
 

War in the Sword Lands: War Journal

Almost a year has passed since the end of the Year of Trouble. Anthraxus Storm, the 
King of Sharranth, has finally made his move and unleashed his mercenary army in the 
Heartlands. The mining town of Sparklestone has been swiftly conquered and now the 
sharranthine forces are laying siege to the port city of Wailsrond.

War has come to the Sword Lands and your very first task is to tell the Lord Paladine 
about this grave turn of events.

This is only fitting, since you were the ones that had consistently warned him, and the 
High Council of Tanirith, of this possibility. But alas, your warnings had fallen upon deaf 
ears ... until now.

The year is 1167 R.R., Year of the Great War. The place: the Sword Lands.

FOREWORD:
This spoiler sheet provides "walk-through" information pertinent with playing and completing 
"War in the Sword Lands" (WiSL for short). Since 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). Note that many locales and places will be mentioned without their 
coordinates, since these have already been outlined in the Adventurer's Guide to the Sword 
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Lands (the "SL Guide") previously released.

You will notice that this War Journal begins with "Chapter Eleven" instead of a "chapter one". 
That is simply because WiSL is truly a continuation of the Sword Lands Trilogy that was 
begun in "Trouble in the Sword Lands" (and which ends, incidentally, with "Chapter Ten").

When you begin WiSL, you will be asked first whether you have played TiSL previously or not. 
If you have (which is highly recommended), then you will begin as the Heroes of the Sword 
Lands, the status you achieved back in TiSL. If you have not, then you begin as adventurers 
natives of the Sword Lands who have taken upon themselves to follow up on the events 
described in TiSL, especially since the Heroes of the Sword Lands have apparently gone 
back to Bywater or maybe disapeared altogether. If you have not played TiSL, do not worry 
much for not really knowing about the story laid out in this first installment of the Sword 
Lands Trilogy: indeed, the WiSL scenario will supply you with the required knowledge at the 
right times when needed (with lines such as "you remember hearing about ..." and so on). 
Nonetheless, we can not say this often enough: this second installment of the Trilogy will be 
much more enjoyable both story-wise and adventuring-wise if you have already played TiSL.

Finally, remember to exploit as fully as you can the numerous opportunities offered in WiSL 
for gathering information. These opportunities present themselves invariably in inns and 
taverns (especially when speaking with barkeeps) or, alternately, at the home office of 
Adventurers Inc. in Tanirith. Information is power, they say, and this is quite true in the Sword 
Lands Trilogy scenarios.

We hope you'll enjoy "War in the Sword Lands"; 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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In this chapter, the basic premise of the story is established along with the identification 
of the political forces (both visible and invisible) at play. The obvious goal here is to go 
and see the Lord Paladine of Tanirith in order to warn him about the beginning of the war. 
After doing so, it will be up to you to save Wailsrond from its terrible and bloody siege.

*** Right from the start, you'll find yourselves in a fight with a pursuing sharranthine 
mercenary patrol. Knights of the Flame will come to your help (during the battle or right after 
it, depending on how fast the battle goes). After the battle and speaking with the knight 
commander (you'll meet him later on again), pick up some water from the well near you then 
make camp and rest until around 8-9 a.m. Remember that food and water are important to 
have with you! Then enter the Cove Hold Trade caravan Waystation (see SL Guide): in there, 
you'll be able to buy some supplies (food and water as well), get more rest and hook up with 
Riel Moonsong, a special character that will be useful (especially during the earlier chapters 
of the story).

*** Important notice:  upon beginning the adventure, you will have roughly 30 days before 
there is a chance each day that Wailsrond will fall and be ransacked by the sharranthines! If 
this happens, you will have to live with this failure (see section Alternate Realities).

*** Important notice 2:  from the start, there may be a chance every other day that you will be 
attacked either by mercenary adventurers or assassins (even when in a tavern or in your 
room at an inn, if you rented one). If Riel Moonsong is not with you, or if you don't have a 
sentry spell active, chances are one of your characters will be killed each time an 
assassination attempt is made. Such attacks or assassination attempts will stop once you 
have dealt with later chapters of the story.

*** Important notice 3:  if you played TiSL, you are susceptible to run into Naryl Thezzat (a.k.a 
Naryl Dragonstone) at any time in any of the major taverns, in any city. Of course, she is 
crucial to the story and the completion of the adventure. If you did not play TiSL, your chances 
of running into her will be nil until you have completed this chapter and the next (Chapter 12). 
In any case, she will have much info on the possible location of the Overlords currently 
operating in the Sword Lands, as well as concerning their leader, High Praetor Primus.

1) go straight to Tanirith and up to the gates of the Lord Paladine's castle (see SL Guide). 
Knights of the Flame on guard there will tell you that the Lord Paladine is attending an 
emergency session of the High Council and waiting for you there.

2) go to the High Council Halls (see SL Guide). Upon entering the Halls proper, you will find 
out how bad and unruly things have become with the councilors. After you have said your 
piece in there, walk over to the Lord Paladine to speak privately with him. Then, walk over to 
Jarad Noll, Jhalor Fireblade, Shalla Thrall and Nomune Ngallan, who are sitting on either 
sides of the Lord Paladine: these folks have interesting -if not intriguing- things to tell you. 
Then leave the High Council Halls.

3) take a couple of hours or the rest of the day to shop around the city (or gather info from 
taverns or from Adventurers Inc.). The key to Tanirith is essentially the same as described in 
the SL Guide, with the three following additions/modifications: a) a bridge now crosses over 
the Tarterys River, thus joining the two sides of the city; b) a new place opened at x62y58, 
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called "Maps of All Trade"; and c) the house where assassins were found in TiSL is now 
located at x43y46. After your little wanderings, go see Jarad Noll at his mansion (see SL 
Guide). He has more to tell you about a potential mole of Sharranth, or the Overlords, 
working from within the High Council itself. Jarad's suspects are Shalla Thrall and Nomune 
Ngallan. Jarad will ask you to quietly and discretely investigate both councilors in order to 
find tangible proof that either one (or both) are indeed moles (see Chapter 12).

4) from Jarad's mansion, head straight to see the Lord Paladine at his castle.The Lord 
further explains to you the chaotic situation with the High Council and how this prevents 
Tanirith from sending full military help to Wailsrond, an ally by treaty. However, the crafty Lord 
Paladine has a plan: he will give you commission of a warband to help you save Wailsrond 
from its siege. The Lord also makes some interesting revelations about Anthraxus Storm 
and his potential motives behind his relationship with the Overlords.

5) then go to the castle of the High Commander of the Knights of the Flame (see SL Guide) 
to speak with Jhalor Fireblade. The High Commander will offer help for your noble 
endeavors by lending you one of his most trustworthy commanders, Denard Fireshield (he 
happens to be the knight commander that came to your help right at the beginning of the 
story).

6) pick up your warband just outside of the SW gates of the city, at x27y55, then march on to 
Wailsrond. Note that the warband does not appear in your Allies menu, since it is composed 
of 36 warriors! Also, because of the size of this warband, some buildings and/or cities may 
be off-limits; in most cases, your warband will be left outside of city gates for you to pick up 
again once you leave a city (however, don't be surprised to find them along with you even if 
you forgot to pick them up: this is a fail-safe measure that was enacted because folks would 
often lose their warband, forgetting where they had left them last).

7) once in the Heartlands and on your way to Wailsrond, you are likely to encounter 
sharranthine encampments. Small encampments you can try to avoid or destroy, with or 
without a warband along with you. However, the large encampments to the N and E of 
Wailsrond you'll need more help to tackle (unless Wailsrond was ransacked by the 
sharranthines -see Alternate Realities- ). When you get near Wailsrond -in fact, close to its 
battlements- you'll happen upon an assault the sharranthines are making on the battered 
wailsrondese. Join the fray on the side of the defenders; once the battle is over and you are 
victorious, you'll be enjoined to enter the city to go speak with the Lord of Wailsrond, 
Nerellius Pyre (Note: once this battle is over with, the chances that Wailsrond can be 
ransacked by the sharranthines will then be nil; only further attacks by the sharranthines will 
occur). As you enter the city, you'll be witness to the resolve and courage of the besieged 
wailsrondese.
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8) inside Wailsrond's battlements: the key of Wailsrond is the same as that described in the 
SL Guide, except that many of the places of interest are either closed or have been burnt to 
the ground, due to the siege. However, the Tranquil Tide Inn and the Mariner's Den are still 
open (in fact, you can hook up with Princess Jorale Ramoor of Coral Towers at x29y35 
inside the Mariner's Den: she'll need your help for a non-plot related adventure, but she will 
help you nonetheless in the meantime).

9) head straight for Lord Pyre's castle (see SL Guide). Both he and is loyal Captain of the 
Guards, Belrion, will be quite relieved at seeing you. Although you do not bring forces from 
Tanirith, Lord Pyre is emboldened enough by your arrival as to propose a daring plan to save 
his city from the siege. Feel free to discuss the validity of his plan by first disagreeing with it; 
however, in the end, you'll see for yourselves that his plan is quite wise and well thought out, 
even if daring and bold.
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10) the first part of the plan is to attack the large sharranthine encampment just outside of 
the city's eastern gates (camp I, on the warmap above). Go pick up Belrion and his small 
contingent at the barracks just N or the castle (see SL Guide), then head straight for the 
sharranthines camping outside of the E gates (blue X on the warmap) (note that neither 
Belrion or his contingent will appear in the Allies menu, for the same reasons as for your 
warband). Once the battle is over, head back to speak with Lord Pyre while Belrion and his 
soldiers clean things up.

11) the second part, and most tricky, of Pyre's plan is to attack the sharranthine camp that 
lies straight N of the northern gates of the city (camp II), then head straight eastward to attack 
the main camp of the sieging sharranthine forces (camp III). Take time to rest, pick up 
Belrion and his men again at the barracks, then head straight N from the northern gates of 
the city (red X on the warmap). After destroying the N encampment, try to rest as much as 
you can before heading E to meet the main sharranthine forces.

12) Once you and the wailsrondese have defeated the sharranthines, rush into the 
compound at x46y63 and enter; Belrion will be by your side. Inside, you will have to take care 
of what remains of the sharranthine contingent and of the warlord that is leading Sharranth's 
"Heartlands Campaign", General Haxor Tharn. You'll be surprised to find shadow elves 
fighting alongside of him (see Chapter 20). Once this battle is over, explore the compound: 
among numerous kinds of goodies, you'll find an interesting spy report lying on the floor of a 
conference room (x17y14) and a shocking letter from Anthraxus Storm to his General on 
Tharn's working desk (x24y16). The former gives tentative clues as to a possible mole within 
the High Council (see Chapter 12), while the latter speaks a lot about Anthraxus Storm's 
cold and calculating ruthlessness as a Warlord; also, the latter letter makes mention of a 
Herzog of the Heartlands that now rules in Aranys by the writ of Anthraxus Storm.
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13) after you are done with the compound, go back to Wailsrond and speak with Lord Pyre. 
After a short celebration and much accolades, Pyre will suggest that you go back to Tanirith 
to bring the news to the Lord Paladine that Wailsrond stands free.

Congratulations! You have not only saved Wailsrond from its siege, but at the same time 
dealt a severe blow to Anthraxus Storm's relentless march to conquer the Sword Lands! 
You can now tackle either Chapter 12 (most suggested), Chapter 15, Chapter 16, 
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Chapter 19, or Chapter 20!
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In this chapter, you get to investigate the mole -or moles- that are responsible for the 
current anarchy within the High Council of Tanirith. In doing so, you get to face off with 
wererats and assassins. This will lead you face to face with the first of three Overlords 
... quite early at this stage of the game, eh?

1) fresh from saving Wailsrond, go speak to the Lord Paladine. As you deliver the news, a 
courrier from Lantharond will bring a diplomatic letter to the Lord. This letter announces that 
Lantharond is nullifying its alliance treaty with Tanirith on the basis that Tanirith failed to 
send armed forces to help Wailsrond, another ally of Tanirith. Aside from the fact that the 
letter is signed by the Regent of Lantharond and not by the King himself (rumors have it that 
he is sick and dying; see Chapter 19), one can wonder how is it that Lantharond knew so 
quickly of Wailsrond's rescue and Tanirith's failure to send troops. The answer is clear to the 
Lord Paladine: spies and moles are operating within the city. He enjoins you to find them out 
once and for all; if you have not already, he tells you to go speak with Jarad Noll.

2) go show the spy report that you found to Jarad Noll. Then, play on the invitations that you 
got from Shalla Thrall and Nomune Ngallan to speak with them further. Shalla resides in her 
late father's estate (Golan Thrall; see the SL Guide), whereas the gates of Nomune's estate 
are at x43y15. Ask them questions to learn as much as you can from them, but be careful as 
to not make false accusations.

3) then go to Adventurers Inc. (see SL Guide). While there, pick up Ellai Longroads and Leira 
Songheart; while not crucial to any part of the story, these characters can still be useful. Take 
the large job of cleaning the sewers from wererats (or ratmen); you'll also be given a sewer 
key that will allow you to explore all of the sewers at your leisure, if you feel like it.
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4) enter the sewers through the park, using the secret entrance under the memorial 
monument (see SL Guide). Once in the sewers, head straight to the room where the ratmen 
entrance is marked on the figure above. After taking care of the wererats guards there, open 
the trap door to go down in the undersewers.

5) from where you land, go through the door at the south. After taking care of more wererats, 
go to x32y34 with search on and pull on the lose stone there to open the corridor at x27y34. 
From there, head to x41y28, the room of the current leader of the wererats, the Ratlord 
Rhodin. After taking care of him, you'll find interesting things at x43y26 and x44y30, including 
clues as to the location of the Assassins Guild; also at x43y31, there's a secret door that 
leads to Rhodin's loot. Having done the job, go back to Adv. Inc. to collect your reward.

6) after being given your reward, go back to the front kiosk so that you may take the large job 
of eradicating the illegal Assassins Guild, which calls itself "The Red Claw" (you'll recognize 
the name all too well if they have attempted to assassinate you already). Then go search the 
seemingly abandonned house where you had found assassins, back in TiSL (see SL 
Guide). In the basement, you'll find a burnt out letter that seems to incriminate Shalla Thrall. 
But before rushing to judgement, take the letter first to Jarad: he will tell you to be careful as 
to not quickly accuse Shalla. Then go back at Shalla's to show her this letter, she will tell you 
of its contents and allude to the fact that the courrier was mysteriously attacked and never to 
be seen again; she had wondered as to what exactly happened with this letter. Finally, go to 
Maps of All Trade: Maps the furfoot (Ellai Longroads' cousin) will be able to fix the letter, 
which will prove to be nothing more than mundane business correspondence, as stated by 
Shalla. Thus, someone was trying to frame Shalla Thrall as the mole, and therefore she 
must be innocent. This then leaves Nomune Ngallan as the prime suspect.

7) since the assassins are not in the abandoned house, their HQ must then be in the 
sewers. Head back outside of the city to x8y36 with search on: there you'll find a hidden 
entrance to the sewers. Once in the sewers, you'll find a secret door to your left as indicated 
on the figure just below. This will lead you to a small room guarded by assassins. After 
dealing with them, open the trap door and go down to another part of the undersewers.
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8) from where you arrive, go to x10y17: you'll find a secret door there that leads right into the 
Assassins' Guild! After dealing with the Red Claw assassins there, go to x10y21 with search 
on: you'll be able to make the wall at x10y22 move, thus revealing a corridor. Go down this 
corridor to x7y37, where you'll face off with the Grand Dagger of the Red Claw, a shifty man 
named Shadowsilk. As happenstance would have it, the Grand Dagger is hosting the 
Raven, the royal spy from Sharranth! After the "no quarters given" battle that ensues, you'll 
find interesting stuff on Shadowsilk and the Raven, including a letter which reveals a plot to 
assassinate the Lord Paladine! Interestingly, it would appear that Anthraxus Storm would not 
condone such an act. Then go to x9y40 with search on, which will allow you to open the way 
to the Guild's treasury. From there, head back up to x14y20, where you'll find a secret door 
opening to another corridor. Down this corridor, at x14y33, you'll find a cell holding a prisoner 
... and who is none other than Nomune Ngallan! Bring Nomune back to Jarad Noll (and be 
careful as to keep the poor sap alive while doing so!); the shocked High Councilor will then 
tell you to apprehend the false Nomune at all cost.

9) go to Nomune's estate and confront the impostor: he will reveal himelf to be Master Taroth 
Sark, of the Inner Council of Overlords! He'll first run off to leave you to fight some of his 
psi-warriors. After the battle, head to the library shelf at x14y25 with search on: this will allow 
you to open the way to a secret flight of stairs to the basement. In the basement, go to the 
door at x27y84: Taroth Sark is there with the main of his entourage, busy at using a 
communication globe and conversing with another Overlord. Take care of Taroth and his 
bunch; unfortunately, a near-dead Taroth will manage to escape with the help of a 
teleporting ring. Walk over to the globe at x29y81: you'll find out that the Overlord Sark was 
speaking to is none other than the same one you spoke with some six months past, after 
defeating the three Overlords responsible for the trouble in the Sword Lands. Explore the 
rest of the place for extra neat stuff.

10) then go back to Jarad Noll. He and (the real) Nomune will be quite grateful, expressing 
their gratitute with nice rewards. Then rush over to see the Lord Paladine to warn him about 
the assassination plot against him. As you do so, Red Claw assassins will shed their 
disguises and attempt to do the deed! Once you have saved the Lord Paladine, go to Adv. 
Inc. to get your reward for the "killer" job you did at eradicating the Assassins Guild. Finally, 
note that assassins will not ever again attempt to kill you, since you have dismantled their 
guild (however, adventurers and other swords-for-hire might still try).

Congratulations! You have not only revealed the mole within the High Council and 
delivered Tanirith from the dangers of the wererats and the Red Claw, but saved the 
lives of the Lord Paladine as well as that of councilor Nomune Ngallan, and defeated an 
Overlord in the process! You can now tackle either Chapter 13 (most suggested), 
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Chapter 15, Chapter 16, Chapter 19, or Chapter 20!
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In this chapter, you get to wage some war of your own in order to liberate the mining 
town of Sparklestone from its occupation by the sharranthines.

Notice:  you can visit Sparklestone anytime while it is under sharranthine occupation, 
provided that you are either disguised as peasants or minstrels (thanks to the Trickster's 
Deck -see Chapter 16-) *and* that you do not have the warband with you.

1) after saving the Lord Paladine from the assassination attempt and taking your reward 
from Adv. Inc. for dismantling the Red Claw, go back to speak with the Lord Paladine. He'll 
tell you that he now has a wider berth with the military forces of his city, and thus is eager to 
seize the momentum to force the sharranthines back away from the Heartlands. He tells you 
to go speak with Lord Pyre of Wailsrond, while he dispatches a contingent of knights of the 
Flame to wait for you near Sparklestone.

2) in Wailsrond, Lord Pyre will be too eager to lend you a small wailsrondese contingent to 
help you liberate Sparklestone. Pick up the contingent at the barracks, then head straight to 
the mining town. As you get near enough of Sparklestone's battlements, the knights of the 
Flame join you as expected. It is up to you to decide on the proper deployment tactics of your 
combined task force; once you have chosen, the battle of Sparklestone begins!

3) once the dust settles and you are victorious, head straight to the military compound within 
the town at x77y9, while the knights take over and the wailsrondese march back home. As 
you approach the compound, vengeful folks from the town will rush to the building and tear it 
down, welcoming the liberating forces from Wailsrond and Tanirith.

4) since you are in the northern area, wander by Galduur's Pass, which leads to the Khanark 
Rockies. Dwarves from the Dwarven Halls are manning battlements at x52y3 (you'll have to 
pass through a small sharranthine camp), allowing passage only to trade caravans as a 
protective measure to prevent the War from spilling over to their territory. At these 
battlements, you'll be able to hook up with Braggan Stoneheart again, your old comrade from 
TiSL (if you did not play TiSL, Braggan will offer to join you nonetheless). The dwarven 
kingson will be very useful in the coming chapters. With Sparklestone truly free, go back to 
bring the news to Lord Pyre, then to the Lord Paladine.

Congratulations! You have won the battle of Sparklestone! You can now tackle either 
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Chapter 14 (most suggested), Chapter 15, Chapter 16, Chapter 19, or Chapter 20!
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Almost a year ago, the sharranthines took possession of Aranys not long after you had 
defeated the town's Lord, Akkar Dhun, who was in collusion with the Overlords 
responsible for the trouble in the Sword Lands. In this chapter, you get to wage more war 
of your own in order to retake Aranys from the sharranthines, thus driving them back 
away from the Heartlands altogether.

Notice:  you can visit Aranys anytime while it is under sharranthine occupation, provided that 
you are either disguised as peasants or minstrels (thanks to the Trickster's Deck -see 
Chapter 16-) *and* that you do not have the warband with you.

1) after bringing news of your victory at Sparklestone to the Lord Paladine, he tells you that 
now is the time to drive back the sharranthines away from the Heartlands altogether. He tells 
you to go speak with Lord Pyre of Wailsrond, while he dispatches a contingent of knights of 
the Flame to wait for you near Aranys.

2) in Wailsrond, Lord Pyre is again quite willing and eager to lend you a small wailsrondese 
contingent to help you liberate Aranys. Pick up the contingent at the barracks, then head 
straight to the trade town. As you get near enough of Aranys' battlements, the knights of the 
Flame join you as expected. It is up to you to decide on the proper deployment tactics of your 
combined task force; once you have chosen, the battle of Aranys begins!

3) once the dust settles and you are victorious, head straight to the castle gates within the 
town at x5y25, while the knights and your warband take over (thus losing your trustworthy 
and loyal warband), and the wailsrondese march back home. At the castle gates, you'll have 
to defeat more sharranthines by your own in order to face off with Thella Urm (the Herzog of 
the Heartlands) at her mansion, which is located at x2y26 (if you played TiSL prior, you'll 
notice that the Herzog's mansion has been built right where Dhun's castle used to stand). 
Once you defeat her, the emboldened townfolks rush to your side and burn down the 
Herzog's mansion as their final act of liberation.

4) since you are in the northern area, wander by x18y9 in the Harrow Woods, with search on. 
You will find some ancient ruins belonging to the lost elven Forest-Kingdom of Aurystan 
(note: in TiSL, you could also find some other ruins of Aurystan within the Harrow Woods, but 
at location x25y26 instead). Enter the ruins; once downstairs, walk over behind the stairs at 
x16y9 with search on. You'll find the means to turn off the energy barriers blocking the doors. 
Then wander around (beware of the guardians of the place) and try to reach the library halls: 
in there, you'll meet with the spirit of the Loremaster of Aurystan who will have some 
intriguing info to give you about Kith Khanaan and the kingdom of Aurystan. It will be up to 
you to figure out eventually how this info ties in with the Overlords and their leader.

5) with Aranys liberated and the Heartlands essentially free of sharranthines, go bring the 
news to Lord Pyre and then to the Lord Paladine.

There you have it! You have won the battle of Aranys and liberated the Heartlands from 
the sharranthines! You can now tackle either Chapter 15, Chapter 16 (most suggested), 
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Chapter 17, Chapter 19, or Chapter 20!
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From the moment you begin WiSL, there will be a chance very other day that Tanirith will 
be visited by the plague, largely due to the affluence of refugees from the Heartlands and 
the poor hygiene conditions this creates. Once struck by the plague, the city will be 
closed down in quarantine: no one is to enter and no one is to leave. Likewise, all shops, 
buildings, et al. will be closed until further notice, while the temples will be swamped by 
scared and diseased folks seeking relief from the terrible disease.

If you are in the middle of a Chapter (or have finished a Chapter) and need to get back to 
Tanirith, you have no choice but to complete this Chapter in order to continue with the story. 
To do so, take the following three points into consideration:

i) the easiest way to enter Tanirith while on the surface: there is a secret door at x11y41 at 
the western battlements.

ii) other means to enter the city: through the sewers. Numerous hidden entrances to the 
sewers are around and about just outside the city's battlements. These entrances will be 
discovered with search on and are located at x55y25; x22y29; x8y36; x20y46; x39y60 and 
x52y55. From where you end up in the sewers, try to get to the exit that will lead you back in 
the park, inside the city. With the exception of the entrance at x55y25, you may need the 
sewer keys to be able to reach the exit that leads back to the park.

iii) remember that there is now a bridge that crosses over the Tarterys River just north of the 
Central Ports (east and west), thus joining the two sides of the city.

1) once having managed to enter the city, go to Adv. Inc.: an important notice has been nailed 
to the doors, telling of the need to find the Icon of Dianchuur in order to save the city from the 
plague. The notice also directs you to speak with the priest Robbard in the sewers (see SL 
Guide and figure below).
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2) go to the park and enter the sewers there; this places you near to Robbard's quarters. 
Robbard will give you a map that leads to the entrance of the lost temple of Dianchuur, along 
with a sewer key (even if you have one already). A sewer key is needed to unlock a gate 
(marked by an X in the figure above) that is blocking the way to the temple's entrance.

3) the moment you walk up to the temple's doors, guardian souls will appear to demand that 
you leave. Refuse and fight them; you are then free to enter the undertemple (unless you 
have demons, vampires, et al. in your party).

4) from where you arrive, head straight to x12y5 with search on (if you have Braggan 
Stoneheart with you, then there is no need to have search on). At this spot, you'll notice that 
the wall to your left at x11y5 is an illusion, revealing large doors. Through the doors you enter 
a chapel; once you enter, you will have to fight the chapel's guardians. Then walk to the altar 
at x4y5 with search on: upon reaching the altar, you'll have to fight more guardian souls; 
however, you will be able to make the altar slide as well as make the wall behind it move, 
thus opening the way to the chapel's hidden treasure room. Grab all the goodies, which 
include the Icon of Dianchuur. Then head back to the surface, in the park.

5) from the city park, go to the gates of Hightown. Upon showing the icon, the knights on 
watch will make an exception to the quarantine rules in place and let you pass. Then go see 
the Lord Paladine to give him the icon, and receive a nice reward for your troubles. The 
plague (and thus the quarantine) will thereafter be gone in about 5 to 20 days (in the 
meantime, you may simply wander around and about the lands for battles with monsters 
and the likes). Once the plague is eradicated and the quarantine is lifted, all will be back to 
normal in Tanirith.

There you have it! You have saved Tanirith from the plague, and thus may continue on 
the Chapter that you had already undertaken, or tackle Chapter 16 (most suggested) or 
the Chapter that was most suggested at the end of the Chapter you had completed prior 
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to the outbreak of the plague!
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In this chapter, you rid Tanirith of the last threat posed by Sharranth's machinations 
regarding the city: you get to square off against Zeghor Deathmaster and his hoary 
hordes of undead.

Notice:  while this Chapter is placed as number 16 herein, you can complete this portion of 
the adventure at any time; the true prize of this quest is the Trickster's Deck, which can prove 
extremely useful throughout the whole scenario.

1) sometimes at night, you may have been attacked by wandering undead in the western 
side of Tanirith. Head on to Adv. Inc.to take the large job of ridding the city of this undead 
terror. You'll be given the appropriate key to unlock the gates of the southern cemetary. In the 
cemetary, use search and walk over to x49y58, where you'll find the means to enter a secret 
part of the sewers.

2) from where you arrive, pass through the iron doors to the west and then head to the door 
further west and north. Be prepared, because this large room is some sort of stockade full of 
all sorts of undead creatures. Take care of them, then head on to the laboratory (as identified 
on the figure to the left). As you walk in the lab, you'll have to face off against flesh golems 
and their creators, necromancers. Once done, walk over to the rack at x36y78 to free Master 
Athos, a monk of Astrane. He'll offer to join you (although not crucial to the story, Athos is 
nonetheless quite useful) and point you to the direction of a secret door that leads to a flight 
of stairs (x28y88) going down to the undersewers (see figure below).
 

3) once in the undersewers, head straight to the doors at x33y73: this place is a dark chapel, 
in which you'll happen upon a terrible sacrifice ceremony to Orcas, the God of Terror, Horrors 
and Undeath. Zeghor Deathmaster is performing the gruesome ceremony, being 
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surrounded by his entourage of necromancers and lots of undead. Good luck.

4) after defeating Zeghor and his croonies, head to the black altar at x33y68 and destroy it 
(this is a must in order to complete the quest).

5) having done the deed, head to Zeghor's quarters at x32y75: you'll find some interesting 
correspondence on his workdesk at x30y75 dealing with Ertham Zoh (the Royal warlock of 
Sharranth), and a secret door at x28y75 which leads to Zeghor's private stash (which 
includes, of course, the Trickster's Deck).

6) then head right back to the surface and to Adv. Inc., to collect your reward.

Congratulations! You have saved Tanirith from the terror of the living dead! You can now 
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tackle either Chapter 17 (most suggested), Chapter 19, or Chapter 20!
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In this chapter, you must search for and make contact with the Unicorns, the elusive 
rebels of the Western Lands who seek to depose Anthraxus Storm. You need to gain 
their trust in order for them to join in the final assault on Sharranth that is being planned 
by the Lord Paladine. But to win the Unicorns' trust, you'll have to journey across the 
Sword Lands from one end to the other, through mountains, lava and scorched earth 
-literally!-.

1) after liberating Aranys, the Lord Paladine charges you to find and make contact with the 
Unicorns, a secret group that has been rebelling against Anthraxus Storm ever since he 
conquered Sharranth, almost six years ago. As the Lord Paladine wishes to seize the 
chance presenting itself in liberating Sharranth from Storm's despotism, he feels that if 
those rebels truly exist, then it would be only fair for them to lead the way as the combined 
forces of Wailsrond and Tanirith march onto Sharranth.

Notice:  since you have to head for the Western Lands, it should be mentioned that the key to 
this area is essentially the same as described in the SL Guide. However, no key to 
Sharranth was provided in the Guide since you could not stay long enough to explore the city 
if you managed to enter it, in TiSL. Herein is the key to Sharranth's places of interest:
x56y32; x42y54; x50y59: gates of the city.
x61y27: Mamy Prava's Street Shop.
x62y27: Temple of Larishar.
x72y27: General Market (for the city's nobility).
x71y31: Halls of Justice.
x74y29: Temple of Barask.
x74y31: Bank.
x60y36: Inn of the Sleepy Road.
x67y36: Central Market.
x60y38: The Mercantile Alchemist.
x77y37: Mansion of Ertham Zoh (Royal Warlock of Sharranth).
x73y24: Gates to the military barracks.
x80y26: Castle gates.
x83y24: Castle of Anthraxus Storm, King and Warlord of Sharranth.
x46y53: Leatherwork Crafts.
x47y52: The Bottomless Keg.
x49y56: Harbor Master building.
x51y56: Sharranth's Exotic Imports.
x57y50: The Miner's Toolbox.
x59y52: Temple of Woralduur.
x54y73: The Waterfront (outside of city).

1) head to the Western Lands through the Western Pass (just north of Aranys -see SL 
Guide-) and to Sharranth.

Note:  remember that you will need to be disguised either as peasants or jesters/minstrels 
(thanks to the Trickster's Deck) in order to enter and/or explore freely the city!

Note 2:  while in Sharranth, you might be attacked seemingly by members of the Unicorns: 
this is a ruse from Ertham Zoh to blame the rebels for his own suspicious activities, many of 
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which Anthraxus himself would disapprove of. This will prove important if you have joined 
with Anthraxus Storm (see Alternate Realities).

2) go to the Bottomless Keg and walk around the place: you might be accosted by a 
mysterious person who is in contact with the Unicorns (this will happen only if you have 
completed Chapter 14). This person will direct you to meet with another contact, an old man, 
who is located in a remote house at x11y83 far southwest in the Western Lands.

3) upon arriving at this remote house, the old man will reveal himself to be none other than 
your comrade Strider, from TiSL, in disguise! If you did not play TiSL, Strider will nonetheless 
shed his disguise and introduce himself. In any event, the ranger will direct you to the 
Unicorns' HQ (located at x13y81), with him tagging along (the HQ will be found only if you 
spoke with Strider first).

4) inside the underground HQ, head straight north to the door at the end of the corridor, 
where you get to meet Naerun Halgard, leader of the Unicorns and rightful heir to the throne 
of Sharranth. His late father was assassinated by Ertham Zoh, then a traitorous court mage 
who helped Anthraxus Storm to conquer the city and seize the crown. While Strider vouches 
for you, Naerun needs you to free Arcantilivius (former Royal Warlock, friend and mentor to 
Naerun, and true founder of the Unicorns), so that all Unicorns may trust you and the leaders 
of Tanirith and Wailsrond. Arcantilivius is currently imprisoned in his own mansion on the 
small island on Cedar Lake, at x15y69: a powerful force field surrounds his mansion, 
preventing any entrance or exit from it. Accept to find a way to free the old mage.

5) exit the Unicorns' HQ and go to Cedar Cove (see SL Guide). There you can get a boat in 
order for you to sail to Arcantilivius' island. Once there, you'll realize that nothing will work to 
bring the force field down. Thus, you need to find an item powerful enough to do the trick.
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6) head back to Adv. Inc. in Tanirith and take the large job of exploring the Tellurian ruins in 
the Volcanic Rockies. Also, take the time to get the info from Adv. Inc. about the empires of 
Telluria and Macremia, and the Desert of Astaroth: this will come in quite handy later on. 
From there, head straight to the tunnel at x43y3, NW of Lantharond (make sure you have 
plenty of waterskins!). Crossover to the Volcanic Rockies by walking straight north. Once in 
the rockies, walk in a general NE direction, then south to the Tellurian ruins (see image 
above). With search on, walk over to the ruin at x78y66 and use iron spikes to make an 
entrance (or use spells like dig hole or shape earth).
 

7) inside the ruin, walk over to x78y72 with search on, then click on the encounter button: use 
iron spikes or spells like dig hole/shape earth. This will open the way to a flight of stairs at 
x78y65, which lead down to the basement (see image above). Don't forget to search for 
trinkets to bring back to Adv. Inc., as proof that you explored the ruins.

8) in the basement, head to x79y80 or x81y80 with search on: in the encounter that pops up, 
choose to push the wall. This opens the way to a corridor: enter the corridor (keep search on 
until you reach the door further north: this will reveal a lose tile that will slide the wall back). 
Open the door at x80y76, where you'll be greeted by beyonders. After doing away with them, 
enter the large room, which is filled with metal wires and strange technological artifacts (no, 
you can't take any of these as proof, although some other trinkets lying on the floor you may 
pick up). Once in the room, pass through the secret door at x80y67, then head straight to the 
door at x80y64: fight off the greater beyonder and his followers that are living there. Once the 
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battle is over, the dying greater beyonder will belch out his stash: among the interesting 
(albeit icky) stuff, you'll find a Stone of Tongues and a Horn of Whirlwinds (two crucial items). 
Note: don't mess with the teleporting platform in this room, because it is malfunctioning.

9) head all the way back to Adv. Inc. in Tanirith to get your reward (don't forget to bring back 
trinkets/artifacts from the ruins!), then choose the large job of exploring the macremian ruins 
in the Desert of Astaroth. Stock up on waterskins and head back to the Volcanic Rockies: 
this time, walk in a general N-NE direction to a cave located at x64y30. Then walk to x65y23 
in order to exit the passage. From there, go N then W to a secret door at x31y7. You exit this 
passage through another secret door, at x26y9. This lands you right next to a fire giant 
village: don't go there yet; besides, you are currently badly outnumbered to even think about 
attacking these fire giants (see Chapter 19). From your position, go N then W to the cave at 
x5y1, then straight N to enter the Desert of Astaroth.
 

10) in the dry, rocky desert, head in a general N and W direction, until you reach the outskirts 
of a small village populated by beastmen (see figure above). Upon seeing you, their warriors 
will rush toward you with their weapons drawn: choose to stand your ground *without* 
drawing your own weapons. Somewhat confused by your reaction, they will take you to their 
shaman-king Ogarond (you need the Stone of Tongues for this to happen; otherwise, you 
will have to walk away since you cannot understand their language and they cannot 
understand yours). Ogarond will tell you a wonderful and fascinating story about his tribe 
and the beastmen of the desert in general. His tribe, the tribe of Astur, was entrusted with 
the Pearl of Asturia, which allows passage through the Stone Towers that guard the way to 
the holy (and ruined) city of Asturia. However, a powerful and brutal tribe, the tribe of Murdor, 
have stolen the Pearl. Ogarond offers you a deal: retrieve the Pearl from the Murdor, explore 

Sword Lands War Journal Chapter 17: Enter the Unicorns Page  27



the ruins of Asturia, and *then* bring back the Pearl to him and his tribe. Accept the deal!

11) the village of Astur has a small market (x6y15) and a temple dedicated to Quanthaas 
(x7y10), if you are in need of basic supplies and/or healing services. Whenever you are 
ready, trek east and north to reach the cave of the Murdor tribe, located at x70y5. Battle the 
warriors there, then enter their underground cave complex. Inside, head straight to x81y70 
(with more warriors barring your way), where you get to face off against the Murdor 
shaman-king Uhl'Garath, his best warriors and ... psi-warriors? Yup. Looks like the 
Overlords' hands reach rather far, eh? After the battle, you'll find an interesting message 
from Primus with directions to one of his psi-commanders, concerning the need to find a 
Power Stone (if Naryl Thezzat is with you, this will confirm what she will have told you upon 
running into her initially). From this message, Primus suspects that the item in question 
may be lying in the ruins of Asturia; if not, then it may yet be found at another "location" nearer 
to the Overlords' base (see Chapter 21). In any event, walk over to the chest at x82y67 to grab 
Uhl'Garath's stash, which includes the Pearl. Walk back in the main cave and pick up 
nourishing mushrooms from the mushroom garden, as well as fresh water from the small 
pond, in order to make sure that you won't starve or dehydrate.
 

12) back outside in the treacherous and dangerous desert, head for the silent Stone Towers 
at x14y17 (see figure above). Then walk between the two rows of towers: with nearly each 
step you take, the towers will activate to strike you with deadly rays ... but thanks to the Pearl, 
the towers power down each time. Walk along the alley until you reach the cave at x23y9, 
then exit at x26y11 in the ruins area of Asturia. From there, head straight for the large sand 
dune at x26y4 (with search on). Take one step back, then hit the encounter button, and 
choose to use the Horn of Whirlwinds. This will blow all the sand away, revealing cyclopean 
ruins that were buried underneath. Enter the ruins.

13) inside the ruins, head to a library shelf at x20y44 in the library (see figure below) with 
search on: you'll find intriguing words and numbers that will be needed later on (see 
Chapter 21). Explore the rest of the place, making sure to pick up trinkets/artifacts to bring 
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back for Adv. Inc.. Then walk over to the altar in the main hall at x12y51, with search on: you'll 
be able to make the altar slide in order to reveal a flight of stairs going down.
 

14) once further underground, head straight to the secret door at x51y17, then through the 
door at x60y19. More beyonders will be in your way. In the large room where you end up, and 
which looks strangely similar to the one you visited in the tellurian ruins earlier, go to the 
secret door at x72y18. From there, go to the door at x73y23, where you'll have to fight it out 
with another greater beyonder and his followers (them beyonders sure like weird ruins, don't 
they?). Once the battle is over, walk over to x73y31 with search on to retrieve the greater 
beyonder's loot (this time, you won't get to clean any treasure item from icky stuff!). Among 
the nice goodies you find, you'll get an Arcane Nullifier: this will do the trick to bring down the 
force field surrounding Arcantilivius' mansion!

15) go back to Ogarond's hut (x8y9) to give him back the Pearl. After doing the good and 
honest deed, journey all the way back to Tanirith in order to get your reward from Adv. Inc. 
(better bring back some of them trinkets from the macremian ruins!), then journey further to 
Arcantilivius' mansion. With the Nullifier Stone in hand, the force field will dissipate like a 
morning spring breeze. A thankful Arcantilivius will tell you that Ertham Zoh was the one that 
imprisoned him; the old mage will then accompany you back to the Unicorns' HQ. In the HQ, 
walk to Naerun Halgard's room, where Arcantilivius will be greeted warmly and happily. 
Having secured the trust of the Unicorns and their oath to join the combined forces from 
Tanirith and Wailsrond when they reach the gates of Sharranth, you leave everyone to their 
joyful reunion in order to bring back the good news to the Lord Paladine.

There you have it! You have found the Unicorns and secured their help! You can now 
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tackle either Chapter 18 (most suggested), Chapter 19, or Chapter 20!
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In this chapter, you fight the ultimate battle that will end the War of the Sword Lands, one 
way or the other.

1) after bringing back the news that the Unicorns will help to liberate Sharranth, an eager 
and excited Lord Paladine instructs you to pick up a contingent of knights of the Flame (they 
will be waiting for you at the exact spot where you picked up your warband, back in Chapter 
11), then travel to Wailsrond in order to speak with Lord Pyre and tell him that the time has 
come to bring the fall of Anthraxus Storm.

2) but first, go to Adv. Inc. to take the small job of retrieving the Eye of Khan-Alghuul. After 
picking up the knight contingent, go to Wailsrond as instructed by the Lord Paladine. An 
equally eager and excited Lord Pyre will readily lend you a contingent of his army, which you 
pick up at the barracks as usual. From there, march onto Sharranth with your army!

3) upon arriving at the gates of Sharranth (the NW ones are the most recommended), the 
Unicorns will show up as promised, along with Naerun Halgard, Strider and Arcantilivius. 
With everyone in high spirits, the battle of Sharranth begins!

4) having won the clash at the gates, proceed quickly to the barracks gates to strike a lethal 
blow to the sharranthine mercenary army. Leaving Arcantilivius to lead your forces and the 
Unicorns for the clean-up, rush ahead to the castle gates along with Strider and Naerun 
Halgard. There, you'll have to fight your way to the castle and enter it with force and 
determination.

5) inside the castle, head straight north to the throne room, where Anthraxus Storm, Ertham 
Zoh and Storm's loyal entourage await you. Unexpectedly, Storm will plead his case as a 
firm but prosperous ruler for Sharranth, and as seeking only to unify the Sword Lands to 
better defend them against the Overlords and their psi-army: apparently, Storm was only 
pretending to be an ally so as to gain time in order to better prepare against the Overlords 
and the threat they represent. If he offered you to join him earlier in the story (see Alternate 
Realities) and you refused, he will try even harder to convince you. But Naerun Helgard will 
have none of that, callling out Storm for the power-hungry despot that he is, and immediately 
move to attack the usurper. As the final battle is about to begin, Ertham Zoh conveniently 
teleports away. This leaves you and your allies against Storm, his death knights, and the 
rest of his retinue of dark knights, warlocks and warriors! Enjoy.

6) once the dust settles and you stand victorious, take your leave of Strider and Nearun 
Halgard in order to head back to the barracks gates. Give the good news to the combined 
army assembled that Sharranth is now free of Storm's despotism. Amidst the joyful cries 
and accolades, Arcantilivius asks you about Ertham Zoh; upon telling the old mage of Zoh 
timely escape, he slyly suggests that you and him pay a little visit to Zoh's mansion as soon 
as possible. (Note: once Anthraxus Storm is defeated, no more mercenary adventurers will 
seek to kill you).

7) take a good rest, then head for Zoh's mansion (make sure Arcantilivius is with you; 
otherwise, pick him up where he told you to after you have rested). Fight your way through 
mercenary guards, apprentices, warlocks and sorceresses to enter. Inside the mansion, 
you enter a reading room, where more warlocks and sorceresses await. From there, go to 
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the door at x49y86, which leads into a study: Ertham Zoh and his entourage are there, ready 
to fight. An interesting exchange between Arcantlivius and Zoh will ensue, before the battle is 
joined. Once Zoh and his gang are defeated, Arcantilivius entraps his former 
apprentice-turned-nemesis in an energy sphere as just desserts and nice pay-back. The old 
mage then leaves you in order to join Strider and Naerun Halgard at the castle, giving you 
free reign to look around the place. Take the time and effort to do so (using search on and/or 
detect secret), since you'll find lots of neat stuff: but once you leave the mansion, you will not 
be able to enter it again. For the job that you took at Adv. Inc., go up to the second floor using 
the stairs at x54y87 in the study room. From there, walk over to x47y54 with search on: you'll 
find a trap door leading to an upper floor secret laboratory. Fight the guardians of the secret 
lab, then *search* around the place (you'll find the Eye in a drawer at x44y30).

8) once you think you have searched all of the mansion and found all that was there to be 
found, leave to go speak with Naerun Halgard at the castle. After thanking you generously 
and giving you an important diplomatic message to convey to the Lord Paladine, he gives 
you your leave.

9) trek back first to Wailsrond to bring the great news to Lord Pyre and Belrion. A big victory 
party will be thrown, with you as the guests of honor.

10) then go to Adv. Inc. to give the Eye back and get your reward; from there, it's off to the Lord 
Paladine in order to deliver the news and Naerun's diplomatic message: more victory 
partying will ensue, along with a fat reward for your heroic deeds and a solemn declaration 
proclaiming you as Heroes of the War (Riel Moonsong surely has more than enough 
material now to write that Saga of his!). With the War over and won, now all that is left to do is 
to ferret out the remaining Overlords and find that mysterious Power Stone they are seeking, 
before they actually do find it.

Congratulations! You are now the Heroes of the War of the Sword Lands! With the War 
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over, you can now tackle either Chapter 19 (most suggested), or Chapter 20!
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In this chapter, you contend with fire giants, prevent the further spreading of the volcano 
crater in the Volcanic Rockies, slay an imprisoned (and weakened) demi-god, defeat a 
second Overlord and get to play king-maker. All in a regular hero's working day, eh?

Note:  around the begining of the adventure, you felt and saw signs that something was 
amiss with the volcano of the Volcanic Rockies, as it appeared to have increased in its 
activity. Who, or what, is responsible for this? As you'll find out (or have already surmized 
during your journeys in Chapter 17), the volcano crater has expanded greatly indeed, thus 
changing somewhat the overall landscape of the Volcanic Rockies.

Note 2:  you may also have heard rumors that the Dragonking of Lantharond is sick and 
dying, his Queen and a Regent apparently now ruling from the Dragon-throne in his stead.

Note 3:  this Chapter can be completed at any time from the moment the Lord Paladine 
receives the diplomatic letter from Lantharond, which signifies an end to the 
Lantharond-Tanirith alliance (see begining of Chapter 12 or Alternate Realities).

Note 4:  the key to Lantharond and the North-eastern Lands is essentially the same as that 
described in the SL Guide.

Note 5:  if you have run into Naryl Thezzat and took her in your party, then she has already 
made you aware that an Overlord is currently operating incognito in Lantharond.

1) in Tanirith, go to Adv. Inc. to take the small job of slaying the green dragon 
Sapphyrulestyldragosuur (a.k.a Sapphire Death), then head straight to Lantharond.

*** while journeying in the NE Lands and the Lantharond area, you may come upon 
Lantharond troopers doing battle with bandits or fire giants. Be so kind as to lend them a 
hand, will you? Much appreciated.

2) in Lantharond, take the time to visit the Raging Wyvern tavern (see SL Guide) and acquire 
as much info as you can. Then head to the Dragonheart castle (re: SL Guide). Inside the 
castle, walk up to a distant and aloof Queen Aramina (or the equally arrogant Erion 
Dragonshield, the Regent). They will tell you that King Vallar Dragonheart is dying from an 
unknown and incurable disease; as if this wasn't problematic enough, they are also worried 
about the Captain of the Guards, Red Dragonsbane, who apparently went away on a secret 
mission by the dying king's order and has been missing ever since. They ask if you would 
be so kind as to find the hapless Captain of the Guards and bring him back safe and sound. 
Accept.
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3) leave the castle and Lantharond, and head straight SW to x59y83 (with search on or with 
Braggan Stoneheart along with you). A mountain wall there is an illusion, revealing a tight 
passage to a small valey: there you will come upon an old, abandoned temple of Bhalaal. 
Enter the ruined temple (see figure above).
 

4) inside the temple, head to the center of the moldy carpet in the main hall, with search on 
(see X in figure above). You'll realize that the carpet is covering a large hole in the floor. Step 
back, then click on the encounter button: choose to use rope, spells like 
superfly/teleport/phase, or items that simulate the same spell-powers. This will take you 
down in a damp cave-complex filled with trolls and other like creatures.

5) head to the shores of the small underground lake to the S-SE, then click on the encounter 
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button: choose to use spells like superfly/teleport/phase, or items that simulate the same 
spell-powers. This will take you to the other side of the lake and damn smack in front of 
good old Sapphire Death, who just happens to be very hungry today (who would've 
thought?). Dispatch the jolly green dragon and her personal servants, then walk over to the 
moaning man lying on the ground at x46y7: there you'll find Red Dragonsbane, badly beaten 
and wounded. Apparently, Red would have been Sapphire Death's lunch, but her greedy 
belly prefered to jump right to the main course with your succulent party. Too bad for her, eh? 
After healing Red, he tells you that he is on a crucial mission for king Dragonheart to find the 
Dragon Key, an item required to open the Dragonheart musoleum and which was stolen 
years ago. He then must use the key to enter the musoleum, in order to retrieve the Dragon 
Orb from the guardian of the place, the Dragon Spirit. Red's search had lead him to 
Sapphire Death, whom he is certain had acquired the key and has been keeping it ever 
since in her hoard. However, Red has no idea why the dying King Dragonheart needs this 
Dragon Orb; but he then goes on telling some pretty revealing stuff about Queen Aramina 
and Regent Dragonshield (a cousin of the king), and why it would be safe to assume that 
they do not wish for the king to be cured, nor for Red to be successful. The captain of the 
Guards then asks you to help him find the Dragon Key, and then retrieve the Dragon Orb. 
Accept.

6) then head to the secret door at x41y4, which will lead you to Sapphire Death's hoard (at 
x46y2) and where you'll grab the Dragon Key. To get out, walk back to the shore of the lake, 
click on the encounter button and use the same means as you used to come over the side 
you are at now. Once back on the other side, walk up to x9y2: in the encounter offered to you, 
choose to use spells like superfly/teleport/phase, or items that simulate the same 
spell-powers, to take you back to the temple's main floor (if you used a rope to climb down, 
then you'll simply climb back up with the same rope, which is still dangling about).

7) get out of the temple and head straight to the musoleum, which is right next to the 
Dragonheart castle (see SL Guide). You will be granted entry thanks to the Dragon Key. 
Inside the quiet and dusty musoleum, walk to x9y12 with search on, then place the Dragon 
Key to the place where it fits on the column bas-relief. This will make a corridor open at x9y8. 
Head north then east to x16y4 (with search on or with Braggan along with you): the wall at 
x16y5 is an illusion. From there, go straight down south in the corridor: the Dragon Spirit will 
appear in order to give you the Dragon Orb, and even be so kind as to teleport you back to 
the surface.

8) return to the castle and approach Queen Aramina or Regent Dragonshield once more. 
They will pretend to be relieved that Red is back safe and sound, and start demanding some 
explanations. With the Orb in hand, Red has a good reason to brush away their demands for 
the sake of secrecy for the dying King, and can even request in turn that he must now see 
the King, having completed the mission assigned by him. The two reluctantly agree. Without 
waiting for them to change their minds, walk to the door at x77y5, then take the stairs at 
x74y1. This will land you in the upper appartments of King Vallar Dragonheart.
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9) head to the king's bedroom at x1y74, then approach the ailing king's bed quietly (see 
figure above). Red will give the Orb to the dying king, prompting the latter one to reveal the 
nature and role of the Dragon Orb, as well as its relationship with the Dragon Spirit and the 
Dragonheart bloodline ... some of which flows within Red, since he's a cousin of the king 
also. Vallar then goes on about how he suspects that his beloved Aramina has been 
replaced with an imposter, then enjoins Red to hold the Orb again. This time, the Orb shines 
brightly, designing Red as the rightful heir in absence of a child from Vallar's own blood. 
Upon his last breath, Vallar encourages Red to get back down to the Dragon Court in order 
to make is claim before all, with the Orb in hand as proof of his legitimacy. A tearful Red bids 
his final goodbyes and swears to never betray the trust Vallar had in him.

10) then walk back downstairs with Red, who then makes his proclamation once you enter 
the throne room. An outraged Queen Aramina sheds her disguise, revealing herself to be 
Pro-consul Zeiia No, of the Inner Council of Overlords. A battle royale ensues, with the 
Regent looking on in a state of utter confusion. As the dust settles, Red enjoins you to take 
some most deserved rest, while he takes care of securing his proclamation and his foolish 
cousin, Erion Dragonshield. Leave the castle to rent yourself a nice cozy room in one of 
Lantharond's inns (see SL Guide), in order to rest and heal yourself.

11) the day after, go back to speak with the new king. He tells you that he finds himself in 
somewhat of a quandry, with regards to renewing amicable diplomatic relations with 
Tanirith. Indeed, the Overlord No and the foolish Erion caused substantial damage to 
Tanirith's reputation within the Dragon Court, and Red seriously doubts that, as a fresh new 
king, he could simply write an edict to restore full diplomatic relations without putting his 
crown -and himself- in grave jeopardy. But the new king has an idea: since fire giants have 
begun again to make raids into Lantharond's territory, he suggests that you could act as 
official representatives of Tanirith and solve that fire giant problem for Lantharond. If you 
succeed, then Red would have it much easier to sway a majority of the Court Nobles to his 
point of view, thus allowing him to begin the work of restoring proper relations with Tanirith. 
Although you might wonder how the heck will you take on a whole fire giant tribe by 
yourselves, accept Red's proposition nonetheless. Trust us.

12) make sure that you have plenty of food and water, then head on out again to the Volcanic 
Rockies. Once in the scorched and volcano-blasted mountain range, head further out in a 
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N-NW direction. You should eventually stumble upon a clash between fire giants and frost 
giants: choose to help the frosties. After the battle, the frost giant band leader will thank you 
and explain that their kind are now at war with the fiery ones, who killed the kingson that had 
gone to them as an official envoy for peace negociations. The leader then walks away with 
his surviving kin, heading back to the Snow Rockies to tell his king that an army must be 
sent. Considering your options (or rather, lack thereof), having the frost giants as allies to 
assault the fire giants would not be so bad after all (didn't we tell you to trust us?).

Note:  once you have helped the frost giant band in the Volcanic Rockies, their kind will 
essentially allow you free passage just about anywhere in the Snow Rockies, never 
attacking you (well, except maybe for a few numbwits here and there, that are all too often 
behind in current news).

13) to head out for the Snow Rockies from the Volcanic Rockies, continue west, then SW to a 
cave at x4y78. Take care of the fire giants there, then walk straight west to the Snow Rockies. 
Once in the snowy mountain range, go to a W-SW direction, then use the secret door at 
x66y9 and exit through the one at x69y13. From there, walk S-SW to a cave at x42y34 and exit 
at x42y37. Then go westward to the cave at x32y35 in order to exit at x28y29. From there, go 
to the cave at x24y22, go N to exit at x25y17, and then enter the cave at x24y14: this will lead 
you near the village of the frost giants. Cross the gates freely and go to the castle at x34y2 in 
order to have a friendly chat with the king of the frosties.

14) in the castle, walk up to the stepping stone at x31y81. Highlord Sesserak will greet you 
and thank you for the help you provided his warriors; in a gesture of gratitude, he has 
decreed that you were not to be molested by any member of his clan. In reply, play as if you 
ate lots of humble pie and say flat out that you need his help against the fire giants. Although 
thankful, Sesserak does not trust you yet: thus, he proposes that you wrest Viborg's Stone 
from the hands of the ice titan Tauruseus, who has been imprisoned in the Crystal Palace 
west and south of the village, since the end of the Fabled War of Light and Darkness. 
Besides, with the Stone in his possession, Sesserak would be able to teleport instantly 
scores of his warriors right in front of the fire giants' doorstep, without being slowly atrophied 
by making the long trek on foot through the Volcanic Rockies. Accept the Highlord's 
proposition and take your leave.
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15) from the frost giant village, set south to exit from the cave at x24y22, then go west to the 
column cave at x13y17 (see figure above). Fight the guardian there, then walk further NW to 
exit at x9y15, on the shores of a small windy lake. Walk to x8y17 with search on: this will 
reveal an invisible bridge going straight west from your position to the other shore, where the 
palace is located. There, enter the palace at x2y17. Inside the palace, you must first fight off 
more guardians. Then take the corridor at x8y8 to reach the teleporter at x15y10 (see figure 
below).
 

Note:  while roaming around the maze-levels of the palace, you will often be confronted by 
numerous kinds of guardians. Be aware, and take good care.
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16) you land in maze-level One (see image above). From your starting position, go to the 
column at x84y4 with search on: you will find a mechanism that will shut off the fireballs that 
get thrown at you whenever you enter the corridor at x88y5. Then walk down the corridor to 
reach the lever at x79y13 and pull it. This will bring down the energy barrier that is blocking 
the access to the corridor at x81y6. Walk back and go over the glowing globe located at 
x71y9 (see figure above). It has some intriguing things to say. Then go through the secret 
door at x71y6 to reach the teleporter that will take you to maze-level Two.
 

17) from where you are in maze-level Two, take the corridor at x55y9, then go to the room at 
x43y10, in order to take possession of the brass keys lying on the floor at x41y4 (see image 
above). Once you have the keys, then walk through the secret door at x37y14 (see figure 
above), in order to reach the teleporter to maze-level Three.
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18) from your starting position on maze-level Three (see image above), reach the room at 
x19y35, then go to x23y31 with search on: you will find a loose tile on the floor, underwhich a 
small button can be pressed. Press the button: this will make the wall at x23y30 slide, thus 
opening the way before you. Reach the lever located at x26y29 and pull it. This will make the 
wall at x25y33 slide to the side. With the way to the teleporter clear (see figure above), use it 
to go back to the main hall.

19) back in the main hall, pull on the lever at x7y6, then take the corridor at x8y4. The brass 
keys will allow you to open the door at x16y4, thus leaving the way clear to the flight of stairs 
at x31y4.

20) taking the stairs lands you in the prison proper of Tauruseus, ice titan and demi-god in 
his own right. Thankfully, eons of imprisonment have left him somewhat weakened. Go to 
the lever at x31y5 and pull it to bring down the mystical barrier at x35y3. Enter Tauruseus' 
room at x37y3: all too happy to be freed, the mad titan also has eons of frustrations to vent 
on you! Have fun. Having survived your bout with Tauruseus, search his room extensively. 
You will find Viborg's Stone. Then get out of the palace, and return to the frost giant village.

21) bring back the Stone to Sesserak. Obviously happy, the Highlord solemnly swears that 
he will use the Stone to teleport himself and his best warriors right by your side to fight with 
you, the moment you reach the gates of the fire giant village. Having secured the help of the 
frosties, it is up to you to decide what to do next: return to civilization before journeying back 
to the fire giant village, or get on your way immediately there.

a) if you return to civilization first (Western Lands, Heartlands, Eastern Lands or NE Lands), 
then you already know of a way to get near the western gates (x20y9) of the fire giant village 
(see Chapter 17) (see figure below).
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b) if you decide to get to the fire giant village right away, then trace back your steps from the 
frosties' village to the Volcanic Rockies. Once back in the volcanic mountain range, head NE 
then in a general N-NW direction to x4y29, near the expanded volcanic crater. In the 
encounter offered to you, choose fly/teleport/phase spell or any item which duplicates one of 
these spell powers. This will land you safely on the NW side of the crater: simply walk from 
there along the pass where you landed, all the way to the eastern gates (x14y8) of the fire 
giant village (see figure above).

22) in any case, the moment you get near the village gates, Sesserak and his frosty warriors 
will appear as promised to help you wreak havok onto the surprised fire giants. Once the 
gates battle is won, rush to the fire giant castle at x18y6 while Sesserak and his warriors 
clean-up before they leave (they are a tidy bunch).

23) in the main hall of the castle, you'll come face to face with Kharstuur, the Khan of the fire 
giants, flanked by his best warriors. The mad Khan will ramble something about 
reawakening the full glory of his God of Fire and purify the lands with fire and brimstone, 
before charging you. Lucky you. Once the battle is won, you wonder whether the mad Khan's 
ramblings may not have anything to do with the increased activity and expansion of the 
volcano crater ... so you set yourself to search about the place. You can reach a hidden lever 
at x70y68 through a secret door at x70y74 (right behind the Khan's throne). Pull the lever: this 
will make something sink loudly and with much hiss under the earth (it is lava, which was 
barring access to an important place in the basement). Then, use the stairs at x65y79 to get 
to the basement. After fighting some lava creatures, go to the lever at x15y3 to turn off the 
weird machines which, in all appearances, were responsible for overstimulating the 
volcano's activity. Then you are free to explore the rest of this place to your heart's content.

24) back outside, the village will be littered with fire giants, while the frosties will be nowhere 
to be seen (hmmm ... maybe the frosties are not so tidy after all, eh?). Satisfied that the fire 
giants cannot pose a threat anymore, journey back to Lantharond in order to bring the good 
news to King Dragonsbane. Red will reward you generously and proclaim that full relations 
with Tanirith must, and will be, restored. Although many skeptics remains within the Royal 
Dragon Court, it looks as if the plan will work and that relations will be restored sooner 
rather than later.

25) take your leave from the new king of Lantharond and head back to Adv. Inc. to collect your 
reward for slaying Sapphire Death. And since you are already in the city, why not update the 
good old Lord Paladine on the recent developments concerning Lantharond? We knew 
you'd think so too (heh).

Congratulations! You have saved Lantharond and the Dragon-throne. You can now 
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tackle Chapter 20!
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In this chapter, you must travel deep within the bowels of the earth in order to debunk an 
unholy alliance between the Overlords and the shadow elves of the undercity of 
Naaz'Tzaraneen.

Note:  you may have heard rumors that the amazons of Artemisia Forest (see SL Guide) have 
been attacked and probably been wiped out; also, you noticed earlier on that shadow elves 
fought along side of the sharranthine forces. In TiSL, the shadow elves played the interested 
-but observing- party; in WiSL, it would appear that they have chosen sides.
 

Note 2:  this Chapter can be fully accomplished anytime from the moment you have spoken 
with either the dying amazon, or the amazon queen, in Artemisia Forest (see below); if you 
do not speak with at least the dying amazon and/or the amazon queen, then you will be able 
to complete only the "Overlord" part of this Chapter: this specific part can be done at any 
time.

Note 3:  the Stone of Tongue is crucial in this part of the adventure (otherwise, your lack of 
understanding the languages of the underearth will severely impede your progress). In 
some cases, having a shadow elf, kobold, dwarf or gnome in your party will help, but not 
throughout all of this part of this adventure.

Note 4:  the Trickster's Deck is equally crucial if you wish to walk relatively unbothered in the 
cities of Greyshimmers or Naaz'Tzaraneen.

Note 5:  be aware of the racial composition of your party, because this will influence greatly 
on how members of the four main races of the underearth (earth gnomes, shadow elves, 
shadow dwarves, kobolds) will react toward you (e.g. earth gnomes will attack you if you are 
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disguised as shadow elves or shadow dwarves, or if you have orcs, shadow elves, kobolds, 
etc. in your party).

Note 6:  there are two ways to enter the underearth:

A) through a recently-discovered entrance in the Heartlands at x70y28, just north of Dagger 
Keep. From there, you arrive at x24y41 in the Tlaran Caves (see SL Guide); walk south to the 
bridge at x31y56, go west to x16y56, then south and east to the weird spiderweb at x29y70. 
Behind this web is a secret door at x29y71, which leads to the Spider cave. In the Spider 
Cave, use the secret door at x29y80 which is also blocked by a weird spiderweb (leave the 
Statue of Tlarantale be: this is essentially a red herring), then take the secret door at x41y82 
and exit from another secret door at x49y82. From there, walk west to the secret door at 
x82y84, exit from the secret door at x82y85, then walk west then south to the shadow elf 
check-point at x66y88. You cross over to the underearth at x66y0 by heading straight south. 
Once in the underearth, walk S-SW to x43y32: this will be the western entrance of 
Undermeet (see figure below).
 

B) through a secret tunnel within the mountains in the southwest area of Artemisia Forest, at 
x17y82. From this secret door, head to x17y86, which will land you right in the underearth at 
x80y85. From there, go N-NW to a cave at x71y63 and exit through another cave at x60y61. 
From there, walk N-NW to x50y43: this will be the southern entrance of Undermeet (see 
figure above).

1) go to Artemisia Forest (see SL Guide) and walk to x33y83, where you'll find a dying 
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amazon. She'll tell you that their village was attacked by shadow elves and that most 
amazons died; the survivors were taken to the underearth as slaves. Then walk to the 
devastated amazon village and head straight to the queen's hut at x45y87: you'll find a 
near-dead Scyrella Silverspear whom you'll revive (if you did not play TiSL, then you will not 
be able to revive the amazon queen). Upon being awaken, Scyrella will join you to avenge 
her sisters; you will tell her about the enslaved amazons and she will find renewed 
determination to free them, *then* avenge those that were killed. She will point out to you the 
secret passage to the underearth near her home (see note 6B above). Note that you can 
pick up Scyrella anytime during the adventure (if you played TiSL) without having to complete 
the present Chapter right away..

2) whether you used the means to enter the underearth described in notes 6A or 6B, you end 
up in Undermeet (see figure on the left), some sort of neutral grounds where the four main 
races of the underearth meet peacefully for trade. Each of the four races have their own 
embassy there as well; it is up to you to figure out how to enter them (you could get some 
important info and tips about the underearth). The key of Undermeet is as follows:
x49y31 Earth gnome embassy
x58y32 Shadow dwarf embassy
x48y36 Kobold embassy
x54y39 Shadow elf embassy
x51y36 The Lightless Gloom (tavern and inn)

3) head to the Lightless Gloom. Walk around the place for info and rumors, or simply buy 
info from the barkeeps there. Pay attention to the one about a shadow elf noble having been 
captured as slave by the kobolds, and yet without any word or retaliation from the shadow 
elves. Also in the place, you can hook up with 4 NPCs:
at x87y52: Dagrrr, a brutish but trustworthy dogre (not important to the plot);
at x73y46: Grishpath, a rough but trustworthy gnat (not important to the plot);
at x72y58: Sshisk, an adventurous kobold (important if you do not have kobolds in your 
party);
at x65y53: Millanys Druhn, a human adventurer sold out to the shadow elves.

4) from Undermeet, head west to the secret door at x28y36, then to the secret door at 
x16y36, and exit from the cave at x15y39: you have now entered the defensive maze of the 
kobolds. You will find an illusory wall at x8y21 (with search on), which hides the entrance to 
Sseshathuur, the kobold city. You will be able to enter the city only if you have at least one 
kobold character in your party, or if you have Sshisk along with you. The key of Sseshathuur 
is as follows:
x11y17 Castle gates
x14y14 Temple of Neralkuur
x10y14 Slave Market
x5y12 General Store

5) go to the slave market at x10y14: a shadow elf noble is for sale there. It is up to you to 
decide on whether you free her by buying her (with or without attempting to bargain the price) 
or free her by brute force. Her name is Zeers Nys'Raeneen, of the house Nys'Raeneen, a 
priestess of Tlarantale. Her house is the ruling house of the shadow elf city Naaz'Tzaraneen. 
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She will tell you that her Matron Mother has made an alliance with the Overlords, an alliance 
that Zeers perceives as not favored by Tlarantale; consequently, Zeers is a pariah of her 
house. She seeks to depose her matron Mother and end this alliace with the Overlords; at 
the same time, she sees in this the chance to seize power in her house and become the 
new Matron Mother, with her house still ruling over the shadow elf undercity. Zeers will not 
only make things easier for you while in Naaz'Tzaraneen, but is also a crucial ally against the 
Overlords and the shadow elves that have allied themselves with the Overlords. If Scyrella is 
with you, Zeers will pledge to free the amazons once you have helped her against her Matron 
Mother.

6) with Zeers, head to the gates of Naaz'Tzaraneen (see figure below). While in the city, 
remember that "when in Rome, do what the romans do".
 

The key of the shadow elf undercity is as follows:
x7y61 Gates
x2y82 Black market of noble house crests (a password is required ... up to you to find it)
x13y79 Tavern and Inn
x15y76 General Store
x22y77 Alchemy Shop
x25y80 Magic Shop
x20y82 Weaponsmith Shop
x38y76 Gates to Tlarantale's temple
x3y17 Gates to Slave Pens
x5y85 Gates to House Meer'Golorh
x16y84 Gates to House El'Carlaas
x27y83 Gates to House No'Lareen
x20y72 Gates to House Bel'Yraaz
x27y72 Gates to House Raz'Narath
x52y85 Gates of Tuur Narish (military and magic academy)
x56y79 Gates of House Nys'Raeneen
x64y79 Gates of House Zan'Deezan
x60y82 Gates of House Duur'Nareen

7) head to the gates of house Nys'Raeneen (see figure above); just to the N-NE, you'll find a 
secret door within the battlements. Enter the grounds and head to the mansion proper at 
x62y70 for the big showdown with the Matron Mother and General Nyxos Uhn, the third 
Overlord in this story. If Zeers is with you, then some of the priestesses and warriors will join 
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your side of the fight. After the fight, Zeers will hand you a crest of her house that you will 
present to the slave pens at x3y71, in order to free the amazons. As Zeers and her victorious 
priestess-sisters begin to squabble over the rule of house Nys'Raeneen, just leave.

8) with the amazons free, they will seek to leave as fast as possible the underearth in order 
to find a new home, somewhere on the surface. A thankfull Scyrella will give you a nice 
parting gift before leaving. After that, it is up to you to explore more of the underearth (along 
with Naaz'Tzaraneen or Greyshimmers, the city of the shadow dwarves) at your own risk or 
return to the surface as well.

There you have it! You have debunked the alliance between the shadow elves and the 
Overlords, and vanquished a third Overlord in the process. You can now tackle Chapter 
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21!
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In this penultimate chapter, you must travel to the island-nation of Umaldyr, of the 
continent of Anarym, in order to find a mysterious Stone of Power coveted by Primus, 
the First Speaker of the Inner Council of Overlords. In doing so, you will find only 
treachery.

*** During the story, you've had hints that the Overlords are seeking some kind of stone of 
power, for some as yet unknown purpose. If you happened to hook with Naryl Thezzat 
already, then she will have told you about this; she will also have told you that Primus, the 
leader of the Overlords, may be somewhere in Umaldyr.

*** As you may have heard during your travels so far, the island-nation of Umaldyr has 
somewhat disintegrated five years ago, after being overrun by hordes of goblins. Only 
Umaldyr remains as a "united kingdom", whereas other towns/cities have become 
independant baronies, and the goblins have settled down (in the northern half of the island).

1) head to Umaldyr. You can do this by buying a fare (either in Tanirith, Lantharond or Coral 
Towers) or by renting your own boat (in Tanirith) for a hefty price (but then, adventurers are 
always loaded with gold, no?).

2) if you sail to Umaldyr as a passenger, you will land in Upper East Umaldyr; if you sail your 
own boat, then land in the port of Upper East Umaldyr. Here's the key to Upper West and 
East Umaldyr (if you don't have a boat, simply buy a ticket for a ferry to cross between West 
and East Upper Umaldyr), as well as to Umaldyr proper:

West Upper Umaldyr
x27y4; x33y14 Gates
x26y7 Upper West Store
x23y9 Waystation of the Long and Winding Road
x25y11 Temple of Ukkor
x30y7 Gates to port

East Upper Umaldyr
x41y9; x55y11; x59y12 Gates to ports
x46y8 Tavern of the Old Lighthouse
x44y10 East Upper Umaldyr Store
x44y12 Harbor Master Building (can rent a boat there)
x53y14 Gates (leads to bridge to Umaldyr proper)

Umaldyr
x53y22; x34y24; x39y36; x57y36 Gates
x58y25 The Parched Stingray
x52y26 Umaldyr's Finest Armors and Weapons
x48y25 Jerod's Street Corner Shop
x47y27 Inn of the Long Journey
x45y26 Central Market
x40y28 Arcane Wonders Galore
x39y23 Temple of Athor
x32y30 Temple of Agrah
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x40y30 Temple of Lharishar
x40y33 Seashells Inn
x44y30 Halls of Justice
x46y34 gates to Castle grounds
x50y32 Bank
x51y30 Hunsilar's Leatherworks
x54y30 Temple of Codan
x56y32 Temple of Dianchuur
x58y30 Umaldyr's Exotic Imports

3) if you have not hooked up already with Naryl Thezzat, then go to the Tavern of the Old 
Lighthouse of Upper East Umaldyr or to the Parched Stingray in Umaldyr proper. Here is the 
key to the rest of the southern half of the island:

x64y3 Northern ancient lighthouse (accessible by rented/owned boat)
x70y19 Southern ancient lighthouse (accessible by rented/owned boat)
x24y41 West Coast Shipyards Company (can pay for your own boat)
x16y58 old, ruined temple
x18y46 Pine Dale Castle
x52y57 Lake Hold General Store
x48y58 Lake Hold Waystation
x48y61 Lake Hold Castle

Valanyr
x55y70; x43y76 Gates
x54y73 Quiet Reefs Inn
x51y75 Temple of Ukkor
x48y75 Harbor Master Building
x53y76 Castle Valanyr
x51y77 The Mariner's Deck
x49y79 Duckat's Armors and Weapons
x52y80 gates to port

x23y79 Ancient Macremian ruins (accessible by rented/owned boat)

4) with Naryl along, get your own boat (if you don't have one already) and sail to the southern 
ancient lighthouse. There, climb to the top: you'll get a nice view of the S-SW of the island, 
allowing you to spot some ancient macremian ruins on a small island just S-SW of the main 
island. Then sail to this small island.

5) on the small island, go to x29y79 with search on: you will find an illusory wall right next to 
you, thus allowing you to go to the ruins at x23y79. Note: you need Naryl along with you, as 
well as having already completed Chapters 11-20. Enter the foreboding ruins.

6) the place is busy with rock giant squatters, so be aware and take care. Walk up to the 
energy barrier at x50y73. After backing one step, click on the encounter button and chose a 
phase or teleport spell (or use any item that duplicate these spells). Once on the other side 

Sword Lands War Journal Chapter 21: To Find the Power Stone Page  51



of the barrier, walk up to the water fountains at x50y66 or x51y66, with search on. You will 
notice that some of the water is dripping and seeping underneath mounds of rock and dirt. 
Walk one step north of the fountains, then click on the encounter button: chose to use iron 
spikes or spells like dig hole/shape earth (or items that duplicate these spells). This will 
reveal buried stairs at x50y63 and x51y63. Use anyone of them to get to the basement.

7) in the basement, go to the secret door at x81y14, the exit through the one at x76y18, in 
order to pull the lever at x74y17. Then retrace your steps and go to x68y9, where a door is 
now revealed. Enter the passage behind the door and exit through a strange door at x54y5. 
Upon crossing this door, a strange mechanical guardian will awaken: if you have the Stone 
of Tongues, you will be able to give it a command to stand down (you found this in the first 
macremian ruins you explored; the password is "emergency priority omega"). Then go to the 
door to the south at x53y12: if you have the Stone of Tongue, you can open this door by 
punching in the sequence "08302000" (which you also found in the first macremian ruins 
you explored). The door opens to some old storage room filled with crumbling crates.

8) walk to the crate at x53y16 with search on: there you will find the last remaining (and 
functional) Power Stone. Don't touch it; just leave it in its container and pick up the container. 
A seemingly exhilarated Naryl will snatch the box from your hands and reveal herself to be 
none other than High Praetor Primus, leader of the Overlords! After thanking you for retrieving 
the stone for him, he leaves without so much as a by your leave, mentioning something 
vague about having to take care of some unfinished business in Ashkor first.

Oops! Looks like you have ended up doing the biding of the Overlords without realizing it! 
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The stage is now set for the final showdown in Chapter 22!
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The endgame is now here. But after all will be said and done, one question will remain to 
haunt your worried hearts: will you have won or lost?

1) from the small island, sail to the northern ancient lighthouse. Climb it and get a view of 
the northern parts of the main island.

2) still angry and frustrated by Primus' duplicity in the previous Chapter, head to the barony of 
Ashkor on the northern half of the island. Here is the relevant key to the northern half of the 
island of Umaldyr (goblin and elven settlements not included):

Aurelyan (accessible by boat)
x37y65 Gates
x36y63 Circle Lake Hamlet
x37y61 Aurelyan's General Market
x38y61 Temple of Woralduur
x35y62 gates to castle Aurelyan

Ashkor
x25y64 Circle Lake Waystation
x17y58 Gates to castle Ashkor

Koralya
x19y75 Gates
x18y78 The Pearly Shores
x16y80 Temple of Ukkor
x18y80 Koralya's Store
x15y84 Gates to port
x11y73 Castle Koralya (accessible by rented/owned boat)

x51y66 Circle Lake Shipyards Company (pay for your own boat)
x59y63 Castle of a Robber Baron
x78y58 Castle of a Robber Baron
x80y78 Ancient Macremian ruins (accessible by rented/owned boat)

3) at the gates of the castle Ashkor, soldiers will be waiting for you. After doing them in, enter 
the castle to face the baron of Ashkor: you will also find General Nyxos Uhn (still alive and 
kicking) telling the baron some cockamanie story about you seeking to murder him. After 
Nyxos exits, you have to clash with the shifty baron and his personal retinue. Once the dust 
settles, walk to the N-NE of the room, where you'll find a bound and gagged Naryl Thezzat: 
this is the real one who had been somehow snatched away some days ago and replaced by 
Primus himself. It would appear that Primus is quite powerful to be able to do that, even for 
an Overlord.

4) leave Ashkor, along with the real Naryl, and sail to the small island where you spotted the 
other macremian ruins (as observed from the northern ancient lighthouse). You will need to 
have the real Naryl along with you, in order to enter the ruins at x80y78.

5) inside the ruins, you'll notice that the interior is quite clean and preserved. You will get to 
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clash one final time with Nyxos, Taroth and Zeiia, along with many of their underlings. Be 
prepared and ready for this battle folks: it is a big, bad and very tough one!

6) after the clash, walk to the door at x78y31, where you'll end up face to face with Primus 
himself. Thanks to the power stone, he has activated a macremian gate which is itself driven 
by the needle-like stucture of the building. Primus will boast about how passing through the 
gate will enable him to bring back all nine of the (evil) Mentarch, while being able to do away 
with the three others who stood against the Nine initially, all those millennia ago during the 
War of the Mind Lords. Primus will then reveal himself to be the host of the essence of 
Maximus, the First Mentarch and leader of the eight other Mentarchs who sought to enslave 
all the world during the days of the Lankharh empire! Primus/Maximus will then go on about 
how Primus found Maximus, and how Maximus concocted the Overlord scheme (yep ... for 
Maximus, the Overlords were nothing but useful tools and their plan about the Sword Lands 
were, in the end, essentially a smokescreen to keep them -and nosy adventurers- busy 
aside from doing his biding). All along, the real plan was to restore the macremian gate and 
find the power stone to activate it. Maximus then bids you a cryptic "see you today, yesterday 
and tomorrow" before jumping into the gate, while at the same time unleashing a powerful, 
god-like mind storm at you. Naryl will jump in front of you, sacrificing her life (and essence) 
to save you, hoping that you will be able to -somehow- stop Maximus. As Naryl slowly 
disintegrates, she asks the fateful question: "You may have solved the troubles in the Sword 
Lands, and you may have survived their war, but can even you escape from the wrath of the 
Mind Lords?" As the macremian gate powers down, the power stone having been spent, you 
are left alone to wonder.

Thus concludes the second installment of the Sword Lands Trilogy: War in the Sword Lands.

And there you have it! Where did Maximus/Primus went to? How will this help him bring 
about the return of the Mentarchs? Were all your travails, your pain and suffering, in 
vain? Was the game already lost before in even began, back in Trouble in the Sword 
Lands? So many questions ... and they will all be answered in the third, and last, 
installment of the Sword Lands Trilogy: Wrath of the Mind Lords ! Stay tuned to the same 
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Realmz channel, same Realmz day and same Realmz time!
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As previously mentioned (see Foreword), most -if not all- of the major plot-related 
quests in WiSL can be achieved in many ways and/or different order of sequence; 
hence, you find only the easiest and most straight forward pathways of achieving these 
quests in the present spoilersheet. However, there are some possible events that can 
result in major changes in the story, in the endings of quests, or of even the War itself. 
These are what we call the Alternate Realities of WiSL.

1- You did not play TiSL before playing WiSL
Instead of continuing as the Heroes of the Sword Lands, you begin WiSL as natives of the 
place. The Heroes from TiSL have apparently gone off to other adventures far away from the 
Sword Lands; however, you'll eventually come to learn that they have been finally done in by 
the Overlords.

The really good side of this is that assassination attempts on your party will not happen until 
you have saved Wailsrond, since no one will be truly aware of your capacity to be a threat to 
"some" folks' plans and schemes. Aside from having to work hard at establishing your party 
as the "new" Heroes of the Sword Lands, the only consequence is that some NPCs (from 
TiSL, such as Scyralla Silverspear) may not join you (although you will still have plenty of 
choice from other NPCs). In the case of Naryl Thezzat, you will be able to run into her only 
after you have dealt with Taroth Sark (see Chapter 12).

2- Wailsrond has fallen
*** Possibility which can happen beginning at around day 20, but which is nullified once you 
reach Wailsrond and help against an ongoing sharranthine assault there for the first time 
(see Chapter 11).

You have arrived too late and the sharranthines have ransacked and burned Wailsrond. You 
need to walk around the fallen city in order to fully assess the extent of the damage; you may 
even stumble upon a dying Belrion El'Nalam (try to raise him after clicking on the encounter 
button, once you have spoken to him). Then go see the Lord Paladine to give him the sad, 
tragic news.

The consequence of that is you'll have to take care of the major sharranthine encampments 
(and compound) by yourselves (see Chapter 11), although you may have the (very willing) 
help of Belrion as an NPC. Also, Lantharond will break its alliance because Wailsrond fell 
while Tanirith failed to do anything significant to help the besieged city. Furthermore, Storm 
will begin attacks on Tanirith itself (this will end once Storm is defeated). Finally, you'll have 
to fight the battles of Sparklestone, Aranys and Sharranth without the additional help from the 
wailsrondese, making these large battles that much more difficult (unless you joined 
Anthraxus - then see below).

3- Anthraxus Storms offers you to join him and you accept
*** Possibility which can happen anytime once you have defeated Haxor Tharn (see Chapter 
11), whether Wailsrond fell or not, but which is nullified once you have routed the Red Claw 
(see Chapter 12). It is entirely up to you to accept to join Storm or not.

You will be kidnapped by Storm's henchmen and brought to an undeground cave, where 
Anthraxus shows up to have a friendly little chat with you. He tells you that he wants to 
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conquer the Sword Lands in order to unite the lands against the Overlords and their 
soon-to-come armies; thus, he never was a true ally of the Overlords, but simply sought to 
buy time to better prepare against them by "playing along" in appearance. To him, the 
Overlords are a deadly threat to all non-psionics (which is true).

Upon accepting his convincing and rather sincere offer (that is, if you choose to), you'll 
probably have to fight right there and then some of your NPC allies (namely Denard 
Fireshield, Master Athos, Ellai Longroads and/or Belrion El'Nalam), while some will simply 
leave you (namely Jorale Ramoor, Braggan Stoneheart) or will not be bothered much 
provided that their primary goals and/or philosophies are not threatened (such as in the 
case of Riel, Scyrella, Leira and/or Naryl). Alternately, some of the NPCs (such as Braggan) 
may refuse to join you if you seek them out after accepting Storm's offer.

Note:  If you lose your battle with your former comrades, then Anthraxus will rescind his offer 
and sic his death knights on you for good measure. In this case, the story goes back to its 
"prime reality", but with having accepted Storm's offer weighting on your conscience (and 
maybe with a desire in your heart for revenge against Storm for rescinding his offer and 
trying to kill you?).

Upon getting out of the cave, you'll have to fight your incensed (and betrayed) warband. 
Likewise, wandering in Tanirith may cause you trouble from time to time, as news of your 
defection have quickly reached the authorities there (this will end once you will have 
accomplished all of Storm's travails). Also, folks and important rulers (such as those in 
Umaldyr) are likely to react quite differently with you. In any case, the order of completion of 
the Chapters remains more or less the same as suggested in this spoilersheet, but with 
numerous new twists to the story:

1) The first thing Storm wants you to do is to go speak to Thella Urm, his appointed Herzog 
of the Heartlands in Aranys (being in Storm's camp allows you to roam freely in Aranys, 
Sparklestone and Sharranth, without the need for disguises or stealth).
*** If Wailsond is still standing, then the Herzog will order you to rush to the city and join up 
with a hastily assembled task force to conquer Wailsrond once and for all; as the dust 
settles, the sharranthines will ransack the city and you won't be able to do anything about it 
(you may even want to try to partake into the act itself);
*** If Wailsrond had already fell (see above), then you'll have to instead track down 
wailsrondese rebels (lead by none other than Nerellius Pyre) and eradicate them. The 
entrance to their HQ will be located in the woods south of Dagger Keep.

2) The Herzog will then instruct you to go meet with the Raven who is sheltering in the HQ of 
the Red Claw (see Chapter 12). The Shadowsilk will ask you to bring a message to Rhodin 
and his wererats (instead of having to destroy them); then the Raven will give you his letter 
about having uncovered a plot to assassinate the Lord Paladine, something that Storm does 
not approve of. Raven asks you to bring his letter to Storm with haste. Before leaving, go to 
the cell block of the guild to find Nomune: although you won't have to free him, you will know 
that someone is posing as him. Upon seeing the letter, Storm is convinced that some 
Overlord agent is behind this, most likely the false Nomune: he wants you to find that agent 
and kill him. Go back to Tanirith and straight to Nomune's mansion. Upon speaking with the 
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false Nomune, tell him outright that you are there by Storm's order to remove him: then 
proceed with the rest of Chapter 12 normally with regards to defeating Taroth Sark. Of 
course, the Guild (and the wererats) will be left intact, but with Sark gone, the threat to the 
Lord Paladine's life will be no more and Storm will be able to still think of the day when he 
gets to face off against his former friend in glorious battle. Furthermore, the Overlords will 
now be aware of Storm's duplicity, something they had been suspecting all along.

3) Chapters 13 and 14: of course, there will now never be a liberation of Sparklestone or 
Aranys. However, you may have to fight with Tanirith contingents (and/or knights of the 
Flame) or camps as you wander about the Heartlands and the Eastern Lands; also, Storm 
will begin little attacks on Tanirith itself (of which you'll be witnessess if you are in the city). 
Note: these will end once you will have accomplished all of Storm's travails.

4) In case the plague breaks out, simply retrieve the icon as described in Chapter 15; 
however, you'll simply drop it back in the sewers after trying to enter High Town. Only then 
will the icon be recovered by others and the plague eventually be eradicated, thus returning 
things to "normal". You may proceed with Chapter 16 as described if you so wish (especially 
since you'll still need to grab the Trickster's Deck).

5) Chapter 17: the twist here is that you'll have simply to find the Unicorns and do away with 
them (i.e. no need of course to free Arcantilivius). However, you will still need to explore the 
macremian and tellurian ruins because the Stone of Tongues is quite useful if not crucial, 
and to acquire further clues as to what the Overlords are concocting.

6) Chapter 18: of course, you don't get to liberate Sharranth or to defeat Storm. You are his 
henchmen and trusted "black ops" <wink>. This whole chapter is essentially replaced with a 
story-loop concerning Ertham Zoh and his conspiracy to undermine Storm in order to seize 
power for himself. The assassination attempts by the false Unicorns, and a minotaur 
chiefson being imprisoned by bandits in a cave south-southeast of Sharranth, will provide 
the necessary proofs to allow Storm to sic you on Ertham Zoh. This in turn removes the only 
notable aspiring usurper of Storm's power in Sharranth.

7) Chapter 19: the twist here is that you are sent as envoys of Sharranth to forge an alliance 
with Lantharond. Storm thinks the Dragonthrone is ripe for such an alliance, especially since 
Lantharond will have already broken off its alliance with Tanirith and since King Dragonheart 
will have died and his cousin Erion will have full powers (Red Dragonsbane will not have to 
be found, nor will he be even if you defeat the green dragon). To gain Lantharond's trust, 
however, you'll still have to solve their fire giant problem as described in the Chapter. Also, 
and of course, you'll end up facing off with Zeiia No.

8) Chapter 20: the only twist here is that you investigate the so-called alliance between the 
Overlords and the shadow elves in order to end it, since Storm himself did not approve of it 
and since he distrusts shadow elves almost as much as the Overlords. Otherwise, this 
Chapter remains as is (including helping the amazons if you want to).

9) Chapters 21 and 22: with the three Overlords defeated and the War won for now as far as 
Sharranth is concerned, Storm liberates you from his service. With a nice "send-off" reward 
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and his thanks, he points out Umaldyr to you as the most likely place to find the remaining 
Overlords and maybe even their leader. This implies as well that you'll be far away from 
Storm and thus less likely to turn on him <wink>. Other than this new twist, these two 
Chapters remain as they are.

Thus, the War of the Sword Lands will end with a strenuous cease-fire, the balance of power 
being clearly in Storm's hands: he now holds undisputed sway over the Western Lands and 
the Heartlands, while having a new alliance with Lantharond of the Northeastern Lands (and 
a potential new "tool"), therefore effectively isolating Tanirith (Coral Towers being quite minor 
in Storm's scheme of things for now). Because you have defeated the three Overlords, and 
since it looks as if you could even defeat them all and their leader, Storm's need to conquer 
all of the Sword Lands becomes less urgent and more a matter of patience, strategy and 
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personal lust for power.
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As previously mentioned (see Foreword), the current spoilersheet provides only the 
necessary information for the completion of the main story-arc (and related sub-plots) of 
WiSL. 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- Adventurers Inc.
While most of the jobs offered by Adv. Inc. in Tanirith are related to the main story of WiSL, 
there are a couple of them that are not related and represent opportunities for pure 
adventuring:
*** Recover the Tome of Shalizar (the tome is somewhere in the lower levels of Tanirith's 
sewers);
*** Capture/slay Kraash the orc Bandit Lord (some of his men guard a cave just west of 
Tanirith; this cave has a hidden entrance that leads to the lower levels of Tanirith's sewers, 
where you'll find Kraash' new HQ);
*** Slay Crystosalinagelyresuur (a.k.a Jewel Widow), the emerald dragon (she hides in a 
cave SE of Sharranth).

2- Tanirith's Sewers and Undersewers
Aside from numerous lairs of sewer dwellers and other monsters, as well as hidden/lost 
treasures, here is what some of the other neat things you could find in there:
*** Tomb of the Supremar Archonya (along with a cool ring of hers);
*** Prison of a major demon;
*** Pipes of the Sewers (a hidden item protected by hordes of rats).

3- Coral Towers
The key to Coral Towers is essentially the same as described in the SL Guide. While 
everything is fine and well in Coral Towers this time around (see TiSL), the great sea 
serpent Sseshinibons has risen of late and has begun attacking ships sailing in the 
Southern Ocean. Queen Aquillae Ramoor will give you the mission of slaying the great sea 
serpent, along with the task of finding her wayward daughter who has run away from the 
castle: when you hook up with princess Jorale Ramoor in Wailsrond (see Chapter 11), she 
will speak to you of this as well (note: if Wailsrond has fallen, you will not be able to find 
Jorale there). The great sea serpent's lair lies within a cave on a small island far north and 
east of Coral Towers (you'll need to rent or own a boat to get there). Once you have dealt with 
Sseshinibons, simply bring back Jorale to her Queen mother for extra rewards (unless, that 
is, you chose to switch to Storm's side).

4- Snow Rockies
Aside from the frost giants and the crystal palace, lots of lairs belonging to beastmen, 
monsters and even to an ice dragon or four can be found.

5- Volcanic Rockies
Aside from the fire giants and the tellurian ruins, lots of lairs belonging to monsters such as 
pyrohydras and even to a red dragon or four can be found.

6- Desert of Astaroth
Aside from the Astur/Murdor tribes and the macremian ruins, numerous lairs of other 

Sword Lands War Journal The Rest of War in the Sword Lands Page  62



beastmen tribes and various desert-dwelling monsters can be found. Use the oasises to 
refuel in water and food, but be careful of poisonous fruits <wink>.

7- Tlaran Caves
The key to the Tlaran Caves is more or less the same as already described in the SL Guide. 
Lots of lairs of monsters (mushmen, spiders, etc.) and humanoids (orcs, goblins, etc.) are 
to be found. Also, the lost temple of Erond is still there (see SL Guide): you can get useful 
clues related to the Overlords each time you go see the Oracle (the clues vary in function of 
what you have accomplished when you go see the Oracle; and yes, you may call this "inline" 
help <wink>). This time around, you may find the earth gnome city of Svirfnilbdome in the 
Tlaran Caves area, although the means to reach the city may be found in the Underearth.

The key of Svirfnilbdome is as follows:
x5y87 Gates
x4y82 Brivznafin's Little Shop of Curious Wonders
x6y82 Sfirnillim's General Store
x6y78 Temple of Woralduur
x4y69 Castle gates

8- Underearth
Monster/humanoid lairs and such are too numerous to list here; also, if you are brave 
enough, try exploring Greyshimmers (not much in there, but the thrill is to actually get there 
and enter) or the Unholy Cave and Tlarantale's temple in Naaz'Tzaraneen. Likewise, try to 
enter the noble houses in the shadow elf undercity, if you are craving for action (hint: you'll 
need the appropriate crests to pass through the gates of each noble house). Alternately, 
allow yourself to be taken as slave and then try to escape from the slave pens! Finally, if you 
find a way to Svirfnilbdome (see above), then you can use the earth gnome undercity as a 
base to rest between your forays in the underearth (or simply make use of the Lightless 
Gloom in Undermeet).

The key of Greyshimmers is as follows:
x72y14; x81y20 Gates
x76y17 General Store
x76y4 Gates to the temple of Orcas
x84y4 Castle gates

9- Umaldyr
Aside from the macremian ruins and some bandit lairs here and there, here's some of the 
neat stuff you can do while in Umaldyr:
*** Find the old temple of Lugath (nothing much to do except for Leira Songheart, if you want 
to get rid of her in a decent manner);
*** Rescue Syphalle Korol, the daughter of the Baron of Koralya (the baron will give you this 
mission only once the War has been won on the side of the good guys; if you switched to 
Storm's side, then the baron will want nothing with you);
*** Defeat the Robber Barons: this mission is given to you by the baron of Aurelyan (the 
baron will give you this mission only once the War has been won on the side of the good 
guys; if you switched to Storm's side, then the baron will want nothing with you);
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*** Thasselany (wood) elves: you can use their village as a safe base while wandering in the 
northern half of the island; however, the trick here is to gain the acceptance of the wary elves 
(hint: better have the right races in your party and/or the right NPC along);
*** Goblin tribes: while you cannot eradicate or rout any of these tribes, you can nonetheless 
clash with them as often as you care to ... this is a nice way to gain experience while 
exercising your skills in big battles without the help of additional armies.

10- Theft and Brawls
While in central markets, you may have the opportunity to try to steal from vendors if you 
cross over their stands; but if you get caught while doing so, chances are you'll end up in jail 
(and you may also lose some of the NPCs in the process for good, whereas you'll have to 
find the others to hook with them once more after your sentence is done). Conversely, you 
can always choose to fight or not when provoked in taverns; but again, chances are you'll 
end up in jail afterwards. Regardless of how or why you are sent to the slammer, you have 
little choice but to wait out your sentence once you land in jail.

11- Training
Remember that you can train at Adv. Inc. in Tanirith, if you have the money to pay. Training 
skills that can be acquired include "survival" (+1 resistance vs fire and frost), "mental 
discipline" (+1 vs mental attacks) and/or "expert fighting" (+1 attack/defense). These can be 
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useful in a crunch.
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