemos

X78y84 - Secret door

x81y87 - Secret treasure room of Xane Alchemos

7) Whether you enter the Magelord's Tower through the front door (step 6A) or the
sub-basement backdoor (step 6B), head as straight as you can to the Second Floor (see
key above).

Note: as long as you do not get the task from the Tradelord of dealing with the Magelord and
you don't have a seal of officialdom, then a powerful protective shield will prevent you from
entering the tower through the front door or through the sub-basement stairs.

Additional note: be careful while wandering within the tower. Magically summoned guardians
will periodically appear to repel the intruders that you are, even if you have a sentry spell
active and/or have already dealt with the Magelord (this is an automatic defense system that
is always active within the tower).

8) Head to the meeting room: Rune Blackstaff will be waiting for you there, along with some
his is warlock assistants, having expected you. Have fun ... and good luck!

Rune Blackstaff, Second Binder of the Warlocks of Southgate

9) Then go up to the Third Floor and straight to the conference room: Xane Alchemos will be
expecting you there. He will be flanked by Zantharas , Lord of shadow knights and "on loan"
from Shades, along with a couple of shadow knights. Revealing himself as a Death Lord
devoted to Orcas, Xane sounds the call to rumble. Be prepared for this one folks ... this battle
is nasty!

Death Lord Xane Alchemos, also First Binder of the Warlocks of Southgate and
Magelord of Southgate

Zantharas, Lord of Shadow Knights

10) Once all is said and done, rummage through the rest of the tower to your heart's content
- if you want to.

11) Head back to give the good news of your success to Melcaster. While there is much to
celebrate at having done away with all the figureheads behind the conspiracy, one divinely
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terrible problem remains: Shades herself. The Tradelord is rather dejected, since he was
certain that the dark goddess was hiding at the top of the Magelord's Tower - a "high perch"
fitting to a goddess. Offer your own suggestions if you want to, even proposing that Shades
may be in fact inside the Tradelord's own mansion! But logic and good sense prevail, so the
guestion remains: where is Shades residing? A resigned Tradelord will set himself to
confer with the High Lord of Southgate while he enjoins you to try to find the goddess by any
means necessary. Leaving behind the seal of officialdom, you return outside.

Congratulations! You have eradicated all the figureheads behind the conspiracy to bring
about the prophecy of Zoniax! However, Shades' darkness remains over Southgate.
With the dark goddess still loose upon the world, what else can you do but keep at the
chase? So, it's onward to Chapter 11!
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Chapter 11: Face-Off with Darkness

In this final chapter, you get to stand your ground against Shades, Goddess of the Night,
Darkness, Shadows and Intrigue. You may have managed to destroy Gharrok ("merely”
a demi-god), but can you even hope to prevail against a genuine Divine Power?

1) Once back outside the Tradelord's mansion, you now have some hard thinking to do. If
you have Stride r and/or Agea Soulfire , they will put in their two cents in trying to guess which
highest perch or lowest perch Shades might be, in Southgate. If you have Koje Oyoun with
you, she will be seemingly bored - most likely because she has guessed already where
Shades is hiding but doesn't want to say so just yet. The trick here is not to think in terms of
geography (i.e. "high" versus "low") but instead in terms of socio-economics and politics. In
other words, the real question to ask is: where lies the political power -or center or ‘highest
perch'- in Southgate? Why, with the High Lord of Southgate , of course! So, it's off to the High
Lord's Estates (see Southgate key in Chapter 1)!

2) As you get to High Lord's estates, the gates will slowly open by themselves - an obvious
invitation, don't you think? If you have Koje with you, she will then giggle with pride at having
already guessed that Shades is hiding in the High Lord's castle.

3) As you reach the doors of the High Lord's castle, shadow dragons will materialize to
attack you. Show them the "light" ... then enter.

4) As outside, the interior of the castle will be blanketed with a veil of darkness and writhing
shadows. Step further north, where you come upon the avatar of Shades, Goddess of the
Night, Darkness, Shadows and Intrigue , who is leisurely reclining on the High Lord's
throne. At each side of the throne, you will find the Tradelord and a woman (she is the High
Lord - or rather High Lady ), both trapped within a field of semi-solid shadows and obviously
terrorized. How things play out from this point depend on the following:

A) You never made a donation at the temple of Thryx (see Chapter 1): then Koje
Oyoun will not have hooked up with you. After a pedantic monologue and a few reprobations
from Shades, she will rise from the throne to teach you a lesson. Thus, it is you alone
against Shades - furthermore, the dark goddess will have the pleasure of summoning at her
conveniance shadow daemons and shadow knights during the battle. This battle is simply
deadly for you and most likely impossible to win - you have been warned. If you defeat her,
you will be able to take the seal key from her. However, Shades will not be destroyed: she
will heal herself fully (she is a goddess afterall!) and leave to do whatever next she has to do
(i.e. bring Domorash into the world). However, you will not have found out where exactly
Shades is going. At least, Shades will have to find another seal key ... and this should slow
her down significantly to allow you time to figure it all out.

B) Koje hooked up with you but you dropped her off at some point: you probably got
rid of Koje Oyoun because you were tired of those strange things happening to you (silence,
slow, confuse, etc.). Alternately, she seemingly "died for good" and you lost her because you
did not rest/heal sufficiently between battles to allow for your SCs to heal completely after
having fallen in a previous battle. Either way, the avatar of Thryx, Goddess of Mischief,
Schemes, Pranks and Trickery will appear out of nowhere sometimes during Shades'
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pedantic monologue and reprobations. Of course, the name Koje Oyoun is an anagram for
"joke-on-you" - consequently, it was Thryx herself who was tagging with you all along, but in
disguise! However, Thryx is somewhat miffed at you for dropping her or taking so little care
of her. She will nonetheless trick (the pun was inevitable) Shades into revealing where she
is to go next (namely: the Dragonspear Ridge, far away to the Middle Azure Coast) to bring
into the world the next dark power (namely: Domorash), according to Zoniax' prophecy. Thryx
will then leave you to face Shades all by your own, as in A. If you defeat her, you will be able
to take the seal key from her. However, Shades will not be destroyed: she will heal herself
fully (she is a goddess afterall') and leave for the Middle Azure Coast to find the means to
bring Domorash into the world. Knowing where Shades is going, and since she will have to
find another seal key (and thus slowing her down significantly), you have therefore fully
accomplished what was needed to do at this point.

C) Koje is with you: at some point during Shades' pedantic monologue and
reprobations, Koje Oyoun will step from behind you and show herself to the dark goddess.
Shades will instantly recognize the avatar of Thryx, Goddess of Mischief, Schemes, Pranks
and Trickery . Immediately, Koje will change form and reveal her true self. Of course, the
name Koje Oyoun is an anagram for "joke-on-you" - consequently, it was Thryx herself who
was tagging with you all along, but in disguise! She will then trick (the pun was inevitable)
Shades into revealing where she is to go next (namely: the Dragonspear Ridge, far away to
the Middle Azure Coast) to bring into the world the next dark power (namely: Domorash),
according to Zoniax' prophecy. As Thryx playfully asks the rhetorical question "Am | good or
what?", play along and answer jokingly "What!". She will love you so much for it that she will
fight Shades with you and prevent her from summoning help (who says that jokes are a
waste of time?)! If instead you answer "Absolutely!", Thryx will be disapointed in you for not
playing along with the 'set-up' of the joke - consequently, she will not fight Shades but will
nonetheless prevent her from summoning help. If you defeat Shades, you will be able to
take the seal key from her. However, Shades will not be destroyed: she will heal herself fully
(she is a goddess afterall') and leave for the Middle Azure Coast to find the means to bring
Domorash into the world. Knowing where Shades is going, and since she will have to find
another seal key (and thus slowing her down significantly), you have therefore fully
accomplished what was needed to do at this point. A happy Thryx will then say her goodbyes
to you and vanish in turn.

Avatar of Shades, Goddess of the Night, Darkness, Shadows and
Intrigue

Avatar of Thryx, Goddess of Mischief, Schemes, Pranks and
Trickery

5) With Shades gone, the darkness within the castle dissipates. Go speak with the
Tradelord and the High Lady, Gwenylin Nelantyr , who are now free of their shadow prisons.
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Since everyone need to gather their wits, and since you need some deserved rest, you agree
to return to speak with them in 3 days at least. Take your leave and return outside the castle.

6) Once outside, the darkness englobing Southgate will dissipate the moment you take your
fist step. The southgayans will rush into the streets and celebrate. Leave the estates of the
High Lady and rest. After 3 days or more have passed, return to the castle of the High Lady
and receive your reward for heroically saving Southgate.

Congratulations! You have defeated Shades, delving her a severe set-back, and in the
process saved not only Southgate, but the whole of the North-Western Azure Coast! You
have therefore completed successfully the main story-arc of Dead of Night ... and we
hope you enjoyed this scenario for Realmz!

But what comes next? The answer to this fateful question will be forthcoming in the

second installment of the Prince of Death Cycle, Dragon of Death , where you will travel
to the Middle Azure Coast and contend against not only Shades, but also against
Domorash, Goddess of Domination, Conquest and Evil Dragons!

Stay tuned to the same Realmz day, same Realmz time, and same Realmz channel!
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The Rest of Dead of Night

As previously mentioned (see Foreword), the current spoilersheet provides only the
necessary information for the completion of the main story-arc of DoN. However, there
are numerous other opportunities for adventure and exploration in the scenario, as well
as lost treasures that await to be found by foolhardy adventurers such as you!

1- Southgate:

- You can get jobs as caravan escorts in the Main Trade Depot of Southgate, if you need
a little action along with a nice little paycheck.

- You can undertake special training in the Sword Halls on the campus of the College
Halls, if you have lots of money to spare. The following are available: Missile dodging,
Improved defense, Improved parrying, Improved sparring, Attack reflection and Improved
discipline.

2- Sewers and Undersewers of Southgate:

- Numerous places are inhabited/laired by water trolls, hags, annises, barrow trolls, etc..

- The tomb of Valnus EI'Naquar (a legendary paladin-hero ) can be fun and rewarding.
Note that this also ties in somewhat with the main story-arc in the sense that if you visit him
after speaking with the priestess of Mist and if you play your cards right, he may prove quite
helpful by giving you interesting magic items.

- The crypt of Marloch can be challenging and rewarding. This also ties in somewhat
with the main story-arc because: a) you may run into an exploratory party sent by Death
Mistress Lanshara Malebonia; and b) Marloch used to be a Magiarch (and lich) of Southgate
devoted to Orcas. You can also get the job of slaying Marloch from Mel the Handler for an
extra paycheck.

- The lost temple of Sorcere s feisty.

3- The Greater Southgate area (W/E/N) and the Spine Pass:

- Numerous holes in the ground, mountainside caves, woodland lairs or river beds are
inhabited by animals such as bears, wolves, snakes, crocs, etc., or even by isolated
humanoid clans such as harpies, dogres, gnaths, ogres, etc..

- You can get jobs as caravan escorts in the Southern Trade Depot of Westlyn, if you
need a little action along with a nice little paycheck.

- Lord Shanders (of the Shanders Estates and Mining Company) of Westlyn is looking for
a few brave adventurers to clean up a mine of his which has been invaded by hungry critters.

- The crypt of the old Shaanite Monarchs  can be fun and rewarding. Note, however, that
the following SCs will refuse to pillage these burial chambers and will leave you if you
proceed to do so: Strider, Galduur Ironshield, Agea Soulfire, Darian Lightshield and Relana
Springbow. To be able to explore these crypts to your heart's content and avoid losing
experience points later on should you run into these SCs again (who may be dead or lost
forever), simply wait until the end of the story (Chapter 11) and try to get into a fight (in a
tavern or in a random wilderness encounter). After the battle, drop them as SCs - not to
worry, you'll be able to run into Strider, Galduur, Darian and Agea again in Southgate (if you
walk about the city through the burrough gates and such), whereas Relana will have already
left you by the time you have completed Chapter 6 and the medusa job (see Oaklarand
below).

- The crypt of the old Nelanthian Monarchs  can also be fun to explore. Note however
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that the same caveats apply here as in the case of the Shaanite crypt (see above).

4- Wolvesden Woodlands (N/N-W/S-W/S):

- Numerous holes in the ground, mountainside caves, woodland lairs or river beds are
inhabited by animals such as bears, wolves, snakes, crocs, etc., or even by isolated
humanoid clans such as forest giants, harpies, dogres, gnaths, etc..

- You can get jobs as caravan escorts in the Woodsgrove Trade Depot, if you need a
little action along with a nice little paycheck.

- You can get jobs as caravan escorts in the Northern Trade Depot of Oaklarand, if you
need a little action along with a nice little paycheck.

- The medusa queen Ssarys and her nasty medusae are raiding and pillaging elven
villages about Oaklarand. Queen Anethil Stareyes has dispatched Relana Springbow to
recruit a brave band of adventurers to solve this problem, with the promise of a generous
reward. For you greedy adventurers out there, you can also take the job of slaying Ssarys
from Mel the Handler for extra money (in addition to what Queen Anethil gives you).

5- The Ridge Plateau:

- Numerous holes in the ground, mountainside caves, woodland lairs or river beds are
inhabited by animals such as bears, wolves, snakes, crocs, etc., or even by isolated
humanoid clans such as forest giants, harpies, dogres, gnaths, orcs, goblins, etc..

- Many of the ruins in Oblyron are occupied by fauna or isolated humanoid clans. If you
pay attention, some of these even hide very interesting items ...

- The large underground cave system which is accessed through the Prison Portal
(quarded by the Twin Stone Guardians) is riddled with lairs of underearth dwellers such as
megaloropers, cave lizards, trolls, dark ogres, barrow trolls, cave trolls, etc..

- The lair of Omampteradrax may make you a happy adventurer. You can also get the job
of slaying the blue dragon from Mel the Handler for an extra paycheck.
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