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CODEX OF THE HOURGLASS

If you are not blessed with the Gift, you are nothing. Nothing that is, but fit only as a beast of
burden: good enough just to perform the most menial, back-breaking of tasks; good enough
to be nothing more than a lowly slave, a mongrel barely deserving to live.

If you have enough will, you may attempt to fight against your Gifted Masters. If you are very
lucky, you may even succeed and win your freedom, living the rest of your life as a fugitive,
with your lack of the Gift branding you to all as such like a cursed light surrounding you
everywhere you run or hide. Thus, you are doomed to die sooner or later from hunger,
disease ... or a slow and painful execution, should the Masters find you and capture you.

From time to time, there are those precious few who not only manage to free themselves, but
somehow have enough wits and courage to organize into small pockets of rebellion. But with
the Gift within them, the Lords, Masters, and their legions of psi-warriors always prevail
sooner or later, the fugitive-rebels caught or slaughtered as vivid, gory examples to all slaves
who would even dare to think of trying to escape their fate.

Thus, such is the life for those like you who are not blessed with the Gift: to live as a slave ...
or to die horribly. Or both.

Indeed, such is the life for the likes of you in the Neo Imperium of Lankharh, and so it has
been ever since its rise to dominance.
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And such is the life for the likes of you as so decreed by the Mentarchs, the God-Emperors of
the Neo Imperium, ever since their Second Rising of some six hundred and forty winters
past.

So why is it that you keep having this strange, recurring dream about another life that you do
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not remember ever having lived, where things are -and should be- completely different?

FOREWORD:

This spoiler sheet provides "walk-through" information pertinent with playing and completing
"Wrath of the Mind Lords" (WoML 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).

You will notice that this Codex begins with "Chapter Twenty-Three" instead of a "chapter
one". That is simply because WoML is truly a continuation of the Sword Lands Trilogy that
was begun in "Trouble in the Sword Lands" (TiSL; which ends with "Chapter Ten) and
continued in "War in the Sword Lands" (WiSL; which ends with "Chapter Twenty-Two").

When you begin WoML, you will be asked first whether you have played TiSL and/or WiSL
previously or not. If you have played both TiSL and WIiSL (which is highly recommended),
then you will continue on as the heroes of the continuing trilogy. If you played only TiSL or
WISL, then you will continue as the heroes of either scenario. Finally, if you have not played
either TiISL or WIiSL, then you begin WoML simply as natives of the Sword Lands. Should this
be the case, do not worry much for not really knowing about the story laid out in the previous
two installments of the Sword Lands Trilogy: indeed, the WoML 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 third
installment of the Trilogy will be much more enjoyable both story-wise and adventuring-wise
if you have already played both TiSL and WiSL.

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

We hope you'll enjoy "Wrath of the Mind Lords"; 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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http://www3.sympatico.ca/pierreh.vachon/home.html
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Chapter 23: A Slave to Be, or Not to Be?

In this beginning chapter, you find yourselves as slaves in the imperial Lankharhan
mines, somewhere in the northwestern Khanark Rockies. The problem is, you have no
recollection of any other life than that of being born a slave and working in the mines.
Thus, the main goal is to reclaim at least some part of who (or what) you really are, all
the while struggling as mongrel slaves.

[Note #1: if you have played TiSL and WiSL, you have roughly 30% chance of beginning
instead with Chapter 25. This chance is the same if you have played only WiSL, and drops to
0% if you have played neither TiSL or WIiSL, or played TiSL only.]

[Note #2: you will notice that all of your equipment will be stripped from you when you begin
the adventure. Do not worry, for you will get it back later on - see Chapter 26.]

[Note #3: you will also begin the adventure with your spell casting PC's bereft of any spell
casting ability (i.e. spell casting abilities turned off). Again, these will return in due time - see
Chapter 24.]

[Note #4: as in TiSL and WISL, you need to carry food and water in WoML - otherwise, you
will suffer the effects of hunger and/or thirst.]

Feature #1: whether you begin with this chapter or chapter 25, there are chances each time
that you are asleep (camp) that you will have strange dreams. These dreams will show you
fighting alongside people you have never known and against incredible foes that you have
never seen -or so you think-. These dreams are sendings from the Gods who are trying to
make you remember that you are in fact adventurers, not slaves.

Feature #2: there are two ways to gain your freedom from the mines - the easy way or the
hard way (but the latter is so much more fun!) - see Chapter 24.

- When you start the scenario, you are already in the mines (at x6y7) that you have known all
your lives, as mongrel slaves not gifted with psionic powers. Once the introduction is done,
equip yourselves with what you have been given and then move straight to your left.

- Further down the mine shaft (x3y7), you will hook up with Nasslass and Nerylka , two NPCs
of the scenario and good friends (as well as slave compatriots) you have known as far as
you can remember.

- Whenever you are in the mines, you can actually mine away to your heart's content. To do
S0, you need: a) a miner's pick (which you are given at the start), and b) to stand near or at
the end of a mine shaft (i.e. areas marked as "mine" on the map bellow). Then, simply click
on the encounter button and use your pick: a few hours of hard labor will be rewarded with
the excavation of either rough ore, rough gems and/or rough gems stones. Warning: never
try to leave the mines (through the normal entrance) without first dumping your mined load
into the carts (see key below) - otherwise, you will be severely punished by your Masters!

[Note #5: a regular shift in the mines starts no later than 8:59 AM and ends not before 5:00
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PM. Always remember that when you leave the mines to return to your quarters!]

Key to the mines:

x15y26 - gates (guarded by overseers/psi-warriors). Never try to leave with mined ore (see
above) or before 5 PM!

x14y28; x16y27 - guard houses (useful if you start a rebellion - see Chapter 24).

x15y29 - normal exit to surface (and slave quarters - see key below).
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(Map: the Imperial mines of Ylsasnorh)

x19y31; x7y25; x2y4; x12y31; x31y25; x32y15 - secret doors leading to safe passages (for
sleep of just goofing off, out of sight from patrolling overseers).

x24y35; x37y20 - actual safe caves for sleeping or goofing off.

Collection area (see map above) - carts are there to dump your load. Simply click on the
encounter button and choose the appropriate action.

x28y4 - another secret door leading eventually to the surface (see Chapter 24).

- while wandering throughout the mines, you'll encounter patrols of overseers as well as
slaves being punished for whathever reason (testimonials to the ruthless domination the
imperials have over non-psionic "mongrels” like your ilk). You may also overhear interesting
conversations from fellow slaves, especially one concerning an old, crazy half-orc named
Zorg (see Chapter 24).

- when you feel you have done enough work (and its a little past 5 PM), then leave the mines
to return to your quarters (see key below).
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Key to slave quarters:

X72y2; X74y2; x77y2; X79y2 - entrances to the mines proper.
x80y4 - gates to the storage warehouses (see map below).
X74y5; X77y5 - gates to the mines (guarded).

Entrances to the wiines
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(Map: The Imperial Mining Center of the Northwest Khanark Rockies)

x80y9 - gates to the slave quarters proper (guarded). Warning : after returning from the
mines to rest in your hut (see below), be sure to not cross the gates after 8:59AM; otherwise,
you will be late for the beginning of your (morning) shift and be severely punished! When you
return from the mines (after 5 PM), you are handed out your daily allotment of food each time
when you cross the gates.

x82y8 - your very own hut (circled in - see map above) to sleep and eat in (true!).
x86y12 - hut of Zorg the half-orc (circled in red - see map above and Chapter 24).

X74y10 - gates to imperial barracks and residences.

X72y14 - main gates of the "Imperial Mining Center of the Northwestern Khanark Rockies".

- once you have returned to your humble hut and rested well, you can then return the
morning after for yet another shift in the imperial mines - either for actual mining or for more
snooping about.

Onward to Chapter 24!
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Chapter 24: Escape from the Imperial Mines

In this chapter, you take your leave of the imperial mines (through stealth or strenght)
and seek the rumored haven of ex-slave rebels known as New Canaan - all the while
trying to stay alive and hidden from the Lankharhan Imperials!

[Note #1: you need to have had at least one disturbing dream concerning your identity (see
Chapter 23).]

[Note #2: chances are you will have heard of the legend of the Chosen Ones, those favored
by the lost Gods to deliver the world from the God-Emperors (mentarchs, Mind Lords).]

[Note #3: chances are also that you will have heard tales about ex-slaves turned-rebels
hiding somewhere in the northwestern Khanark Rockies.]

Feature #1: as mentioned briefly in Chapter 23, there are two ways to escape from the
mines: there's the easy way (Part | below) and then there's the hard way (Part Il below). It's
up to your fancy to decide which one you want to play out.

I) The easy (lazy, boring) way to gain your freedom

- when in the mines, seek the secret door at x28y4. Walk in the secret passage to x28y1, with
the search function turned on. You will find a breach in the rock that you can break - this
allows you to step to x29y1.

- from there, go to x30y2 and then to x34y8 (again with search on): you will find a fissure in
the rocky ceiling there. Hack at the ceiling with your mining pick and then walk to the surface
in the mountains (at x62y3).

- then walk straight south to the cave at x62y6: there, those of your PC's with spell casting
abilities will acquire them back miraculously. The same will happen to Nerylka, if you have
her along. This brings Nasslass' question: could you be the Chosen Ones?

- now that you are back on the surface, you need to find the ex-slave rebels without
stumbling in Ylsasnorh, the neighboring imperial town (see Map below), or the garrisons
and slave quarters. The fastest way is the following:
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TEW Canaan

(Map: The northwestern Khanark Rockies)

- enter the cave at x62y11 and exit through the cave at x68y21. Treck south-east to the cave at
X75y38 and exit through the cave at x76y44. Walk west to the cave at x40y48 and exit at
x36y47. Then walk further south-west to the cave at x13y59 and exit at x3y76: the gates of
New Canaan (ex-slave community; see map above) lie just in front of you, at x5y76! You can
now go on to Chapter 25!

II) The hard (thrilling, fun) way to gain your freedom

- when in the mines, you will have heard of Zorg the half-orc and his secret meetings at his
hut. Next time you finish your shift, return to your hut (see Chapter 23) and rest until about
9:45 PM. Leave your hut and walk to Zorg's hut (see key to slavequarters - Chapter 23):
however, do not try to enter until it is at least 10:01 PM and no later than 10:59 PM!

- inside the hut, look for a trap door on the floor: open it and climb down the ladder. You land
in a small underground cave at x7y82 - find a secret door at x7y83 and enter the passage to
exit through a cave at x14y84: there, you will find numerous slaves arguing among
themselves, with Zorg putting in his own arguments.

- Zorg will tell the story that the True Gods are still very much alive, contrary to what the Mind
Lords (and thus false gods) have been letting on. He will also speak of the Chosen Ones,
who are among the slaves, and who are destined to change the fate of the world, thus
ridding it of the Mind Lords and returning things to what "they should have always been". He
also entices the slaves to blindly follow the Chosen Ones the moment they manifest
themselves (i.e. start a rebellion).

- once Zorg's monolog is done and the slaves go back to arguing among themselves, walk
among them to hear what some of them have to say.

- then, walk over to Zorg himself (at x26y83):

A) if you did not yet have at least one dream (see Chapter 23), he will answer your questions
cryptically (after that, return to speak to him again at one of his meetings once you finally
have a dream).

B) if you had at least one dream, them he will tell you outright that you are the Chosen Ones
- but you do not need to hurry to start a rebellion ... however, next time you have the
opportunity to do so, then (please be so kind as to) do it and all the slaves will follow you.

Feature #2: so ... how do you start a rebellion? Easy: either from within the mines, or above,
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simply make a serious transgression (stealing ores, coming in late in the morning shift,
camping in the mines outside of a safe area, etc.) and stand your ground! Battle will ensue
... with many slaves joining the fray at your side.

[Note #4: after the first battle that effectively starts of the slave rebellion, those of your PC's
with spell casting abilities will acquire them back miraculously. The same will happen to
Nerylka, if you have her along. This brings Zorg to exclaim happily that this is the final proof
that are indeed the Chosen Ones!]

[Note #5: if you start within the mines, then you will have to walk your way through to the
surface, then to the gates of the mines, then to the gates of the slave quarters, and then to
the other gates to the west in order to ultimately reach the outer gates (leading to the
garrison barracks and residences - see key to slave quarters, Chapter 23). In other words,
many battles galore (and some of them are quite tough t00)!]

[Note #6: obviously, better grab any chance you get to acquire better weapons and armors
after each battle, by taking up what your foes leave behind. From within the mines, the two
guard houses can be looted (see key to the mines, Chapter 23). Also, as you progress
through the mining center on the surface (see map, Chapter 23), you may loot the following:
one of the watchtowers (x79y7), one of the overseers' barracks (x71y8), the officers' barracks
(74y15) and the residence of the Imperial Master and his Tribunes (x75y14).]

- the moment you finally cross the main gates, your party and Zorg (along with the other
slaves) will part company. Zorg tells you outright and rather cryptically that it will not matter
whether they survive or not - only that you find New Canaan and "set the world back to what it
IS supposed to be".

- ending up outside of the Imperial mining center (at x70y21), then all you need to do is get to
New Canaan as already explained above (just remember that you happen to be already
standing out of the cave at x68y21: thus, you only need to treck south-east to the cave at
X75y38 and so on - see Part 1 above). Once you reach the gates of New Cannan, it's onward
to Chapter 25 !
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Chapter 25: A New Hope in New Canaan

In this chapter, you become a member of the ex-slave rebels of New Canaan and
perform a couple of tasks that are aimed at the return of the True Gods and the fall of the
imperial town of Ylsasnorh. Will you be able to do it all before the God-Emperor of the
Province of the Sword Lands takes notice and decides to crush you and your rebel
friends, once and for all?

[Note #1: as already mentioned, there is a chance that you will begin WoML from this chapter
(instead of Chapter 23) if you played WISL alone, or both TiSL and WiSL, previously. If this
happens, then you begin right inside New Canaan (at x8y75) having already escaped from
the mines and made the harrowing journey to find the ex-slave rebels. However, you will
have yet to have a dream (but you should have one at least once after you get started);
likewise, your equipment will be stripped and your spell casting abilities will be turned off
(see Chapter 23) - except in the case here once you do get a dream, then your spell casting
abilities will return! Other than that, things follow the same path as if you'd started from
Chapter 23.]

Key to New Canaan:
x5y76 - Main gates.
x16y72 - Rear gates (leading to farming fields; see map below)
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(Map: New Canaan)
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x10y66 - Temple (non-functional until the Holy Book is brought back - see below).
x8y76 - Your new home (circled in on map above).

x13y73 - Commisary.

x13y69 - House of Anthraxus Wildstorm (rebel leader).

- once inside New Cannan, you will be welcomed by Riel Half-Elven and Starina Tearmoon |,
two members of the rebels and great NPC's to have along (of course, if you played at least
WiSL already, you know well that Riel Half-Elven was once known as Riel Moonsong, in
another time and/or place - but we are getting ahead of ourselves here ...). After a few
introductory remarks about New Canaan, Riel and Starina take you to meet their leader. As
you arrive before his house (see key and map above), simply enter.

- inside the house, walk over to the man at x7y9: smiling warmly, he introduces himself as
Anthraxus Wildstorm . If you played at least WiSL, you will get an unsettling vision
concerning Anthraxus (i.e. of course, we all know him as the infamous Anthraxus Storm,
dreaded Warlord of Sharranth - but again, we are getting ahead of ourselves here ...). In any
case, the noble rebel leader chitchats a bit, before enjoining you to take a good rest in your
new home (actually, sharing Riel's and Starina's hut - see key and map above) and then to
equip yourselves in the camp's commissary (see key and map above) if you need, before
returning to see him.

- go to your hut and rest a bit until the next morning. Then go to the commissary and grab
whathever catches your fancy, before returning to Anthraxus' house.

- the rebel leader greets you again and gets right down to business, introducing at the same
time his good friend and advisor, the lankharhan Oberon (standing next to him at x6y9).
Anthraxus explains that all non-psionics, as well as those gifted with psionics, are in danger
as long as the Mentarchs remain in power. He tells of how the Mind Lords (since their return
-or second rising- of some 640 years ago) have managed to delude the world that the True
Gods were dead, having managed to erase knowledge of magic and faith in order to leave
psionics as the sole type of power. However, in the last few centuries, this knowledge was
slowly rediscovered by a few, mainly thanks to visions sent by the True Gods. This also
happened in New Canaan, who started as a simple camp of fugitive ex-slaves but now has
guite grown in population. However, being so close to Ylsasnorh, and with more and more
of the rebels rediscovering priestly and wizardly magics, New Canaan stands to become too
conspicuous to the God-Emperors' special senses - and thus stands to be discovered. But
there is a way: the True Gods have sent auguries that speak of a Holy Book which can
protect New Canaan from the scrying powers of the Mentarchs. This book is said to lie
somewhere in the Cave of Wailing Winds (see map in Chapter 24): your mission is
therefore to retrieve the book. After giving you a map to the cave's location (far to the east of
New Canaan - at x72y66), and warning you to stay clear of Ylsasnorh and the imperials, you
are set to go!

- once you reach the Cave, walk east to a secret door at x75y66: it will lead you to a series of
underground caves and corridors. Here is the key:

x1y57 - Exit to surface.
x81y63 - Location of the Key Guardian (see map below).
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(Map: Inside and under the Cave of Wailing Winds)

X73y44 - Access way to the Lost Temple.
x84y44 - Location of the Lost Temple (see map above).
X75y41 - Access way to the ant colony (see map above).

Feature #1: throughout this underground cave system, you will stumble upon many
skeletons. Seach them as they may reveal interesting surprises and/or goodies!

- once underground, head straight to the cave of the Key Guardian (x81y63; see map above).
You need to defeat him in order to acquire his Portal Key .

- from there, head to the access way to the Lost Temple with search on (x73y44; see map
above): you need first to hack at the wall of rock in front of you (mining picks are the best for
that). This will reveal a portal: you need the Guardian's Portal Key to open it and pass
through.

- then head to the Lost Temple and enter it: you will find yourselves in another place
altogether!

- walk to the front of the bas-relief in the center of the large hall you find yourselves in and it
will speak to you, offering you a test made of riddles in order to finally meet the temple's
oracle face to face (and maybe get the Holy Book of Powers as well). The answer to the first
riddle is: time . This opens up something to your right.

- take the stairs revealed and walk to the next bas-relief that you see. The answer to its
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second riddle is: paradox . A wall slides to the right and ahead of you.

- take the stairs that are now accessible. You eventually end up facing a veritable wall of fire.
To get rid of this hot thing, click on the encounter button and get rid of your thirst (provided
that you have a waterskin). The fire goes away, giving you access to another bas-relief. Walk
up to it for a third riddle. The answer is: loop .

[Note #3: for each of these three riddles, giving the wrong answer will give you access to
another way - once you get there, you will be given the correct answer (albeit cryptically) and
will have to face a challenge before being allowed to return to the true path and onto the next
riddle.]

- you finally end up in a room with wall-to-wall of mirrors and a sarcophagus in its center.
You now hear the oracle of this lost temple, offering a fourth and final riddle. The answer

constitutes the sum of the previous three riddles, as applicable to any reality: thus, time +
paradox + loop = alternate .

[Note #4: if you fail this fourth riddle, you will be returned outside of the lost temple and wiill
have to go through it all over again.]

- you are then given access to a room beyond the sarcophagus. Once you enter it, the Oracle
of the Temple of Infinity reveals himself and speaks to you. He hints at the fact that the
current reality you live in is an alternate that should not exist (if you have yet to have a dream,
as mentioned in Chapter 23, he will offer you a similar vision instead, which incidentally will
also reawaken dormant spell casting abilities if you had them to begin with!). He also
mentions that you are chosen by the Gods, destined to change this false reality. The Oracle
also bids you cryptically to "trust those that are not touched by the Hourglass". He then
leaves, allowing you to partake of the contents of the chest at x16y77. Take the Book of
Powers and you will be thereafter whisked away.

- as you return outside of the lost temple of Infinity, the whole structure will vanish into thin
air, as if it never existed. Return to the surface to bring back the book to Anthraxus Wildstorm.

- the rebel leader will greet you with elation, proclaiming that you must be the Destined (or
Chosen Ones) the prophecies speak of, since you managed to bring back the Book of
Powers. You notice that Oberon eyes you with some skepticism. Excited at the thought of
having the Destined at his side and the Book, Anthraxus now feels confident that the time
may have come for the rebels to be more proactive against the Imperials and the
God-Emperors. Oberon calls for caution and patience, counseling for careful and
meticulous planning before attempting to go directly against the Mentarchs. Anthraxus
agrres and enjoins you to take a well deserved rest while he think things through, along with
Oberon and his other aides.

- return to your hut in order to rest and heal.

- then go to the temple of New Canaan: it will now be fully functional, thanks to you for
bringing back the Book of Powers.

- when you return to see the rebel leader, he hashes out his plan: in order to start making a
difference, they must first move against Uther Maddrix , the God-Emperor of the Province of
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the Sword Lands. However, much strategic intelligence is required and thus you are sent to
meet with Selina Vack , a resident of Ylsasnorh and sympathizer-ally of the rebels. He gives
you a map to the location of her house, telling you to knock on her door in the evening or
during the night; the password she'll ask of you is psion . With Anthraxus' blessings, you are
off to Ylsasnorh.

[Note #5: the problem with this plan is that a curfew is in effect in Ylsasnorh, by order of
Uther Maddrix himself. In other words, all gates except the Outer ones (i.e. Front, Rear and
South gates - see map below) are locked shut between 8:00 PM and 8:00 AM. Thus, in order
to avoid trouble while managing to contact Selina, you will need to use guile and stealth (see
below).]

[Note #6: as you treck to Ylsasnorh, be wary of imperial patrols and/or anything potentially
suspicious.]

[Note #7: the best and least troublesome way to enter the imperial town is through its Outer
gates (see map below).]

[Note #8: do not, we repeat do not , enter any public building in Ylsasnorh - otherwise, you
will be found out as non-psionics (and thus slave fugitives and rebels!). The price to pay for
being a fugitive slave or a rebel is a slow, excrutiating public torture and execution.]

Key to Ylsasnorh:

x21y19 - Outer gates.

x25y24 - Cemetary.

x29y23 - Ylsasnorh Trade Station.
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(Map: Imperial town of Ylsasnorh)

x33y21 - Front gates.

x53y20 - Rear gates.

x48y31 - South gates.

x35y20 - Central Market.

x37y20 - The Golden Tap tavern.

x52y21; x49y30; x23y20 - Stone watchtowers.

x48y22 - Inner gates.

x36y22; x40y22; x44y22; x43y27; x43y29 - Private domains of Imperial Masters.
x49y23; x49y26 - Gates of Imperial administration buildings.

x52y29 - Selina Vack's house (circled in on map above).

- head out to the Outer gates of Ylsasnorh. Make sure that the time of the day is between
8:01 AM and much earlier than 7:59 PM. Make your way through the town until you reach
Selina's house. Next to her house, risk camping - you'll manage to hide yourself from prying
eyes as you nestle between houses.

- wait until around 11 PM and knock on Selina's door. Give her the password and enter.

- inside her house, walk up to her (she stands at x65y85). Although she seems calm and
reserved, her eyes appear intensely agitated. As you convey to her Anthraxus' new orders,
numerous imperials appear out of nowhere: they've known for a while of Selina's treachery
and simply observed her until new contacts would arrive from New Canaan. They want to
capture you and force you to give them the location of the rebel camp. Selina whispers that
she tried to warn you, but - she joins you to fight the imperials.

- once the clash is over, Selina urges you to return with haste to New Canaan and warn the
rebels that their discovery is imminent. Without further due, you manage to rush out of town
(landing at x17y28). From there, return to New Canaan as soon as you can.

- as you cross the gates of New Canaan, thunder and lightning strikes loud as the projected
image of Uther Maddrix floats in the skies above the rebel camp. It looks like New Canaan
has been found indeed: as numerous imperial troops materialize about the place, the war of
New Canaan is on!

- either during the battles or in between, Oberon will come forth and cast a mighty spell that
will freeze everything except you and him (it is some sort of time-stop spell). He mumbles

about things rushing too fast, but that he has no choice now. With a warm smile, he weaves
another spell and transport you and himself to a place altogether different and far removed!

Onward to Chapter 26!
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Chapter 26: Where Time Stands Still

This chapter is one of transition, where all the dots are connected with what you have
experienced so far and the events at the end of War in the Sword Lands. In addition, you
get to recover your full identities and your original equipment! However, you will come to
realize that your travails are far from over ...

- after stepping out of a strange portal within a silent room, Oberon enjoins you to follow him
as he walks down a corridor to the west.

- you finally end up in a study hall of some sort (see map below), where Oberon begins to
explain what has occured. He tells you that he is part of the Order of the Hourglass, as
secret order of priests and chronomancers (wizards) who serve Quanthaas (the God of
Time, Cycles and Eternity). The Order is comprised of scholars of temporal mechanics and
of history - but they also act as guardians of time, their primary responsibility. The Order
dwells within a huge fortress called the Towers of the Hourglass, a gift by Quanthaas, which
also happens to stand apart of time itself - i.e. nothing within the Towers is affected by
temporal mechanics or the passage of time. This allows members of the Order to easily
travel from one historical period to another, as well as from one timeline (or reality) to
another. This sounds rather familiar from what the Oracle of the Temple of Infinity aluded to
(see Chapter 25). Oberon then stops there, enjoining you to take a much needed rest and to
come back to him, so that he may explain further what has been happening.

Key to Oberon's appartments within the Towers of the Hourglass:
x83y5 - Time Portal.

y58y12 - Guest quarters.

(Map: Oberon's appartments)
x51y17 - Bathroom.

- to reach your quarters, take the south-west door (x62y9) of Oberon's study hall (see map
above) and walk down the corridor to the door at x58y12.

- once in the large room walk over to the chest at x54y11: there you will find your original
equipment and that of your NPC friends. Having stood apart of time for a while now, and the
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sight of your equipment, triggers the full return of your true memories and identities as
follows:

A) if you played TiSL + WISL: your identities as the Heroes of the Sword Lands and of the
Great War is restored. A synopsis of the storyline that occured in those scenarios is recalled,
along with the final event in WiSL when Primus jumped into a strange portal after killing
Naryl Thezzat and bidding you "see you yesterday, today and tomorrow!". Then, everything
stopped and changed into an alternate timeline with you being born as slaves.

B) if you played TiSL only: your identities as the Heroes of the Sword Lands is restored. A
synopsis of what you did in TiSL and how you attempted to return to the Sword Lands to help
in the Great War is recalled. But before you even reached the Sword Lands, everything
unexplicably stopped and changed into an alternate timeline with you being born as slaves.

C) if you played WISL only: your identities as the Heroes of the Great War is restored. A
synopsis of the storyline that occured in WiSL is recalled, along with the final event when
Primus jumped into a strange portal after killing Naryl Thezzat and bidding you "see you
yesterday, today and tomorrow!". Some time after, everything stopped and changed into an
alternate timeline with you being born as slaves.

D) if you played none of the previous SL scenarios: your identities as adventurers native of
the Sword Lands is restored. Background information about what occured in TiSL and WiSL
Is recalled (as news heard, tavern talk and gossip), along with you participating in the Great
War against the forces of Sharranth. But not long after the end of the Great War, everything
stopped and changed into an alternate timeline with you being born as slaves.

- the same phenomenon happens to those NPCs that have tagged along with you
(depending if you started with Chapter 23 or Chapter 25), as follows:

Nasslass : he is still named Nasslass but is in fact an easy-going kobold adventurer. Having
recovered his true memories, he will tag along with you to get his revenge on the Mentarchs
for what they have done.

Nerylka: her real name is Nerylka Dhan and she is a kind, good-hearted witch adventuress.
Having recovered her true memories, she will tag along with you to get her revenge on the
Mentarchs for what they have done.

Starina Tearmoon: her real name is Starrune and she is an aloof, haugthy sorceress.
Having recovered her true memories, she will tag along with you to get her revenge on the
Mentarchs for what they have done.

Riel Half-Elven: he is of course Riel Moonsong , the happy-go-lucky half-elf minstrel of WiSL
fame. If you played both TiSL and WiSL, or played WiSL only, he will remain with you as your
"good ole" adventuring companion. If you played TiSL only, or played neither SL scenarios,
he will tag along with you to get his revenge on the Mentarchs for what they have done - with
an extra desire of revenge against Primus for having killed Naryl Thezzat.
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- once all of this dramatic turn of events is done with, go over to the table at x54y16 and take
whatever food and water you need: the table will replenish itself magically. If you need
scrolls and parchment, go check out the workdesk at x60y15.

- take a much needed rest while healing and/or preparing scrolls. Take your time: you have
plenty of it from where you are at!

- having rested well and all, return to Oberon's study hall: he will be waiting for you. He then
goes about explaining exactly what happened:

Back it the glory days of the Lankarhan empire, technomages created/engineered 12
super-psionicists - the Mentarchs -, with Maximus as their eldest and strongest, to act as their
"first among twelve". However, their design was flawed: their minds could not cope with the
tremendous psionic powers they possessed and thus slowly became mad. Only three of
them recognized what was happening and found the magical means to prevent this.
Unfortunately, the other nine (Maximus included) were already too far along the road of
madness and convinced themselves that the three were trying to trick them. At the same
time, the nine had begun warring among themselves - thus the War of the Mind Lords had
begun. The three (which included Kith Khanaan, of TiSL fame) brought together most
lankarhans and non-psionicists, to forge a united front against the mad/evil nine. Maximus in
turn realized that he and his eight siblings should strive to dominate the world, as they were
in truth Gods (in their own, warped minds, that is ...). The War of the Mind Lords thus became
one of racial supremacy. In the end, the Evil Nine lost out, the war leaving the lankarhan
empire ravaged and in chaos. Of these nine, four were destroyed while four others had their
long-living essences imprisoned in containment globes. Maximus was presumed destroyed.
Of the Noble Three, only Kith Khanaan survived, leading what was left of the lankarhans to a
land on Anarym in order to found Keryndhor. Kith then left his people, travelling to the
Realmz continent in order to secure the containment globes of his four surviving, mad
siblings. He arrived in the Sword Lands, which were still unexplored by either elf or man. In
the forest of Aurystan, he built a small tower in which he secured the four containment
globes. Eventually, elves came to the forest of Aurystan and settled there. After centuries of
further exploration, Kith returned to his tower and met the elves there - his body being on the
verge of death, he transfered his own essence in a globe for preservation and the elves built
him a crypt in the volcanic rockies (this was told already in TiSL). As centuries passed and
men settled in turn in the Sword Lands, the tower remained untouched. However, it came a
time when the forest was ravaged by a succession of natural disasters and magical battles,
destroying Kith's tower (along with the essences of the four surviving mad mentarchs).

This is where Primus/Maximus come in: his plan was to return to the past, before the tower
was destroyed, in order to retrieve the four. And from the Sword Lands of the past,
re-establish the lankarhan empire. This was achieved at the end of WISL, and thus your
awakening as slaves in the Neo Imperium of Lankarh in WoML!

- thus, Oberon gives you the outline of your task: in order to restore the timeline, you must go
into the past and prevent Primus/Maximus from doing whatever he did to alter reality. You will
be sent a couple of months prior to Primus/Maximus' arrival, and thus you will have time (no
pun intended) to kill - Oberon warns you of being very careful as to not cause alterations of
the timeline by your own actions. To help you with that, he casts a spell on you which will
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warn you whenever you undertake an action that can alter time. The spell will also allow you
to understand any languages.

- lastly, he gives you an orb that will bring you back once you have managed to stop
Primus/Maximus, in addition to a small history handbook concerning the era where you will
land (the contents of that handbook are reproduced in the current spoilersheet - see History
Handbook I, Il and III)

- Oberon then enjoins you to step into the Time Portal and travel back to the Sword Lands of
529R.R., the year Primus/Maximus is thought to have gone in order to change the timeline.

Onward to Chapter 27!
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Chapter 27: Trouble in the Old Iron Kingdom

Here you are in 529 R.R., in the times of the old Iron Kingdom. Since you have about eight
months to kill until Primus/Maximus arrives, why not find adventure instead of waiting
for it to find you?

[Note #1: you have roughly eight months before Primus/Maximus arrives and takes
possession of Kith's obelisk-tower. If you go there too soon, you'll notice that the only way to
enter is to have a keryndhoryan with you to put his/her hand in a hand-shaped depression
that serves as an opening mechanism to enter the obelisk (this mechanism is similar to
what you encountered way back in TiSL, inside Kith's crypt). Thus, you can't enter Kith's
obelisk unless Primus/Maximus has already done so.]

[Note #2: take the time to read Oberon's lexicon that he gave you. It contains very important
background information that will allow you to understand how things are going in the Iron
Kingdom at this time period.]

Feature #1: don't worry if you are reminded of Primus/Maximus' arrival while you are already
well set on one of the side-quests available in this part of the story. From your end of the
timeline, you have all the time in the world. Tackle Primus/Maximus at your first opportunity
(see Chapter 30), then simply continue on your other quest(s). You need activate Oberon's
orb of return only once you feel you have done everything that you could in the past.

Feature #2: most of everything described in this chapter (and chapters 28-29) can be done
out of order instead of as explained here, should you wish.

- you land in the Heartland/Central Province of the Iron Kingdom, at coordinates x6y6
(actually, quite near where you began TiSL!). As expected, a lot looks the same ... and yet
everything is quite different from your time.

[Note #3: as you wander about the Heartlands Province, chances are you'll encounter
marauders and bandits - either they'll be attacking you or you'll stumble upon them while
they are attacking a trade caravan. A bit south of Nur'Anaan, it will be instead goblins doing
the deed. These encounters are hints as to what is going on in the decaying Iron Kingdom.]

- journey south to Nur'Anaan (see map and key below) and enter the Sleepless Dragon inn
just outside of the town.

Key to the Central Province of the Iron Kingdom:
x15y6; x17y9; x27y15; x35y14; x12y18; x16y22; x28y21; x8y26; x13y27; x25y26 - Elven
ruins
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(Map of the Central Province; red shield: ruin/crypt; blue shield: obelisk-tower)

x8y33 - Kith's Obelisk-Tower

x52y3 - Highgate (Dwarven fortifications)

x70y3 - Old hermit's house (he sells maps to old crypts)
x54y17 - Gates of Fort Friendship

x52y20 - Fort Friendship Tradeway Station

x55y33 - Temple of Agrah

x48y40 - Leatherworks

x50y46 - Hammer and Anvil Store

x47y47 - The Sleepless Dragon

x52y47 - Gates of Nur'Anaan (see key below)

x46y73; x54y73 - Gates of Fort Uppersea

x45y74 - Fort Uppersea Tradeway Station

x9y77 - Gates of the village of the Tribe of the Bloody Bones (goblins)
X70y74 - River Crossings Tradeway Station

x71y31 - Crypt of the Nuramin Dynasty

Key to Nur'Anaan:

x53y46 - Ye Ole Armor Store

x53y41 - Kingdom's Lodge

x55y44 - Temple of Codan

x55y48 - Nashima's Exotic Imports
x57y49 - Central Market

x59y44 - Ye Ole Friendship Inn

x59y46 - Zum's All Things Magical Store
x63y46 - Temple of Danuur

x63y48 - Bank

x63y51 - Laeryl's Street Corner Shop
x67y49 - City/Magistrates' Hall

x70y49 - City Business and Trade Center (get a job there!)
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x69y51 - Janus' Fine Bows and Arrows
x68y45 - Estates of the Royal Governor of Nur'Anaan
x62y41 - City cemetary

- inside the Sleepless Dragon, walk to the front desk at x65y60. The owner, Michiko
Moonjade , will welcome you. Rent a deluxe room - with your deluxe key in hand, go through
the door at x62y60 and then to your room at x54y65.

- after setting yourselves up, return to the main hall of the inn and take the stairs at x71y55 to
visit the upper floor.

- as you walk by the door of the room at x6y4 on the upper floor, you'll hear the screams of a
wench being hit repeatedly. Rush into that room.

- inside, you'll be confronting a shady character that has taken into roughing up women.
Upon your entrance, he snarls something to the effect that his gang have taken over and they
can do as they please. This man is an electromancer and starts casting. During your fight
with him, chances are he'll get help from ruffians (presumably from his gang). Once the
battle is done, the wench flees as cleaning staff rush in to clean things up - they are all afraid
and one even tells you not to bother Michiko with this, for she is too proud to ask for help.
That same staffer tells you that a strong group of ruffians have taken over the inn, some of
them even lounging in Michiko's own private quarters.

- of course, you don't heed this advice! Return downstairs and walk to Michiko's front desk.
While pretending to ward off your discreet questioning, she'll hand you a note indicating the
location of a chest and a secret lever inside it.

- walk through the door at x62y60 again, and head straight for the chest in the corridor at
x63y66 with search on. You'll find that this chest has a false bottom - under it, as hinted by
Michiko, you find a small lever. Pull on it to reveal a concealed door at x64y66.

- once you cross this door, you'll find a sizeable gang of bandits and brigands. Unhappy by
your intrusion, they attack (chances are that Michiko will come to give you a helping hand).

- After the clash, Michiko tells you that a large group of ruffians have bullied their way in her
property in order to turn it into one of their bases of operations. She suspects that they are
part of a greater band of marauders that have been terrorizing the roads lately. She tells you
that more of them are also shacking up in her cellar - she promises to reward you if you get
rid of them for her.

- outside of Michiko's appartments and back in the corridor to the luxury rooms, walk to the
storage room at x52y58. In the storage room, take the ladder at x51y64 to climb down to the
cellar.

- in the cellar, walk to the loose tile at x28y6. Pushing on it will reveal a concealed door at
x29y6. Walk through it to reach a secret room at x31y6. As you walk in, you come face to face
with more marauders. After the clash, pick up an interesting map on the table at x35y6.

- return to see Michiko at her front desk. True to her word, she'll give you a nice reward (and
also a special item, if you have a human monk in your party).

- having well rested and recuperated, it is now time to investigate the location on the map
you found in the cellar.

- walk to coordinates x64y61 just south of Nur'Anaan, with search on. You'll find a large trap
door concealed in the woods there. Opening it, you will find a large sloping corridor going
underground: this is the HQ of the marauders .
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Key to the Marauders' HQ:

x10y85 - exit to surface

x11y81 - stables

x9y77 - commisary/mess hall (a battle awaits you there!)

x13y74 - kitchen

x6y71 - door to dormitories

x12y71 - door to leader's quarters

x5y68 - dormitory (a battle awaits you there!)

X7y68 - dormitory (a battle awaits you there!)

x5y63 - dormitory (a battle awaits you there!)

X7y63 - dormitory (a battle awaits you there!)

Xx6y59 - dormitory (a battle awaits you there!)

x15y66 - conference room (a battle awaits you there!)

x15y63 - table in conference room: a map of interest is there.

x17y62 - luxurious salon: Jax Bloodthorne , leader of the marauders, and his lieutenants are
lounging about (a battle awaits you there!)

x20y66 - Jax' bedroom

x22y67 - working desk in bedroom: you'll find a letter from a woman named Ariel . She
speaks of "goblin interlopers " and of an apparent boss of hers and Jax', Stygiax , who is
considering what to do and how to deal with them. She also mentions someone named
Bonecrusher , who wants to rout the goblins with his "warriors"

x22y69 - Jax' locked (and trapped) chest in bedroom

x19y69 - secret door to the loot of the marauders!

- once you have dealt with Bloodthorne, the HQ will be hastily emptied (even the horses will
be gone). Deserving a good rest, return to the Sleepless Dragon inn.

- in the inn, walk to the N-W corner of the main hall. There you'll find two famous adventurers
of the times: Galduur Ironshield (x53y53) and his long-time friend Raack Strongbow
(x54y52). Walk over to Galduur and he'll reveal that the both of them have been keeping an
eye on you and your party, waiting to see if you would start taking care of the marauders. He
and Raack will go on to tell you that they suspect that these marauders are just the tip of an
iceberg, most likely involving someone powerful who is seeking to conquer the Iron
Kingdom.

i) if you did not play TiSL or WiSL: the two adventurers will then depart for Lantharond to fight
unruly fire giants there, leaving things in your hands.

i) if you played TiSL and/or WiSL: you'll be amazed at how Raack ressembles Strider , your
comrade of TiSL and/or WiSL fame. Take the chance to explain the true reason for your
presence in the Iron Kingdom and ask them for their help against Primus: they will gladly
accept and join your party. If you don't ask them, the two adventurers will then depart for
Lantharond to fight unruly fire giants there, leaving things in your hands.

- having well rested and recuperated, it is now time to investigate the location on the map
you found in the marauders' HQ.

- walk to coordinates x75y19 just north of Nur'Anaan, with search on. You'll find a large trap
door concealed in the woods there (there is a 25% chance that bad guys will be coming out
just as you find this trap door!). Opening it, you will find a large sloping corridor going
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underground: this is the HQ of the bandits .

Key to the Bandits' HQ:

x2y5 - exit to surface

X7y6 - stables

x13y14 - commisary/mess hall (a battle awaits you there!)

x25y4 - kitchen

x16y8 - door to corridor

x22y8 - door to corridor

x15y10 - dormitory (a battle awaits you there!)

x17y10 - dormitory (a battle awaits you there!)

x16y16 - dormitory (a battle awaits you there!)

x23y10 - dormitory (a battle awaits you there!)

x23y16 - dormitory (a battle awaits you there!)

x22y18 - secret door to leader's quarters

x23y20 - conference room (a battle awaits you there!)

X26y22 - table in conference room: two maps of interest are there. One is the same as that
found in the marauders' HQ. The other is a new map.

x28y20 - luxurious salon: Ariel Firehair , leader of the bandits, and her lieutenants are
lounging about (a battle awaits you there!)

x32y17 - Ariel's bedroom

x31y14 - working desk in bedroom: you'll find a letter from a man named Durnon . He speaks
about having set up a functional base of operation near Tanirith and wonders if Stygiax
could send him more mages. He also needs for a "Lord Maladore " to send him more
troops and asks for Jax's wellbeing

x33y14 - Ariel's locked (and trapped) chest in bedroom

x23y24 - secret door to the loot of the bandits!

- once you have dealt with Firehair, the HQ will be hastily emptied (even the horses will be
gone). Deserving a good rest, return to the Sleepless Dragon inn.

- having rested and recuperated, now is the time to look into this so-called "goblin problem".
Taking on a whole tribe is a big deal - you'll certainly need some help.

- go to Fort Uppersea (see key of the Central Province above). Approach the Garrison
Commander during the day: he stands at the steps of his castle at x49y72. Having heard of
your exploits at routing the marauders and bandits, he proposes that you lead a contigent of
troops and knights against the goblin tribe of the Bloody Bones , their village being
south-west of Nur'Anaan (see key of the Central Province above). Accept his proposition and
head to the gates of the goblin village.

- as you arrive to the gates, the troops and knights (having followed you from afar) join you in
the rush - and the battle is on.

- once the fight is over, the knight commander bids you to go and get the goblin
shaman-king, Shanaurak , while he and his troops clean things up and head back to Fort
Uppersea to bring news of the victory to their garrison commander.

- enter the goblin village and go to the mountain cave at x1y75: the goblin shaman-king and
his best and finest await you there to make their last stand. Having dealt with them, the
tribe's ill-gotten booty is now yours while what remains of the tribe scatters into the
wilderness.
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- return to Fort Uppersea to get your monetary reward from a happy garrison commander.

- having dealt with the problems plaguing the Central Province, return to the Sleepless
Dragon for a well deserved rest!

Onward to Chapters 28, 29 or 30!
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Chapter 28: Old Eastern Province Problems

Here you are, still in 529 R.R., in the times of the old Iron Kingdom. Your journey into the
past continues, as you find out more and more about a wide-ranging plot to conquer the
decaying kingdom. Since this was never recorded historically, it looks like you will have
to prevent it!

[Note #1: remember you have roughly eight months before Primus/Maximus arrives and
takes possession of Kith's obelisk-tower. If you go there too soon, you'll notice that the only
way to enter is to have a keryndhoryan with you to put his/her hand in a hand-shaped
depression that serves as an opening mechanism to enter the obelisk (this mechanism is
similar to what you encountered way back in TiSL, inside Kith's crypt). Thus, you can't enter
Kith's obelisk unless Primus/Maximus has already done so.]

[Note #2: remember to take the time to read Oberon's lexicon that he gave you, if you haven't
done so already. It contains very important background information that will allow you to
understand how things are going in the Iron Kingdom at this time period.]

Feature #1: remember not to worry if you are reminded of Primus/Maximus' arrival while you
are already well set on one of the side-quests available in this part of the story. From your
end of the timeline, you have all the time in the world. Tackle Primus/Maximus at your first
opportunity (see Chapter 30), then simply continue on your other quest(s). You need activate
Oberon's orb of return only once you feel you have done everything that you could in the past.

Feature #2: most of everything described in this chapter (and chapters 27 and 29) can be
done out of order instead of as explained here, should you wish.

- having well rested and recuperated, it is now time to investigate the location on the new
map you found in the bandits' HQ, as well as look further into the new information you
acquired in there.

- without further due, head east to the Eastern Province, siege of the Royal Capital of the Iron
Kingdom.

Key to the Eastern Province of the Iron Kingdom:
x22y1 - Crypt of the Tarturian Dynasty
X72y0; x72y7 - Gates of Fort Endanuur
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(Map of the Eastern Province; red shield: ruin/crypt)

X78y26 - Crypt of Ptaraz

X73y6 - Fort Endanuur Tradeway Station

x38y31 - Inn of the Old Road

x45y32 - Gates of Fort Tarterys

x27y55 - Fort Riverside Tradeway Station

x9y33 - Ruins of a forgotten temple of Lharishar

x42y34 - The River's Tap

x49y27 - Royal Inn

x47y41 - Temple of Agrah

x44y26 - Gates of Tanirith (see key below)

x26y49; 23y43 - Gates of Fort Riverside

x41y30 - Baldar's Fine Armors

x43y36 - Tarterys River Shop

x55y41 - High Tides Store

x40y71 - Cave leading to ruins of Hashuur's underground keep
x62y71 - Ruins of an old temple of Graaz'z

X66y67 - Lair of the green dragon Chloroshanvagluur (a.k.a. Cloud Kill)
x25y50 - Store of the Swift Arrow

x27y27 - Dely's Fine Quality Leatherworks

x57y27 - Kingly Armory Store

Key to Tanirith:

x36y9 - Gates to Castle Tanirith

x43y7; x43y12; x46y16; x51y16; x51y18; x35y19 - Noble/Rich estates
x41yl4 - Temple of Codan

x42y18 - Temple of Danuur

x37y13 - Bank

x33y13 - City/Magistrates' Hall

x40y17 - Nurmana's Little Shop of Wonders

x47y18 - Shahlym's Wondrous Imports

x46y19 - Central Market

x45y21 - Mother Martha's Little Store

x43y20 - Western Lands Imports Depot

x44y15 - City Business and Trade Center (get a job there!)
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- as you near Tanirith, go to the River's Tap (just outside the gates of Tanirith; see key to
Eastern Province above) and enter.

- once inside, head to the Lords' Taproom at x73y18. A wench will prevent you at first from
entering this "members' club only", but a richly dressed man will tell her to let you in,
claiming that you are guests of his.

- walk into the taprrom and go meet the man in the lower right corner of the room. His name
is Ayed Al'Rabin and, on behalf of his employers, he seeks capable men and women to
recruit for special tasks. Having heard of your deeds so far, he invites you to go meet his
employers for an interview. He gives you a map showing the location of his employers'
castle in the Western Province. His business done, he departs.

- you may rest and/or explore Tanirith at your leisure.

- having met with Al'Rabin, return in the wilderness to x18y64, with detect secret and/or
search on. As luck would have it, a group of brigands is keeping watch here. Upon seeing
you, they will attack. After the battle, find the secret entrance and enter the Brigands' Hideout .
You'll notice that it is rather small - this is because it is still under construction.

Key to the Brigands' Hideout:

x31y81 - exit to surface

x35y81 - large hall (a battle awaits you there!)

x39y75; x39y86 - unfinished corridor

x43y81 - door to finished corridor

x47y84 - private quarters

x51y85 - tapped and locked false-bottomed chest

x45y80 - meeting room. Durnon Ironclaws , leader of the brigands, and his lieutenants are
waiting for you here, having heard the commotion you caused in the large hall (a battle
awaits you there!)

x47y78 - conference table. A letter from Ariel to Durnon mentions again the names of
Stygiax and Maladore , identified here as the "real bosses". The letter also instructs Durnon
to make contact with the bosses' liaison , who hangs about a nearby tavern. A map gives the
location of this tavern: it is the River's Tap . Looks like Ayed Al'Rabin is involved in all of this,
eh?

x51y79 - secret door to the hoard of the brigands!

- having taken care of the brigands, it now looks like you will have to travel all the way to the
Western Province.

Onward to Chapters 29 or 30!
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Chapter 29: Showdown in the Old West

Here you are, still in 529 R.R., in the times of the old Iron Kingdom. Your journey into the
past continues, as you approach the end-game with those who have been plotting to
conquer the decaying kingdom. Since this was never recorded historically, it looks like
you will have to do away with these nefarious, power-hungry manipulators!

[Note #1: remember you have roughly eight months before Primus/Maximus arrives and
takes possession of Kith's obelisk-tower. If you go there too soon, you'll notice that the only
way to enter is to have a keryndhoryan with you to put his/her hand in a hand-shaped
depression that serves as an opening mechanism to enter the obelisk (this mechanism is
similar to what you encountered way back in TiSL, inside Kith's crypt). Thus, you can't enter
Kith's obelisk unless Primus/Maximus has already done so.]

[Note #2: remember to take the time to read Oberon's lexicon that he gave you, if you haven't
done so already. It contains very important background information that will allow you to
understand how things are going in the Iron Kingdom at this time period.]

Feature #1: remember not to worry if you are reminded of Primus/Maximus' arrival while you
are already well set on one of the side-quests available in this part of the story. From your
end of the timeline, you have all the time in the world. Tackle Primus/Maximus at your first
opportunity (see Chapter 30), then simply continue on your other quest(s). You need activate
Oberon's orb of return only once you feel you have done everything that you could in the past.

Feature #2: most of everything described in this chapter (and chapters 27 and 28) can be
done out of order instead of as explained here, should you wish.

- having well rested and recuperated, it is now time to investigate the location on the map
that Ayed Al'Rabin gave you under seemingly false pretenses.
- without further due, head west to the Western Province and to the city of Mountedge.

Key to the Western Province of the Iron Kingdom:

x42y35 - Crypt of the Narosian Dynasty

x37y21; x39y23; x32y29 - Gates of Fort Hillside
it :
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(Map of the Western Province; red shield: ruin/crypt)

X66y3; x72y3 - Gates of Fort Highstone

x4y7; x0y5 - Gates of Fort Westedge

x45y20 - Fort Hillside Tradeway Station

x59y37; x56y32 - Gates of Mountedge (see key below)

x63y50 - Estates of the Intendant of the Royal Mines of the Iron Kingdom
x45y56 - Temple of Agrah

X71y54; x69y54; x67y55; x65y56 - Royal Mines of the Iron Kingdom
x12y49 - Gates of the orc village of the Stormriders

x5y60 - Gates of Stygiax' estates

x56y72 - Store of the Harbor

x23y34 - Ruins of an old temple of Graaz'z

x14y23 - Castle Maladore

x57y3 - Fort Highstone Tradeway Station

x50y49 - Mountedge's Crafted Armors

x58y57 - The Miner's Store

x60y43 - The Marksman's Den

x53y56 - House of an old mariner (you can rent a boat there)

Key to Mountedge:
x71y31 - Gates of Phantagolia Sanctum

X71y23; x73y22; x79y26; x82y26 - Noble/Rich estates
x61y29 - Gates of the estates of the Royal Governor of Mountedge
x60y34 - Temple of Hurme

x64y38 - Temple of Codan

x64y34 - Temple of Danuur

X74y33 - Arcane Potions and Trinkets

x76y35 - Western Lands Imports Depot

x67y33 - Bank

x69y35 - City/Magistrates' Hall

x57y30 - Central Market

X77y34 - Dreaming Pillows Inn

X72y34 - Misty Clouds Inn

x68y38 - The Rowdy Tankard

x62y37 - Yorik's Weaponsmithy

X70y37 - Bando's Leathers

x57y31 - Mountedge Gates Store

X74y31 - Obuna's Exotic Trinkets

x75y35 - City Business and Trade Center (get a job there!)
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- in Mountedge, head to the gates of Phantagolia Sanctum (see key above). A proclamation
is nailed on the gates there, calling for brave adventurers to rid the area of increased bandits
and orc raids, and those that are behind it all.

- from Mountedge, head to the castle located on the map that Ayed Al-Rabin gave you: this is
castle Maladore, owned by the warlord Yon Maladore (see key to the Western Province
above).

- as you arrive at the castle, you find it heavily guarded. Not surprisingly, Ayed Al'Rabin is
among the warriors, crowing with pride that Lord Maladore will be pleased that you have
(apparently) taken his bait. At that, the gates of the castle are opened and out comes a score
or warriors and riders, with Ayed not far in tow.

- after the clash, enter Castle Maladore .

Key to Castle Maladore:

Ground floor

X78y58 - castle gates

X76y54 - barracks (a battle awaits you there!)

x80y54 - barracks (a battle awaits you there!)

X79y49 - stables

x81y49 - commisary

x86y47 - stairs to upper floor

X76y44 - armory

x80y44 - storage room (foodstuffs)

X78y42 - stairs to upper floor

Upper floor

x54y82 - stairs to ground floor

x52y82 - dormitory (a battle awaits you there!)

x53y83 - dormitory (a battle awaits you there!)

x30y82 - stairs to ground floor

x32y82 - conference room. Lord Yon Maladore is there with his lieutenants, quite displeased
with your meddling. Of course, he aims to remedy this. After the battle, most of Maladore's
henchmen will flee - throughout the commotion, you notice that his body has disapeared.
x33y84 - conference table with maps, plans of conquest and papers of all sorts. You will
recognize words and names like Bonecrusher , Stygiax and marauders .

x29y85 - Maladore's private quarters

x25y83 - chest holding Maladore's private fortune

- having taken care of Maladore and his ilk, now it is time to investigate the problem with the
raiding orcs. To do so, head to the orc village of the Stormriders (see key to Western
Province above).

- near the orc fortifications, be sure to approach the gates at night . There, use spells or
items that can teleport, phase, vaporous form or fantastic wings, in order to cross the gates
silently and without waking anyone. Once on the other side of the gates, be sure to be
endowed with a sentry spell in order to avoid any trouble.

- head quickly to the castle at x2y45. With the lazy guards well asleep, you can quietly enter
Bonecrusher's Castle
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Key to Bonecrusher's Castle:
Main floor

x11y87 - gates (exit)

x7y84 - lower floor of a guard tower (a battle awaits you there!)

X6y87 - stairs to upper battlements (a battle awaits you there!)

x15y84 - lower floor of a guard tower (a battle awaits you there!)

x16y87 - stairs to upper battlements (a battle awaits you there!)

X6y78 - dormitory (a battle awaits you there!)

x16y78 - dormitory (a battle awaits you there!)

x11y79 - feast hall. The orc-king Zum Bonecrusher and his generals are there. Quite angry
at your intrusion, he offers you to choose one member of your party to fight him alone in a
contest to the death. If he wins, you accept to be put to a swift death. If you win, you are free to
go unharmed. Whether to accept or refuse his offer is up to you: either way, Bonecrusher is
not a man of his word and a large battle will nonetheless ensue. After this battle, most of
Bonecrusher's orc kin will flee the castle and the village - throughout the commotion, you
notice that his body has disapeared.

x14y75 - stairs to upper floor

Upper battlements

x5yl14; x16y14 - stairs to lower floor of guard tower

x6y11; x2y10; x15y11; x19y10 - doors

Upper floor

x40y3 - stairs to main floor

x38y3 - Bonecrusher's private quarters

x35y5 - conference table with maps, plans of conquest and papers of all sorts. You will
recognize words and names like Maladore , Stygiax and marauders .

x38y7 - chest holding Bonecrusher's private fortune

- having done away with Bonecrusher and his orc tribe, now it is time to find out who is this
mysterious Stygiax . To do so, head to his castle gates (see key of Western Province above).
- at you arrive, the gates open by themselves. A booming magical voice seemingly out of thin
air announces that you were expected. Head straight for Stygiax' Castle and enter it.

Key to Stygiax' Castle:
Main floor

x42y13 - exit

x39y10 - study (a battle awaits you there!)
x38y8 - stairs to second floor

x45y10 - study (a battle awaits you there!)
x50y11 - stairs to second floor

x34y7 - kitchen

x50y7 - dormitory

x42y7 - door

x42y4 - stairs to second floor

Second floor

x58y6 - stairs to main floor

x53y7 - dormitory

x54y5 - dormitory
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x80y11 - stairs to main floor

X75y5 - laboratory (a battle awaits you there!)

X66y1 - stairs to main floor

X66y4 - conference room (a battle awaits you there!)

X66y7 - conference table with maps, plans of conquest and papers of all sorts. Quite similar
with what you found earlier in Maladore's and Bonecrusher's castles.

X71y4 - dormitory

x62y4 - door

Xx64y1 - stairs to third floor

Third floor

x5y83 - stairs to second floor

x3y84 - private study. Stygiax is there, alongside with a couple of his most loyal
electromancers and two lightning elementals. He is also flanked by Maladore and
Bonecrusher, apparently revived and well thank you. Need | say what follows next? Heh. (a
battle awaits you there!)

x10y85 - Stygiax' private room.

X7y84 - above the oil lamp there is a secret trap door on the ceiling (use search to find it).
This will lead you to Stygiax' private fortune.

- having dealt with Stygiax, Maladore and Bonecrusher permanently, and having staved off
the fall of the old Iron Kingdom, return to the gates of Phantagolia Sanctum (see Mountedge
key above) and claim your reward!

Onward to Chapter 30!
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Chapter 30: Fight for the Future Present

You have been journeying left and right throughout the Iron Kingdom of old, in the year
529 R.R.. About eight months have passed already. Now is the time to make the drop on
Primus/Maximus and prevent him from changing the timeline!

[Note: remember you have roughly eight months before Primus/Maximus arrives and takes
possession of Kith's obelisk-tower. If you go there too soon, you'll notice that the only way to
enter is to have a keryndhoryan with you to put his/her hand in a hand-shaped depression
that serves as an opening mechanism to enter the obelisk (this mechanism is similar to
what you encountered way back in TiSL, inside Kith's crypt). Thus, you can't enter Kith's
obelisk unless Primus/Maximus has already done so.]

Feature #1: remember not to worry if you are reminded of Primus/Maximus' arrival while you
are already well set on one of the side-quests available in chapters 27-29. From your end of
the timeline, you have all the time in the world. Tackle Primus/Maximus at your first
opportunity, then simply continue on your other quest(s). You need activate Oberon's orb of
return only once you feel you have done everything that you could in the past.

Feature #2: if you have hooked up with Raack Strongbow and Galduur Ironshield, an
interesting turn of events will happen once you are about to activate Oberon's orb to return
home (that is, once you are done with Primus/Maximus and any quests of the past). Indeed,
Galduur will choose to follow you, arguing that history records his disapearance in any case
(he will have peeked into Oberon's lexicon in your possession while you were sleeping). If
you accept him, he will leave his shield to Raack (as recorded by history and also for you to
recover again in TiSL) and return to Oberon with you.

- return to Kith's obelisk , in the forest of Aurystan. This time around, you will find that its door
is wide open. Enter the obelisk (warning: lots of traps are about this structure! Better use
sentry and search in order to spot them and inactivate them).

Key to Kith's Obelisk:
Main floor

x48y88 - exit

x48y83 - a poem by Kith is etched on both walls here. It is a riddle.

x48,y80 - fire pit/entrance to basement floor

x48y77 - human statue. This is the answer to Kith's riddle. Approach the statue with search
on and press on the plate you will find there. This will extinguish the fire pit and reveal stairs
going to the basement floor.

Basement floor

x46y54 - stairs to main floor

x36y38 - secret door

x33y38 - secret door

x32y28 - hall of statues (a battle awaits you there!)

x32y40 - secret door

x35y60 - secret door
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x36y60 - secret hall of columns (a battle awaits you there!)

x41y63 - magic circle (leads to inner hall)

x40y29; x52y29 - hall of columns (a battle awaits you there!)

x56y32 - secret door

x58y32 - secret door

x66y35 - marble hall (a battle awaits you there!)

x56y47 - secret door

x59y47 - secret door

x63y47 - secret treasure hall (a battle awaits you there!)

X66y47 - treasure (only cursed items)

Inner Hall

x42y36 - magic circle (leads back to secret column hall)

x42y48 - Primus/Maximus is there, tending to some complex machine that seems to open a
strange portal. Surprised by your arrival, he decides to change his plans: instead of bringing
over his psi-warriors through the temporal portal he opened, he will instead return to the
present with his surviving siblings, who are still trapped in the mystic orbs. He gathers the
orbs save one, that of Uther Maddrix (remember him?). Primus/Maximus liberates the
essence of Uther, charging him of killing you. As Uther happily advances towards you to
oblige, Primus/Maximus jumps into the portal, along with the other orbs, leaving you to fight
a Mentarch for the first time! If you manage to defeat Uther, the dissipation of his psionic
energies will wreak havoc with the contraption, closing off the temporal portal opened by
Primus/Maximus and destroying the machine in the process.

- although you were successful in preventing Primus/Maximus from altering the timeline, the
fact that he escaped safe and sound back to the present, along with more Mentarchs at that,
leaves you with a bitter taste in your mouth. You also can't help but feel a sense of dread ...
Looks like you will have to return to Oberon as soon as you can to appraise him of the
situation.

Onward to Chapter 31!
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Chapter 31: Back to the Present Restored

In this chapter, after much brainstorming with Oberon, you set yourselves on a journey
to the Azure Sea Coast of the continent of Anarym, in order to root out Maximus/Primus
and the three remaining Mentarchs.

- once back in front of the temporal portal within the Towers of the Hourglass, head straight
to Oberon's study: you will find him there, waiting for you. You won't need to tell him about
what transpired, since he followed your exploits in the past through his viewing globe. Like
you, he feels somewhat dejected at the turn of events: although the timeline is restored, the
dread fact remains that Primus/Maximus and three Mentarchs are now hiding somewhere in
the present. Oberon enjoins you to take a well deserved rest while he leaves to consult his
collegues of the Order of the Hourglass in order to devise a new course of action - if any.

[Feature #1: if Galduur Ironshield remained with you, Oberon will be quite surprised and
aghast, wondering why his temporal protection spell allowed the dwarf to follow you. He will
also verify what damage -if any- to the timeline this may have caused.]

- after a good rest, return to the study to speak with Oberon, who is again waiting for you.
After much discussion with his peers, Oberon and they have established that Maximus must
indeed be destroyed -as long as he remains, in a host or without one, he will always be too
great of a threat and is likely to try to alter the timeline again. So, Oberon will be sending you
back to the present -the correct one, that is- on the continent of Anarym. The Azure Coast
area, to be more precise. He tells you that the Mentarchs were created through magics and
sciences that have been lost since the fall of the Lankharh empire. The place where this
was done is now known as the Forbidden City, located deep in the Forgotten Valley. In turn,
this virgin, tropical forest valley lies just east of the port city of Seacrest, on the Azure Coast of
Anarym. Once there, you must find the means to access the Forbidden City -sadly, the Order
of the Hourglass hasn't yet found out how this can be done, so it will be up to you. Once you
reach the city, Oberon tells you that he'll join you then. The Order of the Hourglass is
convinced that Primus/Maximus returned there, after fleeing from you in the past. So, you
must find him and destroy him, along with the three other Mentarchs he rescued. Without
further due, Oberon simply teleports you to the greater Seacrest area.

[Feature #2: if you returned with Galduur, Oberon will announce that his escapade fits exactly
with the historical records concerning his 'mysterious disapearance' and thus poses no
danger to the integrity of the timeline. Furthermore, with the normal timeline restored and all,
Oberon called upon someone else to join all of you: Strider (of TiSL and WiSL fame).
Galduur will be quite happy to see his old friend back, having long suspected him of having
quite a long lifespan. Strider explains that many centuries ago, he fell into a potion bath, and
this potion soaked through his whole body, making him age only one day for each year that
passes. Throughout the years and decades, he was forced to take on many names,
including Raack Strongbow , in order to avoid revealing his special nature. Oberon adds that
the Order of the Hourglass took a special interest in Strider long ago because of his
long-life, him having since then performed many services for them throughout the centuries.
Suffice it to say that Strider then happily joins your party.]
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- through Oberon's teleport spell, you land at x17y87 in the port of the city of Seacrest (see
map and keys below).

Key to the Greater Seacrest Area:

x25y18 - Lair of greckles

x29y29 - Tombstone of Librunae

x57y33 - Grag Keep

X72y53 - Hideout of the Highwaymen Band
X79y67 - Lair of giant trolls

x53y72 - The Mystic Sword

x59y43 - Holphus' Quality Bows and Arrows
Edgemoor

x16y1; x18y9 - Gates of Edgemoor

(Map of the Greater Seacrest Area)

x14y5 - Temple of Lharishar

x17y2 - Moorholme Tavern and Inn
x16y7 - Store of the Misty Dale

x20y6 - Edgemoor Manor

x9y6 - Gates to the piers of Edgemoor
Calember

x15y43 - Gates of Calember
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x10y33 - Gates of Castle Calember

x12y39 - Mermaid's Lullaby

x11y42 - Central market

x10y44 - Temple of Ukkor

x8y49 - Store of the Happy Sailor

x7y48 - Gates to the port of Calember

Spring Dale

x41y29 - Spring Dale Store

x41y26 - The Griffon's Lair

x47y31 - Spring Dale pier (you can buy a boat here)
Elven Forest Kingdom of Lorill

x46y4 - lllistyl's Little Store of Everything

x49y6 - Temple of Peldrion Soulkeeper (a.k.a. Essans)
x54y2 - Temple of Staristyl Astrae (a.k.a. Astrane)
x56y9 - Castle Lorill

x58y4 - Loron's Shop of Arcane Mysteries

x63y8 - Temple of Labelas Enoreth (a.k.a. Quanthaas)
Gnomish Town of Goldylock

x75y30 - Gates of Goldylock

X73y27 - Nurin's General Store of Everything

x70y25 - Temple of Segojan Earthfather (a.k.a. Woralduur)
x67y24 - Goldylock Castle

x75y20 - Closed-off mine

X75y22; X75y23; X75y24; X76y25; Xx77y25; x78y25 - Goldylock mines
Wavyn

x66y80 - Gates of Wavyn

x68y81 - Temple of Agrah

X74y85 - The Farmer's Shop

X75y85 - Wavyn Manor

X77y86 - Lord Wavion's fields

Key to Seacrest:

x58y49; x58y67; x44y73 - City gates

x23y71; x28y71 - Gates to port area

x16y88; x14y83 - Lighthouse

x22y67 - Temple of Hurme

x25y70 - The Ancient Mariner's Store

Xx26y68 - The Merry Mermaid

x27y70 - Armors and Such Shop

x29y68 - Temple of Ukkor

x31y68 - Inn of the Sleeping Tides

x34y68 - Seacrest branch office of Adventurers Inc. (you can get a job here!)
x42y77 - Commander Sura's hideout

x41y72 - Moldon the Halfling's Convenient Store
x41y67 - Temple of Dianchuur

x44y58 - Underwater cave

x59y65 - City and Magistrates' Halls
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x57y64 - Bank

x57y62 - Sea King's Lodge

x55y62 - The Lord of Leather

x53y62 - Temple of Danuur

x53y60 - Harlow's Big Little Magic Shop

x57y60 - Rogo's Maps (you can buy maps here!)
x57y59 - Central market

x53y58 - Temple of Codan

x60y58 - Gates of the Royal Estates of Seacrest
x57y57 - Azure Coast Wondrous Imports
x57y53 - Shaliman's Lore (sage for hire!)

- from the port area of Seacrest, head to the Merry Mermaid in the city proper (see key
above). There is a chance that you may get the jump by assassins while wandering inside
the place. If you do, and survive, you will find a map: this map gives the location of a secret
hideout. Then, at your first opportunity, walk to the elf at x51y78: he is Sarin Moonbow , an elf
ranger from Lorill. Accept him into your group (he is crucial to allow you free wandering
within the borders of the kingdom of Lorill). He also mentions that an elf high priestess of
Quanthaas in Lorill may be looking for you.

- with Sarin now in the group and the assassins' map in hand, head to the hideout located at
x42y77 in the city. Once there, give the password ("mindbender"”) - the woman inside will be
shocked to see you. Indeed, she is commander Sura , at the service of the Overlords
(remember them from TiSL and WiSL?), charged with killing you. Dispatch her and her gang
of psi-warriors. Looks like Primus/Maximus is indeed somewhere around, and was
expecting you, eh?

[Feature: this episode with commander Sura will be activated only if you get attacked by
assassins at least once. After you have dealt with her, there will be no more attempts on
your life.]

- from there, travel all the way to the kingdom of Lorill . Head for the temple of Quanthaas
(see key to Greater Seacrest Area above). Lindanyl Goldenfair , a high priestess of
Quanthaas, awaits for you at x11y44 inside the temple. She tells you that she has been
blessed with a recurrent dream, which commands her to perform two tasks of service. The
first task is a message the dream entrusted to her and which she must impart to you. The
message is the following: "To open the doors of old Lankharh, one must find a key created
in the golden days of an even older empire". What this seems to mean is that this so-called
"key" may be some artifact or relic from either the empires of Macremia or Telluria
(remember them from TiSL and WiSL?), which preceded that of Lankharh. To this effect, she
tells you that tellurian ruins lie north-west of Lorill, near the center of the Scales Swamps
(see Chapter 32). As for her second task, she is to join in your noble quest to destroy the
Mentarchs once and for all. At that, she joins your party.

- from Lorill, return to Seacrest. Go to the offices of Adventurers Inc. (see key to Seacrest
above) and take on the job of slaying the black dragon Black Kiss .

- from there, go to the Griffon's Lair in Spring Dale (see key to Greater Seacrest Area above).
Inside, you will find Draconia Nah'Li sitting at x4y34. She is a self-professed dragon-hunter
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and dragon slayer. Tell her that you are hunting Black Kiss: by coincidence, the king of
Calember has charged her with the same task. Why not team up? She can get the reward
from the king of Calember while you still get the reward from Adventurers Inc. Accept and
she joins your party.

- from Spring Dale, go to the tombstone of the witch Librunae (see key to Greater Seacrest
Area above). She once single-handedly fought the black dragon in a great battle that not only
devastated her house and the area surrounding it, but it cost her her life as well. However,
her brave and selfless sacrifice greatly wounded the dragon and it was forced to flee back to
the Scales Swamps, thus leaving the Greater Seacrest Area free from harm. Once at her
tombstone, say her name and she will appear as a spirit. She knows that you are hunting
Black Kiss and wants to help. She tells you to leave and rest, then return as soon are you
are able to: she will join you and even teleport you to the dragon's lair. Leave to take a good
rest (you may need it).

- return to the tombstone: as promised, Librunae joins you and teleports you. You land at
x12y24 in the Scales Swamps, near the tomb of the lich Aztranak (see Chapter 32).
Librunae tells you that Black Kiss is lairing on the upper floor of the tomb. Without further
due, enter the building.

- inside, advance slowly but cautiously. You'll end up facing off with the black dragon and
some of her crocodilian pets. Have fun. Once you kill the dragon, Librunae's spirit thanks you
and she dissipates.

- walk to x15y78 to acquire the hoard of Black Kiss, along with freshly laid eggs.

- return outside of Aztranak's tomb and head due south to Edgemoor . Be prepared: the
Scales Swamps are very dangerous!

- once in Edgemoor, head to Calember (see key to Greater Seacrest Area above). There, go
straight for the gates of the castle: Draconia Nah'Li will leave your party to claim her reward.
With final partings, head back to Seacrest and Adventurers Inc. to claim your reward (you
may sell your dragon eggs at your leisure).

Onward to Chapter 32!
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Chapter 32: Journeys in the Scales Swamps

Your search for Primus/Maximus and the means to reach the Forbidden city goes on.
However, your search will lead you to wander throughout and all about the dangerous,
disease-carrying insect-infested Scales Swamps. But since you already had a "taste" of
this harrowing landscape, it should now be easy for you ... right?

- after having rested in Seacrest, head back to Adventurers Inc. and take the job of destroying
Aztranak.

- then head to Edgemoor . There, enter the Moorholme Inn and Tavern (see key to Seacrest
in Chapter 31). Sitting at x52y28 you will find a lone cathoon ranger. His name is Mrrysh
Walksfar , of the honorable Leorrh Nrresh Pride in the Forgotten Valley . His Pride is
threathened by evil Mayaltecs and he seeks help. As you accept to help him, he provides
you with more explanations. His pride is peaceful, living off hunting and farming. The
Mayaltecs have not always been evil, but snake priests have poisoned their brains of late.
Now they want to destroy the Cat People. Mrrysh is also searching for Tecoltitan , an
honorable mayaltec warrior and friend who also fights to drive away the evil from his own
people. Mrrysh ends his narrative by telling you that you all must go to the Forgotten Valley
and fight the evil snake priests as soon as you can travel there. After handing you a map to
the Northern Area of the Forgotten Valley  (see Chapter 33), he gathers his gear to join with
you.

- having hooked up with Mrrysh, leave Edgemoor through its northern gate and re-enter the
Scales Swamps .

Key to the Scales Swamps:
x15y83 - Old watchtower
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(Map of the Scales Swamps)

x13y22 - Aztranak's tomb

x60y15 - Lizard men village

x40y50; x41y51; x44y51; x38y52; x41y53; x44y53 - Tellurian ruins
x44y55; x46y55; x42y56; x44y57; x46y59; x48y59; x50y59 - Tellurian ruins
x63y84; x71y81; Xx71y76; x78y77; x81y75; x79y65 - Troll caves

X76y62; x73y60; X67y57; X62y63; x69y60 - More troll caves

- in the swamps, head straight for the old watchtower (see key above). As you approach, an
old, dirty and greying druid opens the door to shoo you away. His name is Chlorophus and
he is quite mad - but also quite dangerous. Refuse to leave and fight him, along with his
swampish pets. Then enter the old watchtower.

Key to the Old Watchtower:

x26y43 - exit

x27y41 - room with water fountain

x31y39 - stairs (hopelessly blocked and useless)

x24y38 - laboratory

x20y37 - stairs (hopelessly blocked and useless)

x25y35 - locked water-filled pen (a battle awaits you there!)

x27y35 - locked water-filled pen (a battle awaits you there!)

x31y32 - stairs (hopelessly blocked and useless)

x26y31 - Chlorophus' private quarters

x21y30 - door

x20y29 - chest holding Chlorophus' valued belongings

x30y30 - locked cell. Here you will find Ssyslak , a lizard man ranger, chained to the wall and
near-death from thirst and starvation. Free him to feed him and give him water. He tells you
that he is a pariah among his people, which all too often stand on the dark side of things,
something that always went against his own principles. Still, he was tolerated for he is the
best hunter and tracker of his village. But lately, evil snake-like human priests have taken
over his village, claiming kinship with his people but in truth beguiling them into becoming
their puppets (well, well - snake men again?). These snake priests are enticing his people
to actually march against those to the south, for their own dark plans. He spoke out against
those evil strangers -but then was forced to flee in order to save his life. He decided to make
the trek to the south and warn the good peoples there, perhaps even recruiting help to free
his village from the dark influences of the snake priests. Unfortunately, he was captured by
Chlorophus, who has been experimenting with crocodilians and seeking to mutate them
into powerful monstrous versions. The crazy druid told Ssyslak that, since he is a lizard man,
he wanted to try the process on him to see what would happen. Looks like you saved him
just in time. Accept him in your party - he will give you a map of the Scales Swamps (see
above).

- from the old watchtower, head straight north - all the way back to Aztranak's tomb (see key
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above and Chapter 31). If you feel like it, head north-east instead to explore the Tellurian
ruins (see key above). However, you will not find any kind of "key" there. So it must be
somewhere else, right? So ... back to Aztranak's tomb and enter it one more time.

- back in the tomb, walk over to x15y77 with search and/or detect secret on. You'll notice that
the slab of old marble on the floor there can be slid over, revealing a flight of stairs going
down in a dungeon .

Key to Aztranak's dungeon:

First level

x2y50 - exit

x9y50 - column-statue of Aztranak

x10y42 - throne room

x10y33 - throne

x10y58 - chapel dedicated to Orcas

x10y66 - altar

x19y50 - study room and library

x24y48 - bedroom

x24y52 - small kitchen

x12y50 - if you approach this location with search on, you will find a small button on the wall
there. By pressing it, a wall at x5y52 will slide away to give you access to the stairs at x3y54
and allow you to go to the second level.

Second level

x1y3 - stairs to the first level

X6Yy6 - locked fountain hall

x11y6 - water fountain (a battle awaits you there!)

x19y6 - hall of columns (a battle awaits you there!)

x25y4 - secret door

x27y3 - secret door

x27y1 - lever. Pull on it to empty the water fountain. Return to the fountain and pick up the
skeleton key lying at the bottom.

x16y18 - wall with demonic bas-relief. The skeleton key will float and shatter, making this
wall sink to the floor and allow you passage.

x15y18 - Aztranak's crypt

x11y15 - Aztranak's sarcophagus. As you approach, Aztranak will rise in his lich form and
attack you (with some help). Once you defeat him, he will rise again, but this time in his
arch-lich (true) form. Have fun. If you defeat him, walk over to the opened sarcophagus to
pick up the tellurian electro-key lying inside.

X6y18 - secret door

x1y16 - Aztranak's treasure room!

[Note #1: at this point, you can opt to return all the way back to Seacrest, in order to claim
your reward at Adventurers Inc. If you choose not to do this at this time, it may take a long
while before you will be able to ...]

- back to the surface, and now that you have found the tellurian key, you decide that you
should tackle those snake men that have apparently taken over Ssyslak's people.
- head eastward and cross the bridge (x60y18) to the gates of the lizard men village (see key
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above). As you near the gate, Ssyslak will tell you that it would be better to try to enter the
village at night. Once it is well past 10 PM, go to the gates and use spells or items that can
teleport, phase, vaporous form or fantastic wings, in order to cross the gates silently and
without waking anyone. Once on the other side of the gates, be sure to be endowed with a
sentry spell in order to avoid any trouble.

- inside the village's fortifications, head straight north to the cave at x39y13 to enter the lower
caves.

Key to the lower caves:

x39y14 - exit to surface

x39y11 - communal cave. A host of lizard men, including their chief Ssloors. He will babble
something about them being true followers of Sseth (a.k.a Neralkuur). (a battle awaits you
therel!)

x44y7 - private cave of Ssloors

x29y4 - chapel dedicated to Sseth. Lizard men shaman, later joined by snake men priests,
are there. (a battle awaits you there!)

- after the clash in the chapel, Ssyslak tells you that he knows that more snake men are
hiding somewhere, outside near the village. Leave the lower cave.

- back in the village, exit through the gates and head for the cave at x73y18. After dispatching
the snake men guards there, enter the cave and head to the secret door at x77y19. This door
leads to the dungeons of the snake men

Key to the dungeons of the snake men:

X73y9 - stairs to surface

X77y9 - door

X77y5 - dormitory (a battle awaits you there!)

X77y13 - dormitory (a battle awaits you there!)

x80y9 - secret door

x82y9 - chapel dedicated to Sseth. A snake man highpriest in charge of this operation is
here, attended by numerous snake men priests and warriors (a battle awaits you there!)
x87y9 - statue of Sseth

x87y14 - dormitory

x87y4 - private quarters of the snake man highpriest. There, you will find a letter from a Holy
Queen telling him of the need to secure all of the valley for the Holiest Ones . Curiouser and
curiouser ...

- back to the surface, Ssyslak will leave you. His people having left the village upon the death
of their chief, he knows they will eventually come back. Hard times are ahead for them, and
he aims to help as best as he can - even if he will always remain an outcast.

[Note #2: at this point, you can opt to return all the way back to Seacrest, in order to claim
your reward at Adventurers Inc. If you choose not to do this at this time, it may take a long
while before you will be able to ...]

- having dealt with the snake men that sought to control the lizard men, now is the time to
help Mrrysh and his people. Walk to the great river of the Scales Swamps (see map above)
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and cross east by following its banks. This will lead you to the Forgotten Valley .

Onward to Chapter 33!
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Chapter 33: Dangers of the Forgotten Valley

Your search for Primus/Maximus and the Forbidden city is in earnest. Your search will
lead you into the Forgotten Valley, where you will have to confront the Ssethanti - the
so-called snake men you have clashed with already in the Scales Swamps. However,
you will find out that the Ssethanti are much, much more than just deformed

monstruosities fanatically devoted to the dark god Sseth ...

- arriving from the Scales Swamps by following the great river, you end up in the west of the

Northern Area of the Forgotten Valley  (see map and key below).

Key to the Northern Area of the Forgotten Valley:
x44y24 - Monolith

(Map of the Northern Area of the Forgotten Valley)

x13y36; x17y22; x58y12; x69y86 - Jungle barbarian villages
Cathoon city

x49y40 - Temple of Lunthar (a.k.a. Lugath)

x51y40 - Hut of the Cathoon Pride Leader

x54y40 - Store

x54y44; x56y44; x45y42; x46y38; xX57y39 - Wooden watchtowers
Mayaltec city

x38y68 - Store
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x36y74 - Abandoned house
x38y74 - Abandoned temple of Quetzalcoualt (a.k.a. Athor)
x39y72 - Royal ziggurat

- head toward the general area at x3y33. There, you will come upon a battle between a lone
mayaltec warrior and a group of snake men. At the promptings of Mrrysh Walksfar, who
recognized the warrior as his friend Tecoltitan , you jump into the fray to help the mayaltec.
After the clash, Tecoltitan is visibly pleased to find his friend Mrrysh. The mayaltec explains to
you that his people are followers of the Great Quetzalcoualt (a.k.a. Athor), the Good and Just
God of the Sun. But snake men have infiltrated his people and subverted their beliefs,
making them follow the dark god Sseth (sounds familiar?). The snakemen have beguiled
his people - but they managed this thanks to the help of the corrupted Highking,
Shamar-Tarac . As one who refused to follow Sseth, Tecoltitan had to flee from his city lest
he be put to death. Furthermore, the snakemen have turned his people against their cathoon
neighbors, waging war against them. He and Mrrysh undertook a quest to defeat the
snakemen and restore peace in their territories. While Mrrysh set out to travel outside of the
valley and the swamps to seek the foreign lands beyond in order to recruit help from mighty
warriors and mages, Tecoltitan was to find the Tiara of the Lost Highkings , a relic holy to his
people which would help him challenge the corrupted Highking. The Tiara was lost
hundreds of years ago, when the evil dragon Death Emerald attacked the mayaltec city.
However, Tecoltitan managed to find out the whereabouts of the lair of Death Emerald: it is
in Mount Fangs , in the Southern Area of the Forgotten Valley (see map and key below). He
gives you a map to this effect before joining your party.

- with Tecoltitan in tow, head for the monolith to the east of your current position (see key
above). On it, you will notice the words Tempus Utopia above an etched arrow pointing to the
south and east.

- from there, go to the cathoon city (see map and key above) to rest and prepare for your hunt
for Death Emerald.

- from the cathoon city, head straight south to the Southern Area of the Forgotten Valley and
right to Mount Fangs (see map and key below).

Key to the Southern Area of the Forgotten Valley:
x63y8 - Lair of Death Emerald
x67y4 - Secret door
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(Map of the Southern Area of the Forgotten Valley)

X79y19 - Jungle barbarian village

x40y53 - Dais (you can steal a boat there!)
x21y63 - Gates to Sacred Ziggurat

x24y64 - Sacred Ziggurat

Tigtaur village

x28y6 - Temple of Lunthar (a.k.a. Lugath)
Ssethanti city

x41y47 - Gates

x36y46 - Temple of Sseth (a.k.a. Neralkuur)
x39y46; x38y46; x34y46; x33y46 - Shops

- once at the cave which leads to Death Emerald's lair (see key above), and after dispatching
her pets that are guarding this cave, head for the secret door inside Mount Fangs (see key
above). This leads to a cave system underground.

- down under, go to x63y61 and deal with Death Emerald and her pets. Then grab hold of her
hoard at x72y63, which includes the Tiara Tecoltitan is searching for. Exit the cave system at
either x59y54 or x60y54.

- with the Tiara in hand, head back north then east to reach the mayaltec city (see map and
key to the Northern Area of the Forgotten Valley above).

- head straight for the royal ziggurat to confront Shamar-Tarac. A series of battles will ensue,
with priests of Sseth revealing themselves as snake men and true priests of Quetzalcoualt
gathering their courage and showing themselves to give you a helping hand. Once
Shamar-Tarac is done with, most of his loyal warriors will flee and the outraged mayaltec
folks will mob the ziggurat and burn it down.

- as the dust settles down, an old highpriest shows up and offers the tiara to Tecoltitan so
the he becomes the new highking of the mayaltecs. Tecoltitan announces that there is now
peace with the cathoon - Mrrysh happily leaves you to run and bring the good news to his
people. Tecoltitan asks you to come and see him the next, after he has had time to settle
things down a bit.

- the next day, go to the abandoned house (see key to the Northern Area of the Forgotten
Valley above). It is not so abandoned now, as Tecoltitan moved back in (it was his house all
along) and is now busy planning for the reconstruction of another royal ziggurat. The temple
to Quetzalcoualt has also reopened its doors. Tecoltitan then gives you a map showing the
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location of the Ssethanti city and a holy place to them (see map and key just above). The
map also shows the location of very ancient doors (hmmm ... very interesting, eh?).
Tecoltitan hints that maybe you should try to kill the Ssethanti queen , which will most likely
rout the snake men. With final partings and well wishes, you leave the new highking to his
task of regrouping his mayaltec people.

- from the mayaltec city, head straight south to reach the tigtaur village (see key to the
Southern Area of the Forgotten Valley above). As you get there, you will stumble upon a fight
between tigtaurs and snake men. Of course, help the tigtaurs. After the clash, one of them -a
shaman-warrior named Sherrinka - offers to join your party to help you rout the snake men
once and for all. Accept her, especially since her presence allows you to enter the tigtaur
village at your leisure.

- while the snake men should be dealt with as soon as possible, there is still the very
important matter of Primus/Maximus and his ilk. Try as best as you can to bypass the
Ssethanti village (see map and key to the Southern Area of the Forgotten Valley above) and
head for the ancient megalithic doors at x42y68. Use the tellurian key to open the massive
door, then walk through the revealed opening.

- as you advance to x45y68, you'll run into psi-warriors. Looks like you are at the right place.
Then go to x50y72 to deal with more psi-warriors and, lastly, to x49y77 to dispatch the last of
them.

- then walk over to the southern edge of a crevasse at x48y67 (the northern edge is at
x48y65). Use spells or items that can teleport, phase, vaporous form or fantastic wings, in
order to cross the crevasse. From there, go to another megalithic door at x54y61 and open it
with the tellurian key.

- as you cross this door and return to an isolated part of the forested valley (see map to the
Southern Area of the Forgotten Valley above), Oberon will appear as promised to join you.

- with Oberon in tow, head to a monolith that stands at x63y65: the writtings on it constitute a
riddle (which will become obvious latter on).

- walk to the western edge of a broken bridge at x67y65 (the eastern edge is at x69y65). Use
spells or items that can teleport, phase, vaporous form or fantastic wings, in order to cross
the river.

- then head south and west toward the Forbidden city - however, to your dismay, an invisible
and impenetrable dome of psionic energies will prevent you from entering. Only Oberon,
and/or Strider (if he is with you), are able to pass through - and that is because they have
psionic powers themselves. Looks like the riddle of the monolith is true ... so, how to get rid
of this barrier?

- retrace your steps and head to the small dais that lies south of the Ssethanti city (see map
and key to the Southern Area of the Forgotten Valley above). Approach it at night and steal
the boat anchored there.

- sail the lake to the gates of the fortifications that surround the sacred ziggurat (see map
and key to the Southern Area of the Forgotten Valley above). The easiest way to cross these
gates is to do so at night .

- walk to the sacred ziggurat (again, it will be easier if you do so at night ) and enter.

Key to the Sacred Ziggurat:
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First floor

x87y61 - exit

X75y60; x75y61 - doors

X73y63 - dormitory (a battle awaits you there!)

x73y58 - dormitory (a battle awaits you there!)

X72y61 - door

X70y60 - stairs to second floor

Second floor

x43y59 - stairs to first floor

x46y59 - door

x48y59 - dormitory (a battle awaits you there!)

x40y59 - stairs to third floor

Third floor

x19y45 - stairs to second floor

x30y45 - Ssethanti queen throne room. Ssyspuurieth , current ssethanti queen, is there with
her reptilian pets. She tells you that she expected you, having been warned of your possible
meddling by Primus/Maximus and the remaining Overlords. She goes on to say that her
people were created a long time ago by the lankharhans of old. They were perfect humans,
designed with enhanced capacities for endurance and adaptation. But not long after the fall
of the Lankharhan empire, this perfection in them proved to be a flaw. Left on their own to live
in the jungle, their design-enhanced adaptive capabilities caused them to mutate to mimic
the attributes of reptiles, the best suited to survive in such an environment. Only the Queens
have ever known this truth. But the people were at a loss, so the Cult of Sseth was instituted
to keep them under control and give them pride. Thus, her people do not know their true
purpose, which is to watch over the ruins of Lankh'Nar and to guard the Nexus Source
which generates a protective shield over what is now called the Forbidden City (well, looks
like the riddle of the monolith is now answered, eh?). Of course, to her people, the Nexus
Source is a holy relic from Sseth, which can be looked upon only by Queens, like her.
Likewise, queens like her are worshiped by her people as being blessed by the Mighty
Serpent Sseth - and so the ziggurat where she dwells is holy and sacred to them. Then, she
declares that it is time for her to honor the word of her ancestors, if only in gratitude for her
race having been given life by the lankharhans. At that, the ssethanti Queen and her pets
attack.

- once you have dealt with the queen, move to the Nexus source at x35y49. The only way to
shut it down safely is the following: press the red button on the left panel, then press the
black button on the right panel. Alternately, you can press black/right first and then red/left
second - the result will be the same.

- since you have dealt with the ssethanti queen, you will find that the city has been
abandoned - feel free to rummage around and try to scrounge up anything that may have
been left behind. In any case, the ssethanti won't be a problem any longer.

- and now that the protective shield of the Forbidden city is down, you can finally get there
and deal with Primus/Maximus, the remaining Overlords and the last surviving Mentarchs
once and for all!

Onward to Chapter 34!
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Chapter 34: Face-Off in the Forbidden City

With Lankh'Nar now open to you, the time has come to finally face-off with
Primus/Maximus and his ilk. Will you be up to the task?

- from the ssethanti sacred ziggurat, retrace your steps and return to Lankh'Nar, the
Forbidden city .

Key to the Forbidden city:

X72y76 - adandoned building

X72y78 - compound (a battle awaits you there!)

X73y76 - compound (a battle awaits you there!)

x73y78 - adandoned building

X74y76 - adandoned building

X74y78 - compound (a battle awaits you there!)

X75y76 - compound (a battle awaits you there!)

X75y78 - adandoned building

X76y76 - adandoned building

X76y78 - compound (a battle awaits you there!)

X77y76 - compound (a battle awaits you there!)

X77y78 - adandoned building

X78y76 - large ancient ziggurat. The last remaining Overlords (other than Primus), Consul
Yavis Shuul and Praetor Varlys Qui (yes, the older sister of General Arla Qui from TiSL!),
are waiting for you with a host of psi-warriors. You will have to go through them before being
able to enter this ancient building. Have fun.

- make sure to rest after the clash with the last Overlords, before venturing into the ziggurat of
Lankh'Nar. When ready, just step inside.

Key to the Ziggurat of Lankh'Nar:

x39y60 - exit

x33y52 - door

x30y53 - Yavis Shuul's private quarters

x29y55 - chest holding Shuul's personal fortune

x30y51 - Varlys Qui's private quarters

x29y50 - chest holding Qui's personal fortune

x46y52 - laboratory

x39y47 - left side of commemorative obsidian landmark

x40y47 - right side of commemorative obsidian landmark. Approach with search on to spot
protuberance. Push on it to make the wall at x40y46 slide off to reveal passage.

x37y44 - incubation room. Numerous incubators are here, with most of them broken or
inactive. But some are fully functionning. Oberon is aghast, reasoning that Primus/Maximus
is trying to generate new Mentarch bodies to be used as hosts in the active incubators. But
why go through this trouble, since all the Mentarchs need are human hosts, preferably ones
gifted with psionic powers? Oberon tells you that the Mentarchs were long-lived -not only are
their essences nearly immortal as long as they are hosted, but their physical bodies could

Codex of the Hourglass Chapter 34: Face-Off In The Forbidden City Page 52




last for a thousand year, if not more. Thus, Primus/Maximus not only wants to bring back the
reign of the Mind Lords, but he also wants himself and his siblings to be whole. Oberon then
enjoins you to destroy the active incubators.

x33y41; x29y44; x31y46; x34y46 - active incubators (just break them to render them useless).
x42y44 - Primus' private quarters. Primus Ankh , flanked by the revived Yavis Shuul and
Varlys Qui, is waiting for you there. Behind them, you see a shimmering vortex not unlike
what you have seen before. Primus rants at you, explaining at the same time that Maximus
has left his body and has gone to the Astral Plane with the other Mentarchs, in order to wait
for Primus to deal with you once and for all. At that, Primus and his collegues attack.

- once you have dealt with Primus and his ilk, go to the chest at x44y43 and grab hold of
Primus' personal fortune. Then head for the machine at x50y44 which generates the portal to
the Astral plane. You'll notice that it is destabilizing fast and looks about to break down soon
- either closing off the vortex before you jump or after you do. Knowing that going through the
vortex is therefore likely to be a one-way trip, you are offered a choice to jump in or not.
What happens next depends on the decision you make, as follows:

i) You don't jump in.  You choose not to go, feeling that you have done more than enough
already and deserve to rest for a long while. You are simply tired of chasing after those
Mentarchs. However, most of your friends will leave you in order to jump in without you,
arguing that Maximus and the surviving Mentarchs are too dangerous to leave alone -in other
words, they are willing to sacrifice themselves if necessary, in order to stop the Mentarchs
once and for all. Indeed, Maximus and his siblings are certain to attempt to return one day
and try again to restore themselves and the Lankharhan empire. Only Oberon does not go,
opting instead to return to the Tower of the Hourglass in order to inform his Order. As
expected, the vortex closes off behind your friends and the machine breaks down, stranding
them probably forever -if they survive against the Mentarchs, that is.

Consequently, the adventure ends for you right here and now, and you are free to roam
Anarym at your leisure. However, a cloud of doubt will always be following you, making

you wonder if you made the right decision ...

i) You do jump in.  Without giving it another thought, you go through the vortex along with all
your comrades, including Oberon. As expected, the vortex closes off behind you and the
machine breaks down, stranding you probably forever.

Consequently, it's Onward to Chapter 35!
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Chapter 35: End-Game in the Astral Plane

The last leg of the chase ends in the Astral plane, a strange and alien dimension of
psionic energy and psionic proto-matter, all too far removed from your own plane of
reality. Truth to tell, the chase began all the way back in TiSL and it has proven to be
quite long and arduous. But now, finally, it comes to its inevitable denouement. This time,
it is winner takes all. End of the game.

- you land in the Astral plane on a small island of stabilized spionic proto-matter, at
coordinates x46y45. Behind you at x45y45, you notice a strange pulsating diagram: this is a
magic portal (see map below). Although this seems like the means to return, you will need
the right incantation to activate it (see Chapter 36).

- walk to the pier at coordinates x50y45: at that moment, your mind will subconsciously
fashion a psionic ship out of the free psionic energies of the plane. This ship will allow you
to travel throughout the Astral plane.

(Map of the Astral plane)

- once after boarding you ship, travel to coordinates x73y18, where you will reach another
island of stabilized psionic proto-matter. Disembark and walk through the gates at x76y14 or
X77yl4. You now stand on Xenon Maximus's domain

- walk up to Maximus' castle . As you approach, you will be assaulted by a damaging psionic
wave attack. Immediately after, the freed essence of the Mentarch Sappho Nynex will stand
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before you, demanding that you prostrate yourself before her. Refuse or accept: either way,
you have to fight her. Good luck.

- after the fight, take the time to rest and heal, then enter the castle.

- inside, you will be greeted by the free essence of Xenon Maximus as you take your first
step. Of course, he is flanked with his last two siblings, Nuul Zarrakian and Azure

Malachys . After Maximus' greeting, step forward further.

- after a few more steps, Maximus goes on speaking to you, crowing. He tells you that the
essences of Mentarchs can be free of the need for a corporeal body almost indefinitely, as
long as they remain on the Astral Plane. That is how he managed to last for thousands of
years without a host. Nonetheless, he was quite happy when Primus Ankh contacted him
ten years ago, after finding Lankh'Nar and the dimensional machine he himself had used to
escape to the Astral plane in the first place, when the empire fell. But for beings such as
Mentarchs, time is meaningless as long as they remain in the Astral plane. He goes on to
admit that he will miss Primus, who was a very loyal lackey. But there will be other
opportunities for him and his siblings to reclaim their birthright as Ruling Gods of Lhari-Orin,
for time is on their side. Maximus then muses that he has sensed that a female mage has
settled in the Astral Plane - and relatively near his abode at that (he speaks of the Sceptanar
- see Chapter 36). This means that she has the knowledge to travel the Planes and thus is
possessed of great power. Therein lies Maximus' new plan to attempt again to bring about a
Second Rising of the Mentarchs: although this mage may not be of lankharhan descent, she
will be quite suitable nonetheless as a host for him, and her knowledge will allow him to
travel the Planes easily. Having said his piece, Maximus then sicks his two mentarch
siblings on you. Good luck.

- having just managed to defeat Zarrakian and Malachys, Maximus then summons powerful
creatures from the Astral plane and in turn attacks you (very good luck to ya'll)!

- once the fight is over, you rejoice at having finally defeated Maximus and his mentarch
siblings! However, you can't help but think that you should dare not celebrate just yet: indeed,
you must leave the Astral Plane and return safely home before you can fully celebrate your
victory. But how do you go about it?

Onward to Chapter 36!
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Chapter 36: The Long and Winding Way Home

At last, you have succeeded. At last, you have decimated the Overlords and destroyed
all remaining Mentarchs. But what a hollow victory this could be, if you can't return
home?

- back outside of Maximus' empty castle, board your psionic ship and travel straight down to
coordinates x79y81. There, you disembark on another small island of psionic proto-matter
upon which crystal-like castle has been constructed.

- walk to the castle at x79y83 and speak with the Sceptanar (hinted to by Maximus earlier
on), owner of the castle. Opt to apologize for bothering her and tell her that you are lost. She
will offer you a very reasonable bargain: she will help you, but only if you bring back to her a
magical item that indigenous Ashaan'ru have stolen from her. This item is the serpent's
head. Agree to the bargain.

- board back you psionic ship and head to coordinates x11y76, another small island with a
large fortress-tower built upon it. This is an Ashaan'ru fortress, specifically of the brood that
stole the Sceptanar's item. Disembark and walk to the tower at coordinates x12y78: of
course, you will have to fight ashaan'ru guards. After the fight, take the time to rest and then
enter the fortress.

Key to the Ashaan'ru fortress:

Main floor

X77y81 - exit

x73y83 - stairs to second floor

X78y79 - door

x80y81 - storage room

x80y77 - dormitory (a battle awaits you there!)

X64y79 - door

x62y81 - dormitory (a battle awaits you there!)

X62y77 - dormitory (a battle awaits you there!)

X73y75 - stairs to second floor

X71y72 - dormitory (a battle awaits you there!)
Second floor

X73y16 - stairs to main floor

X75y15 - dormitory (a battle awaits you there!)

x65y13 - door

x65y11 - door

X73y8 - stairs to main floor

X75y9 - dormitory (a battle awaits you there!)

X77y12 - door

X79y12 - stairs to third floor

Third floor

x18y15 - stairs to second floor

x15y15 - breeding chamber. The ashaan'ru brood queen, Xvyxvyxl, is there along with her
elite breeders and drones (a battle awaits you there!)
x5y15 - treasure bed of the brood queen (includes the serpent's head)
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- with the serpent head in hands, return to the Sceptanar's castle and speak with her again.
- give her the serpent's head and she will give you the password to activate the magical
portal at x45y45. The password is: ethro astranox .

- once back at the magical portal, activate it: you will land back inside the ziggurat of
Lankh'Nar, at coordinates x49y44, right in front of the now dead machine that allowed you to
come to the Astral plane in the first place.

Upon your first step forward, you and your comrades celebrate with joy and great relief your
safe return on Lhari Orin. As the merriment finally begins to die down, some of your
comrades (like Oberon, Strider, Galduur, Starrune, Nasslass, Sherrinka, and Lindanyl) will
leave to take care of personal affairs, whereas others (like Riel, Nerylka and Sarin) will
remain at your side. It then dawns on you that you do have a whole new continent to explore.
Who knows now, what mysteries you will uncover on the continent of Anarym? Who knows
what new adventures you are to find on this vast, unknown continent? And more importantly:
what is next for you, after managing the fantastically heroic feat of destroying god-like beings
such as the Mentarchs? Revitalized and elated, you set yourself to undertake your next
journeys!

Congratulations! You have successfully completed the main story-arc of Wrath of the
Mind Lords. On this very happy note, the Sword Lands Trilogy draws to an end. It is
sincerely hoped that you enjoyed this Trilogy and found it statisfying to your adventuring
tastes.

So in final parting: Safe journeys and safer returns!
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The Rest of Wrath of the Mind Lords

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
WoML. 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- Alternate Reality (in the outside wilderness):
- Numerous caves/woodland lairs are inhabited by animals such as bears, wolves,
snakes, etc..

2- Alternate Reality (Cave of Wailing Winds):
- Numerous small caves are inhabited by underground fauna.
- Search every skeletal remains that you stumble upon - you could find interesting stuff.
- The caves of spiders, megaloropers, ants and mushmen can provide you with lots of
fun - especially if you are not shy about rumbles.

3- In the Past (Central Province):

- Numerous caves/woodland lairs or river beds are inhabited by animals such as bears,
wolves, snakes, crocs, harpies, dogres, etc..

- You can get jobs as caravan escorts in Nur'Anaan, if you need a little action along with a
nice little paycheck.

- The elven ruins of Aurystan, and the forest itself, may prove interesting for exploration.

- The Nuramin crypt can be quite fun - and also rewarding.

4- In the Past (Eastern Province):

- Numerous caves/woodland lairs or river beds are inhabited by animals such as bears,
wolves, snakes, crocs, harpies, dogres, etc..

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

- The forgotten temple of Lharishar is fun.

- The ruined temple of Graaz'z is feisty (you get to meet Aghanauroch ).

- Hashuur's lost underground keep is filled with fun creatures to meet and has
interesting treasures to find.

- Cloud Kill 's lair may make you a happy adventurer.

- Unfortunately, the Tarturian crypt and the crypt of Ptaraz are off-limits (well, you *do* - or
rather, did- get to explore the final resting place of Ptaraz in TiSL, so ...).

5- In the Past (Western Province):

- Numerous caves/woodland lairs or river beds are inhabited by animals such as bears,
wolves, snakes, crocs, harpies, dogres, etc..

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

- The Narosian crypt can provide much fun.

6- Greater Seacrest area.
- Numerous caves/woodland lairs or river beds are inhabited by animals such as bears,
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wolves, snakes, crocs, harpies, dogres, etc..
- Numerous non-main-story-arc jobs are also available at the branch of Adventurers Inc.
in Seacrest, such as:
i) getting rid of the Highwaymen Band
i) cleaning the city's park lake of monsters
iii) destroying a greckle lair near Edgemoor
Iv) finding out what caused the fall of Duhelarholme (hint: the entity Obliviox did it).
This latter quest is also available "accidentally" by either exploring Crag Keep (search hard)
or the abandoned mine (at night) in the gnomish town of Goldyloch (note: while exploring
Duhelarholme, you are likely to come face to face with Mergamnon , a powerful wizard.
Although you may ask him one question related to the WoML story-arc, it is not really worth it
- rather, it is much more fun and rewarding to simply confront him without asking him
anything).
- In Wavyn, you can get a quest from Lord Wavion to rid the town of dangerous giant
trolls.

7- Scales Swamps:
- Numerous caves/woodland lairs or river beds are inhabited by animals such as bears,
wolves, snakes, crocs, harpies, dogres, etc..
- The ancien tellurian ruins can be worth exploring.
- The croc-infested area is hazardous but provides for a good work-out.
- The troll territory can be loads of fun, especially if you like fights.
- Also, a good number of hydra lairs can be also found.

8- The Forgotten Valley (north & south):

- Numerous caves/woodland lairs or river beds are inhabited by animals such as bears,
wolves, snhakes, crocs, harpies, dogres, etc..

- Numerous barbarian villages are scattered throughout the tropical forest valley - some
are welcoming, others can be quite agressive.

- A good number of tiger, hydra and forest giant lairs can be also found.

9- 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).

- In the same vein, you can always choose to fight or not when provoked in taverns; but
again, chances are you may 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.
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History Handbook I:
*THE SWORD LANDS -c.a. 529 R.R.*

From seemingly the dawn of time, the climate of the Sword Lands has ever been
that of the tropical type; and so it is still in the year 529 R.R.

However, such warm and damp climate changed noticeably later within the lapse of two
years, following two consecutive natural disasters. The first one occured during the Year of
the Great Quake (759 R.R.), when the Sword Lands were wracked by terrible earthquakes.
The second one occured the very next year (Year of the Darkening ; 760 R.R.) when the
Volcanic Rockies erupted violently, releasing periclastic clouds of hot gases, smoke and
dust of such magnitude that the whole of the Sword Lands was covered in darkness for
months on end. Overall, these consecutive disasters modified the weather of the Sword
Lands into that of a southern temperate to a sub-tropical type, thus remaining warmer than
northern temperate regions of the Realmz continent but much dryer than its previous state.
Another consequence of this change was the extension of the Snowy Rockies into an area of
the Khanark mountain range much larger than which they occupied prior to the natural
disasters. In any event, the new climatic conditions still prevail to this day.

GEOGRAPHY. The first human settlers of the Sword Lands founded Mountedge (later
known as Sharranth ) in the year 7 R.R. Explorers from Mountedge quickly made contact with
the elves of the Forest-Kingdom of Aurystan in the east (see Subject: Forest of Aurystan);
eventually, new settlers were allowed to cross safely the old elven kingdom and founded
Nur'Anaan (later known as Al'Nura , then Stone Keep , and finally Dagger Keep ) in 140 R.R.
As the human population grew from increased birth rates and influx of new settlers,
including would-be warlords, Lantharond (307 R.R.) and Tanirith (403 R.R.) were eventually
founded, thus establishing the four main regions of the Sword Lands: the Western Lands
(main city: Mountedge), the Heart Lands (main kingdom/cities: Aurystan, Nur'Anaan), the
Eastern Lands (main city: Tanirith) and the North-Eastern Lands (main city: Lantharond)
[Note: Wailsrond was founded in the Heart Lands much later (911 R.R.)].

Although not exactly part of the Sword Lands, the dwarven and gnomish communities of the
Khanark Rockies just north of the Sword Lands are often considered as part of the Greater
Sword Lands (good examples of this are the Dwarven Halls and Gnomilar ); however, with
the exception of a few individuals, dwarves and gnomes rarely mix with the human
inhabitants -limiting their interactions with human cities to trading only (or when war
happens) [Note: other areas considered today as part of the Greater Sword Lands are the
Pirate Isles (settled in the Year of the Black Sails ; 827 R.R.) and Coral Towers (founded in
940 R.R.), both located in the Great Southern Ocean].

Thus, back in the year 529 R.R., the majority of the Sword Lands constitutes the Iron
Kingdom originally established by Ptaraz the Mighty (back in 429 R.R.), with the exception
of the 'former' North-Eastern Province (and Lantharond) which won its independence from
the kingdom through war in 524 R.R. (see Subject: Iron Kingdom). To this effect, the border
between the Eastern Lands and the North-Eastern Lands is closed, both parties watching
each other warily. Likewise, because of strained relations between the Iron Kingdom and
the Dwarven Halls, the Galduur's Pass leading to the Khanark Rockies is closely guarded
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by dwarven contingents stationed at Highgate -although trading between the Dwarven Halls
and the Iron Kingdom still goes on rather actively.
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History Handbook II:
*THE IRON KINGDOM -c.a. 529 R.R.*

RISE AND FALL OF THE IRON KINGDOM. Ptaraz the Mighty and his consort, the
enchantress Tanira Arkanoch , constructed the fortress of Tanirith in 403 R.R. From 410 to
429 R.R., Ptaraz and his army (with the help of the magical powers of Tanira) routed
humanoid tribes which plagued the Sword Lands, conquered in succession Lantharond ,
Nur'Anaan and Mountedge , and destroyed the elven Forest-Kingdom of Aurystan  (see
Subject: Forest of Aurystan), thus holding sway over all of the four main regions of the Sword
Lands. Still in 429 R.R. (Year of the Iron King ), Ptaraz proclaimed his conquered holdings
as the Iron Kingdom (with Tanirith as the capital), instituted the Iron Throne and crowned
himself as the first Iron King. Not surprisingly, King Ptaraz reigned the same way Warlord
Ptaraz campaigned: like a cold, merciless and calculating despot with an iron fist.

Upon the death of Ptaraz and Tanira in the Year of Rebirth (436 R.R.), general Sarth
Tarterys ascended the Iron Throne as Tarterys the First and founded the Tarturian
Dynasty . While Ptaraz' reign was a ruthless and repressive one, that of Tarterys' was fair
and enlightened. Scholars and historians acknowledge that the advent of the Tarturian
Dynasty heralded the Golden Age of the Iron Kingdom , since it was under the wise and
capable Tarturians that the economy, the arts and the sciences flourished as never before
seen in the Sword Lands.

In 507 R.R. (Year of the Black Rose ), Tarterys IV (the Child-King) died mysteriously.
Consequently, the Mayor of the Castle Jar Endanuur ascended the Iron Throne as Endanuur
the First and founded the Endanuurian Dynasty , thus ending the Golden Age. It was near
the end of Endanuur's reign (Year of the Dragon ; 524 R.R.) that Lantharond (and the whole
of the North-Eastern Province) warred for -and won- its independence, under the leadership
of Golan Dragonheart (founder of the Kingdom of Lantharond and its Dragon Throne).
Endanuur did not survive this major loss of territory: he died under suspicious
circumstances in 528 R.R. and was replaced by his son, Endanuur the Second . The
ascension of Endanuur 1l to the Iron Throne heralded the Age of the Lazy Iron Monarchs
indeed, it is from this time that the Iron Kingdom was slowly and gradually atrophied through
the excesses of its decadent, spoiled and corrupted rulers, as well as through the
boundless greed and ambition of various noble houses and lords. This sad Age lasted until
603 R.R. (Year of the Dissolution ), when the last Endanuurian monarch was assassinated
and the Iron Kingdom finally crumbled into chaos and anarchy -never recovering thereafter
and thus becoming a written chapter in the history books of the Sword Lands.

Thus, back in the year 529 R.R., Endanuur Il is freshly ascended to the Iron Throne and

rules with indifference, being more preoccupied with his grandiose receptions and decadent
orgies than with the responsibilities of rulership. The Iron Kingdom is comprised of the
Western Province (capital: Mountedge), the Central Province (capital: Nur'Anaan) and the
Eastern Province (Royal Capital: Tanirith); the border between the Eastern Province and the
Kingdom of Lantharond (the former North-Eastern Province) is closed, as there are still no
diplomatic or economic relations between the older Iron Kingdom and the new, younger
kingdom. The day-to-day rule of the Iron Kingdom is left to advisor-nobles and local lords
who act by the Iron King's writ; in truth, these men and women seek only to satisfy their
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unchecked greed (and worse). Hence, the economy is being weakened because of
corruption while authority is exercised through whim of the moment, thus allowing banditry
and crime to rise. In addition, some orc and goblin tribes have settled anew in the Western
and Central provinces, percieving the Kingdom as weak: indeed, and although many forts
are already established throughout the Kingdom, garrison commanders are more
preoccupied with preventing the populace from rebelling against the corrupted nobility and
royalty, than seeking to expel these humanoid raiders. The end result is that the general
populace of the Kingdom is becoming increasingly demoralized and, not surprisingly,
poorer.

HEROES OF THE IRON KINGDOM. The names of many heroes are found in the history
books of the Sword Lands. However, one name shines a bit more than the others : Galduur
Ironshield . This dwarf became famous in the Year of the Iron Shield (432 R.R.) when he
lead a contingent of dwarven warriors against King Ptaraz , who had declared war on the
Dwarven Halls . Keeping his troops steady and determined by using his magical shield as a
rallying symbol, Galduur dealt two consecutive blows against the invasion army of the Iron
Kingdom at the Battle of Galduur's Pass and at the Battle of the Western Pass . Galduur's
successes inspired the populace of the Iron Kingdom to rebel against their ruthless King: in
the end, the over-reaching Ptaraz was forced to make peace with the Dwarven Halls in order
to be able to quell the rebellion formenting in his own backyard. Galduur then formed the
Champions of the Shield , a company of valiant adventurers of diverse racial heritages
dedicated to defend and protect those oppressed under Ptaraz' despotic regime. Upon the
death of Ptaraz (Year of Rebirth ; 436 R.R.), Galduur dissolved the Champions of the Shield
and returned to the Dwarven Halls, where he helped protect his kin against giants, ogres,
orcs and other evil humanoids.

Galduur eventually returned to the Sword Lands, where he teamed up with the mysterious
ranger-hero named Raack Strongbow (most known for single-handedly forcing the white
dragon Icingbreath into retreat, thus saving Nur'Anaan from devastation). Not much is
recorded of those years, as the duo of adventurers explored all about the Sword Lands and
beyond. Many historians assume that they established a base of operation in Nur'Anaan
around the year 525 R.R., since they were known to use the city as a haven when returning
from their journeys.

However, sometime in 530 R.R., Galduur mysteriously disapeared and was never heard
from again, having reputably fallen at the hands of a raiding band of hill giants while
journeying alone on an errand to the Dwarven Halls. The only recorded (and verified) fact
about the tragic loss of this famous dwarven hero is that his shield was returned to the
Dwarven Halls by his friend, Raack Strongbow.
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History Handbook IlI:
*FOREST OF AURYSTAN -c.a. 529 R.R.*

THE LOST ELVEN KINGDOM. Elves were the true first 'civilized' settlers of the Sword Lands,
arriving from northern regions of the Realmz continent and finding to their liking the large
forest nestled next to the eastern face of the Western Pass . The elves named this forest
Aurystan , meaning 'new dawn' in their language. After a millennium or two, the small elven
communities united under one crown and the Forest-Kingdom of Aurystan  was founded
(c.a. -1500 R.R.). While life was not idyllic completely, mainly because of roaming bands of
orcs, goblins and ogres who all too often eyed the elves as easy prey, the elven kingdom
had a freedom rarely enjoyed by any other community of its kind: indeed, there were no other
kingdoms or nations in the area likely to interfere in its affairs. The only ‘foreign’ relationship
the elves entertained was that of occasional trading with the dwarves of the Dwarven Halls ,
who had founded their undercity in the Khanark Rockies some six thousand years prior to
the elves' arrival in the region.

Life became more complicated for the Forest-Kingdom with the founding of Mountedge (7
R.R.) to its west and Nur'Anaan (140 R.R.) to its south-east (see Subject: Sword Lands).
Relations between the elves and the humans remained cordial for a while. However, it all
came to a clash with the War of the Road (219 R.R.), when Kings Naros Il (of Mountedge)
and Nuram Il (of Nur'Anaan) jointly declared war on Aurystan for its refusal to allow the
construction of a road through the Forest-Kingdom, which could link all three communities
for trade. The War ended in 222 R.R. with a peace treaty and Aurystan's acceptation of the
construction of the 'Friendship Road ', in exchange for proper guarantees for its sovereignty
and substantial compensation moneys. The construction of the Friendship Road was
completed in 228 R.R.; the elven kingdom thereafter enjoyed a close, friendly relationship
with Mountedge and Nur'Anaan.

Peace and prosperity ended abruptly when Ptaraz the Mighty undertook his march of
conquest of the Sword Lands (see Subject: The Iron Kingdom). At the Battle of Aurystan
(427 R.R.), Ptaraz and his army -helped with demons summoned by his consort Tanira - laid
waste to the elven kingdom, forcing the surviving elves to flee from the Sword Lands
altogether [Note: to this day, there are no more elven communities in the Sword Lands; only
the occasional elf individuals may be spotted in cities]. Thus the peaceful Forest-Kingdom of
Aurystan was left in crumbling ruins by sword and fire: to this effect, the forest eventually
earned the name of 'Harrow Woods ' (which stands to this day) partly because of the
savagery of Ptaraz' assault, and partly because the elves placed many wards of powerful
(and deadly) magics to protect the most cherished of their ruins.

Sadly, what was left as testimony of elven civilization in the Sword Lands was apparently
eradicated during the devastating Battle of the Harrow Woods (Year of Darkening ; 760
R.R.), when mighty wizards from Tanirith and Sharranth contended against each other with
powerful magics [Note: much later on, with the aura of dread looming over the forest having
dissipated and with the elven ruins being visible no more on the grounds, the town of
Aranys was founded within the Harrow Woods in 1117 R.R.].

Thus, back in the year 529 R.R., trade caravans and travelers plow back and forth along the
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Friendship Road. However, no one dares to enter the Forest of Aurystan proper -let alone
explore the elven ruins- because of strange fey beasts roaming the woods and the powerful
wards and guardians watching over the ruins.
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Allies, Comrades and Friends

The following is an alphabetical compendium of all friendly special characters (SC's),
allies and friendly non-player characters (or groups) encountered throughout the
scenario Trouble in the Sword Lands. Each entry pertaining to a specific character
contains the following, when (and if) applicable:

Name (+ picture, if any)

- = special character/ally/NPC

- Short description

- Stamina level

- Armor rating (AR) and armor pieces, if any

- Number of attacks (damage bonus for Brawn, type, weapons, etc.)
- Number of magical attacks and spell points (SP), if any

[Note #1: the data presented herein is valid for the "regular monsters" setting when playing
the Sword Lands scenarios. Also, entries that seem incomplete means that the character
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described is not involved in battles.]

Adventurers Inc .
-Multi-service company for adventurers of all creed and bravery (see also WiSL and WoML)

Anaele

-Human, kidnapped daughter of a wailsrondese merchant
-Level: 1

-AR: 5 (Robe, Leather Boots)

-1 attacks (+0 dmg Brawn bonus): fists-kick

Areyna
-Retired human adventuress, co-owner of the Wildboar Inn (in Aranys)
and consort of Zaran
-Level: 8
-AR: 60 (Chain armor +3, Shield, Ring of Defense +3, Leather Boots)
-2 attacks (+2 dmg Brawn bonus): Longsword +1 or Crossbow +2

Daleck
-Human fisherman in Azure Cove; brother of Mareck

Dragonheart, Vallar
-Human, Dragonking of Lantharond (see also WiSL)

El'Nalamn, Belrion
-Human, Captain of the Guards of Wailsrond (see also WiSL)

Fireblade, Jhalor
-Human, ex-knight commander of the Order of the Flame (see
also WiSL)
-Level: 10
-AR: 80 (Plate Armor +3, Shield +3, Helm +3, Fists of Steel +1, Combat Boots +2)
-2 attacks (+4 dmg Brawn bonus): Penetration Broadsword +2
-1 magical attacks: 200 SP

Goldfinder, Helm

-Gnome priest of Woralduur, from Gnomilar (in the Khanark Rockies)
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-Level: 10

-AR: 65 (Mithril Chain Armor +6, Shield +3, Helm +3, Traveler's Boots, Cloak of Fog +3)
-1 attacks (+1 dmg Brawn bonus): Mace +2

-2 magical attacks: 250 SP

Helmfire, Essain
-Human, Lord Paladine of Tanirith (see also WiSL)

High Council of Tanirith
-Legislative assembly of Tanirith; title of members: High Councillor (see also WiSL)

Ironseed, Cheron
-Human, Co-Lord of Sparklestone and owner of the Sparklestone
Mining and Smeltering Company
-Level: 16
-AR: 70 (Mithril Plate Armor +6, Shield +3, Helm +3, Fists of Steel +1, Combat Boots +2)
-3 attacks (+3 dmg Brawn bonus): Longsword +2

Mareck
-Human fisherman in Coral Towers; brother of Daleck

Maroon
-Half-ogre, owner of Maroon's Eating Halls in Tanirith and great chef of
haute cuisine

Mentarchs (a.k.a. Mind Lords), the Noble Three  (see also WiSL

and WoML)

Kith Khanaan

Umma Porogrove (already destroyed)

Shalym Relimanab (already destroyed)

Nimblehands, Daneel

-Furfoot rogue adventurer from Arvoranaan

-Level: 9

-AR: 55 (Leather Armor +6, Cloak of Fog +3, Leather Boots, Leather Gloves, Tools +5)
-AR (in Tarterys Island): 15 (leather boots)

-2 attacks (+1 dmg Brawn bonus): Short Sword of Defense +2

-2 attacks (in Tarterys Island; +1 dmg Brawn bonus): Short Sword

Noll, Jarad
-Human merchant and High Councillor of Tanirith (see also WiSL)
-Level: 12
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-AR: 80 (Mithril Chain Armor +6, Shield +3, Helm +3, Fists of Steel +3, Steel Shod Boots)
-2 attacks (+2 dmg Brawn bonus): Longsword +2

Oaktree, Horol
-Old human druid who hangs out at the Great Wyrm tavern, in
Lantharond

Order of the Flame
-Knighthood order based in Tanirith and a branch of the city's military (see also WiSL)

Pyre, Nerellius
-Human, Merchant Lord of Wailsrond (see also WiSL)

Ramoor, Aquillae
-Human, Queen of Coral Towers (see also WiSL)
-Level: 15
-AR: 80 (Mithril Plate +6, Helm +3, Plate Gauntlets, Shield +3, Steel Shod Boots)
-2 attacks (+3 dmg Brawn bonus): Longsword +2

Ramoor, Jorale

-Human, Princess of Coral Towers and daughter of Queen Aquillae (see also WiSL)
-Level: 9

-AR: 70 (Plate Armor, Helm, Plate Gauntlets, Shield +3, Steel Shod Boots)

-2 attacks (+2 dmg Brawn bonus): Longsword +1

Robbard
-Human priest of Dianchuur, caretaker in the sewers of Tanirith (see
also WiSL)

Rubyglow, Gromph

-Gnome King of Gnomilar (in the Khanark Rockies)

-Level: 12

-AR: 80 (Plate Armor +3, Iron Scales +4, Helm +3, Steel Shod Boots, Plate Gauntlets)
-2 attacks (+3 dmg Brawn bonus): War Axe +2

Silverspear, Scyrella

-Princess of the Amazons of Artemisia Forest (see also WiSL)
-Level: 12
-AR: 85 (Leather Armor +9, Shield +3, Leather Boots, Ring of Defense +3, Gauntlets +3)
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-2 attacks (+3 dmg Brawn bonus): Spear of Piercing +2

Sorceros

-Human sorcerer, adventurer

-Level: 8

-AR: 55 (Robe of Many Favors +1, Gauntlets +8, Silk Gloves, Traveler's Boots)
-1 attacks (+1 dmg Brawn bonus): Quarterstaff +1 or Darts of Frost

-1 magical attacks: 200 SP

Stoneheart, Braman

-Dwarf King of the Dwarven Halls (in the Khanark Rockies)

-Level: 14

-AR: 85 (Dwarven Chain Mail, Moradin's Wall, Helm +4, Steel Shod Boots, Plate Gauntlets)
-3 attacks (+4 dmg Brawn bonus): War Axe +2

Stoneheart, Braggan

-Dwarven warrior adventurer of the Dwarven Halls, son of King Braman (see also WiSL)
-Level: 12

-AR): 89 (Dwarven Chain Mail, Helm +3, Moradin's Wall, Combat Boots +2, Fists of Steel +1)
-2 attacks (+4 dmg Brawn bonus): War Axe +2

Strider

-Mysterious human ranger (see also WiSL and WoML)

-Level: 18

-AR: 95 (Quiver of Magic Resistance, Cloak of Protection +6, Boots of Balance, Ring of
Defense +7)

-3 attacks: Orcrist +6 or Bow of Champions +4

-1 magical attacks: 350 SP

Thezzat, Naryl (a.k.a. Naryl Dragonstone)

-Human, psi-knight of the Order of Thesserack, from Keryndorh (see also WiSL)

-Level: 15

-Level (while 'hosting' Kith Khanaan): 20

-AR (while 'hosting' or not): 85 (Mithril Plate Armor +6, Iron Scales +4, Combat Boots +2,
Helm of Id, Gauntlets of Combat +2)

-2 attacks (while 'hosting' or not; +3 dmg Brawn bonus): Longsword +3

-1 magical attacks: 200 SP
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-2 magical attacks (while 'hosting'): 999 SP

Vallos, Carn
-Old human mariner, living in seclusion in the Khanark Rockies

Whitefang

-Silverback wolf, companion of Strider

-Level: 8

-AR: 50

-3 attacks (+2 dmg Brawn bonus): claws x2/bite

Zaran
-Retired human adventurer, co-owner of the Wildboar Inn (in Aranys),
consort of Areyna
-Level: 9
-AR: 60 (Gauntlets +8, Chain Gloves, Cloak of Fog +3, Leather Boots, Ring of Defense +3)
-2 attacks (+3 dmg Brawn bonus): Scimitar +1
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Allies, Comrades and Friends

The following is an alphabetical compendium of all friendly special characters (SC's),
allies and friendly non-player characters (or groups) encountered throughout the
scenario War in the Sword Lands. Each entry pertaining to a specific character contains
the following, when (and if) applicable:

Name (+ picture, if any)

- = special character/ally/NPC

- Short description

- Stamina level

- Armor rating (AR) and armor pieces, if any

- Number of attacks (damage bonus for Brawn, type, weapons, etc.)
- Number of magical attacks and spell points (SP), if any

[Note #1: the data presented herein is valid for the "regular monsters" setting when playing
the Sword Lands scenarios. Also, entries that seem incomplete means that the character
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described is not involved in battles.]

Adventurers Inc .
-Multi-service company for adventurers of all creed and bravery (see also TiSL and WoML)

Arcantilivius

-Human, ex-Royal mage of Sharranth, founder of the Unicorns

-Level: 25

-AR: 75 (Robe of the Magi +2, Hands of Magic, Insulation Ring, Traveler's Boots)
-2 attacks (+1 dmg Brawn bonus): Staff of Merlin +3 or Throwing Daggers +3

-3 magical attacks: 700 SP

Athos, Master

-Human monk of Astrane, adventurer/wanderer

-Level: 15

-AR: 75 (Robe of Many Favors +1, Gauntlets +8, Ring of Defense +3, Leather Boots)
-3 attacks (+4 dmg Brawn bonus): Staff of Protection +2 or Shurikens

-2 magical attacks: 250 SP

Azarch, Lord
-Human, Baron of Aurelyan, in Umaldyr

Dagrrr

-Dogre adventurer of the Underearth
-Level: 16

-AR: 75 (Leather Armor +6, Padded Cloak, Shield +3, Iron Cap, Leather Boots)
-2 attacks (+6 dmg Brawn bonus): Throwing Hammer +2

Dragonheart, Vallar
-Human, Dragonking of Lantharond (see also TiSL)

Dragonsbane, Red

-Human, Captain of the Guards of Lantharond, cousin of King Vallar Dragonheart
-Level: 15
-AR: 75 (Armor of Rhan, Iron Scales +4, Steel Shod Boots, Plate Gauntlets, Helm +3)
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-3 attacks (+3 dmg Brawn bonus): Frostblade +2

El'Nalamn, Belrion

-Human, Captain of the Guards of Wailsrond (see also TiSL)

-Level: 15

-AR: 80 (Plate Armor +9, Shield +3, Helm +3, Plate Gauntlets, Steel Shod Boots)
-3 attacks (+4 dmg Brawn bonus): Sword of the Voltar +2

Fireblade, Jhalor
-Human, now High Commander of the Order of the Flame (see also
TiSL)

Fireshield, Denard

-Human, knight commander of the Order of the Flame

-Level: 13

-AR: 85 (Plate Armor +13, Helm +3, Iron Scales +4, Plate Gauntlets, Steel Shod Boots)
-2 attacks (+2 dmg Brawn bonus): Longsword +2

-1 magical attacks: 200 SP

Grishpath

-Gnath adventurer of the Underearth
-Level: 14

-AR: 75 (Leather Armor +6, Helm, Leather Boots, Padded Cloak)
-2 attacks (+6 dmg Brawn bonus): Club +2

Grundar

-Minotaur Kingson of the Western lands
-Level: 15

-AR: 65 (Plate Armor +3, Helm +3, Plate Gauntlets, Steel Shod Boots)
-2 attacks (+3 dmg Brawn bonus): Halberd +1 or Net

Halgard, Naerun

-Human Sharranthine Prince in exile and leader of the Unicorns

-Level: 14

-AR: 75 (Plate Armor +13, Shield +3, Helm +3, Plate Gauntlets, Steel Shod Boots)
-2 attacks (+4 dmg Brawn bonus): Broadsword +2
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Helmfire, Essain
-Human, Lord Paladine of Tanirith (see also TiSL)

High Council of Tanirith
-Legislative assembly of Tanirith; title of members: High Councillor (see also TiSL)

Jothun, Master
-Human, swordmaster/trainer at Adventurers Inc., in Tanirith

Korol, Lord
-Human, Baron of Koralya, in Umaldyr

Korol, Syphalle

-Human, kidnapped daughter of Lord Korol
-Level: 3

-AR: 10 (Padded Cloak, Robe, Leather Gloves, Leather Boots)
-1 attack (+0 dmg Brawn bonus): Dagger

Longroads, Ellai

-Furfoot warrior adventurer from Arvoranaan

-Level: 11

-AR: 75 (Leather Armor +9, Shield +3, Leather Boots, Quiver of Arrows)
-2 attacks (+4 dmg Brawn bonus): Short Sword +3 or Bow +2

Mentarchs (a.k.a. Mind Lords), the Noble Three  (see also TiSL
and WoML)

Kith Khanaan
Umma Porogrove (already destroyed)
Shalym Relimanab (already destroyed)

Moonsong, Riel

-Half-elf minstrel adventurer (see also WoML)
-Level: 15
-AR: 85 (Leather Armor +9, Necklace of Invisible Skin, Cloak of Fog +3, Traveler's Boots)

-2 attacks (+3 dmg Brawn bonus): Scimitar +3 or Poison Throwing Daggers
-1 magical attacks: 275 SP

Ngallan, Nomune
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-Human merchant and High Councillor of Tanirith
-Level: 9

-AR: 25 (Robe, Padded Cloak, Leather Boots)

-2 attacks (+1 dmg Brawn bonus): Dagger

Noll, Jarad
-Human merchant and High Councillor of Tanirith (see also TiSL)

Nys'Raeneen, Zeerz

-Shadow elf high priestess of Tlarantale, from Naaz'Tzaraneen (daughter of House
Nys'Raeneen)

-Level: 16

-AR: 90 (Mithril Chain Armor +6, Plate Gauntlets, Traveler's Boots, Cloak of Fog +3, Crest of
Nys'Raeneen)

-2 attacks (+3 dmg Brawn bonus): Flail of Cat Tails +4

-2 magical attacks: 400 SP

Ogarond
-Shaman-king of the Astur tribe, in the Desert of Astaroth

Order of the Flame
-Knighthood order based in Tanirith and a branch of the city's military (see also TiSL)

Pyre, Nerellius

-Human, Merchant Lord of Wailsrond (see also TiSL)

-Level: 19
-AR: 70 (Volted Chain Armor +9, Helm +3, Iron Scales +4, Ring of Defense +3, Combat
Boots +2)
-3 attacks (+4 dmg Brawn bonus): Battle Axe of Varg +2

Ramoor, Aquillae
-Human, Queen of Coral Towers (see also TiSL)

Ramoor, Jorale

-Human, Princess of Coral Towers and daughter of Queen Aquillae (see also TiSL)
-Level: 12

-AR: 75 (Leather Armor of Strength +9, Cloak of Fog +3, Leather Gloves, Leather Boots)
-2 attacks (+2 dmg Brawn bonus): Longsword +1 or Crossbow +2
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Robbard
-Human priest of Dianchuur, caretaker in the sewers of Tanirith (see
also TiSL)

Sesserak
-Frost giant Highlord of the Snow Rockies
-Level: 25

-AR: 95 (Frostbrand Armor, Combat Boots +2, Shield +5, Gauntlets of Combat +2, Helm +4)
-3 attacks (+10 dmg Brawn bonus): Mulgorh (the Froster)
-1 magical attacks: 250 SP

Silverspear, Scyrella

-Former princess, now Queen of the Amazons of Artemisia Forest

-Level: 13

-AR: 90 (Leather Armor of Strength +9, Iron Scales +4, Tiger Paws +4, Ring of Defense +3,
Leather Boots)

-2 attacks (+3 dmg Brawn bonus): Spear of Might +3

Songheart, Leira

-Elf druid of Lugath, adventuress/wanderer

-Level: 13

-AR: 70 (Robe of Many Favors +1, Cloak of Fog +3, Leather Gloves, Leather Boots)
-1 attacks (+1 dmg Brawn bonus): Quarterstaff +2 or Darts of the Hornet's Nest

-2 magical attacks: 350 SP

Sshrisk

-Kobold adventurer of the Underearth

-Level: 13

-AR: 75 (Chain Armor +3, Cap of Defense, Shield, Chain Gloves, Leather Boots)
-2 attacks (+5 dmg Brawn bonus): Spear of Piercing +2

Stoneheart, Braggan

-Dwarven warrior adventurer of the Dwarven Halls, son of King Braman (see also TiSL)
-Level: 14

-AR: 90 (Dwarven Chain Mail, Helm +4, Moradin's Wall, Combat Boots +2, Fists of Steel +1)
-2 attacks (+4 dmg Brawn bonus): Battle Axe of Varg +2
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Strider

-Mysterious human ranger (see also TiSL and WoML)

-Level: 19

-AR: 95 (Quiver of Magic Resistance, Cloak of Protection +6, Boots of Balance, Ring of
Defense +7)

-3 attacks (+4 dmg Brawn bonus): Orcrist +6 or Longbow Hunter

-1 magical attacks: 450 SP

Thezzat, Naryl

-Human, psi-knight of the Order of Thesserack, from Keryndorh (see also TiSL)

-Level: 16

-AR: 85 (Psi-armor, Iron Scales +4, Helm of Id, Gauntlets of Combat +2, Combat Boots +2)
-2 attacks (+3 dmg Brawn bonus): Sword of the Powers +4

-1 magical attacks: 400 SP

Thrall, Shalla
-Human, merchant and High Councillor of Tanirith, daughter of Golam
Thrall (see TiSL Villains)

Unicorns, the
-Sharranthine rebel group seeking to depose Anthraxus Storm
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Allies, Comrades and Friends

The following is an alphabetical compendium of all friendly special characters (SC's),
allies and friendly non-player characters (or groups) encountered throughout the
scenario Wrath of the Mind Lords. Each entry pertaining to a specific character contains
the following, when (and if) applicable:

Name (+ picture, if any)

- = special character/ally/NPC

- Short description

- Stamina level

- Armor rating (AR) and armor pieces, if any

- Number of attacks (damage bonus for Brawn, type, weapons, etc.)
- Number of magical attacks and spell points (SP), if any

[Note #1: the data presented herein is valid for the "regular monsters" setting when playing
the Sword Lands scenarios. Also, entries that seem incomplete means that the character
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described is not involved in battles.]

Adventurers Inc .
-Multi-service company for adventurers of all creed and bravery (see also TiSL and WiSL)

Dhan, Nerylka (a.k.a. Nerylka, in an Alternate Reality)

-Human witch adventuress (Fellow slave, in an Alternate Reality)

-Level: 20

-AR (in the Present): 70 (Robe of the Magi +1, Gauntlets +16, Hands of Magic, Cloak of Fog
+3)

-AR (in the Alternate Reality): 30 (Robe, Leather Boots)

-2 attacks (+1 dmg Brawn bonus; in the Present): Staff of Merlin +3 or Darts of Frost

-2 attacks (+1 dmg Brawn bonus; in the Alternate Reality): Quarterstaff or Bag of Rocks

-2 magical attacks: 500 SP

Goldenfair, Lindanyl

-Elf high priestess of Quanthaas, from Lorill (in the Everspring Forest)

-Level: 22

-AR: 90 (Elven Chain Mail, Elven Cloak, Ring of Protection +5, Gauntlets +16, Leather Boots)
-2 attacks (+2 dmg Brawn bonus): Battlestaff +4

-2 magical attacks: 450 SP

Ironshield, Galduur

-Legendary dwarf hero of the Sword Lands of the Past, from the Dwarven Halls in the
Khanark Rockies

-Level: 25

-AR: 95 (Dwarven Chain Mail, Helm of Defense +5, Shield of Galduur, Fists of Steel +1)
-4 attacks (+6 dmg Brawn bonus): Battle Axe +3 or Dwarven Crossbow

Librunae

-Spectral witch of the Seacrest area

-Level: 20

-AR: 60

-3 attacks (+1 dmg Brawn bonus): claws (Cause Fear)/claws (Confuse)/claws (Cause Aging)
-2 magical attacks: 400 SP

Mentarchs (a.k.a. Mind Lords), the Noble Three  (see also TiSL
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and WiSL)

Kith Khanaan

Umma Porogrove (already destroyed)
Shalym Relimanab (already destroyed)

Moonbow, Sarin

-Elf warrior-ranger from Lorill (in the Everspring Forest)

-Level: 19

-AR: 80 (Leather gloves, Elven Chainmail, Elven Cloak, Leather Boots)
-3 attacks (+3 dmg Brawn bonus): Longsword +3 or Elven Crossbow
-1 magical attacks: 225 SP

Moonjade, Michiko

-Human monk of Codan, owner of the Sleepless Dragon Inn (in Nur'Anaan)

-Level: 18

-AR: 85 (The Whistling Winds +10, Gauntlets +16, Ring of Protection +5, Leather Boots)
-4 attacks (+3 dmg Brawn bonus): punch-kick (Stupify) x2/punch-kick x2

Moonsong, Riel (a.k.a. Riel Half-Elven, in an Alternate Reality)

-Half-elf minstrel adventurer (Ex-slave rebel in an Alternate Reality) (see also WiSL)

-Level: 19

-AR (in the Present): 85 (Leather Armor +9, Necklace of Invisible Skin, Cloak of Fog +3,
Traveler's Boots)

-AR (in the Alternate Reality): 75 (Banded Armor +6, Cloak of Fog +3, Gauntlets +8, Leather
Boots)

-3 attacks (in the Present; +3 dmg Brawn bonus): Scimitar +3 or Poison Throwing Daggers
-3 attacks (in the Alternate Reality; +3 dmg Brawn bonus): Penetration Tip Sword +2 or
Poison Throwing Daggers

-1 magical attacks: 300 SP

Nah'Li, Draconia

-Human adventuress, self-styled dragon-huntress

-Level: 21

-AR: 80 (Leather Armor of Strenght +9, Shield of Hawk Sight +6, Leather Gloves, Traveler's
Boots)

-4 attacks (+6 dmg Brawn bonus): Rapier of the Wind +4 or Elven Crossbow

Nasslass
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-Kobold adventurer (Fellow slave, in an Alternate Reality)

-Level: 18

-AR (in the Present): 70 (Animal Furcloak, Mithril Chain Armor +6, Fists of Steel +1, Leather
Boots, Leather Cap)

-AR (in the Alternate Reality): 50 (Animal Furcloak, Robe, Leather Armor, Leather Boots)
-3 attacks (in the Present; +3 dmg Brawn bonus): Spear of Might +3

-3 attacks (in the Alternate Reality; +3 dmg Brawn bonus): Spear

Order of the Hourglass
-Secret order of Time Masters (chronomancers and priests of Quanthaas)

Sceptanar, the
-Powerful mage living in reclusion in the Astral Plane

Sherrinka
-Tigtaur of the Forgotten Valley
-Level: 18

-AR: 75 (Gauntlets +12, Ring of the Watrriors +3, Arcane Garland +4)
-2 attacks (+2 dmg Brawn bonus): Spear of Piercing +2 or Crossbow +2
-2 magical attacks: 250 SP

Ssyslak

-Lizard man ranger-adventurer, exiled from his people of the Scales Swamps

-Level: 18

-AR: 70 (Mithril Chain Armor +6, Cloak of Fog +3, Gauntlets of Combat +2, Boots of Quiet)
-3 attacks (+5 dmg Brawn bonus): Longsword +3 or Throwing Daggers +3

-1 magical attacks: 250 SP

Starrune (a.k.a. Starina Tearmoon, in an Alternate Reality)

-Adventuring human enchantress (Ex-slave rebel in an Alternate Reality)

-Level: 21

-AR: 75 (Robe of Enchanters +1, Hands of Magic, Cloak of Fog +3, Traveler's Boots)

-2 atacks (in the Present; +1 dmg Brawn bonus): Sting +3 or Darts of Frost

-2 attacks (in the Alternate Reality; +1 dmg Brawn bonus): Dagger of Shielding +2 or Darts of
Frost

-2 magical attacks: 550 SP

Starsong, Olorin
-King of Lorill (in the Everspring Forest)
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Strider (a.k.a. Raack Strongbow, in the Past)

-Mysterious human ranger (see also TiSL and WoML)

-Level (in the Present): 20

-Level (in the Past): 12

-AR (in the Present): 95 (Quiver of Magic Resistance, Elven Cloak, Elven Chain Armor, Boots
of Balance)

-AR (in the Past): 90 (Quiver of Magic Resistance, Cloak of Fog +3, Volted Chain Armor +9,
Boots of Balance)

-3 attacks (in the Past; +4 dmg Brawn bonus): Orcrist +6 or Bow of Champions +4

-3 attacks (in the Present; +4 dmg Brawn bonus): Orcrist +6 or Longbow Hunter

-1 magical attacks: 250 SP (in the Past), 550 SP (in the Present)

Tecoltitan

-Mayaltec paladin of Quetzalcoualt (Athor), from the Forgotten Valley

-Level: 19

-AR: 70 (Banded Armor +6, Shield of Magicks +3, Gauntlets +16, Ring of the Warriors +3)
-3 attacks (+4 dmg Brawn bonus): Sword of the Paladins +4

-1 magical attacks: 275 SP

Vack, Selina

-Human, lankharan rebel sympathizer from Ylsasnorh, in an Alternate Reality

-Level: 8

-AR: 65 (Cloak of Fog +3, Gloves of Trickery +2, Boots of Quick Step, Robe of Protection +1,
Gauntlets +12)

-4 attacks (+2 dmg Brawn bonus): Frozen Viper +2

-2 magical attacks: 200 SP

Walksfar, Mrrysh

-Cathoon ranger from the Forgotten Valley

-Level: 18

-AR: 65 (Cloak of Fog +3, Leather Armor +6, Cap of Defense, Leather Boots)
-3 attacks (+3 dmg Brawn bonus): Shortsword +3 or Crossbow +2

-1 magical attacks: 150 SP

Wavion, Nathaniel
-Human, Lord of Wavyn
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Wildstorm, Anthraxus (a.k.a. Anthraxus Storm -see WiSL
Villains)
-Human leader of the ex-slave rebels of New Canaan, in an Alternate Reality
-Level: 30
-AR: 85 (Mithril Chain Armor +6, Shield +3, Gauntlets of Combat +2, Combat Boots +2, Helm
+3)
-3 attacks (+6 dmg Brawn bonus): Penetration Broadsword +2

Zentyl'Nar, Oberon (a.k.a. Oberon)

-Human chronomancer of the Order of the Hourglass, born in Keryndhor

-Level: 35

-AR: 75 (Robe of the Psion, Psi-Bracers, Ring of Protection +5, Cloak of Protection +6,
Leather Boots)

-2 attacks (+1 Brawn bonus): Quarterstaff +3

-3 magical attacks: 750 SP

Zorg (a.k.a. the Crazy, the Half-orc)

-Half-orc slave and prophet, in an Alternate Reality

-Level: 30

-AR: 50 (Robe, leather Gloves, Leather Boots)

-3 attacks (+4 dmg Brawn bonus): Quarterstaff or Bag of Rocks
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Villains, Foes and Fiends

The following is an alphabetical compendium of all not-so-friendly special characters
(SC's), adversaries and enemy non-player characters (or groups) encountered
throughout the scenario Trouble in the Sword Lands. Each entry pertaining to a specific
character contains the following, when (and if) applicable:

Name (+ picture, if any)

- SC= special character/NPC

- Short description

- Stamina level

- Armor rating (AR) and armor pieces, if any

- Number of attacks (damage bonus for Brawn, type, weapons, etc.)
- Number of magical attacks and spell points (SP), if any

[Note #1: the data presented herein is valid for the "regular monsters" setting when playing
the Sword Lands scenarios. Also, entries that seem incomplete means that the character
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described is not involved in battles.]

Arkanock, Tanira
-Consort of Ptaraz the Mighty, First Queen of the old Iron Kingdom; now
a guardian spirit
-Level: 15
-AR: 75
-3 attacks (+2 dmg Brawn bonus): claws x2/bite
-2 magical attacks: 290 SP

Bane, Druroxx
-Lich recluse in the Tlaran Caves

-Level: 60

-AR: 85 (Robe of the Magi +2, Ring of Defense +5, Gauntlets +16, Boots of Quiet, Necklace of

Spells +2)
-2 attacks (+2 dmg Brawn bonus): Quarterstaff +3
-3 magical attacks: 900 SP

Boneshatter, Graoyn
-Goblin King of the Hark Woods, ally of the Overlords

-Level: 12
-AR: 75 (Banded Armor +6, Shield +3, Helm +3, Chain Gloves, Steel Shod Boots)
-3 attacks (+6 dmg Brawn bonus): War Axe +2

Chlorapyroshyndragosuur
-Brown dragon, lairing in the Khanark Rockies just north of Aranys
-Level: 18
-AR: 70
-4 attacks (+6 dmg Brawn bonus): claws (Cause Fear) x2/bite (Chemical
dmg)/sting
-2 magical attacks: 300 SP

Darkstrome, Nurale
-Human, Pirate Queen and ally of the Overlords; lover of Thorgal
Ramoor
-Level: 15
-AR: 75 (Leather of Strength +9, Helm +3, Cloak of Fog +3, Gauntlets of Damage +2,
Traveler's Boots)
-3 attacks (+5 dmg Brawn bonus): Bloodletter

Dhun, Akkar
-Human, Merchant Lord of Aranys and ally of the Overlords
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-Level: 12
-AR: 70 (Plate Armor +3, Shield +3, Ring of Defense +3, Combat Boots +2, Jailer's Key)
-2 attacks (+2 dmg Brawn bonus): Longsword of Protection +2

Dragonspurr, Lharond
-Human, Co-Lord of Sparklestone, owner of the Bloodstone Heights
Mining Company and Traders
-Level: 16
-AR: 70 (Mithril Plate Armor +6, Shield +3, Helm +3, Fists of Steel +1, Combat Boots +2)
-3 attacks (+3 dmg Brawn bonus): Penetration Broadsword +2

El-Yessef, Halem
-SC

-Human, Ex-Pirate King incarcerated on Tarterys Island

-Level: 15

-AR: 75 (Mithril Plate Armor +6, Fists of Steel +1, Combat Boots +2, Helm +3, Ring of
Defense +3)

-2 attacks (+5 dmg Brawn bonus): Scimitar +1

Emerystorandrallasuur
-Emerald dragon, lairing in the Khanark Rockies
-Level: 18
-AR: 80
-4 attacks (+5 dmg Brawn bonus): claws x2/bite (Paralyze)/sting (Poison)
-1 magical attacks: 250 SP

Firestorm, Sardin

-Human, High Commander of the Order of the Flame, "turned" by the

Overlords

-Level: 16

-AR: 100 (Plate Armor +9, Helm +4, Iron Scales +4, Combat Boots +2, Fists of Steel
+1)
-3 attacks (+6 dmg Brawn bonus): Flameheart +2
-1 magical attacks: 250 SP

Ghall, Doran
-Human, Rogue Lord of Dagger Keep and ally of the Overlords
-Level: 16
-AR: 70 (Mithril Plate Armor +6, Shield +3, Helm +3, Fists of Steel +1, Combat Boots +2)
-3 attacks (+3 dmg Brawn bonus): Penetration Tip Sword +2

Ghuul, Drahl
-Orc King of the Khanark Rockies, ally of the Overlords
-Level: 15
-AR: 85 (Mithril Plate Armor +6, Helm +4, Cloak of Fog +3, Plate Gauntlets, Steel Shod
Boots)
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-3 attacks (+3 dmg Brawn bonus): Battle Axe of Strength +2

Harym
-Human blackmarketeer of Wailsrond, spy for Akkar Dhun (and the
Overlords)

-Level: 10

-AR: 60 (Leather Armor +6, Leather Boots, Leather Gloves, Tools +10)

-2 attacks (+2 dmg Brawn bonus): Longsword +1 or Poison Throwing Daggers

Herdalth, sub-commander (a.k.a. Holy Master)
-Human, leader of the Cult of Lankharh; subordinate of the Overlords
-Level: 14
-AR: 85 (Robe of the Psion, Gauntlets +12, Traveler's Boots, Cap of Defense, Ring of
Defense +3)
-2 attacks (+4 dmg Brawn bonus): Mace of Resistance +2
-1 magical attacks: 275 SP

Icingbreath
-Ice dragon, lairing in the Snowy Rockies
-Level: 25
-AR: 95
-4 attacks (+6 dmg Brawn bonus): claws (Cold dmg) x2/bite (Cold dmg)/sting
-1 magical attacks: 250 SP

Inner Council of Overlords
-Rebel/renegades from Keryndorh seeking to bring about the return of the Mentarchs (Mind
Lords) (see also WiSL and WoML)
-Members encountered in TiSL:
Commander Zaar Enol , Sixth Speaker
-Level: 25
-AR: 100 (Psi-Armor, Psi-Bracers, Helm of Id, Combat Boots +2,
Iron Scales +4)
-3 attacks (+3 dmg Brawn bonus): Longsword +3
-2 magical attacks: 700 SP
General Arla Qui , Third Speaker
-Level: 25
-AR: 100 (Psi-Armor, Psi-Bracers, Helm of Id, Combat Boots +2,
Iron Scales +4)
-3 attacks (+3 dmg Brawn bonus): Cobra Strike +4
-3 magical attacks: 700 SP
Commander Berl Vezzir , Fifth Speaker
-Level: 25
-AR: 100 (Psi-Armor, Psi-Bracers, Helm of Id, Combat Boots +2,
Iron Scales +4)
-3 attacks (+3 dmg Brawn bonus): Longsword +3
-2 magical attacks: 700 SP
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[ronhammer, Graowl|
-Hill giant King of the Khanark Rockies, ally of the Overlords
-Level: 15
-AR: 80 (Chain Armor +3, Helm +3, Padded Cloak, Steel Shod
Boots)
-3 attacks (+10 dmg Brawn bonus): Battle Axe of Varg +2 or Bag of Boulders

Kaylor
-Human royal mage of the Dragonheart court of Lantharond, ally of the
Overlords
-Level: 15
-AR: 65 (Robe of Protection +1, Gauntlets +12, Ring of Defense +3, Sorcerer Scroll Case,
Leather Boots)
-2 attacks (+1 dmg Brawn bonus): Quarterstaff +2
-2 magical attacks: 300 SP

Kheh'Drackh (a.k.a. the Oracle of Vaanya)
-Demon Prince, Lord of the 222nd layer of the Abyss; imprisoned
in the sewers of Tanirith
-Level: 79
-AR: 100 (Helm +4, Iron Scales +4, Plate Armor +9, Ring of Fog
+4, Necklace of Fireballs)
-4 attacks (+6 dmg Brawn bonus): Mace of Destruction +3
-2 magical attacks: 500 SP

Lankharh, Cult of
-Pawn organization of the Overlords, operating from the sewers of Tanirith

Lhassa, sub-commander
-Agent saboteur and subordinate of the Overlords

-Level: 12

-AR: 75 (Robe of Many Favors +1, Gauntlets +8, Cloak of Fog +3, Ring of Defense +3,
Leather Boots)

-2 attacks (+2 dmg Brawn bonus): Quarterstaff +1

-1 magical attacks: 200 SP

Magius, Runelore
-SC

-Human wizard, agent of the Overlords

-Level: 10

-AR: 75 (Robe of Spell Storing +1, Gauntlets +8, Claok of Fog +3, Ring of Defense +3,
Traveler's Boots)

-1 attacks (+2 dmg Brawn bonus): Quarterstaff +1

-2 magical attacks: 225 SP
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Marath, sub-commander (a.k.a. the mind-mage of the Tlaran Caves)
-Subordinate of the Overlords

-Level: 14

-AR: 85 (Psi-Armor, Helm of Id, Chain Gloves, Shield +3, Steel Shod Boots)
-2 attacks (+2 dmg Brawn bonus): Longsword +2

-1 magical attacks: 250 SP

Mentarchs (a.k.a. Mind Lords), the Evil Nine  (see also WiSL
and WoML)
Ollora Athalante (already destroyed)
Aura Jinsyng (already destroyed)
Uther Maddrix
Azure Malachys
Xenon Maximus, Hierarch (hosted by Primus Ankh)
Sappho Nynex
Zoros Ultimanax (already destroyed)
Makkan Xaotyn (already destroyed)
Nuul Zarrakian

Mordrek
-Human, Viceroy of Akkar Dhun and ally of the Overlords

-Level: 12

-AR: 60 (Robe of Spell Storing +1, Sorcerer Scroll Case, Gauntlets +8, Cloak of Fog +3, Ring
of Defense +3)

-1 attacks (+1 dmg Brawn bonus): Quarterstaff +1

-2 magical attacks: 250 SP

Night Blossom
-SC
-Human enchantress

-Level: 15
-AR: 75 (Robe of Spell Storing +1, Gauntlets +8, Cloak of Fog +3, Ring of Defense +3,
Leather Boots)
-2 attacks (+2 dmg Brawn bonus): Staff of Anti-Magic
-2 magical attacks: 300 SP

Ptaraz, the Mighty
-Founder of Tanirith and of the old Iron Kingdom, First Iron King; now a
spectre

-Level: 15

-AR: 75

-3 attacks: claws (Confuse) x2/claws (Cause Aging)

-2 magical attacks: 250 SP

Pyrokhalistyranellan  (a.k.a. Pyrostorm)
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-Red dragon, enslaved by the Overlords to guard the tomb of Kith
Khanaan in the Volcanic Rockies
-Level: 60
-AR: 95
-4 attacks (+6 dmg Brawn bonus): claws x2/bite (Fire dmg)/sting
-3 magical attacks: 350 SP

Ramoor, Thorgal
-Human, despotic Regent of Coral Towers and ally of the Overlords;
brother of Queen Aquillae (see Sword Lands-Allies); lover of Nurale
Darkstrome
-Level: 14
-AR: 70 (Mithril PLate Armor +6, Helm +3, Shield +3, Fists of Steel +1, Steel Shod Boots)
-2 attacks (+2 dmg Brawn bonus): War Axe +2

Red Claw (see also WIiSL)
-Assassins' Guild operating in Tanirith

Silverspear, Moreta
-Queen of the Amazons of Artemisia Forest, "turned" by the Overlords
-Level: 15
-AR: 90 (Gauntlets +12, Cloak of Protection +6, Ring of Defense +3, Helm +4, Leather Boots)
-3 attacks (+3 dmg Brawn bonus): Scimitar +3
-1 magical attacks: 300 SP

Spyrr, Vroack
-Ogre Chief of the Khanark Rockies, ally of the Overlords
-Level: 12
-AR: 75 (Chain Armor +3, Shield, Helm, Steel Shod Boots, Chain
Gloves)
-3 attacks (+6 dmg Brawn bonus): Broadsword +2

Storm, Anthraxus (see also WISL; a.k.a. Anthraxus Wildstorm - see
WoML Allies)
-King and Warlord of Sharranth

Thrall, Golam
-Merchant and High Councillor of Tanirith, ally of the Overlords
-Level: 15
-AR: 70 (Volted Chain Mail +9, Shield +3, Helm +3, Fists of Steel +1, Steel Shod Boots)
-3 attacks (+1 dmg Brawn bonus): Longsword +3

Zaroth, sub-commander
-Leader of the false troopers of Lantharond, subordinate of the
Overlords
-Level: 14
-AR: 85 (Psi-Armor, Chain Gloves, Helm of Id, Shield +3, Steel Shod Boots)
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-2 attacks (+2 dmg Brawn bonus): Longsword +2
-1 magical attacks: 250 SP
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Villains, Foes and Fiends

The following is an alphabetical compendium of all not-so-friendly special characters
(SC's), adversaries and enemy non-player characters (or groups) encountered
throughout the scenario War in the Sword Lands. Each entry pertaining to a specific
character contains the following, when (and if) applicable:

Name (+ picture, if any)

- SC= special character/NPC

- Short description

- Stamina level

- Armor rating (AR) and armor pieces, if any

- Number of attacks (damage bonus for Brawn, type, weapons, etc.)
- Number of magical attacks and spell points (SP), if any

[Note #1: the data presented herein is valid for the "regular monsters" setting when playing
the Sword Lands scenarios. Also, entries that seem incomplete means that the character
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described is not involved in battles.]

Archonya, Supremar
-Former ruler/despot of Tanirith, now a spectre

-Level: 12

-AR: 50

-3 attacks (+1 dmg Brawn bonus): claws (Cause Age)/claws (Paralyze)/claws (Cold dmg)
-2 magical attacks: 300 SP

Crystosalinagelyresuur  (a.k.a. Jewel Widow)
-Emerald dragon, lairing in the mountains south-east of
Sharranth
-Level: 45
-AR: 90
-4 attacks (+6 dmg Brawn bonus): bite (Chemical dmg)/claws (Cause fear)
x2/sting (Paralyze)
-2 magical attacks: 800 SP

Dragonshield, Erion
-Human, Regent of Lantharond, "played" by the Overlords

Drun, Millanys
-SC

-Human adventurer of the Underearth, agent of the shadow elves of Naaz'Tzaraneen
-Level: 16 (+36)

-AR: 85 (shield +3, Iron Cap, Cloak of Fog +3, Leather Armor +9, Leather Boots)

-3 attacks (+3 dmg Brawn bonus): Longsword +2

Ethros, Yar
-Human, lawless Robber Baron of Umaldyr

-Level: 25
-AR: 85 (Chain Armor +3, Shield +3, Helm +3, Chain Gloves, Traveler's Boots)
-3 attacks (+4 dmg Brawn bonus): Longsword +2

Inner Council of Overlords
-Rebel/renegades from Keryndorh seeking to bring about the return of the Mentarchs (Mind
Lords) (see also TiSL and WoML)
-Members encountered in WiSL:
High Praetor Primus Ankh , First Speaker
-Host of the living essence of the Hierarch, Xenon Maximus
Pro-consul Zeiia No , Eighth Speaker
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-Level: 40
-AR: 85 (Psi-Bracers, Robe of the Psion, Insulation Ring, Silk
Gloves, Leather Boots)
-2 attacks (+3 dmg Brawn bonus): Dread Holder
-3 magical attacks: 999 SP
Master Taroth Sark , Seventh Speaker
-Level: 40
-AR: 90 (Gloves of the Seasons +8, Robe of the Psion, Ring of
Defense +3, Leather Boots)
-4 attacks (+6 dmg Brawn bonus): Battle Staff +4 or Darts of Mental Terror
-2 magical attacks: 750 SP
General Nyxos Uhn , Fourth Speaker
-Level: 40
-AR: 100 (Psi-Armor, Iron Scales +4, Gauntlets of Combat +2,
Helm +4, Cloak of Fog +3)
-3 attacks (+10 dmg Brawn bonus): Scrambler
-2 magical attacks: 875 SP

Kharstuur
-Fire giant Khan of the Volcanic Rockies
-Level: 35
-AR: 95 (Firebrand Armor, Gauntlets of Damage +1, Helm +4,
Combat Boots +2, Shield +5)
-3 attacks (+11 dmg Brawn bonus): Firestorm
-1 magical attacks: 350 SP

Khraash

-Orc bandit Lord, lairing in Tanirith's sewers

-Level: 18
-AR: 75 (Shield +3, Leather Armor +9, Cap of Defense, Chain Gloves, Steel Shod Boots)
-3 attacks (+6 dmg Brawn bonus): Battle Axe +2

Mentarchs (a.k.a. Mind Lords), the Evil Nine  (see also TiSL
and WoML)
Ollora Athalante (already destroyed)
Aura Jinsyng (already destroyed)
Uther Maddrix

Azure Malachys

Xenon Maximus, Hierarch (hosted by Primus Ankh)

Sappho Nynex

Zoros Ultimanax (already destroyed)

Makkan Xaotyn (already destroyed)

Nuul Zarrakian

Nys'Raeneen, Biella
-Shadow elf Matron mother of House Nys'Raeneen in
Naaz'Tzaraneen, ally of the Overlords
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-Level: 30

-AR: 95 (Adamandine Armor, Spider Cloak, Arachnecklace, Traveler's Boots)
-3 attacks (+3 dmg Brawn bonus): Serpent's Kiss or Shurikens

-2 magical attacks: 700 SP

Raven
-Human, Royal spy of Sharranth, subordinate of Anthraxus Storm

-Level: 22

-AR: 70 (Leather Armor +9, Cap of Defense, Boots of Balance, Ring of Defense +3)
-3 attacks (+2 dmg Brawn bonus): Short Sword of Speed +2 or Darts of Hornet's Nest
-1 magical attacks: 150 SP

Red Claw (see also TiSL)
-Assassins' Guild operating in Tanirith

Rhodin
-Ratlord of the wererats operating from the sewers of Tanirith
-Level: 18
-AR: 80 (Leather Armor +3, Padded Cloak, Leather Gloves, Leather
Boots)
-3 attacks (+4 dmg Brawn bonus): Sword of Resistance +2 or Biting Vipers +1

Sapphyrulestyldragosuur  (a.k.a. Sapphire Death)
-Green dragon, lairing underneath a ruined temple of Bhalaal in
the Northwestern Lands
-Level: 40
-AR: 90
-4 attacks (+ 4 dmg Brawn bonus): claws (Cause Fear) x2/bite (Chemical
dmg)/sting (Entangle)
-2 magical attacks: 400 SP

Shadowsilk
-Human, Grand Dagger of the Red Claw

-Level: 25
-AR: 75 (Armor of Rhan, Cap of Defense, Boots of Quiet, Ring of Fog +4)
-4 attacks (+5 dmg Brawn bonus): Bloodletter or Biting Vipers +1

Sseshinibonss
-Leviathan-sized sea serpent
-Level: 80
-AR: 100
-4 attacks (+12 dmg Brawn bonus): bite (Paralyze) x2/sting (Entangle) x2
-2 magical attacks: 800 SP

Storm, Anthraxus (a.k.a. Anthraxus Wildstorm - see WoML Allies)
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-King and Warlord of Sharranth
-Level: 30
-AR: 90 (Plate Armor +9, Helm of Kranack +4, Iron Scales +4, Fists of
Steel +1, Combat Boots +2)
-3 attacks (+6 dmg Brawn bonus): Tarylshar's Windrider
-1 magical attacks: 350 SP

Sylvon, Tor
-Human, lawless Robber Baron of Umaldyr

-Level: 25
-AR: 85 (Chain Armor +3, Shield +3, Helm +3, Chain Gloves, Traveler's Boots)
-3 attacks (+4 dmg Brawn bonus): Longsword +2

Tauruseus
-Ice Titan and fallen demi-god
-Level: 100
-AR: 100 (Endurinium Armor, Gauntlets of Regula +4, Shield of
Magicks +3, Combat Boots +2, Winged Helm of Zephron +10)
-5 attacks (+12 dmg Brawn bonus): Stormbringer +5
-4 magical attacks: 999 SP

Tharn, Haxor
-Royal General and warlord of Sharranth, subordinate of
Anthraxus Storm
-Level: 20
-AR: 80 (Plate Armor +9, Helm +3, Iron Scales +4, Gauntlets of Damage +1,
Combat Boots +2)
-3 attacks (+5 dmg Brawn bonus): Nethermace +2

Uhl'Garath
-Shaman-king of the Murdor tribe, in the Desert of Astaroth
-Level: 24
-AR: 75 (Shield, Leather Boots, Animal Furcloak, Leather Gloves)
-4 attacks (+6 dmg Brawn bonus): Stone Hammer or Bag of Rocks
-2 magical attacks: 350 SP

Urm, Thella
-Herzog of the Heartlands, subordinate of Anthraxus Storm
-Level: 20
-AR: 75 (Robe of Spell Storing +1, Insulation Ring, Gauntlets +8, Traveler's Boots)
-1 attacks (+2 dmg Brawn bonus): Quarterstaff +2 or Darts of Frost
-2 magical attacks: 650 SP

Zoh, Ertham
-Human, Royal Mage of Sharranth
-Level: 30
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-AR: 80 (Robe of Enchanters +1, Gloves of Wizardry +2, Ring of Defense +3, Gauntlets +12,
Leather Boots)

-2 attacks (+1 dmg Brawn bonus): Double Dealer

-3 magical attacks: 999 SP

Zeghor
-Human deathmaster (necromancer), agent of Sharranth

-Level: 20

-AR: 90 (Robe of Many Favors +1, Ring of Defense +3, Gauntlets +8, Cloak of Fog +3,
Leather Boots)

-2 attacks (+5 dmg Brawn bonus): Quarterstaff +2

-3 magical attacks: 750 SP

Zuroz, Lord
-Human, Baron of Ashkor, in Umaldyr
-Level: 25
-AR: 85 (Plate Armor, Cloak of Protection +6, Helm +3, Steel Shod Boots)
-4 attacks (+3 dmg Brawn bonus): Two-Handed Electrosword +2 or Poison Throwing
Daggers

Zuur'Nuul
-Corelian stench demon, imprisoned in Tanirith's undersewers
-Level: 35
-AR: 100 (Plate Armor +9, Helm of Might +2, Shield +5, Gauntlets
of Damage +1, Combat Boots +2)
-4 attacks (+12 dmg Brawn bonus): Battleaxe +2
-1 magical attacks: 350 SP
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Villains, Foes and Fiends

The following is an alphabetical compendium of all not-so-friendly special characters
(SC's), adversaries and enemy non-player characters (or groups) encountered
throughout the scenario Wrath of the Mind Lords. Each entry pertaining to a specific
character contains the following, when (and if) applicable:

Name (+ picture, if any)

- SC= special character/NPC

- Short description

- Stamina level

- Armor rating (AR) and armor pieces, if any

- Number of attacks (damage bonus for Brawn, type, weapons, etc.)
- Number of magical attacks and spell points (SP), if any

[Note #1: the data presented herein is valid for the "regular monsters" setting when playing
the Sword Lands scenarios. Also, entries that seem incomplete means that the character
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described is not involved in battles.]

Aghanauroch
-Demon lord, servant of Graaz'z
-Level: 60
-AR: 100 (Ring of Defense +5, Helm of True Sight +3, Shield of
Shields +12, Gauntlets +16)
-5 attacks (+10 dmg Brawn bonus): claws (+ Fire dmg) x5, or Spear of Wondrous Might +5
-2 magical attacks: 500 SP

Al'Rabin, Ayed
-Human, vasal of Lord Maladore and Stygiax, in the Past
-Level: 20
-AR: 65 (Robe of Protection +1, Gauntlets +16, Ring of Defense +5, Cloak of Fog +3)
-2 attacks (+1 dmg Brawn bonus): Quarterstaff +2
-3 magical attacks: 300 SP

Aztranak

-Arch-lich

-Level (lich form): 25

-Level (arch-lich form): 75

-AR (lich form): 80 (Robe of the Magi +2, Leather Boots, Gauntlets +24, Ring of
Defense +7, Cloak of the Magi +6)
-AR (arch-lich form): 80
-2 attacks (lich form; +1 dmg Brawn bonus): claws (Paralyze) x2, or Battlestaff +4
-4 attacks (arch-lich form; +2 Brawn bonus): bite (Curse)/bite (Cause Fear)/bite (Poison)/bite
(Confuse)
-4 magical attacks (lich form): 700 SP
-2 magical attacks (arch-lich form): 950 SP

Bloodthorne, Jax
-Human marauder leader and ally of Stygiax, in the Past

-Level: 25
-AR: 80 (Banded Armor +6, Leather Gloves, Cap of Defense, Cloak of Fog +3)
-4 attacks (+4 dmg Brawn bonus): Broadsword +3 or Poison Throwing Daggers

Bonecrusher, Zum
-Orc King of the tribe of the Stormriders and ally of Stygiax, in the
Past
-Level: 55
-AR: 90 (Adamandine Armor, Horns of Blood, Shield of Hawk Sight +6, Fists of
Steel +1, Combat Boots +2)
-4 attacks (+6 dmg Brawn bonus): Firestorm
-2 magical attacks: 300 SP

Codex of the Hourglass WoML: Bad Guys And Foes Page 100



Chlorophus
-Mad human druid of Lugath, living in reclusion in the Scales Swamps

-Level: 20

-AR: 80 (Boots of Quiet, Gauntlets +12, Tiger Paws +4)

-2 attacks (+2 dmg Brawn bonus): Quarterstaff +2 or Darts of the Hornest's Nest
-2 magical attacks: 425 SP

Chloroshanvagluur (a.k.a. Cloud Kill)
-Green dragon, lairing in the south of the Howling Forest (in the
Past)
-Level: 55
-AR: 80
-4 attacks (+4 dmg Brawn bonus): claws x2/bite (Chemical dmg)/sting (Stupify)
-1 magical attacks: 400 SP

Danylerymalagosuur (a.k.a. Death Emerald)
-Emerald dragon, lairing inside Mount Fang in the Forgotten
Valley
-Level: 60
-AR: 85
-4 attacks (+4 dmg Brawn bonus): claws x2/bite (Stupify)/sting (Paralyze)
-2 magical attacks: 450 SP

Firehair, Ariel
-Human, Bandit leader and ally of Stygiax, in the Past
-Level: 30
-AR: 80 (Banded Armor +6, Leather Gloves, Moradin's Wall, Cloak of Fog +3)
-4 attacks (+4 dmg Brawn bonus): Bastard Sword +4 or Poison Throwing Daggers

Inner Council of Overlords
-Rebel/renegades from Keryndorh seeking to bring about the return of the Mentarchs (Mind
Lords) (see also TiSL and WiSL)
-Members encountered in WoML:
High Praetor Primus Ankh , First Speaker
-Host of the living essence of the Hierarch, Xenon Maximus
-Level: 75
-AR: 100 (Cloak of Protection +6, Shield of Healing +10, Gauntlets
of Regula +4, Combat Boots +2)
-3 attacks (+5 dmg Brawn bonus): Mace of Rulership
-3 magical attacks: 999 SP
Praetor Varlys Qui , Second Speaker
-Level: 65
-AR: 95 (Psi-Armor, Helm of Id, Combat Boots +2, Cloak of
Protection +6, Gauntlets of Damage +1)
-3 attacks (+4 dmg Brawn bonus): Rapier of the Wind +4
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-3 magical attacks: 800 SP
Consul Yavis Shuul , Ninth Speaker
-Level: 60
-AR: 90 (Robe of the Psion, Psi-Bracers, Combat Boots +2,
Cloak of Protection +6)
-4 attacks (+4 dmg Brawn bonus): Warped Staff +8 or Darts of Mental Terror
-3 magical attacks: 900 SP

Ironclaws, Durnon
-Human, Brigand leader and ally of Stygiax, in the Past

-Level 25

-AR: 80 (Banded Armor +6, Leather Gloves, Cap of Defense, Cloak of Fog +3)

-4 attacks (+6 dmg Brawn bonus): Two-handed Electrosword +2 or Poison Throwing
Daggers

Maladore, Yon
-Human Warlord and ally of Stygiax, in the Past
-Level: 50
-AR: 90 (Endurinium Armor, Helm of the Vikings +5, Shield of
Happenstance +6, Fists of Steel +1, Combat Boots +2)
-4 attacks (+6 dmg Brawn bonus): Scalesbreaker

Mentarchs (a.k.a. Mind Lords), the Evil Nine  (see also TiSL
and WiSL)
Ollora Athalante (already destroyed)
Aura Jinsyng (already destroyed)
Uther Maddrix
-Level: 150
-AR: 75
-5 attacks (+6 dmg Brawn bonus): sting (Charm)/sting (Mental dmg)/sting (Cause Fear)/sting
(Paralyze)/sting (Stupify)
-5 magical attacks: 999 SP
Azure Malachys
-Level: 200
-AR: 85
-5 attacks (+7 dmg Brawn bonus): sting (Charm)/sting (Mental dmg)/sting (Cause Fear)/sting
(Paralyze)/sting (Stupify)
-5 magical attacks: 1100 SP
Xenon Maximus, Hierarch
-Level: 200
-AR: 85
-5 attacks (+8 dmg Brawn bonus): sting (Charm)/sting (Mental dmg)/sting (Confuse)/sting
(Stupify)/sting (Paralyze)
-5 magical attacks: 1250 SP
Sappho Nynex
-Level: 200
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-AR: 85

-5 attacks (+7 dmg Brawn bonus): sting (Charm)/sting (Mental dmg)/sting (Cause Fear)/sting
(Paralyze)/sting (Stupify)

-5 magical attacks: 1100 SP

Zoros Ultimanax (already destroyed)

Makkan Xaotyn (already destroyed)

Nuul Zarrakian

-Level: 200

-AR: 85

-5 attacks (+7 dmg Brawn bonus): sting (Charm)/sting (Mental dmg)/sting (Cause Fear)/sting
(Paralyze)/sting (Stupify)

-5 magical attacks: 1100 SP

Mergamnon

-Powerful human wizard living in the ruins of Duhelarholme (under

Grag Keep)
-Level: 40
-AR: 75 (Robe of the Magi +2, Ring of the Spellweaver, Gauntlets +16, Ring of Healing,
Cloak of Fog +3)
-2 attacks (+1 dmg Brawn bonus): Quarterstaff +3
-3 magical attacks: 850 SP

Naros | (birth name: Vilmus Naros)
-One of the past kings of Mountedge of old, founder of the Narosian
dynasty; now a mummy
-Level: 25
-AR: 60
-4 attacks (+4 dmg Brawn bonus): claws (Cause Aging) x2/claws (Cause Disease) x2
-2 magical attacks: 250 SP

Nuram | (birth name: Garond Al'Nuram)
-First King of Nur'Anaan and founder of the Nuramin dynasty of old;
now a mummy
-Level: 30
-AR: 60
-4 attacks (+4 dmg Brawn bonus): claws (Cause Aging) x2/claws (Cause Disease) x2
-2 magical attacks: 300 SP

Obliviox
-Entity from the Netherplane of Shadows, responsible for the fall
of Duhelarholme
-Level: 75
-AR: 100
-5 attacks (+12 dmg Brawn bonus): slime (Cause Fear)/slime (Cause
Blindness)/slime (Paralyze)/slime (Drain Experience)/slime (Cause Aging)
-2 magical attacks: 666 SP
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Shamar-Tarac
-Corrupted Highking of the Mayaltecs of the Forgotten Valley
-Level: 20
-AR: 75 (Quiver of Luck, Gauntlets +16, Banded Armor +6, Shield +3)
-3 attacks (+4 dmg Brawn bonus): Penetration Tip Sword +2 or Bow
-1 magical attacks: 250 SP

Shanaurak
-Goblin Shaman-King of the tribe of the Bloody Bones, in the Past

-Level: 35

-AR: 80 (Mithril Chain Armor +6, Iron Scales +4, Helm +3, Steel Shod Boots, Belt of
Deflection)

-3 attacks (+4 dmg Brawn bonus): War Axe of Strenght +2

-2 magical attacks: 350 SP

Sseshyneryskiss (a.k.a. Black Kiss)
-Black Dragon lairing in the tomb of the arch-lich Aztranak, in the
Scales Swamps
-Level: 75
-AR: 80
-4 attacks (+5 dmg Brawn bonus): claw (Chemical dmg) x2/bite (Chemical
dmg)/sting (Stupify)
-2 magical attacks: 500 SP

Ssloorss
-Chief of the lizard man tribe in the Scales Swamps
-Level: 25
-AR: 72 (Leather Armor +9, Silverback Furcloak, Gauntlets +3, Leather Boots)
-4 attacks (+6 dmg Brawn bonus): Scimitar of Dodging +2 or Darts of Poison

Ssyspuurieth
-Queen of the Ssethanti of the Forgotten Valley
-Level: 50
-AR: 85 (Ring of Defense +5, Leather of Strength +9, Arcane
Garland +4, Rod of Transmutation, Gauntlets +24)
-4 attacks (+5 dmg Brawn bonus): Holy Venom +6 or claws x2/bite (Poison)/sting (Turn to
Stone)
-2 magical attacks: 500 SP

Stygiax
-Powerful human electromancer seeking to conquer the Iron Kingdom,
in the Past
-Level: 60
-AR: 75 (Robe of the Magi +2, Traveler's Boots, Gauntlets +24, Insulation Ring, Cloak of the
Magi +6)
-2 attacks (+1 dmg Brawn bonus): Staff of Discharge
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-4 magical attacks: 750 SP

Sura, Commander
-Vassal of the Overlords
-Level: 22
-AR: 90 (Helm of 1d, Robe of the Psion, Psi-Armor, Psi-Bracers)
-3 attacks (+6 dmg Brawn bonus): Psi-Blade or Shuriken
-2 magical attacks: 350 SP

Xvyxvyx|

-Ashaan'ru Brood Queen, of the Astral Plane

-Level: 40

-AR: 90 (Gauntlets +24)

-2 attacks (+4 dmg Brawn bonus): Shocker or Throwing Daggers +3, or claws x2
-4 magical attacks: 400 SP
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Other Sword Lands Trilogy Books

| hope you enjoyed this book. For your information, here is a list of all books dealing about
the Sword Lands Trilogy:

An Adventurer's Guide to the Sword Lands  ("TiSL Guide", 1999)- call it a tourist guide and
primer for the scenario Trouble in the Sword Lands. Available (for free) in DocMaker format
or on line at Fantasoft's site or at Psion's Sanctum Sanctorum.

Trouble in the Sword Lands: Spoilersheet  ("TiSL Spoilersheet"; 2000) - all the beans are
spilled to complete successfully the scenario Trouble in the Sword Lands. Available (for free)
in DocMaker format or on line at Fantasoft's site or at Psion's Sanctum Sanctorum.

Sword Lands War Journal  ("WiSL Spoilersheet"; 2001) - all the beans are spilled to
complete successfully the scenario War in the Sword Lands. Available (for free) in DocMaker
format or on line at Fantasoft's site or at Psion's Sanctum Sanctorum.

Bestiary of the Sword Lands  ("SL Bestiary"; 2003) - the low-down on all creatures, beasts
and races encountered throughout the Sword Lands Trilogy. Available (for free) in DocMaker
format or in PDF at Psion's Sanctum Sanctorum.

Codex of the Hourglass ("WoML Spoilersheet"; 2003) - the very book you are reading! All the
beans are spilled to complete successfully the scenario Wrath of the Mind Lords. Also
includes lots of supplementary material, such as the description of all special characters,
allies and villains encountered throughout the Sword Lands Trilogy. Available (for free) in
DocMaker format, in PDF or on line at Psion's Sanctum Sanctorum.

For additional information concerning the Sword Lands, visit my Psion's Sanctum Sanctorum
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(http://www3.sympatico.ca/pierreh.vachon/home.html). Psion's email (and mine!) is:
pierreh.vachon@sympatico.ca

For additional information concerning Realmz and Divinity, visit Fantasoft's site
(http://www.fantasoft.com). Their email is: Fantasoftl@aol.com

Thank you very much for your interest in Realmz and the Sword Lands. | bid you all safe
journeys and safer returns!

- Pierre H. Vachon (Psion)
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