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BALDUR’S GATE 2 COMPLETE WALKTHROUGH 

(Including THRONE OF BHAAL)

Introduction

This is a complete walkthrough for Baldur’s Gate 2, including the Throne of Bhaal expansion.  I intend to use a somewhat different approach to writing this walkthrough than from what I have seen on the Internet and in the official strategy guides.  There may be truth to the assertion that everyone has their own approaches, and that there is no such thing as the ‘perfect party’ or the ‘perfect strategy’.  Nonetheless, I do have deeply entrenched viewpoints on the best of way of doing things.  The walkthrough will be written on the basis of those viewpoints.  It takes the reader through the game as I have played it.  This is not so much to force feed my own views upon the reader, but in the hope that the reader will gain  insights into the game through the perspectives that I provide.  A brief description of the format of the walkthrough now follows.

The first sections focus on how best to construct the party to adventure with, starting with the protagonist.  What will be advanced is the perfect ‘Heroic Party” and the perfect ‘Evil Party.’  Indeed, it can actually be quite enjoyable to play the Baldur’s Gate games as a bad guy.  You get to indulge in some of the ‘jerk replies’ in conversations that you were afraid to use as a good guy.  You get to take alternative paths in the game that the good guy wouldn’t touch.  You also get a whole new experience from travelling with the evil NPC’s, enhancing the game’s replay value.  Bear in mind that even as an evil party you still want at least a good reputation so that the game’s items remain affordable, and so that you don’t have law enforcers hounding you.  As long as you do not exceed 18, your party will stay together.

The next section will relate the order in which I do the various sections of the game, and the reasons why.  It will also address a few miscellaneous issues, such as NPC romances, my timing for installing Throne of Bhaal, and the new Solaufein and Ascension Modules available on sorcerers.net.

The main sections then take the reader through the game as I have played it.  The walkthrough will for the most part be written with reference to the Heroic Party, but will diverge when it is necessary to address how things are done differently with the Evil Party.  Note that I won’t provide a separate section to combat strategies.  Combat strategies will provided in the main section as the party encounters new foes.  In any event, an index has been provided at the end.

One final note, at no point will reference be made to cheat codes.  The fun and challenge of the game is to finish it within the rules.  Certainly cheat codes may have a legitimate place, such as repairing an  inadvertent screw-up.  In any event, there should be no trouble finding out how to use the cheats on the Internet.
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What’s New
- besides fixing some grammatical and spelling errors that made me cringe with embarrassment ..
- Suggestion for an alternative “Best Evil Party” that includes Sarevok.

- Includes advice on Improved Ilyich, part of the Tactics Mod.

· The Tactics Mod used to be included in the Solaufein Mod.  The contents of the improved battles and the Solaufein romance have both grown since then.  As such, they were split apart into separate downloads.  This walkthrough is updated accordingly.  In a few instances, I thought some creatures were modified by the Tactics Mode when in fact they weren’t.  Those mistaken notes have been removed.
· A suggestion for an alternative inventory arrangement for the Good Party, found at Appendix 1.

· I know have my evil Fighter/Thief dual-wielding Hindo’s Doom and Angurvadaal.

· I now consider Wish to be too random to be of any real help.
The Perfect Heroic Party
As with any other RPG, your chances of success in Baldur’s Gate 2 are greatly increased if you invest more time and effort into deciding who will be in your party.  Once you’ve played the game a few times, you’ll also realize that the party should be composed with a view towards taking the best advantage of the equipment that is available in the game.  What follows is my theory of what constitutes the best party possible in the game, for good or evil.  Each character, starting with the protagonist, is examined in detail.  For each character, an explanation for why he or she is included,  how to effectively use that character in that game, that character’s weaknesses, how to overcome those weaknesses, and how to allocate the character’s weapon proficiencies, will all be provided.  The rest of the walkthrough will proceed on the basis that it is the good party that is in action.  I will diverge when I need to note how I do things differently as a bad guy.

The Protagonist: Gildor, Male Elf Fighter/Mage
Why He’s Included
When you are creating the main character, you should really be thinking about bringing something to the party that the NPCs cannot provide.  For example, in both BG1 and BG2 there is an NPC Paladin available.  The same goes for a Ranger, a Cleric, a single class Mage, and so on.  A Monk comes readily to mind as the protagonist.  But I can’t create one in BG1, and since I wanted to play both games with the same character, that idea was out.  A single class fighter seems just plain dumb.  The paladin and ranger NPCs are themselves decent fighters, and can do a few other things besides.  A multi-class combination recommends itself.  In fact, the most awesome multi-class combination of all, the Fighter/Mage, is for choice.

  The Fighter/Mage is arguably the hardest character to get off the ground.  In BG1, I had to reload my game a significant number of times in the early going because of the lower number of hit points compared to a single class fighter, and the inability to wear armor and still cast spells.  But once he’s off the ground, it is probably the most powerful combination of all!  There are so many ways to have the abilities of one class compliment and augment the abilities of the other.  In a sentimental way, it is also very consistent with the type of character the protagonist is supposed to be.  Surely it befits a Child of Bhaal to be able to command both the prowess of a warrior, and the awesome power of sorcery.

How to Use Him Effectively

There are many spells in the game that will enhance his power as a fighter, which include  Mirror Image, Stoneskin, and Fireshield.  At the higher levels, he can combine all three into a Spell Sequencer, which makes him a true machine of death.  This also allows for some nice tactical possibilities against particularly dangerous foes.  For example, he can prepare himself with his own magics while the priests also cast defensive spells on him.  He can then step up to the fore to have the monsters concentrate their attacks harmlessly on him.  Meanwhile, the rest of the party can blast away with missile weapons and spells at a distance.

He will also work well in tandem with Imoen, the party mage.  For example, he would cast Slow and she would cast Chaos and the fight is pretty much over before it has even started.  Likewise, a double shot of Chain Lightning can be really devastating.

His Weaknesses, and How to Overcome Them
He does not gain levels as quickly as his single class counterparts in either class.  Nonetheless, he can gain a useful spell repertoire even in the early stages of the game.  Besides which, Imoen is there to gain quick access to the high level mage spells.  If you roll this character with high enough stats in BG1 and improve him even more with the Tomes in BG1, the slower advancement as a fighter is actually negligible.

The other concern is that he cannot wear armor and still cast spells.  The way to overcome this is to buy the Bracers of Defense A.C. 3 from Ribald’s shop as soon as you can (you’ll find something better in the late stages of the Shadows of Amn), and of course, to use your defensive spells to best effect.  

How to Allocate His Proficiency Points

Upon importing him, I spend two points on Katanas, two points on Long Swords,  and two points on Two Weapon Style.  Despite the game’s warning against the rarity of magical katanas, one of the best weapons in the game is a katana and can be found early on!  In the other hand, he will use a second weapon, usually a long sword or another katana.  As soon as you can, spend a third point on Two Weapon Style to minimize the penalty for attacking with a second weapon.  After that, spend the next two points in flails so that he can use the Flail of Ages in Throne of Bhaal.

Spell Selection
Since he’s the protagonist and a mage, I also have to select some spells to start with.  You get four spells for the first four spell levels.  My choices were:

1st Level
Identify - This is obviously necessary until you get the Glasses of Identification.

Color Spray - A spell useful for knocking out hordes of low level monsters in the early going.

Burning Hands - An underrated spell, since it scores more and more damage as I go up in levels.  I wouldn’t let a single class mage near the ‘touch-attack’ spells such as Burning Hands and Vampiric Touch.  But it is certainly more feasible for a fighter mage with more hit points, better A.C., and spell defenses.

Find Familiar - The sooner I get a familiar and the bonus Hit Points, the better.  When Throne of Bhaal is installed, you’ll be able to erase it anyway.

2nd Level
Mirror Image - An obvious choice.

Blur - Improves A.C. by 3.  It works well in conjunction with Mirror Image.

Glitterdust and Ray of Enfeeblement - After the above spells, it’s your pick of minor attack spells.

3rd Level
Slow - One of the best spells in the whole arsenal.  It reduces THAC0 and A.C. by 4.  It cuts attacks per round and movement rate by half.  Monsters must make their saving throws against the spell at a -4 penalty.  For monster groups that rely solely on melee attack, this spell turns into a death sentence.

Fireball - Gildor will have to cast it until I can rescue Imoen from Irenicus.

Haste - Same thing.

Hold Undead - A useful spell against certain undead until you can acquire the very powerful anti-undead spells (i.e. Sunray, Bolt of Glory).  Works especially well if preceded by Greater Malison.

4th Level
Stone Skin and Fire Shield - Obvious choices.

Ice Storm - A good offensive spell which can compliment Imoen’s arsenal.  

Minor Spell Sequencer - For Gildor, this spell is really useful.  I have him combine Blur and Mirror Image together into a minor sequencer that can be released instantly.  When Imoen has it, she’ll string two Magic Missile spells or Magic Missile and Melf’s Acid Arrow together.

Imoen, Female Human Mage/Thief (Dual-Class)
Why She’s Included

You need at least one character who can gain quick access to the high level spells as a single class mage, and Imoen fits the bill nicely.  She also has good thieving skills, which practically lets you have two characters for the price of one.  As a former thief, she can also use short bows which adds to her versatility.

How to Use Her Effectively

Imoen is at her best when she uses her spells from a distance to take down the opposition.  Make sure her spellbook is versatile, so that she can respond to any situation.  She should have damaging spells (Fireball, Cone of Cold, etc.), spells that interfere with the monsters ability to fight back (Chaos, Power Word - Stun, etc.), defensive spells (Stoneskin, Mirror Image), spells that tear down other spellcasters’ defenses (Breach, Remove Magic, Khelben’s Warding Whip, etc.), summoning spells, and so on.  

Also equip her with a short bow and plenty of arrows.  That way, even if you can’t think of a spell she can cast, she can still contribute to the cause from a safe distance.

Weaknesses and How to Overcome Them

Imoen will get slaughtered in a melee fight, but that’s not why she’s included in the first place.  Keep her at a safe distance from the fight, with defensive spells ready for emergencies.

There are other more serious objections.  As soon as you leave Irenicus’ Dungeon, she’ll get taken away by the Cowled Wizards, meaning she’ll be absent for a significant amount of time.  Nonetheless, with some diligence you can get her back quickly.  

Her Find & Remove Traps skill is at 85, which isn’t good enough for some of the nastier traps in the higher levels.  Equip her with the Ring of Danger Sense found in the Planar Sphere, and you’ll be fine.

Her Intelligence is at 17, meaning she won’t be able to learn 9th level spells.  Have her drink a Potion of Genius or a Potion of Mind Focusing and she’ll be able to use that time to inscribe those spells.

How to Allocate Her Weapon Proficiencies

She’s already proficient in both the Short Bow and Staff, and therefore set for the game.

Minsc, Male Human Ranger
Why He’s Included

Minsc is a powerhouse fighter from the word go.  With a Strength of 18/93, he can dish out  damage quickly to the monsters, meaning that those giant strength girdles can be given to other characters who need them more.  He can also make an effective scout, so long as he stays in leather armor.

How to Use Him Effectively

Have him shoot his long bow while the enemy is still far away, then have him swing away  once the gap is closed.  Melee combat is his forte.

He can also make an effective scout.  Have him cast the Find Traps spell, then go into hiding.  When he finds a trap, Imoen can come up and disarm it.  If he finds a group of monsters, you can prepare an effective strategy or a telling first blow.  Be sure to keep the party close behind though.  There are some monsters that can reveal his location, and backup should be close at hand.

His Weaknesses and How to Overcome Them
His one glaring weakness is that his Dexterity could be a little better.  This, coupled with leather armor, means that he can sometimes be vulnerable to repeated blows.  The Armor of Faith spell certainly helps.  During the game, you will also be able to find items with defensive abilities.  A Ring of Air Elemental Command will allow him to cast Improved Invisibility on himself.  If you equip the Sword of Ilbratha +1 in one of his three weapon slots but without actually using it as a weapon, he can cast Mirror Image on himself once a day.  He is also partial to two-handed weapons.  Against a particularly dangerous foe, position him behind a better protected fighter so that he can swing at a longer distance.

How to Allocate His Weapon Proficiencies
He already comes specialized in two-handed swords and long bows.  Spend the next two points on Two-Handed Weapon Style.  After that, I spend the next two points on Halberds.  In my considered opinion, the best new weapon available to Minsc in Throne of Bhaal will be the Ravager Halberd.

Jaheira, Female Half-Elf Fighter/Druid
Why She’s Included
On the internet, Jaheira is much-maligned as a useless NPC.  Frankly, I don’t understand this.  I can only imagine that her denigrators have not made the time or effort to learn how to use her properly.  Jaheira is worth including for those select few druid spells which make a big difference.  With the right equipment, she can also be a force in melee combat.  She is also Gildor’s romantic interest.

How to Use Her Effectively
Jaheira can hold her own in close quarter combat.  Spells like Armor of Faith and Iron Skin will augment her fighting abilities considerably.

Jaheira also has a number of very useful combat spells.  There are the summoning spells, such as Conjure Nymph in the early stages, and the elemental summoning spells in the later stages.  Indeed, Conjure Fire Elemental can be learned fairly early despite her being a multi-class character.  She can also cast Defensive Harmony which on top of Anomen’s Protection from Evil 10' Radius will help greatly.  There is also Insect Plague and Creeping Doom.  These are two spells which can make a big difference in battles where the enemy includes both physical combatants and spellcasters.  The spellcasters will always fail to get their spells off.  The fighters will often break rank and run around in panic.  
Of course, she also provides extra healing power, so that the party is not  relying on just Anomen.

Her Weaknesses and How to Overcome Them
Jaheira does not possess the great natural strength of Minsc or Korgan.  Look to buy her the Girdle of Hill Giant Strength from Ribald’s Shop early in the game.

Jaheira’s hit points are not great either.  Neither does she acquire them rapidly due to her multi-class status.  In the course of the game, you’ll be able to find items which increase her hit points and/or regenerate her.

Jaheira’s THAC0 does not improve as quickly as a single class warrior’s would.  Again, get her that Girdle and any other items which will improve her THAC0.  

Jaheira must still obey her oaths as a Druid, so her choice of weapons is limited.  Nonetheless, you’ll still be able to find a good scimitar and/or dagger for her in both Shadows of Amn and Throne of Bhaal.  

How to Allocate Her Weapon Proficiencies

Jaheira comes already specialized in Clubs.  For the time being, stick with her using a club and a  shield.  I next add a point to Dagger.  In the Underdark, you’ll be able to buy her a great throwing dagger which will always come back to her.  After that, specialize in Scimitars.  In both Shadows of Amn and Throne of Bhaal, you’ll be able to find a good one for her.

Anomen, Male Human Cleric/Fighter
Why He’s Included

You gotta have at least one Cleric in the party.  Besides which his dual-class status, like Imoen, makes him a two for one deal.  He can advance rapidly to gain quick access to the high level Cleric spells.  His former career as a fighter has also given him a good strength score of 18/52 and the ability to attack twice each round.  Once he gets the awesome Crom Faeyr hammer, he can go toe to toe with just about anything in physical combat.

How to Use Him Effectively

 In combat, exploit his fighting power to the fullest.  Like Jahiera, he’ll also have spells which enhance his fighting ability, like Armor of Faith and Blade Barrier.

Have a number of defensive and healing spells ready so that he can respond to bad situations when the need arises.  These include Slow Poison, Cure Disease, Free Action, Mass Cure, and Heal.  It’s usually a good idea to have him cast Protection from Evil 10' Radius before the party starts exploring dungeons.

He can also learn some offensive spells which can be very useful in specific situations, such as Sunray, Firestorm, and Bolt of Glory.

His Weaknesses and How to Overcome Them
His Dexterity sucks, and I already have to give special treatment to the party’s Paladin on that score.  This has to be mitigated with a few measures.  Dedicate a couple of first level slots to Armor of Faith.  If you think a fight may prove tough, have him cast Blade Barrier at the start of the fight.  Opponents attacking him will be getting their hit points whittled down as well.  If he’s getting hurt pretty bad, have him leave the battle (Invisible or Santuaried if need be).  Have him cast Heal on himself, and now he can return to the fight in full force.  He can also pack Potions of Agility for the fights that really count.

Of course, always be on the search for magical plate armor and shields.
How to Allocate his Weapon Proficiencies

Pile up the points on War Hammer.  Grand Mastery in War Hammer combined with the Crom Faeyr hammer is an extremely lethal combination.  After that, pile them up on Slings.  

Keldorn Firecam, Male Human Inquisitor
Why He’s Included
A good fighter with some awesome spell-like abilities as well.  He also has the best paladin kit of all, the Inquisitor.  Dispel Magic and True Seeing at a speed factor of 1!  Dispel Magic operates at twice the Inquisitor’s level!  Who cares that he can’t cast low level cleric spells?  What do you have a real cleric in the party for in the first place?  The other paladin kits aren’t nearly as useful either.  Demons, Dragons, and Undead are often themselves high-powered spellcasters.  All those cool bonuses and resistances against those monsters won’t mean anything if you can’t bring down their defenses and the spell effects they can bring upon your party members.  

Of course, he’s also the only NPC who can wield that awesome two-handed Holy Avenger.

How to Use Him Effectively

Like Minsc, Keldorn is an effective fighter who can launch crossbow bolts from afar and then swing his sword after the distance is closed.  

Keldorn really comes into his own though in battles against high-powered spellcasters who would otherwise be untouchable but for his ability to tear down their defenses and illusions.  These  abilities can mean the difference between life and death in such encounters.  Couple this with the magic resistance provided by the Holy Avenger and other items he can find, Keldorn becomes an absolute terror for evil spellcasters.

Weaknesses and How to Overcome Them
His dexterity is quite low.  This combined with the fact that his fighting style doesn’t accommodate shields can make for a very bad AC.  In the same dungeon where you pick him up, you’ll find the Gauntlets of Dexterity which solves this problem.  They will also enhance his skill with the crossbow.

His strength could be better.  In the later stages of Shadows of Amn, you’ll often find a second girdle of giant strength for him.

How to Allocate His Weapon Proficiecies
He comes already specialized in Two-Handed Swords and Crossbows.  Spend the next two points in Two Handed Weapon Style.  Then he’ll have a 1 in 10 chance to score a critical hit.  He’s then set for the rest of the game.  Long down the road (Throne of Bhaal), I have him specialize in War Hammer so that he can use the Rune Hammer.
The Perfect Evil Party
The Protagonist: Tithian, Male Half-Elf Fighter/Thief
Why He’s Included
In BG2, your choice of thieves is limited, doubly so for evil parties.  Trust me on this one, Jan Jansen is not an alternative for me.  So I settled on Tithian (named after the scheming templar in Troy Denning’s Dark Sun novels).  In the course of the game, he’ll take on a very ninja-like aura as the ultimate assassin.  It’s also very appropriate in a sentimental sense, since Bhaal was himself an assassin as a mortal.  He’s also a half-elf, since elves won’t be able to romance Viconia.

How to Use Effectively
Tithian is an effective character who can perform in a variety of roles.  With the right equipment, he can be a real force in combat.  He can perform as the party scout, much like Minsc.  He can also disarm the traps.  

Tithian really comes into his own though when he backstabs.  In BG1, he raised his strength to 19.  This, coupled with a maximum backstab damage multiplier of x5, and we’re talking serious damage.  His backstabs typically ranged from 60 to 100+ points of damage!  He’ll also be able to find items which allow him to turn invisible in the middle of combat and then backstab.  Some of the battles were actually easier for the evil party than for the heroic party.  This was because I would send Tithian ahead, where he would then kill the opposition’s best spellcaster outright.  The remaining monsters are then left with little or no magical support.

His Weaknesses and How to Overcome Them
Tithian’s weaknesses are much the same as Minsc’s, and require the same solutions.  Get the Ring of Air Command and Ilbratha +1 when you can.

His THAC0 and Hit Points may not be as high as a single-class fighter, but I’ve rolled and improved his stats sufficiently high enough to mitigate this.

How to Allocate His Weapon Proficiencies
I develop Tithian the same way as Gildor, for the same fighting style.

Jaheira

Jaheira is neutral in alignment (with a leaning towards good), so she can be fitted into an evil party.  She’ll tolerate the evil characters if nothing else.  She’ll come within a hair of challenging Viconia, Korgan, and Edwin to a dual, but luckily I don’t get the same kind of Keldorn vs. Viconia death match deal.  Everything I said about developing Jaheira applies here by and large verbatim.

Viconia, Female Drow Cleric
Why She’s Included
With a Wisdom score of 18 and Magic Resistance of 65%, she’s the Cleric of choice for an evil party.  She’s also Tithian’s romantic interest.

How to Use Her Effectively
Everything I said about Anomen applies for the most part to Viconia.  She’ll provide largely the same spell repertoire.  Though not as proficient as Anomen, she can hold her own on the front line with the right equipment.  Since Keldorn is not in the party, I’ll often rely upon Viconia for Dispel Magic and True Seeing.  She’ll also be able to combine some of the game’s items together to attain a very good Charisma score (23) and become the party’s leader.

Her Weaknesses and How to Overcome
Some (including the official guide to Throne of Bhaal) have said she’s not worth including because of her poor Hit Points and Strength.  As an evil party, I have her first in line for a Girdle of Giant Strength.  As for her Hit Points, consider the fact that her Dexterity score is 19.  Couple this with the fact that she can wear the very best of armor and shields.  In the later stages of Shadows of Amn, she had an A.C. of -12, and this is before you even consider the A.C. modifiers for Full Plate Mail!  In the later stages she’ll be able to find items to raise her Magic Resistance from 65% to 80%.  In short, it’s going to be a challenge for anything in the game to even touch her, magically, physically, or otherwise.

How to Allocate Her Weapon Proficiencies
Considering that she can only attack once a round, it seemed like a waste to have her use Crom Faeyr.  I instead spent the next point on Flails so she can use the Flail of Ages.

Edwin, Male Human Conjurer
Why He’s Included
He’s the only evil mage available.  In fact, he’s the best pure spellcaster in the whole game!

How to Use Him Effectively
Any advice I gave regarding Imoen will also apply to Edwin.  With three extra spells per spell level, you’ll find that there isn’t a lot that Edwin can’t do or respond to.

His Weaknesses and How to Overcome Them
He’s obviously not suited to physical combat.  Simply leave him at a distance to work his magic, and throw up his defenses if there’s trouble.

How to Allocate His Weapon Proficiencies
He’ll already know how to use staves.  Spend his next point of Daggers, so that he can use the OTHER throwing dagger in Shadows of Amn (not the Firetooth).  Then spend the next point on Darts, so that he’ll be able to use the Crimson Dart found in Throne of Bhaal.

Korgan, Male Dwarf Berserker
Why He’s Included
A really tough fighter, and evil too!  For some of the party members, I’ve had to make concessions in the way of lower Hit Points.  Not Korgan.  He is THE front-line tank for the evil party.

How to Use Him Effectively
Kill, kill, and kill again!  Korgan can take a beating that would split other characters in half and still laugh when it’s over.  Use his Berserk ability if you think it will suffice to win the battle in short order.  It often does.

His Weaknesses and How to Overcome Them
His only real weakness is a Dexterity score of 15.  I have him equip the Gauntlets of Dexterity.

How to Allocate His Weapon Proficiences
He’s already a Grand Master in Axes.  I then proceed to have him become a Grand Master in War Hammer, since I have him use Crom Faeyr.  Axes aren’t that great in Shadows of Amn.  I then spend the next three points on Two Weapon Fighting Style.  The reason for this is that there will come a point in Throne of Bhaal where HaerDalis’ can afford to trade a few of his protective items over to Korgan.  Korgan can then dispense with a shield and become a dual-wielding character  who has Crom Faeyr in his off-hand, and the awesome Axe of the Unyielding in his main-hand.

HaerDalis’, Male Tiefling Blade
Why He’s Included
I always maintain that it’s a good idea to have a character that can provide additional spellcasting power, and do a few other things besides.  I ended up having to settle on HaerDalis’ by default.  This is not to say that HaerDalis’ is baggage, far from it.  But to my mind, the Fighter/Mage still represents a more potent package; better THAC0, better Hit Points, more damage, more attacks, and can learn spells higher than 6th level.  Nonetheless, HaerDalis’ remains quite a useful addition.

How to Use Him Effectively
Considering that his Hit Points and THAC0 will be worse by comparison, I’m not eager to have him on the front line.  I tended to use him as a spellcaster/archer from a distance.  Of course, I’m not adverse to him participating in melee if I prepare him for it beforehand or if the enemy has been sufficiently weakened so that he can safely march in.  He’s at least decent once properly prepared or when its safe enough.

His Weaknesses and How to Overcome Them
His Hit Points are somewhat miserable, so I have him engage in melee combat only if he puts up some spell defenses first or I’m otherwise sure he won’t get killed.  There is a girdle in the game that will help, but still.  His intelligence score can make having him scribe scrolls a frustrating affair, so keep Potions of Genius on hand.

How to Allocate His Weapon Proficiencies
HaerDalis’ comes already specialized in Short Swords and Two-Weapon Fighting Style.  But for reasons that I have already described, I am not eager to have him in this role.  I instead spend his next point on Short Bows, so that he can use the Gesen Bow.  I then spend the next point on Two-Handed Swords.  In the Underdark, you’ll find a great two-handed sword which good parties actually have trouble finding any use for!  It also allows him to position himself behind a better protected character and swing at a distance.

An Alternative “Best Evil Party”


In one game, I went with Tithian as an evil fighter/mage/thief.  Through SofA, I went with a five man party that didn’t include HaerDalis’.  Come TofB, I then picked up Sarevok.  With this approach, it was harder to get things started in both BG1 and the early parts of SofA, but once Sarevok is on board, the fun increases manifold.  Any advice I give regarding Minsc can also be applied almost seamlessly to Sarevok.
Characters Who Weren’t Included and Why

Yoshimo
He actually is in my heroic party until I get Imoen back.  Of course, he betrays me.  But somebody had to take care of the traps till I could find Imoen.  In any event, a single class thief just seems like a waste of one of the six slots to me.

Aerie
Imoen and Edwin will be better Mages.  Anomen and Viconia will both be better Clerics.  Sorry Aerie, just can’t fit you in.

Nalia
Having gone through BG1 with Imoen, I was already sentimentally indisposed towards having her replaced by a near carbon copy for the whole game.  There is also a practical reason for preferring Imoen.  She has better thief skills.

Jan Jansen

Possibly takes the cake as the most useless NPC of all.  He is inferior to Gildor, Tithian, and Imoen in every way.  He is pathetically weak in combat.  Imoen already possesses just enough to see the party through the game’s traps and doors, and she learns spells way faster than Jan.  There is also another reason to leave Jan out.  His various punch lines and dumb stories about turnips and such became extremely annoying during the brief time that I experimented with him.  I consider myself a pragmatic player capable of ignoring irritations.  In this case, the annoyance was just plain overpowering.
Valygar
Valygar is actually a legitimate replacement for Minsc, and I’ve finished the game with him before.

His backstabbing ability can also prove very useful.  In this instance, I have to orient the protagonist differently.  Valygar wields katanas and swords in both hands.  The protagonist uses a long bow and a two-handed sword.  In the end, I prefer Minsc for two reasons.  With Valygar, I would end up having to give him the first girdle of giant strength, while Jaheira waits for the second, and Keldorn gets nothing until Throne of Bhaal.  Also, having a fighter/mage as the dual wielding character provides better tactical possibilites than if it were Valygar (see the description for Gildor above).

Cernd
I’ve never tried Cernd, and I don’t think I’ll ever convince myself to.  He can’t even wear the leather armor normally allowed to Druids.  He can of course change into a werewolf, and later on a greater werewolf.  Will this make a difference against Adamantite Golems, hordes of Drow, and the like?

Jaheira, with a proper investment of equipment and defensive spells, proves more than adequate for melee combat.  Of course, he gains spells faster than Jaheira.  But Jaheira herself can gain relatively early access to those select few Druid spells that make a difference.  To get Cernd, you have to go through the trouble of travelling to Trademeet.  You get Jaheira right away.  By now it should be obvious who gets the nod.

Mazzy Fentan
A Halfling paladin wannabe with some special abilities like Remove Fear, Courage, and Lay on Hands.  She is an intriguing possibility as a fighter, especially with her cool hair and stiff upper lip accent.  To make her effective, you would have to invest some equipment into her such as a girdle of giant strength and the like.  Wouldn’t you rather do this for a character that provides powers beyond what Mazzy has, such as Keldorn and Jaheira?  She has already spent her weapon proficiency points on short swords, which in BG2 aren’t all that great.  You also have to go through the trouble of digging her out of the Umar Hills dungeon.  It just isn’t worth it.

The Order in Which to do Quests, and Other Issues
BG2 provides a huge gaming world, very non-linear, and can inspire indecisiveness in a player.  What I will describe is the order of how I do things, both for the good and the evil party.  This is not so much to say that my way of doing things is the absolute best, but it will hopefully provide some guidance to the reader in deciding the course of his/her own game.

The Order for the Good Party
a) The first priority is to assemble the party that will stay together for the duration of the game.  The challenge for the good party begins upon their emergence from the first dungeon, when the Cowled Wizards take Imoen away.  So off they go to the Slums, both to hear out Gaelan Bayle’s proposal for getting Imoen back and to recruit Anomen into the party.

b) The Cult of the Unseeing Eye quest.  Doing this quest first serves three purposes.  Upon its completion, Keldorn joins the party for good.  The party will find some very useful items, especially for Keldorn and Minsc.  The party will also find a whole bunch of items which while not useful in the party’s hands, can be sold for gold.  The party will be able to raise the 15,000gp that Gaelan wants from the sales.

Some readers may express surprise that I would do this quest so early.  It can be dangerous, but with ingenuity and the right methods it can be done.

c) The Slave Lords Quest.  Before trotting off in search of Imoen, it’s a priority to get the Celestial Fury Katana for Gildor.  It’s a tough fight, put the party has just enough spell power to win.

d) Jermien’s Quest, in the Umar Hills.  This is the quest to get Minsc the short sword, Ilbratha +1, that allows him to cast Mirror Image once a day.  The party’s journey to get Imoen AND come back to the lands of Amn is going to be a long one, so I get this defensive resource for Minsc while I can.

e) The Shadow Thieves.  Before Gaelan’s pals will bring you to Imoen, you’ll have tohelp them out with some quests.

f) Chapters 4, and 5.  This is where the game becomes very linear.  You’ll actually find Imoen in short order after taking the ship provided by the guild.  You’ll then have to fight your way through the Asylum, a shark-man city, and then the Underdark to finally come back to Amn.

g) Now that we’re in Chapter 6, the game becomes very non-linear again.  My first priority is to set in motion Jaheira’s romance and the quests involved by visiting the Harper Hold.  Even with the improved romance script, this quest takes a lot of time to complete.  The sooner I get the Harper Pin, a very powerful amulet which only Jaheira can wear, the better.

h) The next priority is to acquire the strongholds for Gildor.  The next stop is the Planar Sphere, which is the Mage stronghold.

i) The next stop is the De’Arnise Keep, which is the Fighter stronghold.  I do the Planar Sphere first because if you take up lordship over the keep first, Lavok won’t offer you the sphere.

j) After all this, the order in which I perform quests is determined by the usefulness of the items within those quests.  I start off with the serial murderer quest in the Bridge District to complete the Gesen Bow and the Gravedigger Quest.  I then do the Sir Sarles quest to get the Helm of Glory.

k) The next stop is Trademeet, which will provide a lot of very useful items (especially for Jaheira), and plenty of opportunities to up your reputation.  After this, the Astral Prison and Circus quests.

l) Next are the Umar Hills and Windspear Hills dungeons.  The areas represent two extremes.  A lot of the items you’ll find aren’t as useful as what was available before, so it was appropriate to delay coming to them.  On the other hand, it also some of the most powerful items in the game.  Problem is, they’re guarded by dragons.  In this respect, it was also appropriate to delay coming to them until you’ve grown strong enough to take on dragons.

m) Now that the essentials are done, I’ll take the time to do any side quest I haven’t yet gotten around to.

n) Once that is done, it is time to conclude Chapter 6 by killing Bodhi.

o) Now it’s on to the finale against Irenicus in Chapter 7, and then on to Throne of Bhaal.

The Order for the Evil Party

a) Since Imoen will not be included in the evil party, there’s no rush to go after her.  I go to the Government District in order to save Viconia and recruit her into my party.

b) Next is the Shadow Thieves’ Guildhall, to talk to Renal Bloodscalp.  Upon completion of his quest, I get my own Guildhall as a thief stronghold and Edwin as a party member.

c) Now I go to the Copper Coronet, and then recruit Korgan.  Now I thoroughly explore the Graveyard District and its underground crypts.  This kills two birds in one stone in that both Edwin’s and Korgan’s quests will be completed.

d) Next is the Astral Prison quest to get HaerDalis’ into the party.

e) Now it’s time to get the Celestial Fury and Ilbratha for Tithian.

f) Now that the party is assembled, I complete the De’Arnise Keep quest to get the fighter stronghold.

g) I then complete the Circus quest, to get Viconia the Ring of Influence.

h) Now it’s time to do the Trademeet quests, both for the items and to up my reputation, which has taken a beating because I started off evil and recruited Viconia.

i) Now I set the Harper Hold quest in motion.  The reason I delayed this a little bit was because you’ll still need a good reputation to be rewarded with the Harper Pin.  The Trademeet quests have gotten my foot into the door.

j) Next stop, the Cult of the Unseeing Eye quest.

k) Next are the Sir Sarles, and Bridge District.
l) Now it’s time for Chapters 3, 4, and 5.  During Chapter 3, roleplaying as an evil character, I sided with Bodhi and took down the Shadow Thieves.

l) Upon returning to Amn, I then go to the Umar and Windspear Hills.

m) After all that, it’s a matter of tying up loose ends and then making my way to the finale.

Romances With the NPCs
In this little section, I can offer some advice on all but one romance.  I regret to say that I have nothing to offer on Aerie, as adorable as she is, because I have trouble fitting her into my setups one way or the other.

Jaheira
To my mind, the best and most complicated of the romances, partly because the Harper Hold quests add to its depth.  There are a few guidelines for which dialogue options to choose:

1) Be honest with her, or tell her what she wants to hear, depending on how you look at it.

2) Present yourself as a decent, normal, and caring person.  Admissions that you want to unlock your power as a Child of Bhaal can damage the romance.

3) Sympathize with her reverence for nature, and her dedication as a Harper.

4) When the Harper Hold quests are in motion, Jaheira is going to go into an identity crisis right before your very eyes and take it out on you.  You’re going to have to turn the other cheek for her sake, and sympathize with her inner turmoil.

5) Let her know she means something to you.  The dialogue options aren’t exactly ‘I would cross mountains and seas for your love...’, but still let her know that she means something to you personally.

There are also some quests that must be performed in order to keep the romance in motion.  These are:

1) At one point bandits will get the jump on your party when they rest, and take Jaheira hostage.  The key to this one is BE A MAN!  Offering to take Jaheira’s place and taking the blow yourself is the way to go.  Getting on your knees or callously disregarding Jaheira will kill the romance.

2) You must save Jaheira from Baron Ployer’s curse.

3) You must also buy a locket from a merchant in the Dock District to express your feelings for Jaheira.

4) You must finish the Harper Hold quests.

A lot of the times, the party must rest outdoors in order for some of the events to occur.  The bandit quest is one example.

One final note is that it can be pretty easy to have the romance hang.  The romance dialogues depend on real time, but the Harper quests depend on game time.  If things don’t happen in their proper order, the romance will freeze.  For this reason I recommend downloading an improved script file for  the Jaheira romance.  I’m not a big fan of hacks, cheats, and the like, but I feel that this is a justified exception.  If you’re constantly worrying about whether you did things right and having to reload previous saved games just to make sure, it actually detracts from the fun of the game.  A good script file which I’ve always used can be found at http://free.polbox.pl/m/manveru.  Simply follow the links till you find it.

Viconia
Viconia’s romance is comparatively simple.  It also has a certain kinkiness which is in stark contrast to the almost frigid tranquility of Jaheira’s romance.  There are also a few guidelines.

1) Be her idea of a man.  Strong, self-sufficient, unafraid.

2) It is apparently possible to play the romance as a good guy.  But since Tithian is evil, I found that the ‘I desire power’ responses work even better.  They excite, even thrill, Viconia.

3) Once in a while, you’ll have to be mildly insulting.  She’s more than happy to return the favour.  Just as long as you don’t overdo it.

4) Show interest and curiosity in her past and where she came from.  She is acutely aware that the Underdark she came from is vastly different from your surface world, and she’ll want to share her experiences and memories with you.

5) She’ll sleep with you (for the first time) and then berate you very badly.  You’re just going to have to take it in stride.

6) She’ll go to bed with you a second time, and offer to do so a third time.  This is an instance where third is definitely not a charmer, because she’s exhausted at the time.  The best option is to simply stay the night with her and hold her while she sleeps.

7) Near the end, she’ll want to leave the party because she is convinced that it just won’t work.  Telling her that you cannot prevail against Irenicus without her aid is the way to go.

* NOTE * If you choose to romance Viconia, do not leave Jaheira’s improved romance script in the override directory.  It has a habit of reviving Jaheira’s romance even after you’ve killed it and killing  the romance that you actually do want.

Anomen
I’ve also played BG2 as a female Fighter/Mage and done Anomen’s romance.  It’s the easiest romance there is.  Simply be nice to him, play the girl next door, and listen with interest to tales of his exploits.  I’ve only played the romance where I’ve convinced Anomen not to kill Saerk Farrahd (since this is necessary to keep both Anomen and Keldorn in the party).  In this line, there is only one point in the romance that presents a challenge.  News will be brought to Anomen that Saerk did indeed have his sister murdered.  He then leaves the party to challenge Saerk.  Go to Saerk’s estate, where Anomen is about to attack Saerk.  The ONLY dialogue option that convinces Anomen to withdraw is to remind him that he will become like his father.  No other option will work.

When to Install Throne of Bhaal
If you have both Shadows of Amn and Throne of Bhaal, you can install both at the same time and play the whole way through.  Throne of Bhaal brings in some new features that enhances the game play.  It also allows mages, bards, and thieves to equip Ioun stones.  But I prefer not to install Throne of Bhaal right away.  There’s a reason why.

In Shadows of Amn, you can equip a Cloak or Ring of Protection +2 with the Red Dragon Scale Armor.  If Throne of Bhaal is installed, this option gets taken away.  So for the time being, I install only Shadows of Amn.  Once a character has equipped both the Red Dragon Scale and a Ring or Cloak of Protection +2 together, I then install Throne of Bhaal.  So long as you don’t remove the armor, ring, or cloak, your combining together of the items will remain intact.

Of course, you could also use the Ease-of-Use mod available at SP to utilize this combination.

The Tactics Module

Have any of you veterans out there found that BG2 is starting to get a little … yawn?  I mean, taking on new monsters for the first time was all cool and fun, but … by now we’ve learned every inside trick that there is to know.  The designers can hardly be faulted for this.  They had to design a game for newbies who were just learning the ropes, otherwise nobody would want to play it.  But what about those of us who have been there and done that?  

My recommendation is to download Weimer’s Tactics Module, available on sorcerers.net.  What the module essentially does is provide a smarter and more challenging ‘Dungeon Master’.  Some of the monsters are made much more difficult with more powers, or simply making smarter tactical decisions.  Some new monsters are also provided for additional challenge.  If you’re looking to spice things up, then this is your cup of tea, and a hot one at that!


When I need to describe what’s different under the new module, and what I did about it, I will make a note preceded by *** TACT ***.

Ascension Module


David Geidder’s equivalent of the Solaufein Module for Throne of Bhaal.  Notes on this module will be preceded by *** ASC ***.  

CHAPTER 1

Irenicus Dungeon
Irenicus Dungeon, Level 1
1) After your various tortures at the hands of Irenicus, he is compelled to go off to deal with the Shadow Thieves’ assault.  Imoen will come and break you out of your cell.  There’s no dialogue option that will cause her to leave you, and in any event she’s more than welcome in a good party.

2) I now go into the room to the northwest.  In the middle is a table which will provide some basic weaponry for starting characters, as well as the key that will unlock Jaheira’s cage.  Behind one of the paintings, which is trapped, you’ll find 3 Potions of Healing and a Dagger +1.  In the chest you’ll also find some basic armor.

* If you took the Golden Pantaloons in BG1, you’ll also find them in this room.

3) Come back to the large room.  Don’t worry about the door in the north corner.  It’s one exit from the level and you’ll soon find another one that is easier to take.

4) Along the northeast wall are cages that contain two of Gildor’s companions, Jaheira and Minsc.  You can manipulate Minsc into breaking himself out of the cage.  For Jaheira, you’ll need the key from the room to the northwest (the start of a beautiful relationship for Gildor).  

5) Go southwest, then west.  You’ll come into a room with a Lightning Bolt machine and a Lightning Mephit.  Not a particularly dangerous situation, since the bolts themselves do so little damage.  Left-Click on x2850 y3050 to turn the machine off.

6) Continue west when a genie named Aataqah talks to you.  Choosing ‘press the button’ in response to his question is a little more rewarding, since you’ll get to fight an Ogre Mage and scoop up his treasure instead of a bunch of Gibberlings.

7) Continue west.  There are three ways to go, southwest, northwest, and northeast.

8) To the southwest is a large room filled with tubes holding Irenicus’ ‘experiments’.  You’ll need to find something from a creature named Rielev first before you’ll be able to converse with any of the unfortunates in here.

There will also be a Steam Mephit and an Ice Mephit.  Neither overly dangerous.  In a trapped crate at x1025 y3025, you’ll find a Quarterstaff +1.

9) In the west room is a Sewage Golem.  You’ll need to find something to activate it first, so don’t worry about it for now.  On the table is a Long Sword +1, an improvement for Gildor or Tithian.  In the chest are 3 Potions of Extra Healing, and a Scroll of Dispel Magic.  The shelf has a Scroll of Flame Arrow.

10) Continue southwest, and then northwest.  Inside the first door you’ll see are two Lesser Clay Golems.  Luckily, they don’t require any special weapons to kill.  You may as well kill them now since it’s only a matter of time before they’ll come after you.

11) Continue northeast and through the door.  Inside is the creature Rielev, also in a tank.  He’ll beg to take the Energy Cells from his tank so that he can die and so you can revive the other creatures inside the tanks.  

Inside a barrel are 2 Potions of Extra Healing.  On the table is the Activation Stone, which is what you’ll need to activate the Sewage Golem.

12) If you come back to the room with the tanks, only the creatures inside the tanks at x450 y2925 and x1200 y3125 provide any useful hints.

13) Come back to the room with the Sewage Golem.  Talk to it, order it to open the doors, and then give it the Activation Stone.  Now follow it all the way till it opens a door.

14) You’ll come into a large room with an Otyugh.  Not very difficult, and the only irritation is they can give you a minor disease which can be slept off.

In the two chests at the west end of the room, you’ll find an Oil of Speed and a Scroll of Vocalize.  Vocalize is actually worth a second-level spell slot for Imoen.  Contrary to what I’ve read, you can use it even after you’ve been silenced and regain your spellcasting ability.  But don’t scribe it right away, hold on to it until you’ve rescued Imoen.

In the two east chests, you’ll find a Scroll of Clairvoyance, 3 Potions of Extra Healing, and a Helm of Infravision.

*** TACT ***


As part of Improved Ilyich, the Otyugh has been replaced by a Greater Otyugh, which can ‘cast’ Dolorous Decay, and regenerates.  Whether you love Jaheira with a passion (like myself) or hate her with a passion (like SP member Eze), it well behooves you to include her if you’ve installed the Improved Ilyich.  She can cast Doom on the beast, which lowers its saving throws.  Imoen can then follow up with a Chromatic Orb to hold the beast still.  Now hack it apart.

15) The west tunnel leads to a Smoke Mephit, and also the room where you were first caged.

16) Take the west tunnel, which has Goblins.  You’ll come to a well furnished room.  There’s a trap in the middle of the room, as well as on some of the chests and shelves.

In the chests along the west wall, you’ll find:

Scroll of Chromatic Orb, worth at least one 1st level spell slot for Imoen.  At high levels, it turns into an instant death spell with a fast casting time, provided the saving throw fails.

Helm of Balduran, (+1 AC, +1 THAC0, +1 to Saving Throws).  Gildor, who’s having to go without body armor and whose THAC0 doesn’t improve as quickly, gets this helm for now.  

In the northeast chests you’ll find:

Amulet of Metaspell Influence (+1 2nd Level Spell), a mildly useful item in BG1, but now practically meaningless in BG2.  May as well sell it.


Air Elemental Statue, you’ll need this to open one of the doors in the dungeon.

*** TACT ***


Improved Ilyich replaces most of the Goblins with a Shadow Thief, who comes equipped with one of the following at random:


- Wand of Frost


- Wand of Paralysis


- Wand of Fear


- Wand of Polymorphing.

Also, anytime you rest, you’ll get attacked by one once you wake up.  I recommend having the patience to reload until the Thief is stuck with the Wand of Polymorphing, which never works.  Chromatic Orb also helps to minimize the pain.  This way, you can clear out areas and rest with a minimum of obstruction.

17) There are now two ways to go, northwest and southeast.  To the northwest is the exit to the next level, but you’ll need a key first.

18) I go southeast and come upon the captive Dryads.  They’ll want you to bring their acorns to the Fairy Queen in the Windspear Hills.  They’re in the possession of a Duergar Dwarf named Ilyich.

19) Continue southwest and you’ll find Irenicus’ duplication of Ellesime’s (an Elven Queen) bedroom.  There are traps all over the place, including many of the chests and shelves.

On the west table, you’ll find a Scroll of Dire Charm.  In the west chest, you’ll find:

Potion of Extra Healing

Bracers of A.C. 8, a welcome find for Gildor

Pommel Gem of the Equalizer, hold on to this so that you’ll be able to assemble the Equalizer Sword.

In the chest to the west, you’ll find a Portal Key, your ticket up to the next level.  You could leave for the next level right away, but why do that before covering the whole first level?

20) Come back to the room where you fought the Otyugh.  Go northwest and you’ll find a library which has a Dust Mephit and Goblins.  Continue northwest out of the library and you’ll find an Earth Mephit.

21) Continue northeast and then southeast.  You’ll find Ilyich and his Duergar Dwarf followers.  A well placed Fireball should win this one quickly.  Loot Ilyich’s corpse for the Acorns, and a Chain Mail +2.

In a crate, you’ll find 2 Potions of Extra Healing.  In a chest, you’ll find mundane weapons and a Scroll of Grease.  In a Barrel, you’ll find Darts and Throwing Knives.

*** TACT ***


Here’s comes the real kicker with the Improved Ilyich.  Ilyich himself is buffed up considerably, including a +3 club and a +2 hammer.  He also has a “War Blunder of Asia” or some such power that slows down whoever attacks him.  But that’s only the start.  He’s also helped out by:


- a Golem that can only be harmed by magical blunt weapons.


- a Neophyte Glabrezu who can only be harmed by +2 or better weapons.

- Khazamarov, very fond of using his crossbow.  If I remember correctly, he can also inflict blindness.

- Ratsputin, a backstabbing rogue who, if I’m not mistaken, can also fire missile weapons that stun.

- Zhivago, a high level cleric.  If he summons a Fallen Deva, you may as well reload.

All these baddies wander about the northwest corner of the dungeon in a random patrol.  Trust me, fighting them all at once is suicide.  I make a point of having Invisibility 10’ Radius in my spellbook before starting Improved Ilyich.  I basically sit around and wait for one of them to come around and be all by his lonesome self.  If the Glabrezu comes by, who can see past invisibility, and catches me without a +2 weapon, I’ll reload.  If I can’t kill the loner quickly enough before help arrives, I’ll reload.  When the conditions are right, I surround the loner just as Imoen gets off a haste spell.  If I kill him before anybody arrives, I leg it to a safe corner and save my game.  Time to rest up, and repeat the process for each individual foe.  Once I get Khazamarov, I’ll loot his Short Sword +2 and then I’m ready for the Neophyte Glabrezu.  Ideally, Zhivago should be second last, and Ilyich the very last.
22) Continue northeast.  There’s a door on the northwest wall, and a hall leading southeast.  For now, take the hall.  There’s a trap at x2725 y475.

23) From there, continue southwest.  You’ll enter a room with a large machine, and a demonic creature called a Cambion encased in a force field.  If you left click on the machine, the force field will disappear and allow the Cambion to attack you.  This can be a tough fight.  My strategy depends on whether I’m playing the good party or the bad party.

For the good party, I have Gildor prepare with Stoneskin and Mirror Image.  He then steps up right in front of the Cambion while the rest of the party hangs back.  Once the force field is brought down, Gildor will be the initial target of the Cambion.

For the evil party, I have Tithian hide before entering the room.  He then positions himself for a backstab before the force field is brought down.  

The Cambion will leave behind a Bastard Sword +1.

23) Come back to the door on the northwest wall.  You’ll need the Air Elemental Statue (paragraph 16) to open it.

24) You’ll come into a mini-dimension tied to the elemental plane of air.  Step a little ahead and you’ll find a bridge going north, and one going west.  The one going west will have Air, Mist and Smoke Mephits.  At the end of it is a Scroll of Conjure Air Elemental.

25) The one going north leads to a wide open space, with a lot of Mephits.  They’re normally pushovers, but in this number the Haste spell is well advised.

26) From there, go west and you’ll find a genie’s flask.  When you L-click on it, the Genie will come out and demand the return of its flask. * Note * It’s important to ask where you can find it, then he’ll clue you in on the possibility that the Dryads have it.  This is the only way that you’ll be able to bring up the subject of the flask when you talk to the Dryads.

27) Now make your way back to the Dryads.  You’ll get 9,500xp for showing them the acorns.  When you ask about the flask, they’ll give it to you.

28) Now come back to the Genie.  Your reward will be 15,000xp and the two-handed Sword of Chaos +2 (each hit heals its’ wielder by 1 Hit Point), just right for Minsc.

29) Now it’s time to leave this level.  There are two exits.  One is in the room northwest of where you found the Helm of Balduran.  The other is through the north door of the room where you were originally caged.

Level 2
1) Upon arrival, Yoshimo offers to join your party.  Having an extra body won’t hurt.  For the good party, he’ll have to be the stand-in thief until I get Imoen back.  There’s only one door to the east.

2) In the room are four Mephit Portals, which continually spawn various Mephits.  Go straight for the Portals, since you don’t get any experience for killing the Mephits themselves.  On the east table, you’ll find a Key of Monster Summoning.

3) At the north end of the room is the table where rests the now deceased Khalid.  This provokes a very emotional response from Jaheira.  If you value Jaheira as a party member, be careful not to insult Khalid or suggest once too often his resurrection.

In a chest nearby is the Key of Fire.

4) Along the northwest wall is a trapped chest that contains 2 Potions of Extra Healing, and the Key of Cloudkill.  On the table will be a gold ring.  On the bookshelf is a Tchazar Gem and a Cursed Scroll of Weakness.

5) Along the northwest wall are two doors.  Take the south door first.  Inside is a clone of Ellesime, which attacks the party.  She’ll start the combat with Mirror Image and Minor Spell Turning, so don’t cast Magic Missile at her.  It’s a matter of wearing her down with physical attacks.  She’ll drop the Key of Missiles.

6) Through the north door is a hallway.  You’ll find an Ice Mephit and an Assassin fighting each other.  Further down is a Smoke Mephit.

7) The hallway turns northeast.  There will be a bridge crossing over a gap.  There’s a trap in the middle of the bridge.  Continue on through the doorway.  

8) You’ll now come into a room with a group of Duergar dwarves.  Whatever you do, don’t stride forward towards them because there are a whole set of traps which cannot be disarmed with the normal method.  You walk up to each of the pedestals lining the northwest wall and left-click on them.  The keys you have previously found which each turn off their respective traps, and give you a corresponding wand with one charge left.  In the meantime, a Fireball and missile weapons should take care of the Deurgar.

9) In the throne at the northeast end is a Ring of Protection +1, handy for Gildor.

10) Through the door on the west wall, you’ll find a Vampire named Ulvaryl doing battle with some Shadow Thief Assassins.

11) Along the southeast wall are three doors.  I take the easternmost door first.  You’ll run into a few Goblins.  In the room to the west are another group of Duergar.  On a table, you’ll find 100gp, 2 Potions of Extra Healing, and a Scroll of Charm Person.

Within the two chests along the northeastern wall, you find:

2 Potions of Healing

Girdle of Bluntness, (+4 A.C. vs. blunt weapons).  Who do I give this item to?  Anomen.  My reasoning is as follows: Anomen starts off with a pretty good strength score, so he’s not in dire need of a girdle of giant strength.  After the Crom Faeyr hammer is assembled, he definitely won’t need such a girdle.  The other reason is that battles with golems are not that rare an occurrence.  Among these are Clay Golems, which can only be harmed by magical blunt weapons.  So as it happens, I often rely on Anomen to go toe to toe with these monsters, sometimes leaving the others out of harm’s way or as well-protected distractions (ie Stoneskin, etc.).  Since golems’ fists are considered blunt weapons, it makes sense to give Anomen special protection in that regard.

12) Through the middle door, you’ll hear the voice of an old man through the door begging you to let him out.  There are chests in the east corner.  The top one is trapped.  You’ll find a Scroll of Knock, Potion of Firebreath, Scroll of Protection from Lightning, and Frennedan’s key.

Unlock the door to let him out.  He’s a Doppleganger and sooner or later he’s going to turn on you, so you may as well get it over with now.  In the west chest you’ll find a Cursed Scroll of Foolishness.  Among the east shelves, one of which is trapped, you’ll find Scolls of Blindness and Color Spray, and 100gp.  On a table, you’ll find 2 Potions of Extra Healing, and 6 Bullets +1.

13) Through the westernmost door, you’ll have to fight your way through some Shadow Thief Assassins.  Continue east and then north, where you’ll find the way out of the dungeon.  Upon leaving, Irenicus wastes several Shadow Thieves and Cowled Wizards by himself before both he and Imoen are taken away.  Each remaining party member gets 34,500xp each.

Adventurer’s Mart
The party finds itself in Waukeen’s Promenade.  Even though there are a few minor quests here, I prefer not to do most of them until the party is fully assembled, so that everyone shares in the experience.  I do however stop off at the Adventurer’s Mart to sell off my extra booty.  Ribald Barterman will have a lot for sale, the most notable items are:

Fortress Shield +3, +7 A.C. vs. Missiles.  The second best shield in Shadows of Amn, and eventually I will buy it for Jaheira.

Reflection Shield – a rather weak shield overall, but its ability to reflect missile weapons backwards makes it great for a select few occasions.

* Bracers of Defense A.C. 3, for Gildor

2 Scrolls of Protection from Magic, these create a temporary sphere which negates any and all magic, whether its an opponent’s or your own.  I don’t bother with these until I need them for a very special occasion, taking on the Demi-lich.

Gem Bag, quite a useful item.  The best way to use it is to put valuable rings and necklaces (e.g. Ruby Ring, Laeral’s Tear Necklace) in it so that you can stack regular gems in your other inventory slots.

* Ring of Air Control (Charm Air Elemental once per day, save has a +2 bonus, Improve Invisibility once a day).  I buy this ring for Minsc or Tithian.  Once in a while, now matter how good your scout is at stealth, you’ll get the message ‘Hide in Shadows Failed.’ and in plain view of the monsters.  The ring provides a failsafe way of getting back under cover.  For the leather-bound Minsc or Tithian, it also provides a defensive resource in that Improved Invisibility continues to provide a +4 bonus to both A.C. and saving throws afterwards.  For Tithian, the ring has even more significance as a deadly weapon.  He can go invisible in the middle of combat, and then perform a backstab.

* Girdle of Hill Giant Strength (sets users strength to 19).  In a good party, this girdle will turn Jaheira from a competent fighter into a real force in combat.  For Viconia, it will allow her to hold her own on the front line.

The asterisks mark items that I buy before going off in search of Imoen.

The next floor up is Lady Yuth, who sells a wide selection of spell scrolls, as well as the useful Scroll Case which I’m sure to get before going off in search of Imoen.  * NOTE * Also here is Deidre, who is available through the Collector’s Edition files.  I won’t comment on Deidre until Chapter 6, since it’s not till then that the party can even think about buying anything from her.

CHAPTER 2
After the visit to the Adventurer’s Mart, there’s not much choice besides going to the slums.

The Slums
1) You’ll be greeted by Gaelan Bayle, who offers assistance towards the return of Imoen.  He’ll take you to his home.  He then springs the catch on you.  His group needs 20,000gp in return.  So the party will have to do a little adventuring first before they can go off in search of Imoen.

2) Upon leaving, the party will find itself in front of the Copper Coronet Inn.  Inside, the good party will find Anomen.  For the evil party, Korgan is the one to be recruited.

For the good party, it’s now time to head for the Temple District.

The Unseeing Eye Quest
The Temple District
1) Go straight west and you’ll listen in on a gathering that’s part theological discussion, and part propaganda.  When it’s over, High Watcher Oisig requests your presence at the Temple of Helm.  Once there, he hires you to investigate the new cult.  He’ll also advise you that Keldorn will be ahead of you and awaiting your assistance.

2) There are a number of sewer grates which will lead you towards your mission, but the one in the middle of the district is as good a choice as any.

The Sewers
1) Once you enter, the tunnels will fork three ways.  Continue southwest.  The tunnel going northwest leads into a fight that’s too much for a beginning party.

2) In the center of the sewers is a Rakshasa and his Kobold minions.  This is an instance where the stealth ability of a Ranger or Thief can make a big difference.  A well placed Fireball, then a well placed Holy Smite, will wipe out the Kobolds.  Now you can just gang up on the Rakshasa.

He’ll leave behind the Cloak of the Sewers (+1 A.C., allows its wearer to change into a Rat, Troll, or Mustard Jelly, once a day).  Shapechanging abilities aren’t all that useful.  It is however welcome protection for the leather-bound Minsc.  Gildor may also be a candidate, but I have the Cloak of Mirroring in mind for him.

3) From the center, continue northwest.  You’ll find Keldorn, a most valuable NPC to add to your party.  That is, if you aren’t evil.  The entrance to the Cult’s lair will be immediately ahead.

The Cult’s Lair
1) From the entrance, go southeast and then southwest.  You’ll come into a large room.  At the southwest end of the room is a Web trap.  However, disarming the trap will bring Shadows into view.  My recommendation is to detect the trap, hide in shadows, and then disarm it.  The hide will last just long enough to disarm it and pull back out of view.  Once the trap is disarmed, six Ettercaps will ambush the party.  Make sure the priests have memorized Slow Poison beforehand.

2) Southwest of the room is a room with some Shadows.  Since the room has some narrow walkways, I don’t recommend fighting them here.  Have one character step forward, and lure them back into the room where you fought the Ettercaps.

3) Continue along the tunnel, and you’ll find a room with steel doors and a wheel in the middle.  Upon entry, the doors close, a noxious and damaging fume arises, and Vampiric Mists will ambush whoever’s inside.  

The Mists can drain levels.  The Negative Plane Protection spell just doesn’t seem to last long enough in this situation.  Instead, I have Gildor ingest an Oil of Speed, and then release his Minor Spell Sequencer (Blur and Mirror Image).  This seems to offer the best chance of avoiding level drains.

4) Continue southwest and you’ll meet Gaal, the High Priest of the Unseeing Eye.  Fake interest in his little cult.  He’ll want a favour in return.  Retrieve a powerful artifact from the tomb below.  He’ll give you a key to grant access.

5) Return to where you first entered the Cult’s Lair.  Continue southwest.  Through the northwest door you’ll find Sassar, a former devotee of the Unseeing Eye.  What the artifact is, is half of a very powerful rod of destruction.  The Unseeing Eye has the other half.  What Sassar proposes is assembling the rod so that you can use it to destroy the Unseeing Eye.  Sounds good.

6) For the time being, I heed Sassar’s advice about not opening the crypt in the room.  A 7th level party just doesn’t have enough to take on a Lich.

7) Continue west.  There will be a trap at x1215 y1115.  West will be a group of Shadows (strength drain), Shadow Fiends (Paralysis, immune to fire) and Wraiths (level drain).  This fight can be a little tough for a new party.  My strategy involves Gildor getting in a first strike with Fireball.  As they start coming forward, Gildor stays a little ahead as their first target and uses his Minor Spell Sequencer.  Jaheira casts Negative Plane Protection on him.  Anomen then hits the incoming monsters with Holy Smite.  At this level, this is about as good a chance as there is of winning without suffering a level drain.

8) Continue west and you’ll find the way down.

Underground Tomb
1) Immediately north from where you’ll start, you’ll find four Huge Spiders.

2) Continue northeast and then east.  Partially depending on how high your level is, you’ll find three groups of monsters which can spawn within this stretch.  The easiest group are Mutated Gibberlings.

Another are the Yuan-ti.  For a beginning party, this can be challenging.  The one to watch out for is the Yuan-ti Mage, who will protect himself with Stoneskin and Minor Spell Turning.  He’ll then cast Chaos.  Have Remove Magic or Dispel Magic handy and take him down first before concerning yourself with the fighters.  If the fighters present problems, Slow certainly helps.

Another are Mummies (disease) and Ghasts (nausea and paralysis) side by side.  A shot of both Fireball and Holy Smite should level them.

3) Continue east and you’ll find stairs.  There’s a trap on the first step.

4) Climb on to the platform, and L-click on the roof.  The correct responses are “life”, “time” and “the current one.”  The bridge reforms and the party gets 42,250 xp.

5) A Gauth beholder is to the east.  If the party is higher level, there will be more than one.  While I played an evil party, I made a point of buying the Shield of Balduran first before doing the Unseeing Eye quest.  For the good party though, they must face up to the challenge of the Gauth’s attacks.  I ended up using stealth to mark its location, and hitting it with both Fireball and Holy Smite.  Gildor casts Mirror Image and walks forward and then lure it back towards the party.  The party now hits the weakened Gauth with missile weapons.

It is advisable not to bring the nearby shadows into view while fighting the Gauth.

*** TACT *** One of the new features of the Tactics Modules is that random dungeon encounters are always of maximum difficulty, regardless of your party’s level.  In this instance, it’s three Beholders and two Gauths.  A 7th level party and no Shield of Balduran.  OUCH!  I ended up having reconfiguring Gildor and Anomen so that their 3rd level slots were all Fireballs and Holy Smites.  I have Minsc mark their location, and then Gildor and Anomen paste them at a distance.  They’ll sometimes move, yet only the Gauth can cross the bridge.  But hey, if I kill one them, it’s progress and then I rest up and eventually get the rest.

6) North of where the Gauth was are some Shadows and two Shadow Fiends.

7) Continue northwest.  The tunnel then curves west.  A short distance ahead is a Flesh to Stone trap.

8) You’ll come upon the underground tomb.  It is surrounded by eternally unhappy and eternally cursed individuals.  They clue you in to their dissatisfaction with their former deity and having to remain suspended within the duties he has imposed upon them.

9) Enter the tomb.  A creature called Empathic Manifestation will attack the party.  It lives off of hatred, so the key to making it go away is to cast a healing spell on it.  The protagonist’s Cure Light Wounds, with its great speed factor, is ideal.

Upon defeating the manifestation, Amanautor’s avatar appears.  He explains a few things.  What he wants from you is to assemble the rod, use it to kill the Unseeing Eye, and return it so that he can destroy it and end the curse on his former followers.  He gives you his half of the Rod.

In the urn of the tomb, you’ll find a Scroll of Skull Trap, 2 Scrolls of Cure Serious Wounds, a Moonbar Gem, and a Black Opal.

Now go back up to the Lair.

The Cult of the Lair, the second time
1) When you come to Sassar, he’ll tell you that one of the Cult Gaurds named Tad will help.  ‘The eye is blind’ is what you are to say to him.

2) Tad will be at x1525 y2000.  He’ll then tell you to take the stairs behind him.

Undead Village
This area is frequented by hordes of Mummies and Ghasts together, so always scout ahead.

1) I continue north and take the first door I see.

2) I’ll have to fight a couple Zombies and a Ghoul Lord (paralysis and blindness in a 5' radius).

3) Continue north and you’ll see two Shadows and a Skeleton Warrior.  I recommend Haste and letting them come to you since there’s another group behind them.

*** TACT *** This encounter is jacked up to a Lich, Skeleton Warriors, and Greater Mummies.  At this level, this takes a fair amount of luck.  Draw the other undead away from the Lich, and kill them.  As with the Beholders, I have to rely on multiple shots of Fireball and/or Smite to take down the Greater Mummies who can only be struck down by +3 or greater weapons.  Once the undead minions are gone, I then have Anomen memorize multiple instances of Animate Dead and then rest up.  I use the Skeletons to soak up the Lich’s higher level spells.  Once I’ve absorbed as much of the Lich’s repertoire as I can, I then charge in and hope for the best.  Dispelling magics are essential of course
4) Continue north again and there will be another pack of Mummies and Ghouls.  In a nearby bone pile, you’ll find a couple spell scrolls and the Gauntlets of Dexterity (set Dexterity to 18).  Two candidates come to mind.  Keldorn and Anomen.  Anomen’s fighting style accommodates shields, whereas Keldorn’s does not.  So Keldorn gets the nod.  The other point to giving them to Keldorn is that it greatly improves his skill with the crossbow.

5) Continue east and you’ll find the boss of the village, Teshal, and a Ghoul Lord.  Weaken Teshal as much as you can with missile fire first.  He’ll drop the Skin of the Ghoul +4 (A.C. 4, +3 save vs. paralysis/poison), a good armor for Minsc in the early going.

6) At x1115 y760, you’ll find 20 Bullets +2, and 20 Darts of Wounding.  In a nearby barrel, you’ll find 30 Arrows of Fire, and 30 Bolts of Lightning.

7) Take the door east.  You’ll come back to the outdoor area of the village.  Another pack of Mummies and Ghasts will be to the east.

8) Press on east and take the door.

Beholder Caverns
1) In a pulsating blob immediately north of the party will be 40 Bolts +1, an Aquamarine Gem, and a Scroll of Conjure Earth Elemental.

2) Go west and west, where you’ll find a Gauth.

3) Continue west and you’ll find two Gauth.

*** TACT *** It’s the same three Beholders and two Gauths deal.  This time I don’t have the advantage of a narrow bridge to work with.  I’ll have to come back later when I’m stronger and I have the Shield of Balduran.

4) In the center of the caverns are seven Blind Priests.  I have Yoshimo mark their location, then Anomen casts Silence 15' Radius.  You won’t be able to affect all of them.  Now for a double shot of Fireball and Holy Smite.  It’s becomes a matter of mopping up, though be mindful that some of them will still be able to cast spells and you should use missile weapons on them.

5) At the north, east, and south corners of the large caverns are tunnels that lead into the smaller caverns.  Through the south tunnel you’ll find a lone Beholder.  I caste Haste beforehand, both to close the distance quickly and to kill it as quickly as possible.  I then have Gildor cast Mirror Image and step ahead of the rest of the party.  The idea is that the initial attacks will hopefully be aimed at the Mirror Images first.  

In the pulsating blob in the middle of the cavern, you’ll find a Scroll of Secret Word and a few minor treasures.  I save the scroll for Imoen.

6) Through the north tunnel is another Beholder.  In the blob you’ll find:

Some gems

Scroll of Acid Protection, not a terribly useful spell.

Halberd +3, Dragon’s Bane, extra 3 points of damage against dragons.  Though not within my plans for Shadows of Amn, I don’t sell it just yet because I’ll need it for some key battles that come up pretty soon.

7) Through the east tunnel is a Gauth.  The blob contains some gold, and the other half of the Rod.  Upon grabbing it, the rod will instantly be assembled and you’ll get 47,250xp.  Equip the rod in one of your quick-item slots.

The Unseeing Eye will be down the tunnel where you came from.  It’s strategy is to throw up a few magical defenses, and then fire away with Power Word: Stun.  The key thing to remember is that Power Word: Stun will not work on a character with over 90 Hit Points.  In my party, only Gildor had more.  So I had him equip the Rod, go out to meet the Unseeing Eye by himself, use the Rod on the Eye, and then hack away till it died.  You’ll get 30,000xp.

The Unseeing Eye will also leave behind an Amulet of 5% Magic Resistance.  I equip this on Keldorn for now.  It will soon be replaced by something else.

8) Leave the caverns through the exit at the south.

9) You’ll come to the Cult’s Lair, on the other side of the door that couldn’t be opened.  Go west and take the stairs back down to the underground tomb.

Return to the Underground Tomb
Bring the rod back to the Avatar.  It will destroy the rod and end the curse on his flock.  You’ll get a Shield +3 ‘Saving Grace’ as a reward.  Between Jaheira and Anomen, Jaheira has the better Dexterity, so Anomen gets this shield for now.

Back the the Lair of the Cult
1) You’ll find Gaal in the same place where you first met him.  Despite the fact that you defeated HIS god, he, some Elite Gaurds, and the Elite Gaurd Captain will attack you.  This is a good occassion for Jaheira to cast Insect Plague, which will keep Gaal from casting spells and often cause the Gaurds to run around in panic.  Slow and Hold Person also help.

Loot Gaal’s body for the Girdle of Fortitude (sets its wearer’s Constitution to 18 for 8 hours).  With the good party, I found it’s benefits to be marginal since everybody had a Constitution of 18 or very close to it.  I just sold it.  In the evil party, it is a helpful addition for HaerDalis’, who could certainly use the extra hit points.

Loot the Captain’s body for the Heavy Crossbow of Accuracy (+5 THAC0, +2 damage).  Definitely a good crossbow for Keldorn.

2) In the various rooms occupied by the Unseeing Eye’s former faithful, you’ll find plenty of chests with treasure.  Here’s what is in each one:

x2025 y2200 Ziose Gem, 40 Bolts +1

x1800 y 2400 Scrolls of Protection from Missiles and Slow, 980gp

x1175 y1675 Scrolls of Cone of Cold, and Animate Dead, 130gp

x1300 y1350 40 Bolts of Biting, 40 Arrows of Ice, a little gold

x1700 y1125 20 Arrows of Piercing, 570gp

x1500 y1200 Scroll of Cloudkill

x2175 y1125 Scroll of Non-Detection, and minor treasures

x2075 y1100 30 Darts of Wounding, a little gold

Now it’s time to leave for good.

Temple of District
1) As soon as I leave, Delon comes and begs Minsc for help in his troubled home in the Umar Hills.

A messenger will also come demanding Anomen return to his estate in the Government District.

2) For bringing news of the Cult’s Destruction to the Temple of Helm, you get 47,250xp, 7,000gp,  a reputation increase of 1, and a Mace +1 ‘Ardulia’s Fall’ (each hit, target must save vs. spell at +3 bonus or be slowed for 12 seconds).

Government District
1) As soon as the party enter the Government district for the first time, Keldorn will express a desire to see his family again.

2) In front of the prison, a lynch mob is about to burn Viconia to death.  As an evil party, Tithian of course will want to rescue his future lover.  As a good party, I may as well just for the experience.  Be prepared to fight the armed men once you save her though.

3) For anyone who cares, which doesn’t include me, Jan Jansen is at x2725 y1750.

4) Go to the Delryn Estate.  Cor Delryn wants his son to avenge his sister’s death by killing Saerk Farrahd, who’s in the Bridge District.  This is a true role-playing decision, especially for female players who are romancing Anomen.  For me, the overriding consideration was the fact that I wanted to keep both Keldorn and Anomen in the party.  Keep in mind that Keldorn will often try to take the ‘tough love’ approach to tutoring Anomen.  Anomen for his part will often feel resentment towards Keldorn.  If he chooses the path of revenge, he’ll be turned down for membership in the Order and he will eventually attack Keldorn.  So invariably, I counsel Anomen to uphold the law and refuse Cor.  Cor casts Anomen out of the family.  The party gets 10,500 xp.

Once Anomen does get his knighthood, he and Keldorn will eventually reconcile.

5) Anomen is not quite satisfied though.  He wants to see the city’s inspector, Brylanna, in the Council of Six Building.  She doesn’t have any evidence linking Saerk to the crime.  Anomen is again overcome with doubt.  Again, I counsel him not to pursue revenge.

6) Now to Keldorn’s estate.  It turns out that his wife, Maria, has been seeing another man.  It’s Sir William of Thorpe, whom you’ll find in Waukeen’s Promenade.  In my view, to keep Keldorn, the best advice to give him is to talk to Sir William.

Docks District
1) * Nymph’s Cloak *

First though, I go to the Docks District.  The reason is at Mae’Var’s Guildhall.  From the barkeep Gorch, I buy the Nymph’s Cloak for Keldorn, which will raise his Charisma to 20.  This in turn will make every item I buy thereafter cheaper.

2) On the way to Waukeen’s Ambush, I got ambushed by a group of slavers led by Sunni Seni.  Not  a very difficult fight.  Concentrate on the wizard first, then the priest.  Be sure to search all of the bodies for treasure.  Among the most notable are:

Potion of Frost Giant Strength

Plate Mail +1, a good improvement for Jaheira or Anomen

Short Sword +2 ‘Arbane’, (immune to Hold Person) I can’t fit this into my plans, but it sells for 3,000gp at the Adventurer’s Mart.

Waukeen’s Promenade
1) Sir William is in the Mithrest Inn.  The meeting between him and Keldorn will be surprisingly amiable.  The best advice again is to go back and see Maria.

2) Sell of your booty.  By now, you should be well over 15,000gp.  You’ll get invited to a meeting both by Valen, Bodhi’s representative, and Brus, Gaelan’s nephew.  

* NOTE * By this point, Yoshimo has gone up a level and I had him spend all of his skill points on Pickpocket.  Before leaving the Mart, I have him drink two Potions of Mastery Thievery and then pickpocket Ribald for the Ring of Regeneration.  The pickpocket skill must be around 125 for this to work.  Jaheira, who’s a front-liner and a little low on Hit Points, gets this ring.

* Evil Note * Bodhi will only wait for so long.  There is a way to keep her rooted in the Graveyard District for the meeting.  Raise the 15,000gp, but then spend it on magic items you want.  See Bodhi once, who will tell you to come back when you’ve raised the 15,000.  You can just keep on spending until you’re ready to pay Bodhi.  She’ll stay and keep waiting for your return.

Government District
Now come back to the Firecam estate.  All will prove well and happy.  The party gets 15,500xp.  It can and does exercise the option of holding Keldorn to his promise of finding Imoen.  Maria proves understanding.

As the good guys, I will of course take Gaelan up on his offer.  As the evil party, I side with Bodhi.  There will be actually two Chapter 3 walkthroughs, once for the good guys, and again for the bad boys.

CHAPTER 3, the GOOD PARTY
The Slums
1) When you come back to the slums, a couple of thugs named Cohrvale and Bregg attack the party.  Pushovers really.

2) Now come back to Gaelan Bayle’s home.  The tally is now 15,000gp.  Pay up, and Chapter 3 starts.

At this point, the party goes up stairs and buys from Arledrian a pair of Glasses of Identification (which allows identification of 3 items each day).  No more wasting 1st-level spell slots.

Renfelds’s Rescue
1) The next time a party attempts to travel to another district, they’ll come upon four thugs and a mage.  Once defeated, you’ll find a sick man that they have poisoned.  He asks you to take him to his friend Rylock in the Dock District.

2) Take him in front of the Galvarey Estate, where you’ll find Rylock.  You’ll get 14,550 xp and 125gp.  This is in fact the first step in the Harper Quests, since the Galvarey Estate is the Harper Hold.

3) Once that is done, Xzar appears at x2375 y1250 and asks you to rescue his old friend, Montaron, from the Harper Hold.  I am however not inclined to start these quests in motion until I’ve rescued Imoen, so I turn him down for now.

Jermien’s Quests

The reason for doing this quest is to get a defensive resource for Minsc before leaving in search of Imoen.  You will only be able to reach the Umar Hills if you go to the City Gates district first, and leave through the western edge.

Umar Hills
1) Upon arrival to the Umar Hills, Minister Lloyd and his worried constituents will have a rather tense meeting about the going ons.  Don’t worry despite the sense of urgency.  This quest will wait for you to get around to it.

2) Jermien’s (a Cowled Wizard) house is at x4450 y2075.  Outside will be Daar, who is in love with Jermien’s daughter but doesn’t meet with Jermien’s approval.

3) When you talk to Jermien, ask him about the Golem he’s building.  He’ll want you to find the blood of a Mimic to complete its construction.

4) The cave to go to is at x1550 y1325.  Once inside, the Mimic itself is to the east.  True Seeing will blow its cover.  It spits out acid and a paralyzing goo, so Free Action may be advisable as well.

In the chest, you’ll find a Diamond, 40 Bullets +1, 40 Darts +1, and Mimic’s Blood.

5) Bring the blood back to Jermien for 19,250xp.  He’ll activate the Stone Golem, but it’ll go beserk and attack.  

After you kill the Golem, Jermien reconsiders and allows Daar to be with his daughter.  You’ll get another 21,250xp. You’ll also get the Short Sword +1 ‘Ilbratha’, which allows its user to cast Mirror Image once a day.  The user doesn’t have to attack with it, he just needs to have it in one of the quick-weapon slots.  For Minsc, whom I keep in leather, it provides a great defensive resource.

The Slave Lords Quest
Acquiring the Celestial Fury Katana is now a priority.

1) Go to the Temple District.  Now enter the Gaurded Compound, where Sion and Ketta give you a cold welcome and teleport away.  

2) To the northwest will be a rather intense encounter.  I have Minsc hide and then move forward till the monsters appear.  It’s a Glabrezu demon getting ganged up on by a bunch of other monsters.  Pull back out of sight and wait for the Glabrezu to kill everything by itself.  It can only be struck by +2 weapons.
It will start combat with a Remove Magic spell, so save your preparations for after that spell has been cast. 

3) On this level are a few chests, some trapped:

x1650 y225 Potion of Invisibility

x400 y1050 Sphene Gem, Morningstar +2

x550 y950 4 Acid Arrows

x150 y1200 Scroll of Spell Shield, I find this spell useful for Gildor.  Some of my tactics will be based on making Gildor nearly invulnerable to magic, which includes spell enhancements on top of the Cloak of Mirroring.  He then steps right up to the mages so that they will concentrate their spells on him.  The rest of the party fires missiles and spells at a distance.  The point behind Spell Shield will be to block the first Remove Magic or Breach or whatever that hits Gildor.

4) The fight upstairs is an intense one, so prepare to the max; Haste, Mirror Image, Armor of Faith, Protection from Evil 10' Radius, Stoneskin, and True Seeing (to negate Ketta’s backstabs).

The merry group of slave lords includes a fighter named Koshi, a Minotaur named Maferan, an Orog named Olaf Rasmussen, a thief named Ketta, a cleric named Stalman, and a mage named Sion.  This can prove a deadly fight, so it pays to construct a precise strategy.  In this one, each party has a specific role to play.

Yoshimo - He activates his Find Traps ability, since there will be two almost at the party’s feet.  Once they are disarmed, he can then join the combat.

Keldorn - Fires Bolts of Biting at Sion to interrupt his spellcasting in the first round.

Minsc - Also fires arrows at Sion.

Anomen - Casts Holy Smite to interrupt everybody’s spells and score some early damage.

Gildor - Casts Slow to tip the scales of melee combat, with special reference to Koshi, Maferan, and Olaf Rasmussen.

Jaheira - Casts Insect Plague at Stalman.

Once the insect plague starts to swarm, the party can cease paying attention to the spellcasters and concentrate on melee combat.  Koshi must be the absolute priority since his stun ability can prove very dangerous, and after that Maferan and Olaf.  Once those three are dead, I’m well on my way to winning.

*** TACT *** The Slave Lords are now made tougher.  Sion is now an 18th level Conjurer.  Both he and Stalman are juiced up to the max with magic protections.  There are also now three Skeletons Warriors as well.  Strangely, the party can still use the same strategy and win.  Is there anything Jaheira’s Insect plague can’t do?  This time though, she needs to aim it at Sion instead of Stalman, who is Sanctuaried.

Each of the bodies will be a treasure trove.

Maferan - 
Potion of Regeneration

3 Potions of Extra Healing 

Full Plate Mail +1, with its great A.C. modifiers, it will make a good replacement   for Jaheira
Large Shield +2, a welcome improvement for Jaheira.

Axe +2

Helm of Defense (+20% fire, cold, and electricity resistance, +1 to Saving Throws)  Whomever could use a magical helm can equip this.  In the long run though, I  favour helms which provide an A.C. bonus, since physical attacks will always be the most common. This is just transitory for me.

Olaf Rasmussen - Full Plate Mail +1

Two-Handed Sword +2

Helm of Charm Protection, same deal as the Helm of Defense.

Sion -

Adventurer’s Robe (+1 A.C. vs. blunt weapons, +1 bonus to save vs.                         petrification/polymorph), Gildor can wear it.

Stalman - 
Plate Mail +1

Mace +2

Ketta -

Several Potions of Invisibility

Leather Armor +3

Short Sword +2

Koshi -
Oil of Speed

Katana +1

Katana +3 ‘Celestial Fury’ Lightning Strike and Blindness once a day, each hit - target must save vs. spells or be stunned for 3 rounds, 5% chance of causing an extra 20 points of electrical damage.

For Gildor and Tithian it’s the weapon of choice for Shadows of Amn.  Since neither can wear plate armor effectively, its helps greatly to have a weapon with the power to disable opponents.

5) There are also a variety of chests on this level.  The most notable are:

x575 y1175, 9 Arrows +1 and 8 Arrows of Piercing

x450 y1250 10 Bolts +2, 20 Bolts of Lightning, 7 Asp’s Nest Darts (severe poisoning)

After selling all the booty I found here, I was able to buy both the Girdle of Hill Giant Strength for Jaheira and the Bracers of Defense A.C. 3 for Gildor.  Now I’m ready to look for Imoen.

*** TACT *** Shortly after acquiring the Celestial Fury, you’ll get accosted by a Wu-Jen from Kara-Tur named Kuirosan.  He is a very high-level Fighter/Mage.  At this level, the party just doesn’t have a prayer against him.  If they happen to survive long enough, he’ll Dimension Door away and show up again after a few days.  

What I did was select an area where I was unlikely to show up to again until Chapter 6 (e.g. Government District ) and then run away from and leave the area.  He’ll be stranded there until I show up again in Chapter 6.

Aran Linvail’s Quests
Docks District
1) On your way to the Guildhall, you’ll meet a Mad Cleric of Cyric.  You can avoid a fight by pretending to be one of Cyric’s faithful, or you can provoke an easy fight by refusing him.

2) Now enter through the front door.

Shadow Thieves’ Guildhall
Besides an interesting view of the secret society that is the Shadow Thieves’, and a few useless items like the Ring of Lockpicks, there’s not that much to see.  I cut straight to the chase and find Aran Linvail.

1) From the front door, continue northeast till you hit a wall.  Search for a secret door at x1375 y325.  Gaelan’s key will open it for you.

2) Upon coming down the stairs, take the door northeast.  Continue east and then northeast.  Through the door is Aran Linvail.  After a lengthy discussion, he’ll make himself clear that there’s a few things you have yet to do.  The first is to help somebody named Mook gaurd an incoming shipment.  But first, he’ll give you:

Ring of Protection +2, an improvement for Gildor

Amulet of Power, -1 to spellcasting time, +5% magic resistance, permanent Vocalize and Negative Plane Protection on wearer.  This amulet is tailor made for Gildor.  It also helps turn battles against Vampires from daunting to certain victory.

Docks District, Mook
1) Since I’m about to battle a vampire and I have not yet bought a license to practice magic in Athkatla ( I put that off until Chapter 6), I prepare Gildor while we’re still in the Guildhall.  Gildor readies himself with Stoneskin and his Minor Spell Sequencer while Anomen casts Chaotic Commands on Gildor.

2) The party now makes its way to the docks at the west end of the district.  Gildor positions himself near Mook.  The rest of the party huddles at the western edge, keeping out of harm’s way.  Lassal promptly kills Mook.  Only Gildor (who is immune to mind-affects, level drain, and physical attacks) steps up to meet Lassal head on.  The rest of the party fires away at a distance (provided they have missile weapons of sufficient enchantment to harm the vampire) .  Lassal will then flee.

* IN FACT * This becomes my standard and infallible strategy against vampires whenever I can set it up.

*** TACT *** 


The same strategy works for the most part with the Smarter Vampires.  But … they’ll sometimes recognize that Gildor is specially protected and either try to Dominate someone behind him or try to run around him and charge his comrades.  Be ready to Dispel Magic or draw your melee weapons when the occasion demands it.

Come back and talk to Aran.  

Bridge District, Five Flagons Inn
1) His next job for you is to track down two traitors at the Five Flagons Inn, in the Bridge District.

Go upstairs.  Now matter how well selected your dialogue options are, you can’t avoid the bloodshed.  Kill Cohrvale and Bregg.  Then kill Gracen when he comes up.  Gracen will leave behind:

Potion of Extra Healing

2 Potions of Invulnerability

Two-Handed Sword +2

Contact Note - which reveals the rival guild’s presence in the Graveyard District.

Bring the note back to Aran for 28,500xp.  He has one last mission for you, take on the vampire coven in their own territory.  He’ll give you four wooden stakes for the job.

Graveyard District,

A complete description of what is to be found in the graveyard will be provided here.  As an evil party, I explore it thoroughly as soon as I’ve recruited Korgan and Edwin.  As a good party, I’ll skip most of it until I’ve come back with Imoen, so that all the party members share the experience.

1) Somewhere around the middle of the district, Nevin will approach you.  His uncle, Lester, is back from the dead and bureed at Nevin for the cheap funeral arrangements.  If you save Nevin, you’ll get 6,500xp.

2) At night time, the spirit of a halfling child named Wellen appears.  He was murdered by a thief named Llynis, who also stole his teddy bear.  He wants the teddy bear back to be at peace.

You’ll find Llynis at the Copper Coronet, up the stairs at x665 y545.  Whether you kill him or intimidate him into giving you the bear is up to you.

Bring the bear back to Wellen for 15,500xp.

3) Through the door at x1450 y1875 will be two Skeleton Warriors.

4) Inside the crypt at x1350 y1175, the party can find a Battle Axe +2.

5) Through the door at x750 y850 is the Crypt King, who can be a handful for a starting party.  He’ll leave behind the Long Sword +2 ‘Namarra’ (casts Silence 15' Radius three times a day).

6) Through x1450 y375 will be a Skeleton Warrior and two Mummies.

7) Through the door at x1675 y1100 will be two Shadow Fiends and a Mummy.  In this and the previous crypts, the treasures will be minor.

8) Within the crypt at x2400 y1875, the party can find a Staff of Curing +2 (+2 A.C., cure 3-18 +3 Hit Points and Poison and Disease once a day), and a Scroll of Mislead.  Mislead can be a useful spell for a mage that not only wants to disappear, but also give the attacking monsters a distraction.  Bear in mind that it is easily ridden of by True Seeing.

9) At the west end of the district is the Buried Alive quest.  As a good party, I make an exception here so that they’ll be able to get the Boots of Avoidance as soon as they come back with Imoen and  enter the Bridge District.

Left-click on x985 y685 to save the buried man.  He’ll tell you that it was a man in red who buried him, and then leaves.  You’ll get 6,500xp.

Now find the gravedigger, Sethle, at x1540 y410.  Force him to fess up, and he’ll flee.  The rest of the quest will be described in the section titled Bridge District Quests.

The Lower Tombs
As an evil party, this is one of the first areas I visit and I explore it thoroughly in order to fulfill both Korgan’s and Edwin’s quests.  As a good party, just as with the District above ground, I leave most of it until I’ve come back with Imoen.  The only parts I’ll do now are the confrontation with the Vampires (necessary to continue the game) and the battle with Pai’Na in order to get her valuable items.

1) The door to enter the Lower Tombs is at x2575 y875.  Once inside, keep in mind that hordes of spiders (Phase, Sword, Giant) and Ettercaps will be a frequent occurrence.  Having Minsc scout ahead and Gildor throwing a Fireball once their location is marked will always work.

2) From the entrance, work your way south and then west.  You’ll have three possible routes.  South leads to the catacombs that Korgan and Edwin are so eager to explore.  North leads to Pai’Na’s cave.  West leads towards the conflict with the Vampires.

3) The entrance to Pai’Na’s lair is at x2425 y2500.  Prepare yourself before going inside, and have a few antidotes and or Slow Poison spells on hand.  

Once inside, the fun begins.  Take as many of the little spiders out as you can with a Fireball.  Work on Pai’Na first, to stop her spellcasting.  Then work on any spiders that are left.  Keep everyone in your party close together, so that Jaheira, Gildor, and Anomen are within easy reach of anybody who gets poisoned.  Pai’Na will drop a Black Spider Figurine.  It summons Kitt’hix, a giant Phase Spider, for five minutes.  Even if it gets killed, the figurine can still be used once a day.  Imoen will have this one in one her quick-item slots.

Left-click on x550 y375 to find:

Scroll of Spider Spawn.  This spell will become very useful for Imoen, when it will summon one or two Sword Spiders when she hits 12th level.

Scroll of Spell Immunity.  Makes its user temporarily immune to one school of magic.  I have Gildor scribe this one.  My reasons are as follows: The Cloak of Mirroring will make him immune to damage spells.  The Equalizer will protect him from most mind-affecting spells.  He can then use Spell Immunity to make him very nearly impervious to magic.  Conjuration, with its Symbol spells, is often a good choice.  This in turn opens up tactical possibilities in magic-intense encounters.  Gildor will step right up to the magic users.  They’ll concentrate their attacks on Gildor, who will be protected from damaging spells, mind-affecting spells, and one school of magic.  The rest of the party can fire away with missiles and spells at a distance.

Pale Green Ioun Stone (+10% Hit Points, +1 THAC0).  This is certainly helpful for Jaheira, since she has fewer Hit Points than the other fighters, and her multi-class status slows down the improvement of her THAC0.  With a good dexterity, plate armor, and a shield, she can afford to overlook that it doesn’t provide an A.C. bonus.

4) Once you step through the south door, numerous undead of various kinds will ambush the party.  If you’re of relatively low level here, prioritize the ones that inflict nasty conditions like level drain (Wights, Wraiths) and paralysis (Ghasts).  Don’t be afraid to use spells like Fireball and Holy Smite.

5) On the floor is a mosaic design of a Pharaoh.  There will be traps at both eyes, his chin, and his left hand.

6) At x900 y800 will be a secret door.  South along the hallway will be two Mummies, then a grouping of Shadows, Shadow Fiends, and a Wraith.

7) At one point, the hallway will fork both east and south.  In a nearby jar will be 70gp, 40 Arrows +1, and a Fire Agate Gem.

8) Continuing east, there will be a trap at x825 y1400.  There will be a sarcophagus at x825 y1325.  Left-click on it and a Skeleton Warrior will attack.  It will leave behind a Spear +1 ‘Halycon’ (+1 point electrical damage).

9) Continuing east, be mindful of Mummies and Ghasts.

10) EDWIN’S QUEST

At the end of the east hallway, ONLY IF Edwin is in the party, a Lich named Nevaziah will appear.  Edwin is happy with nothing less than the Nether Scroll he has come looking for, so naturally a fight ensues.  Fortunately, this Lich is quite killable for a starting party.  Just remember to have Viconia keep True Seeing active in order to neutralize the Mirror Images.

Now that Edwin has the Nether Scroll, he will spend his spare time translating it.  After some time, he will gain +50,000 xp, +20 lore, and a permanent +1 bonus to saving throws.

Edwin’s next effort goes awry though.  He ends up turning himself into a woman.  Listening to him go bitter in his whiny, Slavic woman type voice is nothing short of hilarious.  Needless to say, the rest of the party enjoy themselves at his/her expense.

It is however temporary.  Some time after, a Red Wizard named Degardan arrives and inquires as to Edwin’s whereabouts.  To keep Edwin’s loyalty, you must cover for him.

Sometimes later, Degardan appears again.  He now recognizes ‘the woman’ as Edwin.  He then casts a dweomer to turn Edwin back into a man.  A fight with Degardan now breaks out.  Degarden will come already juiced up, and will immediately target Edwin with an Acid Arrow.  So I had Edwin protect himself with Globe of Invulnerablity first.  He then hits Degardan with Breach, so that the party can promptly kill him.  But don’t underestimate Degardan.  Try to interrupt his spells as often as possible.

In any event, whether or not Edwin is in the party, there’s some treasure to be found in this room.  In the crate will be a Moonbar Gem, Scroll of Reflected Image, 40 Bolts +1, and a Wand of Fear.  In the jar will be a Dagger +1.

11) Come back to where the hallway started east.  Now proceed south.  There will be traps at x325 y1600, x425 y1825, and x710 y2050.  

12) KORGAN’S QUEST

In the room at the south end of the hallway, ONLY IF Korgan is in the party, some undead including Skeleton Warriors will attack the party.  Korgan will then discover to his rage that the Book of Kazah he has been searching for has already been looted (this happens no matter how fast you were).  Whether or not Korgan is in the party, there will be two jars with minor treasure.  The jar at x1225 y2125 has 8 Arrows +1.  The jar at x875 y2375 has a Potion of Defence and 110gp.

Korgan will want to head back to his employer, Pimlico.  Once you get to his estate in the Temple District, it becomes apparant that Pimlico has been murdered by the same people who beat you to the Book of Kazah.  Korgan’s guess is that it was his former party, and that they’ll be found on top the Copper Coronet.  His guesses prove true, and a battle ensues.  The only real concern will be their Cleric.  Hopefully you’ve bought a license to practice magic before this battle.  Among the dead, you’ll find the Book of Kazah, which can be sold to pretty much anybody for a modest sum.

And that is pretty much that for the southern end of the Lower Tombs.

13) At the west side of the Lower Tombs will be a trap at x1125 y3100.  There will then be a trapped chest at x1100 y3000 which holds Scrolls of Minor Spell Deflection and Ray of Enfeeblement, and a Wooden Stake.

14) There will be another trapped chest at x900 y3560, which will have:

Black Opal

Jade Ring

Scroll of Protection from Fire (can be scribed)

2 Wooden Stakes

15) There will be another trap at x750 y3675.  In a jar at x625 y3550 you’ll find a Scroll of Symbol: Stun.  Can be a useful spell, given its -4 saving throw penalty.  Be careful though, it’s a two-edged sword.

16) On a table at x675 y7700, you’ll find a Scroll of Symbol: Death.  In a nearby chest, you’ll find a Sunstone Gem, 2 Wooden Stakes, and a Scroll of Finger of Death.

17) At x1740 y1485, you’ll find the mage Haz and his Golem, ready to open the door.  Through the door, you’ll be forced to fight a collection of Grimwarders (like the Doom Gaurds from BG1), Greater Ghouls, and Vampires.  It’s only a matter of time before Haz gets himself killed tagging along.  When he does, be sure to check his body for the Staff Mace +2.  Since Jaheira is proficient with Quarter-Staves, she can use this with one hand.

18) There are four possible tunnels.  Along the southeast tunnel will be Tanova, a vampire who can cast Mage spells.  I use the same anti-vampire strategy that was started with Lassal, with only one qualification.  The party must be ready to rip down her protective magics, and more than once (Breach, Remove Magic, True Seeing, etc.).

19) Go through the northeast tunnel, and take the stairs down.  

20) The party will make its way west, fighting Greater Ghouls along the way.  It then steps through the west door to fight another group of Vampires and Grimwarders.  

21) There will be two doors.  In a trapped chest past the west door, you’ll find:

Ashen Scales Armor +2 (A.C. 2)

Katana +2, ideal for Gildor’s off-hand.

In a nearby barrel, you’ll find a Scroll of Pierce Magic (dispel one spell protection of 8th level or lower and reduce Magic Resistance by 1% per level), which will be a useful spell for Imoen.

Through the west door is Lassal, who challenges you to meet him in the ‘room of blood and blades’.

22) Go back up the stairs.  The room in question is at the other end of the hallway where you fought Tanova.  It has plenty of traps which can’t be disarmed.  I make the standard preparations for Gildor and then send him in by himself, so that the whole party isn’t getting skewered.  If he’s taking too much damage, he can always drink a Potion of Extra Healing.  Properly prepared, Gildor should have no trouble killing Lassal.

23) Work your way along the northwest tunnel.  You’ll come into a room with more undead.  Reach into the tub of blood, take a little damage, and pull out the Mace of Disruption +1.  Undead must save vs. spells or be utterly destroyed whenever it strikes.

24) From there, there’s the room to the west.  It has a Clay Golem.  At this point, only Anomen and Jaheira have the weapons to kill it (blunt & magical).  So Jaheira prepares with Iron Skin and Anomen with Armor of Faith.  They then go on by themselves to kill it.

25) The room has three coffins.  Each time you left-click on a coffin, provided you still have a wooden stake, the vampire inside permanently dies and you get 9,000xp.  When you stake the bottom coffin, Bodhi appears.

This can be a horrible fight for the uninitiated.  She can score incredible damage and drain two levels with her attacks.  She can also be struck only by +3 or greater weapons.  My strategy was to keep everyone else a safe distance, prepare Gildor to the max (Haste, Stoneskin, Minor Sequencer), and have Jaheira cast Conjure Fire Elemtental on the north side of the room where Bodhi will appear.  Then somebody stakes Lassal.  The Elemental will be Bodhi’s initial target, so Gildor can get in for some early strikes and force her to flee.  The party gets 18,750xp. 

*** TACT ***


WHOA!!! Dracula eat your heart out!!!  Bodhi is no longer a simple melee fighter with level drains.  She now comes arrayed with a variety of mythological and necromantic powers which can kill off any would be band of heroes if they don’t take care.  Here’s the list:


Abyssal Darkness – Blindness


Bat Cloud – Creeping Doom pales by comparison.


Buried Alive – Works like Grease.

Deathly Shroud – her own version of Fire Shield: Blue which is permanent, and Breach can’t do   a thing about it.

Sephucral Sleep – the equivalent of Greater Command Word: Die.



Touch of Death – an area-effect attack that resembles Unholy Blight or Horrid Wilting.

Standard tricks like Sunray and Scrolls of Protection from Undead no longer work.  A party will now have to go the distance with her.  Needless to say, at this level, there’s no way the party can bring her to ‘near death’.  Fortunately, you don’t have to get the upper hand to progress the game.  You only need to survive long enough.

So I had Gildor prepared with the following: Stoneskin, Haste, Chaotic Commands, and Spell Immunity: Conjuration.  The rest of the party stays well away from Bodhi’s crypt.  Gildor walks in to stake Lassal, and brings along a Fire Elemental to decoy both Bodhi and her minions.  Bodhi then emerges, along with several Grimward Archers.  Gildor bolts.  His Spell Immunity will absorb both the Bat Cloud and the Buried Alive.  At some point, Bodhi will teleport after him and then give chase.  He makes his way to the north room and simply runs around the large table long enough for Bodhi to give up.  The party still gets the 18,750 xp.


Yes, it wasn’t very heroic or inspiring.  It’s source material for a bard’s ballad, of the comedic variety.  The point is, I live to fight another day.

Aran Linvail
Come back to Aran Linvail with the good news.  You’ll get another 50,000xp.  He is then finally level with the party about what’s been going on.  The bottom line though, is that he has arranged for a ship to take the party to the island where Imoen is being held.  Saemon Havarian is the ship’s captain, and this marks the start of a not-so-beautiful relationship.  Anyway, Chapter 4 now begins.

CHAPTER 3, THE EVIL PARTY
The Graveyard District
Being a vampire, Bodhi will only meet you at night.  Give her the 15,000gp and you’ll get to use the Lower Tombs as the place to rest as well as 36,750xp.

The Docks District
She has a mission for you.  The Shadow Thieves are bringing in a shipment at the docks and it’s your job to stop it.  It’s at the very same location as the Mook quest.  This time you’re fighting Mook herself, Arkanis, and other Shadow Thieves.  It’s a pretty straightforward fight, the only complication being getting everybody down the stairs and participating in the fight.  The bodies will have a variety of treasures, the most notable being:

Short Sword +2

Rifthome Axe +3 (returns to user’s hand after being thrown), perfect for Korgan

the Shipment, which is a box of wooden stakes.

Bring the Shipment back to Bodhi, who will be in the lower tombs in the large room at the north end, and get 28,500xp.  She then offers me a ‘noble’ task, or a ‘naughty’ task.  Being evil, I chose the latter.  The noble task is to rescue a member of Bodhi’s guild from the 1st level of the Shadow Thieves’ Guildhall, and yes, having to fight your way through several of them to do it.

The Government District, Vulova Estate
The next job, the ‘naughty task’ is the assassination of a Shadow Thief associate, Senior Armagaran Vulova, whose estate is on the west edge of the Government District.  Bodhi gives you a Cloak and Dagger to leave behind and implicate the Shadow Thieves.  

The fight is a pretty easy one, since he’ll only have a couple gaurds and mage with him.  I had Tithian activate his Ring of Air Control and go into the west corner.  He’ll nail the mage as soon as he appears.  Leave the Cloak and Dagger in the fountain.  Come back to Bodhi for 28,500xp and your final mission.

Your last mission is to storm the Shadow Thieves’ Guildhall and assassinate Aran Linvail himself.  But first, as Bodhi suggests, you’ll have to take the key by force from your former associate, Gaelan Bayle, who will be in the same spot where you left him.

Shadow Thieves’ Guildhall
1) As soon as you step in through the front door, you’ll come under siege by Shadow Thieves’, Priests of Mask, and Mages.  It helps to have Dispel Magic and Remove Magic handy, and more than once.  There will be a variety of minor treasures strewn about.

2) Continue west and you’ll find the secret door (x1375 y330) that Gaelan’s key opens.

3) Another ambush.  Note that anytime you step through a door, you could expect an ambush.  It is now possible to wage a campaign of attrition on this level.  My typical procedure was to have Tithian scout ahead, single out a mage (or priest) and kill him outright.  The few that give chase will come into the waiting arms of my party.

4) Continue straight west where you’ll find the torturer, Booter, who attacks you pretty much by himself.  He’ll leave behind a key.

5) Take it and open the door at x1350 y2175.  It’s Tizzak, who gives you the scoop on getting to Aran Linvail.  There are two doors that must be opened to reach his sanctum.  One requires the pushing of a button.  The other requires a key held by Aran’s mage.

6) Come to the room where you first climbed the stairs.  Go through the west door.  Work your way west and then west.  

7) You’ll come into a room with some narrow walkways.  It will have both melee fighters, and archer from the side walls.  Use the ‘draw out’ technique of having a character bring one fighter into view, and then have him chase you back to the party.  Now use concentrated missile to take out the archers one at a time.  Be wary, there’s a trap in the middle of the room.  

8) Continue west.  You’ll eventually come into a room.  There are quite a few maze traps in here.  Out will come Dedral and his pals.  Dedral, with a strength of 18/99 and 143 Hit Points (I used Shadowkeeper to look this up), is a tough fight by himself, let alone with the help of his friends.  My strategy was built around the fact that Dedral and his pals don’t have any magic weapons.  I kept the party in the nearby hallway, and had Jaheira summon a Fire Elemental (+2 or better to hit) in front of them.  Tithian walks ahead while hidden, disarms the traps, pulls a backstab and runs back.  The opposition should attack the Elemental harmlessly while the party fires away with missiles.

Dedral will leave behind a Full Plate Mail.  I had Korgan equip this along with the Ring of Protection +2 which the party will later find.  It’s the next best thing to the Red Dragon Scale and the Ring of Protection +2.

9) Take the tunnel west.  It will veer west a little and then west.  Check the west tunnel for traps.  You’ll then find the button.  Left-click on x3550 y275 to open the first of Aran’s doors.

10) Come back to the room where Dedral appeared.  I have Tithian drink a Potion of Invisibility and check out the west tunnel for traps.  Once they’re disarmed, the party can then kill the Orcs.

11) Continue west and then west.  More thieves, priests, and mages along the way.  In the large room to the west you’ll find Haz.  Have Tithian backstab his companion first.  Now have Dispel Magic, Remove Magic, Breach, etc. to remove his defenses.  He’ll leave behind Aran’s key.

12) Whatever you do, don’t leave out the door at x3500 y875.  You won’t be able to come back in.

13) Come back to the room where you first came down from the stairs.  Now take the west door.  Follow the west tunnel, watchful for both traps and Orc.  When the tunnel turns west, expect a pair of Air Elementals.

14) Continue west and you’ll come to Aran’s Lair.  This is one intense battle.  Aran himself is a high level Mage/Thief.  The worst part is, the party doesn’t really have a choice but to let Aran go to work with his spells because he has more than one set of spell defenses, and he has a whole bunch of minions with him (shadow thieves, priests of mask, and a couple of mages).  It’s hard to recommend a specific single strategy because the course of the battle can become truly unpredictable.  There are some guidelines which I myself observed for this battle:

1) Come in with summoned creatures.  The more there are to take the heat off you, the better.  If you have a way to bring in a summoned creature with a very fast speed factor (ie Black Spider Figurine), use it right in front of Aran so that it will become his initial target.

2) Come in with ways to remove adverse effects on your party members (Free Action, Dispel Magic) and more to spare.  There’s really no way around this and you’re just going to have to take it in stride somehow.

3) Come in with ways to remove magical defenses (Remove Magic, Breach, True Seeing) and more to spare.

4) Concentrate on Aran’s followers first.  He himself is untouchable for the time being.  The   less backstabbing thieves, priests, and mages you have working on you when you go after Aran, the better.

5) Come in with Protection from Evil 10' Radius cast beforehand.  The +2 to both A.C. and saving throws can make a difference, at least in the early going.

Once you do kill Aran, you’ll get 17,000xp and find:

Short Sword +2

Light Crossbow +2

Elven Chain Mail +1, HaerDalis’ will already have the Melodic Chain, so I just sell it.

Ring of Protection +2, Korgan combines it with the Full Plate Mail, and later the Red Dragon Scale.

Amulet of Power, -1 to spellcasting time, +5% magic resistance, permanent Vocalize and Negative Plane Protection on wearer.  HaerDalis’ gets this one.

In the chest at x4500 y1925, you’ll find:

Ring of Djinni Summoning (summons a Djinni once a day, ring disappears if Djinni is killed)

Katana +2.

Now come back to Bodhi.  It’s precisely the same transition to Chapter 4, the only difference being that it is Bodhi who hires Saemon to get you to Brynnlaw.

CHAPTER 4
Brynnlaw

1) Once you leave ship, Saemon reveals his treachery whereupon you’re ambushed by three Vampires named Del, Parisa, and Valen (sound familiar?).  The standard strategy works, but keep in mind they may aim Domination at other characters besides Gildor.  Keldorn’s Dispel Magic should do the trick.

Once they’re dead, Sime (a Shadow Thief who came along for the ride) recommends that you talk to Sanik in the Vulgar Monkey tavern.

* Evil Note * One of the benefits to siding with Bodhi is that you won’t get ambushed, but instead taken on a tour by Saemon.

2) Go west and find the archway & stairs in the center of the wall.  Take the stairs and you’ll find the Vulgar Monkey. 

Go inside and talk to Sanik.  Before he can give you the scoop though, he’ll get shot by an assassin.  Kill the wimpy assassin and then the Innkeeper will suggest that seek out Sanik’s betrothed, Claire.  The catch is, she’s the captive of the local madame, Lady Galvena.

The assassin will drop a Short Bow +1.  Keep it for Imoen.

3) Talk to the female courtesan in front of Galvena’s Festhall.  She’ll suggest taking a medallion from Chremy, so that you can pass yourself off as an employeed.

4) Chremy is at x1815 y1460.  You’ll have to kill him for the medallion, since he won’t give it up willingly.

5) Take it back to the Courtesan to show her.  She’ll offer you to bring her to your room to start from the inside.  Why not? Once inside, she’ll suggest a course of action.  Convince the cook to brew a sleeping draught that will put the gaurds to sleep.

6) Leave the Courtesan’s room and go to the next door west.  Before you can enter though, the gaurds will want to know what you’re doing.  Posing as clients works.  Posing as employees doesn’t.

7) Once inside, Ellie the cook will be skeptical about your plan.  But the other courtesan will take your side, convincing Ellie to give in (1,000xp).  Follow the courtesan out the door.  She’ll then give the brew to the gaurds.  They’ll drop.  Now follow the courtesan to Captain Rerdes’ room.  He’ll also take the brew and drop.  Kill him for 6,000xp.  In the cabinet (x125 y275) will be Galvena’s key.  Come back out the door, and you can also kill the sleeping gaurds without any trouble.  Now enter through the west door with the key.

8) Now go through the northwest door, where you’ll find Galvena, her wizard Vadek, and Claire.  Keldorn’s Dispel Magic will eliminate Vadek’s defenses easily.  Once he falls, Galvena naturally follows.  Vadek will leave behind a Quarterstaff +2.  Galvena leaves behind a Leather Armor +3 and a Flail +2.  Keep the staff for Imoen.

Now talk to Claire.  She doesn’t know how to get into Spellhold, but Captain Golin does.  She takes you to the Captain, who will be in pretty much the same spot where Saemon and Sime had been. 

9) Golin thanks you for Claire’s rescue (2,000xp) and suggests two possible methods.  One is to convince the Pirate Lord, Desharik, to order you confined in Spellhold.  Another is to get the necessary Wardstone from a mage named Perth the Adept.

10) Desharik can be found at x1025 y650.  Simply tell the gaurd that Golin sent you.  Once inside, you’ll either need a good Intelligence score or have Minsc with you to convince him to confine you.

11) But I prefer the Perth route.  He’ll attack you since Irenicus has dominated his mind.  It’s by and large the same strategy for Vadek.  He’s worth 20,000xp.  He’ll leave behind the Wardstone and the Book of Infinite Spells (despite its name, I didn’t find much use for it).

*** TACT *** 


Mages are considerably improved in the module.  One of the biggest differences is that mages will already have their protections in place before combat takes place, as opposed to having to waste the precious first round to do it.  

So it is with Perth, and he’ll try to hit the party right away with an Abi-Dalzim’s Horrid Wilting.  All I could do was cross my fingers that Keldorn’s Dispel Magic would strip his protections down (it won’t necessarily even at double strength) and then nail him before he got the spell off.

If you happen to find a Protection from Magical Energy scroll beforehand (and it isn’t always the case for me), it may be well worth your while to save it for this occasion.  You can then have one character use it on himself, and step right up to Perth while everybody else hugs the walls of his house.
12) To make your way to Spellhold, find the stairs starting at x2275 y1000.  Follow the trail and leave the area.

Spellhold, Outdoor Area
There’s quite a variety of monsters in this area.  There are Lizardmen, easily killed.  You may also stumble into various mists (poison mists, crimson death, etc.) each of which has their own set of unique attacks and/or adverse effects on party members.  Casting Protection from Evil 10' Radius beforehand is recommended, both to improve A.C. and saving throws.

1) The basic route is west, up the stairs, and west.  You may run into an Air Elemental or two on the way.

2) The door to the Asylum is at x610 y1075.

Spellhold
1) You’ll be greeted by the Coordinator, who takes you on a rather entertaining tour and introduction to the various inmates.  When you see Imoen at last, his real identity as Irenicus, Yoshimo’s treachery, and your trap will all be revealed.

Irenicus then performs a dark ritual upon you, which also involves the sacrifice of all the Shadow Thieves that Bodhi has captured for him.  This plummets the protagonist’s consciousness into ...

2) A dream.  Candlekeep forms the landscape for it.  Imoen appears and warns you that you can’t fight against yourself.  Find your way to the door, where you’ll find a demonic looking creature blocking your way.  The only way to make any progress is to fulfill its demand that one of your attributes drop by one.  For Gildor, I chose Wisdom.  He’ll get another two chances to raise his Wisdom anyway.  For Tithian, I chose Intelligence.  Nothing he does involves Intelligence.

3) Now go inside and find Imoen to the west.  She’ll tell you that you must lure ‘the beast’ into her presence so that you and she can fight it together.  

4) Leave out the door and go westward.  Your instinct towards murder and evil, represented by a creature resembling Sarevok, confronts you.  Lure it back into Imoen’s presence.  Bring it down to near death (use any magical defenses you can in the meantime) and you’ll win.  But ...

5) Irenicus has completed his ritual regardless, and has taken your divine soul.  You also lose all the special powers you developed in BG1.  He instructs Bodhi to take you away to your doom.

Spellhold Dungeon, Level 1
1) Bodhi isn’t content with just killing you though.  She wants to play cat and mouse with you first.  She offers you a chance to make your way out of the Asylum Labyrinth, which was designed to test the sanity of those caught within.

She then leaves.  Now Imoen is back in the party.  She’s also at 11th level, one or two levels higher than the rest of the party.  Give her the Quarterstaff +2 and Short Bow +1.  Now is also the time for her to scribe all the important scrolls you’ve saved in the scroll case.  

And so I think my approach has been justified.  Imoen has been away for a significant amount of time, but she and the rest of the party are together in one piece for most of BG2.  Despite the ominous fact that your soul is gone and that you’ll eventually die, BG2 will still let you explore everything there is to find in Shadows of Amn before going on to Irenicus.

At any rate, you’re in a large, central room with four possible ways to go.

2) I go northwest.  There will be a northeast door, where either Goblins or Mutated Gibberlings will be waiting for you.  At x1500 y825 you’ll find 40 Arrows +1, and other mundane missile weapons.  At x1525 y900 you’ll find 40 Bullets +1, 40 Bullets +2, a Spear +3, and a Ruby Stone.  You’ll need the Ruby Stone for a special magical door.  Jaheira packs the +3 Spear for the odd occasion that it will be needed.
3) Continue northeast, and then east through the door.  You’ll find a chest with a bunch of items, and a note explaining that the items must be matched to their correct riddles by placing them in the urns of the statues that give the riddles.  Here is the solution:

x815 y1110 Grinning Skull

x850 y1145 Hourglass

x735 y1225 Mirror


x650 y1285 Gagged Man

x590 y1250 Sword Medallion
x510 y1200 Sun Medallion

x435 y1150 Sundial


x400 y1110 Jar of Water

x485 y1050 Worn Out Boots

x600 y970 Gold Circlet

x665 y995 Star Medallion.

Your reward is 20,000xp and the Dusty Rose Ioun Stone, which acts as a helm with an A.C. bonus of 1.  Minsc wears this one.  You’ll also get the Sapphire Stone.

4) Continue northwest.  You can now go northwest or northeast.  I go through the northwest doors.  On the other side will be a Rukh and several Mephits.  Cloudkill should take care of the Mephits.  It then turns into ganging up on the Rukh.  This is also the room with the special magical door.

Click on the magic door while you have the Ruby Stone, and a Pit Fiend will come out.  I had Jaheira remove her shield and equip the Spear +3.  Her and Gildor then prepare to the max (Iron Skin, Stone Skin, Haste, Minor Spell Sequencer) and then bring out the Pit Fiend to kill it.

Click on the magic door while you have the Sapphire Stone, and a Genie comes out.  He gives you the Doomplate +3.

5) Come back out the room and take the east door.  You’ll come into a room with a whole bunch of stone faces and a statue room in the center.  When you touch one of the faces, you’ll get teleported into the statue room and asked a riddle.  Upon answering, you’re teleported back out.

The correct answers to the riddle, top row first left to right, and then bottom row left to right, are “Ice”, “Fire”, “Coffin”, “Candle”, “Darkness”, “Stars”, “Shadows”, “Sponge”, “Breath”, “Fish”, “Secret”, “Hole”.  

The reward is 5,000xp and a Ring of Regeneration.  I give Keldorn this ring, since I plan on having everyone else use other rings.  In any event, it can’t hurt to have one of your fighters use it.

6) Continue east and you’ll come across a Yuan-ti war party.  Do not bother continuing south.  There’s a trap which is always fatal and can’t be disarmed.

7) Come back to the large room and take the stairs going east.  Through the east door is another Clay Golem, same strategy via Jaheira and Anomen.

At x2475 y775 is a trapped barrel.  It contains:

40 Darts of Wounding

40 Darts of Stunning

Bag Holding, totally awesome item, the usefulness of which I’m sure I need not explain.

At x2675 y800, you’ll find:

Rogue Stone

Scroll of Prismatic Spray – Contrary to what I’ve said before, it’s actually party friendly.  Use it and use it often.
40 Arrows of Piercing

40 Arrows +2

40 Bolts of Biting

40 Bolts of Lightning

Opal Stone, can also be used at the magical door, but later.

8) Now leave the room and go southeast through the tunnel.  On the other side you’ll see a tome.  Left-click on it twice and each time a progessively harder monster will come out and attack.  First it will be a Kobold Captain, then it’s a Sword Spider.

The next time it will be an Umber Hulk.  Umber Hulks can be really dangerous for mid-level parties, because they combine brute strength with their confusing gazes.  I had everybody position themselves well away from the book and draw missile weapons, except for Gildor.  He prepares with Stoneskin while Anomen casts Chaotic Commands on him.  The Umber Hulk’s attacks and gaze will aim harmlessly at Gildor while everybody takes their shots.

The next monster will be a Mind Flayer.  Mind Flayers will waste an unprepared party faster than anything else.  They can stun and dominate party members.  Their attacks, if they score a critical hit, drain intelligence.  If intelligence drops to 0, it means that the character has had his brain sucked out and he dies.  Gildor already has Chaotic Commands in place.  He now uses his Minor Spell Sequencer.  Stone Skin does not stop the intelligence drain.  Only Mirror Image assists by providing alternative targets to the Mind Flayer.  Everybody else fires missiles from a safe distance.

The last monster is a Beholder.  Now everybody draws melee weapons and huddles around where it will appear.  Imoen casts Haste.  The key is to simply kill it as quickly as you can.

Left-click the book twice and you get your reward, Scrolls of Summon Fiend and Simulacram, and a Ring of Free Action.  I never find much use with the fiend-summoning spells.  My preference is to bring in monsters that will take MY side.  Simulacrum can be useful for Imoen, but I prefer to have her learn other 8th level spells first.  I stashed them into the scroll case.

I have Anomen equip the Ring of Free Action.  In D&D games, as a rule of thumb, I have the Cleric equip the Ring of Free Action.  There is a definite logic to this.  Whenever you battle monsters with paralyzing attacks (e.g. Ghouls) or who cast paralyzing spells (Demons, Clerics, etc.), you often rely on the Cleric to bail out his comrades with spells like Remove Paralysis and Free Action.  But he can’t do this if he himself has been paralyzed.  There is a downside to this though.  The Haste spell won’t affect Anomen, and it’d sure be nice if you could get him attacking 4 times a round.  In the Underdark, the party will find an item that lets him overcome this.

9) At x2025 y525 is a secret door.  You’ll have to fight Kobolds, Imps, and Quasits.  Not particularly dangerous.

You’ll come into a room with a large crystal.  I have Imoen cast Cloudkill into it.  Once the first group dies off, I’ll send someone with a lot of Hit Points near the crystal.  The second group of Kobolds, Imps, and Quasits will appear while the Cloud is still going strong.

You’ll get a shard of the crystal, need to go to the next level.  The Kobold Shaman will also drop a Wooden Stake, just in case you don’t have one for the vampire on this level.

10) Come back out the secret door and head southeast.  You’ll come into a room where there are a few barrels containing treasure.  The one at x2925 y900 has:

Scroll of Spirit Armor

40 Bullets +1

The one at x3000 y1025 has:

80 Bullets +2

Scroll of Simulacram.

The one at x3110 y1075 has:

40 Bolts of Lightning

minor spell scrolls

11) Now go southwest.  You come across a southwest door, and a hall leading northwest.  Through the southwest door will be a group of undead, typically Skeleton Warriors and Shadow Fiends.  It may include a Bone Golem if the party’s level is high enough.  Holy Smite makes a good first strike.  There will also be a couple of barrels nearby.  The one at x2075 y2125 has:

30 Arrows of Biting

30 Bolts of Biting

The one at x2050 y2075 has:

an Emerald

Cleric’s Staff +3, for Imoen

40 Darts of Wounding

12) You’ll also find a door facing north.  There will be a few shelves and a barrel that can be searched.  At x1825 y1825 you’ll find:

560+gp

40 Arrows +1

At x1775 y1800 you’ll find:

a Moonbar Gem

40 Bullets +2

At x1725 y1750 you’ll find:

40 Bolts +2

At x1525 y1825 you’ll find:

290 gp

Scroll of Ray of Enfeeblement

40 Arrows of Piercing

40 Arrows +2

At x1450 y1850 you’ll find:

40 Darts of Stunning

Scroll of Finger of Death, quite a useful spell, especially if preceded by Greater Malison.

Scroll of Power Word: Stun, a great spell, provided that its target has less than 90 Hit Points.  A strategy that I occasionally employ is to wait until I’ve pressed the Tab key  over a monster boss to get “Injured” or “Badly Wounded” and then nail it with the Power Word.  It becomes a death sentence.  

13) Continue west and then through the north door.  You’ll meet the former director of the maze, turned vampire by Bodhi, Dace Sontan.  He can only be struck by +3 or greater weapons.  Once’s dead, stake him in his coffin.  His apparition will appear and thank you.  You’ll get the Hand of Dace.  The party now has the keys to the next level.  

14) Now make your way back and take the hallway northwest.  You’ll find two sets of very large doors.  Once you go past the second, the doors will close and six Umber Hulks will appear for an ambush.  I prepared Gildor with the usual, including Chaotic Commands, and sent him forward.  Once the doors close, the party brings up the rear to open the doors and help out.

15) Now proceed northwest, you’ll end up back in the large central room by way of the south stairs.  Before leaving this level though, I go back to the magical door with the Opal Stone.  Out comes a Greater Wolfwere.  At this level, this battle can actually be quite challenging.  I’ve occasionally brought it to “Near Death” only to have “Uninjured” a couple minutes later.  I have Jaheira (Spear +3), Gildor (Celestial Fury +3) and even Imoen (Cleric’s Staff) prepare to the max, including Haste.  It SHOULD fall under this sustained effort.

16) Now take the stairs going southwest.  Along the hallway, the party will find a Salamander, a Frost Salamander, and a Yuan-ti Mage.

In a nearby pot at x900 y2000, the party will find Scrolls of Project Image and Delayed Blast Fireball.  The latter spell I have trouble finding any use for.  The trouble is that it is hard to use effectively without bringing it upon yourselves.

17) Westward is the statue.  With both the Hand and the Crystal Shard, the statue opens its mouth and lets the party through to the stairs.  Each party member gets 29,500xp.

Spellhold Dungeon, Level 2
1) Upon coming down the stairs, there will be two doors facing southeast.  One more to the east, and one more to the west.  For now, I go through the westerly door.  

2) There will be two secret doors.  Go through the one at x575 y1025, where you’ll find a horseshoe shaped wheel.  L-click it and the other secret door will open.  Inside will be a pack of trolls.  Trolls aren’t overly difficult, as long as you remember to deliver a coup-de-grace with fire or acid once it’s down.  Be especially wary of Spectral and Spirit Trolls, which can drain Strength with a touch.  These should be taken down first before the others.

In the same room will be a jar that holds:

432gp

Breach.  Imoen already has this.  I have Gildor scribe this.  In the very high levels, especially in Throne of Bhaal, being able to do this more than once can really help.

2 Mithril Tokens, hold on to these for now whenever you find them.

3) Continue to follow the hallway southwards.  Through the door will be four Minotaurs, rather straightforward kills.  In a jar at x625 y1575, you’ll find:

78gp

2 Mithril Tokens

Scroll of Sunfire, Gildor scribes this one.  I’ve already intimated that a lot of my tactics are based on making Gildor invulnerable and moving him ahead to meet the monsters while the rest of the party fires away at a distance.  This spell enhances such tactics dramatically, damaging only the incoming monsters while the party is safe and distant.

4) Open the door to the northeast.  You’ll see three statues as well as a pool in the middle of the room.  Each statue, as well as the pool, contains an oil painting of a monster which is needed to open a door.  Each statue also sets off a deadly trap which can’t be disarmed.

The left statue yields the Troll painting and sets off a Disintegrate spell.  The Death ward spell will avert this.  The middle statue will give the Umber Hulk painting and set of an Acid Fog.  The right statue will give the Djinni statue and set off a Fireball.  The pool has no trap, and contains:

Minotaur Horn, also needed to open a door

2 Mithril Tokens

40 Bolts +1

40 Bolts of Lightning

Mind Flayer Painting, unlike the other paintings, the party will actually get more experience if it doesn’t use this one.

5) Come back to the room where you first entered the level.  Now go through the northeastern door.  Work your way along the hallway.  Through the northeast door will be a Yuan-ti war party.

6) Now there will be four doors, each with a depiction of a monster that corresponds to the oil paintings.

Through the southern door will be a Noble Djinni.  Not very hard.

Through the troll door will be a Spirit Troll.  It leaves behind the Katana +2 ‘Malakar’ which also adds a +2 A.C. bonus vs. slashing weapons.  This makes a good weapon for Gildor’s off-hand.

Through the Mind Flayer door will be of course a Mind Flayer.  It will leave behind the ‘Flame of the North’ Two-Handed Sword +2, a far less potent version of the Holy Avenger.  If the party opens this door, it will actually get less experience when it leaves the Spellhold Dungeon.  Considering that the sword will eventually be discarded, why bother?

Through the Umber Hulk door is the Umber Hulk, and also the hallway further northeast.

7) At x2280 y185, you’ll find a jar which contains:

Diamond

Scroll of Phantom Blade.  With the right magical weapons, why bother?

1 Bolt of Biting

1 Arrow of Biting

40 Bullets +1

40 Darts +1

8) Work your way north and east.  You’ll find a room with a chest and 3 Clay Golems.  In the chest will be:

Diamond

Star Sapphire, for the evil party, I always keep the Star Sapphires in the Gem Bag instead of selling them.  The reason is that they’re needed to upgrade an item for Tithian in Throne of Bhaal.

4 Mithril Tokens

`
Gesen Bow String, Imoen will definitely want to bring this along.

The problem is that once the bow string is grabbed, the Golems will attack and the door will close.  I leave Keldorn and Minsc out the door since they can’t help.  I position Gildor, Jaheira, and Imoen close to the Golems, to set themselves up as invulnerable targets with Stoneskin or Iron Skin.  Everybody prepares to the max, including Haste.  Anomen then grabs the Bow String.  Victory should then be quite easy.

9) Continue southwest.   A Stone Golem will be in the room.  In the jar at x1950 y500 you’ll find:

Diamond

Scroll of Maze, useful for temporarily removing one powerful foe from the battle, since it can’t be resisted by a saving throw.  Great for Imoen.

2 Mithril Tokens

40 Darts of Wounding

On the nearby table is:

213gp

3 Mithril Tokens

10) Continue southwest and you’ll find the machine that the Mithril Tokens are used for.  I insist on waiting until I have 20 tokens first though, so elsewhere I go.

11) Come back to the room where you first fought the Minotaurs.  Continue southeast, where you’ll have to fight a couple Trolls along the way.

12) Go northeast through the door.  You’ll come into a room that has four magic globes, each of which produces a different effect when you click on it.

The one at x1415 y1575 will Slow the party.  The one at x1775 y1525 will Haste the party.  The one at x1850 y1600 will fire Lightning Bolts.  The one at x1500 y1500 will heal a party member standing on the design in the middle of the room.

13) I now send Gildor or Tithian east by himself.  Bodhi and a few of her friends show up.  Once combat joins, the protagonist transforms into Slayer, an avatar form of Bhaal.  Bodhi and company retreat.  The reason for sending Gildor or Tithian alone is that if any of the other party members are within sight after the transformation, the Slayer will attack them.  Simply wait for it to wear off.

For the time being, sleeping will also not be a good idea.  The protagonist will again transform into the Slayer without any control over himself.  With that in mind, be sure to make use of the magic globe which heals.

14) Continue northeast and you’ll find a room with a large statue of a Minotaur in the middle.  There are doors to the northeast and northwest, as well as a hall going southeast.  

15) Through the north door will be a Gauth and four Minotaurs.  In the pool will be:

4 Mithril Tokens

365gp

Scroll of Chain Lightning, Imoen already has it, so why not have Gildor scribe it?

40 Bullets +1

40 Bullets +2

16) Continue through the southeast hallway.  Through the doorway will be four Minotaurs.  In a jar at x1890 y1015 you’ll find:

Scroll of Limited Wish, Imoen scribes this one.  Even though her wisdom is low (which is essential for effective use of wish spells), Gildor can talk to the Genie for the best results.

119gp

40 Arrows +1

40 Acid Arrows

2 Mithril Tokens

Minotaur Horn.

17) With both horns, left-click on the minotaur statue.  The northeast door will open and each party member gets 29,500xp.  The way is now clear.  First things first though.  The party now has 20 Mithril Tokens.

18) Back to the room with the machine we go.  There is more than one way to spend the tokens in the machine though.  

20 tokens yields the Jester’s Chain Mail.  15 tokens yields the Boots of Speed (doubles its wearers movement rate).  10 tokens yields the Boots of Grounding (+50% resistance against electricity).  5 tokens yield the Boots of the North (+50% cold resistance).

How do I spend the tokens?  It’s a matter of deduction.  The Jester’s Chain is totally useless.  There will in fact be two more chances to obtain Boots of Grounding.  So really, the best thing to do is spend 15 on the Boots of Speed, and 5 on the Boots of the North.

Gildor equips the Boots of Speed.  Gildor, wielding weapons in both hands, cannot equip missile weapons of any kind.  The Boots of Speed will help him close the distance on spellcasters and archers very quickly.  It also makes it much easier to set up the aforementioned tactics based on Gildor drawing all the monsters to himself while the party fires at range.  Besides which, the ability to move quickly from monster to monster in combat is always beneficial.  Tithian also wears the boots, with the extra benefit that after pulling off a backstab, he can run quickly back to the party.

Who gets the Boots of the North?  It is not an exaggeration to say that one of the intellectual challenges of BG2 is figuring out how to best take advantage of the available equipment.  It takes planning and foresight.  My reasoning is as follows:  In the course of the game, Keldorn will have 60% Magic Resistance and great saving throws.  Equipping him with these sorts of boots doesn’t seem to have a lot of point.  Imoen will have plenty of items which improve saving throws and/or reduce thaumaturgic damage.  I also plan on having her wear the Boots of Avoidance, which will protect her from missile weapons.  This leaves Anomen, Jaheira, and Minsc.  When Jaheira gets the Harper Pin, she’ll be totally immune to electrical damage.  So now the choice is crystal clear.  Anomen and Minsc will each wear Boots of Grounding.  Jaheira wears the Boots of the North.

Now it’s time to leave this level.

Spellhold Dungeon, the Test of Sanity
1) Upon entering the stairs, the party will come under fire from Goblin and Kobold archers.  Most of them can only be killed by returning the favour.  Once they’re all dead, an Apparition appears and explains that you are in the middle of a test of your sanity.  Off you go to the next room.

2) In the next room is a Spore Colony.  Try to kill it before it spawns a few Myconids.  Myconids  present much the same problems as Umber Hulks, but only weaker.  Once everything’s dead, the Apparition asks a riddle.  The correct answer is “splinter.”  It is possible to make your way through the test despite wrong answers, but why makes things harder for yourself?

3) Now the party arrives in a dining room.  Before talking to anybody, check out the table and pick up the Cloak of Reflection, which reflects all electrical damage back to the source.  I have Imoen wear it.  I could have her wear a Cloak of Protection, but I plan on having somebody else use it as part of the Red Dragon Scale - Ring or Cloak of Protection deal.  Besides which, the best defense for Imoen is to stay out of the rough stuff.  The main source of concern for Imoen is missile weapons and magical attacks.  The Cloak of Reflection certainly helps in this regard.

Now talk to one of the spirits.  You’ll get asked a series of riddles.  The answer to each in turn is ‘Nothing’, ‘River’, ‘Fear’, and ‘Memory.’

4) Now you’ll be teleported to a desert-like area.  Ahead north are three trolls.  Keep in mind that one is a Spectral Troll and another casts spells.  One of them leaves behind a Giant Troll’s Head.

5) Go east, and the apparition asks you if you are ready to go forward and be judged.  Reply that you want to investigate the altar first.  Place the Troll’s Head on the altar.  In place of the head will be a Club +2, +3 vs. Undead, just right for Jaheira.

6) You’ll come into another room, where the Apparition deems you worthy of release and leaves.  Each party member gets 51,250xp.  There would have been a 10,000xp penalty if the party had killed the Mind Flayer earlier.

Take the stairs.

Irenicus’ Laboratory
1) Upon coming down the stairs, Saemon Havarian will approach you with caution.  He’ll offer a bit of advice, don’t assail Irenicus without help from the other inmates.  He’s right.  If you go straight for Irenicus, it’s game over, literally.

2) Have the party come around to the door at x1650 y625.  There are a couple of jars.  The one at x1715 y550 has:

40 Arrows +1

60 Darts of Wounding

5 Arrows of Dispelling.  I have Imoen ready these.  It makes the coming battle against Irenicus much easier.

The one at x1775 y480 has the First Journal of Jon Irenicus.

3) Now find the door at x1400 y425.  Before ascending the stairs, prepare for your battle with Irenicus.  Haste and Protection from Evil 10' Radius are essential.

4) Once up the stairs, Lonk confronts you.  It is worth 2,000gp to get him to release the inmates voluntarily.  Why take any licks before confronting Irenicus?  Once the inmates are released, it doesn’t take a lot of persuasion to convince the inmates to join you.

5) Wanev will teleport the party right in front of Irenicus.  After some lengthy pontification by all concerned, battle is joined.  Stay on top of Irenicus, with Imoen unleashing her Arrows of Dispelling on him to break down his protections.  He’ll release clones of the party members to attack you.  Luckily, they won’t have any equipment either.  Wanev will cast Time Stop and then a couple of Symbol spells which should take care of most of them for you.

Once Irenicus is brought to the brink of death, he’ll teleport away but also unleash magical forces which will kill the inmates.  Now there’s more fun on the way.  Yoshimo and his band of Murderers close in for the attack.  Yoshimo explains his actions as being compelled by Irenicus’ Geas.  Have Keldorn activate True Seeing to keep the backstabs to a minimum.  Throw out any spell you have left to minimize their ability to attack.  When you’re done, be sure to pick up Yoshimo’s Heart.  It will be worth a lot of experience to take the heart to a Temple and have his Geas removed.

6) It is now safe for the party to sleep.  The protagonist has a dream in which his instinct towards murder and evil beckons him to embrace the power.  Once the party wakes, the protagonist now has the power to change into the Slayer at will.  The Slayer can dish out a lot of damage and has resistances galore.  There is a downside however.  To make the change involves a reputation decrease of 2 and the longer the protagonist remains as the Slayer, the more damage he’ll take.

7) Now make your way back to the stairs

Spellhold Asylum
1) In the western hall of the Asylum will be Saemon.  He has a proposition for you.  He can get you off the island by ship.  If is ultimately more beneficial for the party to take him up on his offer.

2) He and the party will appear outside the Asylum, whereupon he promptly disappears.  Before going back to Brynnlaw though, I go back to the Asylum through the front door.

3) Now go through the northeast door.  There will be a Stone Golem waiting for you.  At x1750 y925 you’ll find both the 1st and 2nd Journals of Irenicus.  At x1760 y850 you’ll find the Staff of Thunder and Lightning +2 (Lightning Bolt - limited charges, Call Lightning - limited charges, 10% chance each attack of Thunderclap where target must save vs. spells or be stunned for two rounds).  I can’t really fit this staff into my party’s setup.  It can only be used by Clerics or Druids.  I prefer to keep Jaheira and Anomen with a shield and a one-handed weapon.  So I just sell it.

4) Now go through the west door.  At x1475 y590 you’ll find the Horn of Silence, which allows anybody to use it to cast Silence 15' Radius three times a day.  

I have Minsc equip it in one of his quick-item slots.  Why?  Each of the other party members has different available responses to large groups of spellcasters.  Anomen already has Silence 15' Radius as a 2nd level spell, or he may want to use Miscast Magic or Dispel Magic.  Keldorn will likely want to use either Dispel Magic to quickly break down defenses or True Seeing to eliminate the illusions.  Gildor and Imoen will want to use various spells like Remove Magic, Breach, or Power Word: Silence.  Jaheira’s typical response to a large group of spellcasters is Insect Plague.  The point is, the more responses that each party member can make, and with greater variety, within  a single combat round, the better.  Minsc can use the Horn in conjunction with a number of other responses that the rest of the party have available.

Now it’s time to go see Saemon.

Return to Brynnlaw
Occasionally you’ll have to fight bands of pirates.  Nothing to break a sweat over, but be sure to loot their bodies for gold and the odd one that carries magic items you can sell.

1) Saemon will be waiting for you in the Vulgar Monkey.  There’s a hitch in the getaway plan.  His own ship has been sabatoged.  Now the plan is steal away on the ship of the Pirate Lord, Desharik.  He wants you to steal the Pirate Lord’s horn from the home of his consort, Cayia.  Meanwhile he’ll be getting the ship ready for launch.

2) Cayia’s home will be at the west edge of town, and on the second level.  You must go at night to get the horn.  It’s rather difficult to get the horn without waking her, so typically you’ll have to fight three Pirates.  The horn and a Rogue Stone will be on the table.  In the trapped cabinet, you’ll find the Sphene Gem.  

3) Seamon will be waiting at x2950 y2500.  He’ll then take you to the ship.  But, as with all great plans of escape, the party and Saemon will get caught in the act by Desharik.  Naturally you’ll have fight Desharik and his lackeys.  I would not try to expend any spells here if I can help it.  You won’t get any chance to rest between this battle and the next, the latter deserving more attention from your spellcasters.  Be sure to loot Desharik’s body for a Leather Armor +1 and two Scimitars +1.

Now talk to Saemon, who orders the ship to launch.  He’ll insist that you accept his Silver Blade as compensation.  Even though he has an ulterior motive that soon becomes apparent, why not take it?  It is one part of the two-handed Vorpal Sword.

4) At sea, a Githyanki ship pulls up and its crew boards Saemon’s ship.  They’re in a hot-blooded search for the very silver blade Saemon gave you.  Of course, Saemon is quick to finger you to the Githyanki.  Naturally a fight ensues.  Githyanki are sort of like Bards, they can do a little of everything (spells, psionics, melee combat, etc.), but don’t really excel at anything.  Some of the Githyanki will throw up magical defenses.  Keldorn responds with Dispel Magic of course.  The others dish out their own spells, especially Jaheira with Insect Plague.  Do not worry about Keldorn canceling out your own spells though.  His Dispel Magic will hit far sooner than any of the other spells.

Now the ship gets sunk and boarded by shark-men called Sahuagin.  Saemon teleports away.

City-of-Caverns
1) The party finds itself in the city of the Sahuagin.  As the High Priestess Senityilil before you intimates, you would normally have been their lunch by now.  But... she and others have interpreted some signs to mean that you are destined to save their city from doom.

You’ll then be brought to an audience with their king, Ixilthetocal.  Senityilil tells the king about your ‘destiny’.  It becomes apparent that not everyone, especially High Priestess Tlyysixxous and Baron Thelokassyil, agrees with Senityilil’s interpretation of the signs and would just as soon eat you. 

The rather unstable king decides to settle the matter by pitting the party against a two-headed giant called an Ettin.  This fight is actually quite easy.  The party can launch a whole bunch of low-level spells to minimize its chances: Command Word: Die, Chromatic Orb, Doom, Ray of Enfeeblement, etc.  One or more of them is bound to work.

2) Having won, the King decides on that basis alone with Senityili’s interpretation of the signs.  As the unfortunate loser, Tlyysixxous is taken away to be sacrificed.  The king now has a task for you.  He wants you to bring the heart of the leader of the Sahuagin rebels, Prince Villatny.

After that, you are brought for counsel to Senityili, but not before she sacrifices Tlyysixxous to their god, Sekolah.  Senityili does have counsel, but of a different sort.  She wants to you to visit the Prince and side with him.  The only way to reach his chamber is with the Tooth of Sekolah.  The tooth is in a southern section of the city, made dangerous by a Drow mage that made his last stand there long ago.  She’ll also give you an Orb in order to signal your new allegiance to the rebels.

Who you side with is a true roleplaying decision.  Being a practical player, I sided with Villatny because the party members get 2,000 more experience points each for it.

3) Just west of Senityili is a Sahuagin priestess who has plenty of scrolls to sell you.  The most noteworthy are:

1) Greater Malison - All monsters in the area of effect have their saving throws reduced by 4.  Not only does this make every spell cast thereafter more likely to succeed, but some party members will carry weapons with powers that depend on its target failing a saving throw.  It is a spell that can dramatically alter the course of any battle.  It is even greater when combined in a Spell Sequencer or Spell Trigger.

2) Hold Monsters - Sure, Imoen casts other spells more often.  But this does add another card into her deck.  In battles that last a long time, it’s something she can throw out if you can’t think of anything else.  Again, also works very well after Greater Malison.

3) Resist Fear - Anomen can also cast an equivalent, Remove Fear.  Keep in mind that for tough battles, the Cleric may want to take the time for other preparations such as Protection from Evil 10' Radius and Armor of Faith.  If Imoen knows it, the party has more flexibility in preparing for large battles with a minimum of time.  This sort of spell is crucial for battling certain monsters such as demons, liches, and especially dragons.

4) Invisibility 10' Radius - Useful for the whole party getting a jump on the monsters, or for  quick escape (like a Drow city).

5) Detect Invisibility - a quick way to uncover thieves and invisible monsters.  Imoen may find it useful for her duels against mages.

4) From here, I’ll make my way south.  There’s a Royal Gaurd standing at x1240 y1890, who warns you that the ‘Drow section’ is infested with traps.

5) Continue southwest.  There’s a trap at x1650 y2725.

6) Further southwest will be a group of spiders and Ettercaps.

7) Further southwest will be a Bone Golem.  Just north of the battle will be another trap.

8) Continue northwest and then north.  A couple of Imps will let you know that all of the Drow treasure is in one chest.  If you try to open it, a ‘nasty’ will come out and kill whoever opens it.  This is not a bluff.  They have a proposition for you.  Play their game, win, and they’ll take care of the ‘nasty’ for you.  The game is a sort of trivial pursuit on famous personalities in Faerun.  There will be five famous personalities in the room.  Each will give you an item that belongs to another of the famous personalities.  You must put the items in the chests behind the personalities they belong to.  Before you start the game though, there will be five traps in the room that need to be disarmed.  The correct matches are:

Elminster - Pipe

Drizzt - Scimitar

Khelben - Staff

Alustriel - Pendant

Peirgeiron - Helmet

The Imps congratulate you and then honor the deal.  The force the Spectre out and kill it.  The treasure contains:

Boots of Etherealness, immune to normal weapons for 30 seconds once a day.  I don’t see what these boots accomplish that spells like Protection from Magic Weapons and Stoneskin don’t already do, and better.  They’ll certainly be useless come Throne of Bhaal.  Just sell them.

Cloak of Protection +2, +2 to A.C. and saving throws.  I’ll have this cloak worn in conjunction with the Red Dragon Scale.  Whom do I select for this combination? Anomen.  Why? Jaheira with her high dexterity should yield in favour of another character.  Keldorn, with the high Magic Resistance and great saving throws he’ll obtain, doesn’t really need the 50% Fire Resistance provided by the Red Dragon Scale.  Besides, in Throne of Bhaal he’ll find another great armor which increases his Magic Resistance even further.  So Anomen to my mind, can make the most effective use of this combination.

So why the Cloak and not the Ring of Protection +2?  Through both Shadows of Amn and Throne of Bhaal, I prefer that Anomen take advantage of two magical rings besides the Ring of Protection, of which the Ring of Free Action will be one. 

9) Northeast from the puzzle room is a narrow walkway.  At its start is another trap.  You’ll find a Spectator Beholder standing guard over a chest behind him.  He’s rather unhappy about being contractually bound to guard the chest for another 40 years.  You could kill him for 4,000xp and then loot the chest.  It is however more rewarding to encourage him to adopt a very loose interpretation of his contract and simply let you loot the chest.  You’ll get 15,000xp.  Inside is Sekolah’s tooth, needed to enter the Prince’s chamber.

10) There will be a bridge that goes between two stone sets of jaws, at approximately x2350 y1125.  You’ll get ambushed by Sahuagin, led by a Priestess.  She’s protected by a spell effect that always reflects the damage from offensive spells back at the caster, there’s a reason for this.  She’ll start the combat by casting Blade Barrier.  Use Breach to eliminate the barrier.  Once she falls, the rest of the Sahuagin should fall easily.  

She’ll leave behind the Cloak of Mirroring, which reflects all damaging spells back at the caster.  It does not however, stop other spells such as Hold Person and Confusion.  No disrespect to the designers, but I thought we should have had to work a little harder for an item this powerful.  I have Gildor equip this cloak.  It adds another dimension to tactics based on Gildor stepping ahead while the rest of the party fires from a distance.  Damaging spells will be targeted at him, and harmlessly.  Tithian also equips it, and in a similar fashion for large scale mage battles, but I must be mindful that he doesn’t have as many defensive resources as Gildor.

11) There’s a set of stairs starting at x3050 y2625.  At the end of the stairs are a group of aquatic undead.  They include Sea Zombies, Lacedons (sea Ghouls) and Greater Lacedons.  This can actually be a horrendous battle for the unaware party, since they are lead by a Sea Zombie Lord, who can drain levels from characters at a distance.  The key to easy victory is that they cannot strike creatures requiring a +2 or better weapon to hit.  So Jaheira summons a Fire Elemental.  All of the undead gang up on the Elemental to no avail.  Meanwhile, everybody else fires away from a distance.  Once he dies, the Sea Zombie Lord will explode in to Cloudkill-like effect.

12) The party must make its way to the northeast corner.  Along the way, they will have to fight a few groups of Sahuagin.  Once in a while, they’ll come across loyalists and rebels fighting each other.  It’s a simple matter of Gildor casting Ice Storm and Imoen casting Cloudkill and then sitting back to watch.  Keldorn casts True Seeing to remove the Mirror Images.

13) Once at the southeast corner, the party will see a set of stairs leading down.  Take the stairs and you’ll come into a Sahuagin ambush.  Some of them will be shooting crossbows from the water.  Concentrated missile should kill them one by one.

14) Continue west, with the Orb and Tooth, and you’ll be brought before the Prince.  He’ll give you a fake heart to take to the King.  You could of course side with the King, but why not get the extra 2,000xp per character?

15) Now come back to the King, prepared for battle.  Initiate dialogue with the King, and the rebel assault begins.  Of course, you’ll end up having to fight the King, the Baron, and the guards.  Once victorious, the Prince congratulates you, gives you 60,500xp, a magical rope to descend into the Underdark (the only way out for air-breathing creatures) and the key to the King’s treasury.  Open the treasury to find: 

Rod of Lordly Might (can be turned into a variety of +2 weapons)

another magic rope

Scroll of Protection from Elements

Loot the King’s body for the Spear +3, Impaler (+10 points of Piercing damage).  

While we’re at it, why not kill the evil Prince and his few remaining friends?  He’ll leave behind the Wave Blade, one half of the Wave blade.  Although the Wave doesn’t fit into my long range plans, it is useful for select situations (namely against Fire Elementals and creatures only struck by +4 weapons).

16) Now come back to the pit behind where the Prince used to stand.  With the magic rope, the party then reaches the Underdark.

*** TACT ***

This place is much tougher under the Solaufein Module.  Sahuagin are now typically higher level, and their archers now used Bolts of Stunning in combination with the Called Shot ability of the Archer kit.  This can mean a very quick death for a party member that sticks out first before the others.  With either the good or evil parties, it becomes a matter of scouting ahead, and then letting cloud-effect spells go to work while the party keeps a good distance back.  Throw in Fireballs and such for good measure.  Some will occasionally come forward, when it’s then a matter of being ready with your own spells and missile weapons.  If any survive the spell assaults, cast Invisibility 10’ Radius and then creep up on them for melee combat before they can get any shots off. 

I previously commented that I felt we should have had to work a little harder for the Cloak of Mirroring.  Mr. Weimer chose to gratify that wish in a big way.  In addition to the improved Sahuagin, the Priestess is now a high level Mage/Cleric.  She’ll also gate in a Minor Avatar of Sekolah, who can cause bleeding wounds that last for a long time, and swallow party members whole (analogous to what happens after Imprisonment but the members return after the Avatar dies).


I approached this battle from the left, and took out the left-most archers first.  The next stage becomes leading the Avatar away from the Priestess.  Fighting them both together only begs for disaster.  Obviously, juice yourself up to the max for the Avatar.  Rest up, and let the Priestess have her turn (assuming you’ve taken out all the archers first).  My experience had been that she tends to surround herself with some sort of Aura that makes her invulnerable, yet prevents her from casting spells herself.  It was a matter of patiently waiting for the aura to lapse, and then promptly nailing her with Breach/melee attack at the right moment.  You may need more than one Breach or Dispel Magic for the occasion.
Chapter 5
You’ll see a cutscene where it becomes apparent that Irenicus and Bodhi are contriving a plot with the Drow elves.  

The Underdark
The material in this chapter will be organized by quest, as opposed to by area.  This is because many of the quests involve hopping from one locale to another and back again.  The party will first come into a large expanse of the Underdark, which serves as the hub for all of the other locations within Chapter 5.  Locations here will be designated by UD and then the x,y coordinates.  The other major area is the Drow city, Ust Natha.  It will be designated by UN and then the x,y coordinates.

Carlig
Carlig is a derro dwarf trader (UD x1600 y3690) with some interesting scrolls for sale.  The ones I bought were:

Spell Sequencer - I had Gildor scribe this one.  When he’s able to cast 7th level spells, he’ll be able to unleash Stoneskin, Fire Shield, and Mirror Image in a moment’s notice.

True Seeing - Imoen scribes this one.  At some point, it will certainly be helpful if Keldorn isn’t the only one who knows how to do it, especially if you’re wanting him to use his super-powered Dispel Magic instead.

Freedom - the spell to use if a character has been trapped by the Maze or Imprisonment spells.  It is also necessary for the party to start Vithal’s quest.  Not worth scribing though, simply buy them and use them from a quick-item slot when needed.

Power Word: Silence - Though it last for only three rounds, this spell is great because there is no saving throw!  Three rounds is not a short time for a mage that has been silenced.  Another weapon in Imoen’s arsenal when she has the room for it.

Gnome Village
1) Make your way towards the northwest corner of the underdark.  Along the way you’ll find four Spore Colonies, which spawn Myconids, and a Myconid king.  My method was to put on a one man show.  Gildor prepares himself with defensive spells.  Anomen casts Chaotic Commands on him.  Gildor wades in and starts things off with a Sunfire.  Once only one Spore Colony is left, he then casts Ice Storm over himself (Cloak of Mirroring right?).  The rest of the party then comes in and fires away with missile weapons.

2) Some Svirfneblin (Deep Gnome) gaurds will block your way.  Their leader, Odendal Breachgnome (UD x625 y1175), needs only a diplomatic reply for you to enter.

3) The leader of the village, Goldander Blackenrock (UD x2040 y840), informs you that Bodhi and Irenicus have entered the Drow City.  He knows of someone named Adalon who may be able to help you get inside the city.  Her abode is on the other side of a tunnel, whose utter darkness can only be breached by a Light Gem.  He himself has the Gem, but first he wants a favour.  He wants you to kill an evil otherwordly beast in a nearby cavern which surfaced when the Gnomes mined too far.  Does this sound familiar to the rest of you Tolkien fans out there?  Hint, hint ... the Balrog of Moria.

He’ll give you a Stoneshape scroll to seal in the beast once it has been defeated.

4) Find the guard standing at UD x3625 y700.  He’ll then open the door to the cavern.  Left-click on the pit twice, and out will come a Balor, a really tough demon.  Devastating melee attacks, can paralyze the whole party, can only be struck by +3 weapons or better, and he’ll start off with Symbol: Stun (to avoid being stunned, a save vs. spell at a -4 penalty must be made).  

Prepare to the maximum with the usual spells.  To the usual preparations, I would also add two other spells.  Anomen casts Free Action on Gildor, who with his +3 Celestial Fury is the one we’re depending on to kill the Balor.  Minsc also has his +3 Halberd and Jaheira her +3 Spear.  Imoen casts Resist Fear, because all party members in the Balor’s presence must save vs. spells or run away in fear.  

Now that w’ere all prepared, everybody gathers at the northern edge of the cavern.  Jaheira then casts Conjure Fire Elemental at the south side, where the Balor will appear.  The point behind this is that the Symbol: Stun will be aimed at the Elemental instead of the party.  Now it’s a matter of crossing my fingers and hoping Gildor takes it down.  Anomen also helps out with a Bolt of Glory spell, which ignores Magic Resistance and is the most damaging against Demons.

Now read the Stoneshape Scroll to seal the pit.

5) When I come back to Goldander, my reward is 25,000xp for each character, the Light Gem, and the Mace +3 ‘Skullcrusher’ extra 2 points of damage against humanoids.

6) In a chest at x2725 y1225 you’ll find the cursed Ring of Folly.

Vithal
1) North and a little east of where you met Carlig, cast the Freedom spell.  A mage named Vithal will appear at x1950 y2900.  He has a proposal for you.  Retrieve his Book of Rituals.  He’ll then use the book to travel through the elemental gates in the Underdark, and retrieve treasure.  He promises a share of the loot.

2) The innkeeper in the Gnome village, in the room west of Goldander, has the Book of Rituals.  He’ll give it to you for 300gp.

3) Bring it to Vithal, who now appears at x2375 y3300.  He then opens the gate, and a Greater Earth Elemental steps out.  The party should be able to handle it, but having Anomen cast a Doom spell certainly doesn’t hurt.  Rest up and Vithal will come back out the gate.  He’ll tell you to meet him at the Fire Gate.

4) Vithal will be at x2625 y2950.  Now a Greater Fire Elemental appears.  Once it’s dead, rest, and Vithal will come and tell you to meet him at the Air Gate.

5) He’ll next be at x950 y2850.  Now it’s a Greater Air Elemental.  That by and large completes the quest.  Vithal is going to try and be as miserly as possible with you.  He’ll try and give you the Rod of Absorption only, which has but one use left.  Cajole him for more and he’ll give you two scrolls:

Simulacram

Abi-Dalzim’s Horrid Wilting - THE offensive area-effect spell in Shadows of Amn (15d6 damage), and it won’t hurt your comrades either.  Imoen or Edwin just can’t wait.

If you press him again, a fight ensues.  Keldorn’s Detect Evil had revealed Vithal to be a bad guy, so I didn’t have a conscience over it.  It’s simply a matter of tearing down his defenses, and hacking away.  Keldorn makes life so much easier for good parties.  Loot his corpse for:

Scroll of Incendiary Cloud - will perform like Cloudkill and Death Fog, but even more devastating.  I personally prefer to wait until I can make room (gain high levels) first.

Scroll of Time Stop - AWESOME spell!  It’s a spell that Imoen and Edwin can use to pretty  much win battles by themselves by squeezing three spells into the space of one round.  Imoen can’t scribe it just yet, at least not until she can find a potion to raise her intelligence.

Scroll of Wail of the Banshee - There are plenty of better ways to spend your 9th-level spell slots when you get there, (see just above!) so there’s no need to do jumping jacks over this one.

Sphere of Trapped Souls
1) At about UD x1725 y2150, the party will run into a Drow war party, including three priestesses and a fighter/mage.  Drow can be a real problem for mid-level party.  Their armor and weapons are of the highest enchantment (+5 typically) and they all have at least decent magic resistance.

Despite the magic resistance, I still throw everything I’ve got at them.  The spells will effect at least a few of them, and every little bit will count.  I also summon in creatures beforehand (Fire Elemental, Mountain Bears, Sword Spider).

Haste and Defensive Harmony are recommended if you feel the tide should be a little more in your favour.

2) The party now finds an odd sphere.  If you left-lick on a facet of the sphere, a trapped soul will be released.  The souls are typically unfriendly.

3) The far left facet will release Madman Aganalo, a fighter who’s easily ganged up on.  He leaves behind a bastard sword, Jhor the Bleeder +2.  The wounds it causes continue to bleed, causing 2 points of damage a round to a maximum of 10.

4) The next facet releases Raevilin Strathi, a Drow Mage.  Stay on top of him and be constantly ready to rip down his defenses (Dispel Magic, Breach, True Seeing).

5) Next is Riti, a Githyanki warrior who’s as easy as Madman Aganalo.  He’ll leave behind the cursed Backbiter Spear +3 (each hit causes 3 points of damage to its own wielder), and a Scroll of Improve Haste.  Since this effects only one character, it seems like a waste of a 6th level spell slot, unless you’ve plenty to spare.  

6) Next is a Lich named Alchra Diagott.  This one takes some killing, and a cheesy yet safe strategy.  Gildor is already immune to damaging spells via his Cloak of Mirroring.  I then layer these protections on top: Chaotic Commands (Domination), Spell Immunity: Abjuration (Imprisonment), Death Ward, Protection from Petrification (Turn Flesh to Stone, Polymorph Other), and Remove Fear (Symbol: Fear).  He SHOULD then be able to safely absorb anything Alchra throws at him.  Once the lich’s defences wear off, it becomes hack n’ slash.
*** TACT ***


Liches will sometimes spend a Time Stop for the very purpose of trying to kill one character outright with an already prepared Melf’s Minute Meteors.  Stoneskin will also be recommended here.

Scroll of Delayed Blast Fireball

Scroll of Spell Turning, can be useful if you’re facing a mage that likes to cast spells which target a specific creature.  Other 7th level spells should be first in line though.

Scroll of Nishruu, I find this to be a useful spell in battles against high-powered mages AND 

where I wasn’t expecting them to leave behind any valuable magic items.  Be mindful that Nishruu will also eat magic items away once it’s digested memorized spells.

7) The next soul is Bedlen Daglefodd, a Deep Gnome who’s really happy that you’ve released.  He tells you to go to his father.

8) The father is near the innkeeper in the Gnome Village.  He’ll reward you with 10,000xp and the Bracers of Defense A.C. 4, a good item for Imoen.  He also has some items and scrolls for sale:

Minor Spell Sequencer - Now Imoen has the spell.  But since she isn’t quite as concerned with physical defence in the same way as Gildor, she strings together two Magic Missiles or Magic Missiles and Melf’s Acid Arrow.

Death Spell - A spell which is useless against high level enemies.  But it is useful against groups of intermediate adversaries.  Two particular foes stand out, Umber Hulks and Mind Flayers!  Sure, Mind Flayers have Magic Resistance.  Still, with a little luck this spell can nail one or even more of them.

On the way to Adalon’s Home
1) At a bridge south of the drow city (approximately x3600 y3000) will be a group of Koa-Toa, fish men.  Stealthy approach will not work because the Koa-Toa Monitors will use True Seeing as soon as they hear you.

Koa-Toa parties can be quite challenging, both for sheer numbers and because they’ll fire stunning bolts at you with their crossbows.  Protection from Evil 10' Radius is a must.  It is hard to recommend a standard strategy here because you often have to change your tactics according to the circumstances.  Some guidelines can be offered:

1) Have Keldorn (or Viconia) keep True Seeing active, because the Koa-Toa wizards will cast Mirror Image on themselves, and more than once.

2) Jaheira’s Insect Plague certainly won’t hurt.

3) Many of the Koa-Toa will attack from a distance with spells and bolts.  A method I often use is to cast a spell like Ice Storm or Cloudkill in their midst, and let them stay there while the fighters take care of whoever comes forward.

4) Silence 15' Radius, especially from Minsc’s horn, will help.

5) This is an occasion where I’m glad Anomen is wearing the Ring of Free Action because during this battle, he had to bail out his comrades more than once (holding spells).

6) If you find they’re getting numerous, Domination (-2 saving penalty) can be used to cause dissension in their ranks.

2) There will also be a bridge going north.  At approximately UD x3925 y1925, another Drow war party ambushes the party.

3) Once across the bridge, there are two ‘doors’.  The one on the left leads to Adalon’s lair.  The one on the right is the gate to Ust Natha.

Adalon’s Lair
This is one of those moments that surprised me into saying “COOL!” out loud when I first played this game.  Adalon is a female Silver Dragon.  Her charge has been to guard the descent by which the Drow first came to the Underdark, and above which is a sacred Elven temple.  Problem is, Irenicus and Bodhi have stolen her eggs and they are now in the Drow City.  She wants you to get them back.  In return, she’ll give you a powerful item from her hoard and show you the way out of the Underdark.  

Her proposed method is to cast a long lasting illusion over the party members so that they will appear and communicate as Drow Elves.  They must then enter the city as Drow and somehow find a way to escape with the Eggs.

Ust Natha, Merchant’s Bazaar

1) Once the party leaves the lair, they now go to Ust Natha’s gate.  A guard arrives and questions them.  The party could answer with the patently stupid “I am Gildor, from Adalon’s lair” or the timid “I beg you to let me enter.  I am the humble Veldrin from Ched Nesad”, but then the whole Drow city turns hostile on you.  I suppose you could wage a campaign of attrition whereby you kill a few Drow and sleep outside the city.  But why undertake such an excruciating process, AND miss out on all the experience and treasure?  Answering firmly that you’re Veldrin from Ched Nesad will get you in without a problem.

The evil party got in even easier.  Viconia tells you that the Drow flinch before no one, least of all each other.  She then tells ‘the lowly male’ to get out of her way.In any event, the guard will tell you that you are to see Solaufein in the Male Fighters’ Society.

2) Before going off to see Solaufein though, why not stop off at the Bazaar to sell your booty and see what you can buy.  The merchant at (x1060 y3340) has a whole bunch of spell scrolls for sale.  The most noteworthy are:

Spell Sequencer - Now Imoen has this spell.  I have her use it in the same fashion as Gildor (Stoneskin, Fire Shield, Mirror Image) if I decide that the action is getting a little hot around her.

Death Fog - An acidic cloud that does 8 points of damage each round.  At some point in the distant future (Throne of Bhaal), when Imoen has enough 6th level spell slots and Gildor enough 5th level spell slots, I’ll have Imoen dispense with Cloudkill and memorize Death Fog while Gildor memorizes Cloudkill.

3) The merchant at UN x1025 y3075 will sell a variety of weapons and armor.  The ones I buy are:

Firetooth +3, a throwing dagger that scores 2d4+3 plus 1d2 fire damage, and always returns to its wielder’s hand.  Perfect for Jaheira!

Sentinel +4, the best shield in Shadows of Amn.  With his lower dexterity, Anomen equips this shield and hands Saving Grace over to Jaheira.

4) The merchant at UN x1240 y3000 sells an assortment of potions, scrolls, and other stuff. I buy from him:

Rod of Smiting, a +3 staff that scores an extra 10 points of damage against Golems.  Also, anytime it strikes, a Golem must save vs. death or be instantly destroyed.  In large scale battles against Golems, Imoen or Edwin will equip this Rod, prepare themselves (Stoneskin and Mirror Image) and go into melee combat against Golems.  Strange as this may sound, it is the only way that a Mage can do anything meaningful against a Golem directly.  Trust me on this one, there are some battles against Golems where every little bit helps!

Kaligun’s Amulet of Magic Resistance (+10% Magic Resistance).  I have Keldorn wear this amulet.  The logic behind this is similar to the one behind Anomen wearing the Ring of Free Action.  I often rely upon Keldorn to undo the adverse effects of magic upon his comrades with Dispel Magic.  But he can’t if he himself has been affected.  Once Keldorn finds the Holy Avenger, he’ll equip it and bring his Magic Resistance to 50%.  He then re-equips this amulet to raise his Magic Resistance to 60%.  Keep in mind that any time you start a saved game, or use the crossbow and switch back to the Holy Avenger, you’ll have to re-quip the Amulet.

Phaere’s Rescue
1) Meet Solaufein right in front of the Male Fighter’s Society.  He’ll then tell you to meet him near the gate.  He’ll be at UN x1540 y3340, along with a Handmaiden of Lolth named Imrae.  They have a task for you.  A Matron Mother’s daughter, Phaere, has been captured by Mind Flayers and must be rescued before they reach their city.  He tells you to meet him near their city within 12 hours.

* NOTE * Time limits upon meeting somebody or performing an assigned task must be observed strictly.  Otherwise the Matron Mother will contact her goddess Lolth, and your cover will be blown.

2) Almost as soon as you’ve crossed the bridge from the Drow City, another group of marauders will appear.  It includes a Wild Dog, an Imp, a Skeleton, a Thief named Damien, a Goblin named Simbja, an Ogre named Boz, a cleric named Chandrilla, and a mage named Nash’tar.  What I did was make a few preparations, and then had Imoen cast Invisibility 10' Radius.  Everybody can then creep and start wailing on Nash’tar and Chandrilla.  Be sure to loot Boz’s body for:

Halberd +4 ‘Dragon’s Breath’ (+1 point each of fire, acid, cold, poison, and electrical damage), I’ll hold on to this for now.  The party may run into monsters that require a +4 or better weapon to hit along the way.

Full Plate Mail, I stow this into the Bag of Holding for now.  Once the party emerges from the Underdark, Anomen will combine it with the Cloak of Protection +2.

3) Solaufein will appear at UD x4725 y3100.  He then uses an object to pull Phaere, 3 Mind Flayers, and 2 Umber Hulks out of the Astral Plane.  The standard tactic with Gildor protected with Chaotic Commands and Mirror Image works here as well.  (For an evil party, it will also work with Tithian using his Ilbratha sword).  Imoen can even throw in a death spell to take care of the Umber Hulks and possibly one or two Mind Flayers as well.

Phaere will compliment the party in typically cold Drow fashion and leave off by herself.  Solaufein bids you meet him again next to the Handmaiden.  Your reward is 20,000xp.

4) Now Solaufein bids you to meet both him and Phaere in the tavern.  Once you’ve arrived in the tavern, they’ll tell you that they have another task for you.  Within a few days, you’re to meet them again near the city gate.

Fighting Pit
1) With some time to spare, why not earn a little experience and gold?  Talk to Szordrin on the east side of the tavern.  Sentimentally, and practically, I prefer to have the protagonist do the fighting.  The approach I use depends on who the protagonist is.  With Gildor, it’s a matter of straight slashing and bringing up magic defences (Stokeskin, etc.) when I need them.  With Tithian, make sure you’ve brought plenty of Potions of Invisibility along.  If you don’t have them, go out to the Bazaar and buy them.  Simply drink a potion, backstab the opponent, keep your distance and repeat the process.

2) The first fight is against an Umber Hulk.  The cleric should cast Chaotic Commands on the protagonist beforehand.  Tithian actually nailed it in one shot with a 104 damage backstab!  4,000xp and 250gp.

3) Next is a Nabassu.  The cleric should cast Freedom of Action beforehand.  Where Tithian is concerned, demons are never fooled by invisibility, so this is the one occasion where using his Ilbratha sword is necessary. 16,000xp and 500gp.

4) Next is a Sahuagin prince.  Pretty straightforward.  2,000xp and 750gp.

5) Next is a Beholder.  Aren’t you glad you stopped off in the Sahuagin city first and obtained the Cloak of Mirroring?  With this item, the Beholder presents no challenge.  14,000xp and 1,000gp.

The Arena
1) On the west side is the arena, where Drow combat other drow.  You’ll get to watch a really tough Drow warrior with tons of Hit Points named Lasonar waste four other Drow by himself!  When he’s done, he’ll challenge you to a duel.  The approaches again depend on the protagonist.  Once he’s brought to death’s door, he’ll give up and hand you his Blade of Searing (+1 fire damage).  The party gets 30,000xp.

2) A priestess of the same family feels compelled to restore the honour of her house and challenges you.  It’s a matter of staying on top of her and trying to interrupt her spells as much as possible.  Gildor can use Breach on her magical defences.

3) The next three battles are against three progressively tougher mages. Only mages from your party need apply.   They’re actually a cake walk for Edwin by the time the evil party arrives here.  But with the right repertoire, Imoen is also up to the challenge.

My successful strategy includes the following mix of spells (subject to having them at the time):

Globe of Invulnerability - This removes 1st to 4th level spells as a threat.

Black Spider Figurine, Summon Spider, Animate Dead, Monster Summoning III

The advantage they’ll have over your own mage is their Magic Resistance.  What you have trouble accomplishing directly, you can accomplish indirectly.

Breach, Remove Magic - Of course, the mages will have methods of protecting themselves from conjured creatures, so you may need to rip them down if you can.

Secret Word, Pierce Magic, Khelben’s Warding Whip - The mage may also throw up a spell like Spell Turning, so the aforementioned spells should tear them down.

Detect Invisibility - The last two mages will start off with Shadow Door.  The real bummer about this is that it prevents you from targeting them specifically with spells.  Keep in mind that Detect Invisibility can be stopped with Magic Resistance, so you may have to try again with Remove Magic or rely on conjured creatures.  Also remember that Edwin can’t cast Divination spells, so Remove Magic is his only chance.

Stoneskin, Mirror Image, Fire Shield - The mages can also summon creatures, so you may end 

up having to defend yourself.

Lower Resistance - If you can target the mage with it, it will bring down his magic resistance and can start firing away at him. 

Summon Nishruu - This is the trump card for Imoen and Edwin.  It cannot be harmed by magic, which actually heals it.  It is not fooled by invisibility.  Its attacks can both interrupt spellcasting AND drain away the mage’s spells, starting off with highest.  If the Nishruu can bring the mage to having only 4th level and lower spells, then the Globe of Invulnerability will by and large keep the deal sealed.

So Imoen casts Globe of Invulnerability before initiating dialogue with the Arena master.  She then immediately casts Summon Nishruu.  I then wait at a distance to see what card the mage will play, or if his spell gets interrupted.  If he brings out his own creatures, then it’s time for Imoen or Edwin to protect themselves.  Fire Shield, Chaos, or even Domination can then be used on the summon creatures.  If everything else is equal, I bring out a summoned creature or two against the mage.  Keep in mind that Fire Shield cast by the mage can ended up killing them, so don’t expend your summoning spells all at once.  If the creatures appear to be getting the upper hand, I can then start thinking about casting Detect Invisibility.  If that works, then I start targeting the mage specifically with spells like Magic Missiles, Breach, etc.  In the first mage battle, Edwin lowered his resistance, cast Greater Malison,  and then killed him with Finger of Death.

*** TACT ***

The mages are now clued in that they must eliminate the Nishruu and often do so with Death Spell.  During the last mage battle, I found it necessary to have Gildor go in and hack away.
The Aboleth
1) When you leave the tavern and enter the bazaar, a Duergar Dwarf demands that you speak to the fish-like creature in the tank.  The creature is an Aboleth, which communicates with you telepathically.  It wants you to get something for it, the brain of a priestess Qilue.  If you don’t get it, it will blow your cover to the whole city.  You could tell it off with a counterthreat of telling everybody what the Aboleth proposed, and get 12,000xp.  It is however, more rewarding to fulfill his request.

2) Qilue and a few mage friends will immediately attack you.  Split the party to attack each and disrupt their spells.  There will be a few more mages to the east room.  A Dispel Magic or Remove Magic followed by steady missile fire should take care of them.

Be sure to loot Qilue’s body for:

Dagger +4 ‘Bone Blade’, will become Jaheira’s weapon for very special ocassions.

Qilue’s Brain.

3) Bring the brain back to the Aboleth for 10,000xp.  This is supposedly less than if you had told it off, but then you’ve more than made up for it during the combat against Qilue and her servants.

The Beholder
1) After you’re rested, talk to Phaere near the city gate.  Your group, along with Solaufein and herself, have been assigned the task of killing a Beholder.

2) They’ll next appear approximately at x4025 y3400.  I send Gildor well ahead of the rest of the party to handle this.  The Beholder will appear after talking to Phaere.  You’ll get 20,000xp for the completion of the mission.

3) You now have three days to do whatever you please before reporting back.  With three days, I decide to conquer the Illithid City.  The entrance to it is at UD x5100 y3400.

Illithid City
When I take on the Illithid city, I must be mindful that I also have to report back to the Drow within three days, and the getting knocked out upon entry will take some of that away.  I have at best one chance to rest, and maybe not even.  So there is a need to be as efficient with time as possible.

1) As soon as you step forward, the Illithids are upon you and overwhelm you into unconsciousness with their mental powers.

2) You’ll wake up in a cell.  An ogre comes by to tell you that you’re to fight for the amusement of the Mind Flayers.  Defiance is out of hand since they’ll be able to kill you instantly in their own city, where they are strongest.  You’ll have to fight three Umber Hulks.

3) Now you’re back in your cell.  Open the north door and you’ll run into the same Githyanki, led by Simyaz.  Now it’s their turn to fight.

4) When they come back, they propose a plan of escape.  They’ll distract the Mind Flayers by initiating their own psionic attack, while you find the way out.

Once the fightning starts, kill the Koa-Toa and then open the only door you can, the east one.

5) Through the door is the same Ogre who first talked to you.  He’s compelled to attack you.  Use any spells on him that you can, since they’ll be wasted on the Mind Flayers.

Check the table at x2800 y1600 you’ll find the Hilt of the Equalizer.  Hang on to it.

Behind the doors will be various foes.  Behind the one at x3275 y1500 are a Sahuagin Prince and a Sahuagin Baronial Guard.  Behind the one at x3400 y1750 are a pair of Koa-Toa.

6) Go east into another room and you’ll have to fight a single Illithid.  All around the room are vats of crimson liquid.  Collect the liquid into flasks and come back to the room you just left.

7) In the room to the south will be two Mind Flayers.  Once they’re dead, head into the room in the east.  You’ll find a whole bunch of men entrapped in some sort of statis.  L-click on the machine at x4175 y2275 three times in order to pour liquid down it.  The prisoners wake up and leave after telling you about the other machine.  

Left click on the machine at x4400 y2400 four times and you’ll get four Control Circlets.  From a quick-item slot, you can bring a single creature under your control without fail.

8) Now come back to the room where you fought the Ogre.  I send Gildor (protected by Chaotic Commands) with a Control Circlet into the room with the vats.  Use it on the Mind Flayer and bring it to  the party.

9) Now go to the room northwards.  The door to the west can only be opened by a Mind Flayer.  So bring the Mind Flayer right up to the door.  The door opens, but the Mind Flayer turns hostile.

The Githyanki teleport in and are happy to be able to teleport out of the city.  Unfortunately, they can’t take you along.  Off they go and leave you behind.

At x3050 y900 you’ll find Methild’s Harp, which will remove Holding effects on a party member three times a day.  Useful for HaerDalis’.

10) Continue west.  In the adjoining room will be three Mind Flayers, an Umber Hulk, and an Ulitharid (a more dangerous Mind Flayer that can remove 5 points of Intelligence upon a critical hit).  Have Gildor or Tithian (protected by Chaotic Commands) move forward and hopefully lure them one by one into a volley of missile fire.  The tactic is enhanced when Tithian backstabs.

*** TACT ***


Mind Flayers are even more deadly in the module.  They now come with nearly the full array of powers from the Psionic’s Handbook.  Here’s what I’ve observed:


Ballistic Attack – causes some heavy telekinetic damage to one character.  It bypasses Magic                       Resistance and the Cloak of Mirroring since it is considered a physical attack.


Detonate – sort of like their own area-effect spell.


Disintegrate – as per the spell.

Ego Whip – target will be unable to attack.

Invisibility – at will, and makes aiming missile weapons much harder.

Improved Invisibility – makes Ulitharids even more deadly.  When taking them on, True Seeing     becomes a must.

Project Force – causes moderate damage to one character, but will also blow him back a 

 considerable distance.

Teleportation – Mind Flayers will occasionally catch on to the fact that their mental attacks       are useless against Gildor and then teleport past him and right up to the unprotected party!

The anti-Mind Flayer strategy still works most of the time, and is still the best hope of survival.  Nonetheless, you now really have to stay on your feet.  The remaining party members have to be ready to draw melee weapons in a moment’s notice to defend themselves.  True Seeing is often required.  Due to Ballistic Attack, Gildor will have to use Stoneskin, or even drink a few Healing Potions.  Even so, I had to reload a few times.  Well done by Weimer!

11) Through the north door is another room that has two Mind Flayers and an Ulitharid.  From each of the pools in the room you can harvest a brine potion which grants temporary immunity to psionics.  Useful for Gildor when the Chaotic Commands spell runs out.

12) Come back to the room that you just left and continue west.  It will be another room of Mind Flayers and an Ulitharid.  There will be three doors.  One leads south.  Two will be on the north wall, one westerly and one easterly.

13) In the south room are three tanks.  Each one has a monster.  The one at x975 y2050 has an Umber Hulk.  The one at x1350 y2300 has a Koa-Toa Priest.  The one at x1250 y2075 has an Insane Dwarf Warrior.  Loot is body for:

Ring of Fire Command. +50% Fire Resistance, Burning Hands (1d3+2 damage) once a day, Flame Column (6d6 damage) once a day, Charm Fire Elemental (+2 bonus to save vs. spells for the elemental) once a day.

I have Jaheira equip this ring.  The reason is that it allows a cool tactic based on the Firestorm spell.  If you want to read about the tactic, look ahead to Chapter 6, the section on the De’Arnise Keep, the description of the battle against Tor’Gal.

14) Through the northeast will be another batch of two Mind Flayers, an Umber Hulk, and an Ulitharid.  In the table of the room will be a Staff of Command +2, which allows its wielder to cast Domination but with limited charges.

15) The northwest door leads to the Master Brain, but it’s another one of those doors that only a Mind Flayer can open.  So once again Gildor readies a Control Circlet, travels to the room with the crimson vats, controls a Mind Flayer and drags it all the way up to the door.

16) At the end of the hallway is another locked door.  Inside will the be the usual pair of Mind Flayers, Umber Hulk, and Ulitharid.  Kill them first before going on the Master Brain.

17) Now have everybody drink a Brine Potion so that they can resist the Master Brain’s psychic whip.  Once you start hacking, two Brain Golems will appear.  Ignore them since they will keep spawning until the Brain is dead.  Once it dies, then go to work on the Golems.  Loot the Brain for a motherlode of gems.  You’ll also find the Elder Brain’s blood.  I don’t bother, since it’s not the only item that will satisfy the Matron Mother’s Quest.

18) Come back to the door where you first came into the city.  The prisoners that you’ve freed will give you their heartfelt thanks and take off.  You get 45,000xp and a reputation increase of 1.

19) On the way back to Ust Natha, you’ll find Simyaz and his comrades at x2750 y2475.  They’ll want to kill you as thieves of their holy Silver Sword.  No matter how you reply, a fight is unavoidable.  Note that if you try to give it to them, you’ll have to go through the trouble of looting it from Simyaz’s body.  The only irritating thing about Githyanki is that they have a psionic power that can put characters to sleep, but this should only be a minor irritation.

Teaching the Deep Gnomes a Lesson
1) Once you come back to Phaere in the Tavern, she has another task for you.  She wants you to slaughter a Deep Gnome patrol as a demonstration of power.  Fortunately Keldorn’s outburst is not enough to blow your disguise.  She’ll also send Solaufein along, though he’d rather not bother with such a petty task.

2) You’ll find Solaufein at x885 y2225.  As an evil party, I partake of the killing.  As a good party, I tell Solaufein that I can handle it on my own.  Solaufein is happy to oblige, if for no other reason than to spite Phaere.

3) Go straight north and you’ll find the patrol.  Ask the patrol leader for his helmet and he’ll happily agree.  Return with the helmet and you’ll get an experience point reward (it doesn’t always say how much).

Phaere’s Mission
1) Phaere now asks you to visit her in the Female Fighters’ Society.  She has a task that she wants you perform in clandestine fashion.  She wants you to kill Solaufein.  Jaheira advises that perhaps it should be avoided if possible.

2) Whether I’m good or bad, I choose not to kill Solaufein.  The reason was practical.  Not rescuing Adalon’s eggs is usually biting off more than I can chew.  The only way to make the rescue cleanly is to spare Solaufein.  He’s grateful and gives you his Piwafwi cloak as proof.

3) Take the cloak back to Phaere, who’s convinced.  There’s more though, as the veterans of BG2 well know.  She wants to spend some erotic time with the character.  You could sleep with her.  Viconia will be quite understanding, in her bitter venomous kind of way.  Jaheira would have to addressed respectfully.  Since I have a thing against even polygamy personally, I opted to say that I belonged to another from Ched Nesad.  Phaere shrinks back from a possible confrontation with a Handmaiden.

4) Whatever your choice, Phaere wants you to see the Matron Mother, who’s taken a personal interest in you.  She’ll be in the Temple of Lolth.  She’s making preparations for a grand ritual, but she needs the blood from a powerful member of one of the dominant races in the Underdark.  Either the blood from an Elder Brain, the blood of a Koa-Toan Prince, or the Eyestalk of an Elder Orb (most powerful of Beholders).  That’s where you come in.  But first ...

Jarlaxle’s Intrigue
1) At x3000 y2275, you’ll meet Visaj.  He seems really desirous to unload his magical rope on you.  If you choose to do so, you can intimdate him into giving it to you free.  According to Visaj, it will protect you from the spells of Deirex the Lich.

2) Now enter Deirex’s Tower through x3700 y2850.  Deirex will cast Imprisonment at you, but before it can close in, you’re teleported away ...

3) To Jarlaxle’s secret headquarters, which was what the rope was for.  Jarlaxle has a beef against House Jae’llat and wants to use you as a pawn in his game.  Turns out that you don’t have much of a choice.  Like the Aboleth, he knows your true identity.  He’s willing to keep a secret as long as you perform his task.  Retrieve gems from Deirex which contain the souls of his men.  With that, he sends you back to face the lich.

4) The battle against the lich requires some patience, and luck. The same ‘beef up one character to withstand everything strategy’ while everybody else runs to the east room should work.  He’ll drop the Lich’s Tooth, and the Jae’llat Wardstone.

5) At x850 y875 you’ll find scrolls of Deafness, Glitterdust, and Wizard’s Eye.  I have Gildor scribe Wizard’s Eye.  It can be useful for guiding summoned monsters.  It also helps in tactics based on sending them ahead to absorb the initial wave of spells and then marching in.

At x1100 y700 you’ll find the Armor of the Viper +5.  It’s a possible improvement for Minsc, though you would need to be wary of the -2 penalty to saves vs. poison/paralysis.

6) At x1525 y550 you’ll find scrolls of Limited Wish, Spook, and Minute Meteors.  Minute Meteors will be a useful spell for Imoen in some sitautions.  What is basically does is create a bunch of little mini-grenades which score fire damage.  

It will also have the gems that Jarlaxle will be looking for.  It turns out, he just wants to sell them.  He’ll give you a little bit of gold for your troubles and send you on your way.

7) There will be two other doors, higher up, into the tower.  The Lich’s Tooth will let you pass them.

Inside will be a pool that contains:

Ring of Clumsiness (cursed)

1 Rogue Stone

2 King’s Tears

3 Moonbar Gems

1128 gp

5 Pearls

Scroll of Ruby Ray of Reversal, a useful spell when Imoen has enough room for it.

Scroll of Cacofiend

Wand of Frost (8d6 damage)

Wand of Missiles

Short Sword +2

Spear +3

Two-Handed Sword +2

Jarlaxle has also told me that with the Wardstone, House Jae’llat is there for the looting.  But ...

The Ghaundaur Cult
1) Just in front of the Female Fighters’ Society, a priestess named Taso Kala demands that you eliminate what remains of a cult devoted to Ghaundaur, whose worship is forbidden by Lolth.

2) They’ve dug themselves into the southeast corner of the city.  There will be the mage leader Renolar, and two each of Ghaundaur priests, Gray Oozes, Green Slimes, Ochre Jellies, and Mustard Jellies.  My strategy was to scout them out and then hit with a triple shot of Cloudkill, Ice Storm, and Holy Smite.  The reason is that with all of them having very high magic resistance, some will be affected and some won’t.  So we pick off whoever comes after the party waiting at the base of the Sorcere Tower.  When that’s done, we go off and finish what’s left in the corner.  The point is not to fight everything at once.

3) When you come back to Taso Kala, no reward is forthcoming and she disappears.

House Jae’llat
1) Prepare yourself as much as you can before stepping through the front door.  Waiting for you will be Rilloa Jae’llat and several Jae’llat guards.  

Among the four cabinets to the left will be 2,500gp, 4 Emeralds, and 45 Pearls.

2) On the east platform will be Hindra Jae’llat (a cleric), Istar Jae’llat (a powerful warrior) and several guards.  You don’t want to fight Hindra and Istar together if you can help it.  I had summoned creatures brought within sight of Istar to lure him and the guards forward.  Once I killed them, I went on to Hindra.  She’ll leave behind 4 Diamonds.

The Beholder Tunnels
Now that all of that has been gotten out of the way, the entrance to the Beholder tunnels is at UD x4175 y3675.

1) As soon as you step through the entrance, a Beholder and an Elder Orb will attack.  I hasted the party beforehand.  Take out the Beholder first.  The less magical rays you have firing at you, the better.  Keep in mind the Elder Orb will often defend itself with Stoneskin.  Once it dies, it will leave behind:

Blade of the Equalizer, now it’s ready to be assembled as soon as you get to the surface.

Eyestalk

Amulet of Spell Warding, (+2 bonus to save vs. spells) I give this to whomever could use a little help saving vs. spells.  At the moment, it was Jaheira.  Ultimately, Imoen will get it during Shadows of Amn.

*** TACT ***


These items will be guarded by the Elder Orb in the southeast corner.

2) Go north and then east.  You’ll find several drow ganging up on a Beholder.  They will eventually overwhelm the Beholder, so get in a couple of shots with missile weapons in order to get experience when it dies.  Then kill the drow.

3) At x1215 y765 you’ll find a Gold Ring and the Sling of Arvoreen +4 (sonic boom which stuns all within area for 3 rounds unless a save vs. spells is made).  The best sling in Shadows of Amn and Anomen gets it.

4) At approximately x1600 y1375 you’ll find two Gauths and a Beholder.

5) At approximately x1200 y1800 is a large scale Mind Flayer vs. Gauth battle.  Anomen casts Chaotic Commands on Gildor, who then goes in by himself, kills the Mind Flayers first, and then the Gauth.

6) Throughout the rest of the tunnels are a whole number Gauth, Beholders, and an Elder Orb.  I have Anomen lend his Ring of Free Action to Gildor in order to neutralize the paralyzing attacks.  He then  walks in to kill the Beholders by himself.  The one thing to watch out for is the Elder Orb who, if you leaave him alive long enough, will cast Imprisonment.  Once he appears, he must become the number one priority.  Chances are though, he’ll die as a result of the Cloak of Mirroring throwing one of his attacks back at him.

7) At x2125 y175 you’ll find 5 Emeralds, 3 King’s Tears, and 5,600+ gp.

At x2450 y1100 you’ll find 74gp.

8) Come back and talk to the Matron Mother in the Temple of Lolth.  She’ll be quite pleased at the prospects of glory for her house.  Each party member gets 22,000xp.  Phaere demands your presence at the Female Fighters’ Society within the hour.  But first ...

Dola Fadoon
1) If you’re willing to trade 4,000gp (or 2,000gp if you play the Matron’s favour) for 5,000xp, you can kill the Genie being tortured by the Drow near the city gate.  The Handmaiden will become really upset, but will accept 4,000gp to overlook it.

The Ritual
This is where things get complicated.  Here you must decide whose side you’re going to take and what you’re going to do about the eggs.  I recommend taking the path I describe, and for reasons which I will describe as I go along.

1) Phaere has a proposal for you.  The Silver Dragon’s Eggs are to be used as a ritual offering to a Demon Lord.  They are being kept in the Temple of Lolth.  Phaere wants you to replace the real eggs with duplicates she has made, and bring her the real ones.  The Demon will kill the Matron Mother, while Phaere gets to offer the real ones and reap the glory.  In her presence, it is well advised to go along with it for the time being.  She’ll give you the fake eggs and the key to the temple treasury.

2) Make your way to the Temple of Lolth.  Solaufein now appears.  Phaere’s fake eggs are marked so that she’ll recognize them.  He now offers you another set of fake eggs to deceive her as well.  It is recommended that you accept the eggs.

3) Once you’re in the Temple, take the tunnel leading east and then north.  Go right up to the door.  Kill the Egg Guards beyond the sight of any other drow.  If you try to sneak past the Egg Guards with the Eggs, even while invisible, they’ll sound the alarm.  They must be killed.  Now enter the door.

4) Inside the room will be three Stone Golems, and two Clay Golems.  It is possible to have one character steal the real eggs, then go invisible and leave without provoking the Golems.  But why not kill them for experience?  Stone Golems can be hurt by magical slashing weapons.  Clay Golems can only be hurt by magical blunt weapons.  Have your party members attack accordingly.  Preparations like Stoneskin, Armor of Faith, Iron Skins, Mirror Image, and Haste are recommended.

5) The Eggs will be at the northern point of the room.  There are at least three possible paths for the party.

A) You could leave the real eggs be, and betray Phaere to the Matron Mother.  She’ll have Phaere brought before and executed.  Now everybody gathers in the ritual room of the Temple for the ritual.  The Demon Lord accepts the eggs, but then he reveals your true identity to the Matron Mother.  Both her and the Demon Lord will then attack the party.  Unless you’ve brought along a +5 weapon, this battle is hopeless since the Demon Lord will be immune to anything else (and I don’t have enough 6th level spell slots for the Bolts of Glory that would bring it down).  Even if you succeed here, the Silver Dragon will not be happy.  When I tried this as the evil party, even at 15th level or more, Adalon wasted me over and over again!  So I had to reload a previous save and start over. 

B) You could take the real eggs, place Phaere’s inside, and bring the real eggs to Phaere.  The outcome is precisely the same, the only difference being that the Demon Lord sides with Phaere instead of the Matron Mother.

C) *The path to take* Place Phaere’s eggs inside, and leave the temple.  Come back to Phaere in the Female Fighters’ Society.  Give her Solaufein’s eggs.  You’ll get 20,000xp instead of the 10,000xp you would get with the other two paths.

6) Go back to the Temple of Lolth.  Upon entry, Phaere brings you to the ritual room.  The Demon Lord kills both the Matron Mother and Phaere.

At this point, if the protagonist is evil, you could offer the real eggs to the Demon Lord.  Demanding power or the way out gets you killed.  Demanding an item of power gets you the Halberd +4 ‘Blackmist’ (casts Blindness three times a day).  This just isn’t worth a confrontation with the Silver Dragon though, or the huge experience reward for helping her.

Simply stay quiet, and the Demon Lord will leave.  Loot the Matron Mother’s body for:

3 Rogue Stones

5 Moonbar Gems

6 Black Opals

3500+gp

Ring of Spell Turning, casts Minor Spell Turning once a day.  Not really a big deal.

Gorgon Plate +4, (A.C. -1, Acid and Fire Resistance +15%).  This will be Jaheira’s armor for the balance of Shadows of Amn.

7) You now have but moments to escape the city before your true identities are revealed.  I found that Gildor casting Invisibility 10' Radius while everybody gathers around does the trick.  Everybody then just walks out.

8) Now go back to Adalon’s lair (make sure you still have the Light Gem with you).  Adalon is happy.  Everybody gets 78,500xp, and Necaradan’s Crossbow +3.  I have Keldorn use this crossbow for the balance of Shadows of Amn.  The feature of this crossbow that has me favour it over the others is its speed factor of 2.  The sooner you can launch a bolt at a spellcaster and interrupt his spell, the better.  Adalon will also teleport the party.

Koa-Toa Ruins
1) The party comes near the entrance to the surface.  A Drow war party is there, which you’ll have to fight.  Adalon bids you fond farewell and leaves.  Before you leave though, why not explore the whole ruins?

2) Venture eastwards. Be mindful that this cavern will occasionally spawn Koa-Toa.  To the north is a large-scale battle, many Koa-Toa with a variety of abilites.  Prepare to the max, including summoned creatures.

3) Once you’ve gone into the north cavern and the battle is joined, use anything and everything you’ve got.  Always favour the spellcasters first.

4) East from the north cave is another cavern that will have the Koa-Toan Prince.  He may have actually joined the earlier battle.  Take care of any other Koa-Toan that are near him first.  He regenerates very quickly and has a lot of Magic Resistance, so it is preferable to get on him while the party members are still Hasted.

He’ll drop:

A lot of gems

4540gp

Bracers of Blinding Strike (Once a day, Improved Haste for 20 seconds).  This is the key to Anomen overcoming the limitations of his own Ring of Free Action.  It allows him to double his movement rate and his attacks per round for twenty seconds, over and above the restrictions normally involved with the Ring of Free Action.

5) Now continue south all the way to the south wall.  Journey west.  At x225 y1850 you’ll find the exit to the large expanse of Underdark you’ve spent so much time in.

6) North from the exit is a room that has two Gauths, and a Beholder.

7) Now follow the south wall all the way east.  There is a trap along the narrow walkway.

8) Enter through the doorway.  You’ll come into a room with an altar dedicated to Demogorgon, Prince of Demons.  If you place an animal creature onto the altar, it disappears and five Demonknights appear and attack you.  This can be a really horrendous fight.  Before you pursue it, be sure Anomen or Viconia have a Lesser Restoration spell ready.  It’s going to be very difficult to avoid at least one level drain during the fight.

Prepare to the max.  Split your party into two groups to take care of the Demonknights that appear on the northern corners of the room.  Position as many summoned creatures as you can on the south side of the room, to hold up the other three Demonknights until you can get to them.  Imoen now uses her Black Spider Figurine on the Altar to get the battle started.  

*** TACT *** 


Demonknights are programmed to whip out Remove Magic right away.  So if you’ve prepared to the max beforehand and have this happen to you (like me), you’re pretty much dead meat.  So you have pretty much have to enter combat unprepared, wait till all of the Remove Magics have gone off, and then make what preparations you can in the round following.  My plan was:


Imoen – Remove Fear – simply to keep the party from running around scared.


Gildor – Haste - killing and killing quickly is of the essence.


Anomen – Bracers of Blinding Strike – same thing.


Jaheira – Iron Skins – being a little low on hit points and all.


Minsc – Ilbratha +1 – being in leather armor.

Make other preparations as and when opportunity allows.  This battle becomes more challenging simply for the fact that you have little choice but to engage in it ‘half-prepared’.

When it’s done, most of the Demonknights will leave behind a Two-Handed Sword +1.  The one who appeared at the northeast corner however, will leave behind:

Girdle of Frost Giant Strength, now Keldorn acquires a Strength score of 21 for most of Chapter 6.

Armor of the Hart +3, the second best armor in Shadows of Amn after the Red Dragon Scale.  Keldorn wears it for the rest of Shadows of Amn.  Unfortunately, it also incurs a -1 penalty to THAC0.  Ah well.

Two-Handed Sword +4 ‘Soul Reaver’ (each hit inflicts a cumulative -2 penalty to THAC0 which lasts for 20 rounds).  Not usable by good characters.  This seems to me a concession by the designers towards evil parties who can’t use the Holy Avenger.  I have HaerDalis’ equip it.  When I have a mind towards him using it in melee combat, it can have a subtle yet profound influence on the course of a battle.  If HaerDalis’ can whack a boss monster (like a Dragon) a couple of times with it, the fight can turn in your favour.

Now it’s time to come back to where Adalon first teleported the party and leave the Underdark.

Passageway
Along the way you’ll have to fight various groups of Drow.  Some of them will be quite easier because there will also be surface Elves helping you out.  Go north, west (examine the room through the west door for extra experience if you like), southwest, and then take the northwest door to come back to the surface.  

Now Anomen pulls the Full Plate Mail and Cloak of Protection +2 out of the Bag of Holding and equips them together.

* NOTE ON SCROLLS * One of the best features that will become available with Throne of Bhaal is the ability to erase a spell from your spellbook and then re-scribe it when you have another scroll.  You’ll get experience for scribing the scroll over and over again.  With this in mind, I saved my scrolls  instead of selling them.  If you leave them in containers, they’ll stick around forever until Throne of Bhaal is installed.  If they’re left on the ground, they’ll end up disappearing.  A book shelf in Ribald’s shop will be an ideal place.  Just remember where they are.

CHAPTER 6
Chapter 6 is for the good party the time to finish everything that’s out there to be done before moving on to Irenicus.  First though ...

Elhan’s Interrogation

1) The surface elves will be rather suspicious of you.  You’ll get sent to General Sovalidaas.  He’s even more suspicious of you and sends you to Elhan.

2) Elhan goes off on a rather lengthy interrogation about your motives and what you were doing in the Underdark.  Reasonable replies will lead to the same conclusion, Irenicus and Bodhi are your common enemies.  Elhan will then ask for your help.  Irenicus has hidden the elven city of Suldanessellar behind some very powerful magics.  The only artifact capable of breaching the magics is a lantern called the Rynn Lanthorn.  You’re job is to recover it.  Both Elhan and yourself surmise that it is Bodhi who now has it.  Ask for it, and Elhan will give you Wooden Stakes and 3 vials of Elven Holy Water.

Now on to any optional quest I can think of ...

Drizzt Do’Urden
On the way back to Athkatla, the party runs into Drizzt and some of his friends.

As the good party, it’s a warm welcome and there’s no trouble convincing Drizzt to join in the battle against Bodhi when you’re ready.  

As an evil party, Drizzt will remember that you killed him in BG1 and demand an answer why.  The ‘cause you were Drow and I thought you would attack’ line works well enough.  I ended up not being able to convince him to join me against Bodhi though, since I declared myself as self-interested instead of a hero.  Even as evil party, I don’t attack Drizzt since Jaheira will end up leaving the party.

*** TACT *** 

Tactical Encounters in the Solaufein Module

Now that Elhan and Drizzt are out of the way, it is now necessary to address a couple of critical tactical encounters that cannot be avoided in Chapter 6.
Random Encounters in Athkatla
This necessary assortment will confront the party at frequent intervals.  It consists of:


Assassin


Berserker


Cleric 


Conjurer – comes already protected, and will try to kill one character outright with a Spell                            Trigger that combines three Flame Arrows together.


Fighter


Shadow Druid – will cast Creeping Doom if you’re not careful.


Wizard Slayer – likes to pick on Imoen with Arrows of Dispelling.

Jaheira’s Insect Plague is recommended, yet it also has a slow casting time.  In the meantime, the party must seize the initiative.  Keldorn stays on top of the Conjurer (crossing his fingers that he doesn’t get burnt to death) ceaselessly, always ready to dispel her protections when needed.  A fighter must close in on the Wizard Slayer and force him to draw his melee weapon.  Once that happens, Imoen can then protect herself and then go to work.  True Seeing is also recommended to keep the Assassin from backstabbing.    

Kuirosan

Besides being a powerful fighter/mage, there are three other things that make Kuirosan as daunting an opponent as he is.  One, he has a special ability called Acidic Backlash.  Taking any kind of action against him directly, even if it doesn’t cause damage, causes a party member to take gradual acid damge over the course of a few rounds.  Two, he has memorized one Protection from Magical Weapons, two Stoneskins, and is carrying three more Scrolls of Protection from Magical Weapons.  That’s easily 15 to 20+ rounds of being untouchable.  Third, he is wearing a Ring of Regeneration.

When I know that confronting him is imminent, I prepare a saved game while inside an inn.  I reconfigured Gildor so that he has multiple instances of Stoneskin, since Kuirosan will target him especially as the bearer of the Celestial Fury.  Imoen is also reconfigured for multiple instances of Breach.By then, I have accrued a few potions of Storm Giant Strength.  Each fighter drinks up for the occasion.  I then make the standard preparations, especially Haste.  One final preparation, and an important one, Gildor casts Invisibility 10’ Radius on the whole party.


Now we step out of the Inn.  Imoen shoots an arrow at Kuirosan, and then quickly gets back under cover with an Invisibility spell.  And so I exploit a weakness in Kuirosan’s impressive armory, he can’t do anything about illusions.  He is going to use up his Protection from Magical Weapons scrolls, all while the party is safely out of sight.  I’ve now cut his spell protections down by about half.  Now the invisible party members surround him.  Imoen casts Breach, and then the party scores as much early damage as it can.  It then becomes a matter of staying on top of him, with Imoen ready to cast Breach for the rest of the defences once the Acidic Backlash wears off.  You’ll still have to put up with his melee attacks, and the occasional Death Fog.  With persistence, and luck, you should triumph.  


Whatever you do, don’t employ a Fire Shield effect (a la Keldorn’s Hallowed Redeemer) against him.  It can create quite the chain reaction in conjunction with the Acidic Backlash which will be harmless for him but thoroughly fatal for the unfortunate party member.


Kuirosan will also leave behind the +4 katana that produces the Acidic Backlash effect.  Not being part of the designer’s original vision, and potentially unbalancing the game, I declined to take it.

Jaheira and the Bandits
As soon as the party rests outdoors, Jaheira is grabbed by a group of bandits.  Their leader is Ertof Dand, who holds a knife to her throat.  Romance-wise, the best course is to offer yourself as the hostage in Jaheira’s place.  Playing coward or callous self-interest will kill the romance.

When I played gallant, Gildor ends up losing half his Hit Points to a surprise attack.  When the battle is over, Jaheira expresses her gratitude in a confused, hysterical kind of way.

Waukeen’s Promenade
One of the first orders of business is to sell off any booty and buy any valuable magic items I can find.  I must be mindful that I have all the pieces to two of the magic items that can be assembled by Cromwell, so I’m careful not to leave myself short of 15,000gp.

1) On the way to the Adventurer’s Mart, a Githyanki named Kruin accosts the party.  He demands the return of the Silver Sword.  I refuse of course and a fight ensues.  Be mindful of the Gish, who like to unleash Lightning Bolts.  I’ll have Imoen use her Black Spider Figurine to keep at least two of them occupied.  Loot their bodies for Potions of Extra Healing.  On Kruin’s body, you’ll find the Silver Hilt, the other half of the Vorpal Silver Sword.

2) Now sell off all your booty in the Mart.  When I installed Shadows of Amn, I also installed the Collector’s Edition files into the override directory.  The files are available on sorcerers.net.  Go to their BG2 web page, and then follow the downloads links.  In the Mart, there will now also be a merchant named Deidre.  From her, I now have the money to buy the following goods:

Sensate Amulet - +5 Hit Points, +2 Charisma, permanent Protection from Evil.  Only Clerics can wear it.  It will be Anomen’s amulet for the rest of the game.

Harp of Pandemonium - All enemies must save vs. spells or be knocked back and confused for three rounds.  A great item for HaerDalis’

Robe of Vecna - A.C. 5, +10% Magic Resistance, and now the clincher - casting speed is reduced by four.  The robe to get for Imoen or Edwin.

Vhailor’s Helm - +1 A.C., allows wearer to cast Simulacram once a day.  I have Gildor wear this one, which not only provides additional protection but can also create a lesser though still really powerful version of himself.  It seems to me that a character may struggle with using this item early on, getting a ‘save vs. death’ message.  Simply reload the game.  Once Gildor uses it successfully enough times, he’ll be able to use it without fail.

When I’m late in the game and can afford it, I’ll buy the Shield of Balduran.  It reflects a Beholder’s rays back at the Beholder, but at the expense of a -1 Strength penalty.  I normally don’t have anyone equip it on an ongoing basis, but carry it around for taking on very large groups of Beholders.

At this point, Ribald now has a special stock which the party can view for 50gp.  Strangely, with the exception of the spell scrolls, I didn’t find any of it useful.  I did however buy Jaheira the Fortress Shield from him.

Magical License
Now that I’m back, it’s time to go see Corneil in the Council of Six Building in the Government District.  For 5,000gp, the party obtains a license to cast spells in the city.

Also in the building will be Tolgerias, another Cowled Wizard who hires you to hunt down a supposed murderer named Valygar Corthala.

A Few Things to do in the Docks
1) During daytime, a merchant named Jahaboam will appear at x2575 y1250.  He’ll notice that Gildor and Jaheira are trodding the rocky road to love and offers for 20gp to make a locket which displays the likeness of both of them.  To pursue the Jaheira romance, by all means.

2) Now visit Aran Linvail in the Shadow Thieves’ Guildhall.  With some reluctance and persistent demanding, he’ll agree to send some assassins to your aid when you fight Bodhi.

3) Now it’s time to visit Cromwell.  For 7,500gp, he’ll assemble together:

Long Sword ‘The Equalizer’ - always +3 for purposes of what it can hit, no combat bonuses vs. true neutral foes, +1 THAC0 +2 damage vs. Chaotic or Lawful Neutral, +2 THAC0 +4 damage vs. Neutral Good or Evil, +3 THAC0 +6 damage vs. all other alignments.  Permanent protection from Charm and Confusion spells.

I have Gildor equip this in his off-hand.  It can be a good idea to fight with a weapon in each hand, especially when the off-hand weapon confers benefits besides one extra attack.  In this case, immunity to charm and confusion.

Vorpal Silver Sword +3 - 25% chance upon striking that monster must save vs. death at -2 or die instantly.  Minsc’s sword for the rest of Shadows of Amn.

Baron Ployer’s Curse
1) The first time you enter the Sea Bounty Tavern with Jaheira, Baron Ployer will have an argument with her because she ruined his life by exposing him as a slaver in Calimshan.  Once the argument is concluded, three mages appear.  One of them casts a spell at Jaheira and Baron Ployer leaves smug and self-assured.  It’s a curse that will eventually cause Jaheira to waste away.  Once one of her attributes reaches 0, she’ll die. 

She suggests three possible courses of action.  One is to ask the Cowled Wizards about the mages (this is a dead end).  Another is to look around in the Slums, since Ployer is now seemingly destitute.  A third is to ask fellow Harper Belgrade, who frequents the Copper Coronet.

2) When you talk to Bernard at the Copper Coronet, it turns out that Belgrade died and in much the same manner that Jaheira appears doomed to.  He hints that tracks and Belgrade’s body were found in the east end of the Slums.

3) It doesn’t take much to deduce that Ployer will be in the Derelict House of the Slums.  When you enter, he and the three mages, Malachazar, Terrece, and Gracen, attack.  I found it best to get the jump and attack the mages as soon as their dimension doors start forming.  After that, Baron Ployer will fall easily.

Gracen will leave behind a Cloak of Protection +1, and Terrece Bracers of Defence A.C. 6 and a Quarterstaff +1.  Baron Ployer will leave behind a lock of Jaheira’s hair.  Once you grab it, the curse is lifted.  The party will need to rest a few times before her attributes are back to normal.

In a drawer at x365 y215, you’ll find a little gold and a correspondence between Ployer and the mages.

The Harper Hold Quests
Now is the time to get these quests in motion, both for the sake of romancing Jaheira and to get the Harper Pin as soon as possible.

1) Xzar remains at x2375 y1250 of the Docks.  I now take him up on his request to find out what happened to Monty.

2) Talk to Rylock in front of the Galvarey Estate.  He’ll let you in if you perform a task.  You must kill a mage named Prebek, who’s in the business of creating abominations.

3) In Prebek’s home, you’ll have to fight Prebek, another mage named Sanasha, and three Goblins.  Not a very difficult fight.  Prebek and Sanasha will leave behind a variety of spell scrolls and a Potion of Insight.  In the drawer at x660 y1240 you’ll find more spell scrolls.

4) Once that is done, Rylock now lets you in through the front door.  The party gets 14,500xp.

5) The Harpers inside are rather tight-lipped about everything.  There are a number of chests, drawers,etc. which contain miscellaneous treasure.

x1375 y575 - 110gp, 2 Potions of Extra Healing

x1240 y500 - Potion of Mind Focusing, Scroll of Conjure Lesser Air Elemental

x1400 y425 (trapped) - Helm of Charm Protection

x1100 y400 - Potion of Insight

6) At x1000 y425 you’ll find the Harper Amulet.  You’ll need this to go up to the second floor.  Otherwise, the Spectral Harpists will kill you.

7) There are also a variety of miscellaneous treasures to be found here.

x250 y650 - 40 Bolts of Biting

x175 y700 - Scroll of Phantom Blade

x375 y750 - 5 Potions of Extra Healing

x1430 y650 (trapped) - 40 Bullets +1, 107gp, Jade Ring

x1575 y550 - Scrolls of Detect Evil and Mirror Image

x1500 y500 - 40 Darts +1

x1350 y600 - 40 Acid Arrows

8) At x700 y1215 you’ll find 57gp, and a note which provides a misinformed clue regarding Montaron’s predicament.

9) Go through the northeast door.  You’ll find a very large bird cage.  Go inside and l-click at x965 y315 to get the bird.  The party gets 20,000xp.

10) Now come back to Xzar and give him the bird.  The bird transforms not into Montaron but into a Harper Assassin named Lucette, who promptly kills Xzar.  You’ve been played for pawns.  With that, Lucette gives a somewhat cold thanks and leaves.

Xzar leaves behind:

some spell scrolls

Bracers of Defence A.C. 6

Staff Spear +2

907gp

11) As soon as she’s gone, another Harper comes by and requests Jaheira’s presence, alone, in the hold.  Jaheira obliges.  Don’t worry.  It’s only temporary.

12) Rest up and Jaheira will return.  The Harpers want to see Gildor (or Tithian) at the Hold.  Prepare yourself with spells before going in, because there’s no chance of avoiding a fight once you go in.

13) Once you step in through the front door, the animosity between their leader, Galvarey, and Jaheira will become obvious.  Galvarey will interrogate Gildor with loaded questions, infusing his own meaning into each answer.  It becomes obvious that it is a set up.  Galvarey wants to subdue you with an Imprisonment spell and thereby elevate himself to the position of Harper Herald.  Jaheira will side with you if you’re reputation is decent enough.

You’ll have to fight Galvarey, a fighter, another fighter named Kail, a thief named Iko, and two mages named Nadinal and Bessen.  This battle can obviously be won in any number of ways.  In the first round, each party member starts off with a spell to tip the balance in the party’s favour.  Keldorn casts True Seeing to get rid of the mages’ mirror images and keep Iko from backstabbing.  Jaheira casts Insect plague to stop Nadinal and Bessen from influencing the battle.  Minsc readies himself with Mirror Image.  Anomen gears himself up with Improve Haste (his Bracers of Blinding Strike).  Gildor casts Slow.  Imoen casts Greater Malison so that everyone will be more vulnerable to the Insect Plague, the Celestial Fury Katana, and the Vorpal Sword.

Loot Iko’s body for:

Potions of Invisibility and Extra Healing

Short Sword +1

Bessen will leave behind Bracers of Defence A.C. 6.  Loot Kail’s body for:

Potions of Extra Healing

1 Potion of Fire Giant Strength

Gold Ring

Katana +1

Loot Galvarey’s body for:

Potions of Extra Healing

Oil of Speed

Two-Handed Sword +1

Plate Mail +1

Loot Nadinal’s body for:

Quarterstaff +1

Cloak of Protection +1

Bracers of A.C. 6

Scroll of Tenser’s Transformation

Ring of Wizardry (extra 5th, 6th, and 7th level spell).  A great ring for Imoen or Edwin.

***NOTE*** The rest of the events tied to the Harper Hold fiasco will unfold at often lengthy intervals, causing them to overlap with many of the other quests you are performing.  The rest of the events will be described here, so that they can be referred to under the same heading.

14) Some time later, while you’re outdoors, another band of Harpers led by Reviane will confront  you and Jaheira.  If you’re reputation is16 or above, she’ll leave and talk to others within the Harper hierarchy.  If it is below 16, she’ll attack.  Another battle against opponents with a variety of skills, where Insect Plague and other spells should decide the outcome.  Loot the corpses for:

Studded Leather +1

Short Bow +1

Cloak +1

Quarterstaff +1

 Bracers of Defence A.C. 6

Oil of Speed

Full Plate Mail

Flail +1

Small Shield +1

2 Ring of Protection +1

War Hammer +1

Halberd +2 ‘Suryis’ Blade’, from Reviane herself

Potions of Heroism and Invulnerability

Oil of Speed


15) Dermin, Jaheira’s mentor, will at some point appear and accuse Jaheira of treachery.  Jaheira then renounces her life as a Harper.  

16) After some more time, Dermin will appear a second time.  He warns Jaheira that assaults from the Harpers will continue, unless she submits to their judgement.

17) The next time the party sleeps outdoors, Jaheira leaves the party.  Somebody named Terminsel comes by gives the protagonist a note that he noticed blowing on the wind.  In the letter, Jaheira declares her intention to face the judgement of the Harpers and bids you not to follow her.

18) Whatever.  Return to the second floor of Galvarey’s Estate where you’ll find Jaheira and welcome her back into the party.  She accepts the absence of the Spectral Harpists as evidence of Galvarey being wrong, and her being right.  

19) However, there’s a battle on the floor below.  If you could survive the battle against Reviane’s troop, you could surely survive this one.  Among the loot, you’ll find:

Bracers of Defence A.C. 7

Leather Armor +1

Flail +1

Sling +1

Dagger +2

20) Sometime later, the same Terminsel comes by to ask Jaheira if she felt she did the right thing.  If your reputation is 15 or lower, Jaheira is unsure and there’s no reward.  If it is 16 or above, the answer is an unequivocal yes.  Terminsel rewards Jaheira with the Harper Pin (+5 to saving throws to spells, immune to Magic Missiles, Non-Detection, 100% resistance to electricity).  For being her romantic partner, Gildor also gets 100,000xp.

Incidentally, Terminsel will also reveal himself to be the renowned mage Elminster.

The Planar Sphere
The next priority is to get the mage stronghold for Gildor.  However, having Valygar in the party, dead or alive, is the only way to open the entrance to the Sphere.  So ...

Umar Hills
1) In the Umar Hills area, in the northwest corner, you’ll find some stony stairs.  They lead to Valygar’s home.

2) A group of three rangers will appear at x675 y1100.  You can avoid a confrontation, but why not kill them for the experience and booty?  Greater Malison from Imoen with Hold Person from Anomen and Silence 15' Radius from Minsc should prove sufficient.

3) The door to Valygar’s cabin will be at x1350 y575.  He’ll be through the next door.  As he explains, Tolgerias wasn’t on the level with you.  The sphere is the creation of his distant ancestor, a necromancer named Lavok.  Only Valygar can open the sphere.  

The good party exercises the option of booting one party member and allowing Valygar in.  This is only temporary.  I make sure that it’s anybody besides Jaheira, since giving her the boot will invariably kill the romance.  The party gets 9,500xp.  Whomever you boot out, ask him or her to stay at the Copper Coronet.

The evil party kills him and takes his body along.  This is also sufficient.

WHATEVER YOU DO, don’t bring Valygar’s body to Tolgerias.  The Planar Sphere quest is then denied you permanently!

The Slums
1) The door that leads to the Sphere is at x675 y750.  Whether he’s in the party or you have his dead body, the entrance to the Sphere now opens.

2) The good party now returns to the Copper Coronet to bring the party member back and kick Valygar out.  Now we enter the Sphere.

Planar Sphere
1) Travel northwest and you’ll come into a room with three doors leading southwest, northwest, and nourtheast.  The northwest door cannot be opened for now.

2) The room through the northwest door provides a large overhead view of Athkatla.

3) The room through the southwest door has a Clay Golem inside.  There are also a number of chests:

x2300 y2750 - Coal (you’ll need this for another room), Scroll of Minor Spell Turning, 40  Bullets +2, Scroll of Conjure Lesser Air Elemental

x2250 y2750 - Scroll of Polymorph Other, Bolts +2

x???? y???? - Emerald, Haste, 40 Arrows +2

x2175 y2775 - Scroll of Breach, Golem Arm (also needed in another room), Planar Key - this  is the key that opens the northwest door.

4) With the key, now left-click on the northwest door.  The Sphere will now initiate planar travel.  A look into the northeast room reveals that the Sphere has now travelled to a layer of the Abyss.

5) Go through the northwest door and you’ll see a few Knights of Solamnia, from the Dragon Lance campaign setting.  In the room will be two doors leadins northwest and southwest.  She’ll warn you that through the the southwest door are small yet savage creatures whom they dare not confront.  They are in fact, Dark Sun halflings.  

On the table in the room will be a Scroll of Khelben’s Warding Whip.  Dispels one spell protection (such as Spell Turning or Globe of Invulnerability) of 8th level or lower for three rounds.  Great for Imoen or Edwin.

6) Through the northwest door will be a group of Sahuagin.  One of them will leave behind a Cloak of Protection +1.

7) Through the southwest door, the party will run into a few halfling warriors.

8) Further west, the party will run into a rather intense battle against more Halflings.  Among them are two fighers named Entu and Togan, a mage named Kayardi, and a cleric named Mogadish.

With the evil party, I had Tithian go ahead invisible.  Kayardi will know something is up and start casting True Seeing.  Tithian still has time to position himself and kill Kayardi outright.  With the mage gone, killing the rest shouldn’t be much of a problem.

*** TACT ***


Backstabbing mages ain’t what it used to be, since they’re already jacked up before you even get there.  You’ll have to try something else.

With the good party, I made the usual preparations.  I made special preparations for Gildor though.  His cloak and his Equalizer sword make him immune to damaging spells.  Anomen casts Chaotic Commands on Gildor.  Gildor casts Spell Immunity and selects Conjuration, so that he will be immune to Kayardi’s Symbol spells.  He then casts Spell Shield to block the first attempt at dispelling if and when it comes.  He now goes ahead of the party.  He goes after Kayardi first. The rest of the party is either firing missiles at Mogadish, or casting dispelling spells aimed at Kayardi specifically (Remove Magic, Breach, True Seeing, etc.)  Once Kayardi and Mogadish fall, victory is well in hand.

Loot Togan’s body for:

Long Bow +2 ‘Ripper’, a nice bow for Minsc

Loot Entu’s body for:

Gauntlets of Ogre Power (sets Strength to 18/00).  In the good party, Minsc wears these.  It only adds an extra point of damage and +1 THAC0 for Minsc, but the party needs to hold on to them to assemble the Crom Faeyr hammer.  In the evil party, they’ll be useful for Jaheira for much of the game, until the Girdle of Stone Giant Strength is found.

Coal

9) Continue north.  Through the door will be a group of Sword Spiders and Ettercaps.  In the table of the room, you’ll find Coal, 40 Darts of Wounding, and an Emerald.  From here there are doors leading east and north.

On the west side of the room is a machine, but you won’t be able to use it just yet.

10) Through the east door is a narrow passageway.  Disarm the trap at x875 y1325 so that you can follow the Golem along once it’s assembled.

11) Through the north door will be more Halflings.  Among them will be two mages, Taibela and Necre.  I found that marking their location with Minsc and having Anomen cast Firestorm proved sufficient to burn them to death while the party is well out of view.

Loot Necre’s body for:

Stiletto of Demarchess +2, each hit has a 20% chance of forcing the target to save vs. spells or be paralyzed for two rounds.

12) Also in this room are three furnaces.  Each needs a piece of coal.  L-click on each furnace and it will activate, and create a Fire Elemental that attacks.

13) From here, go east.  Along the walkway is a trap at x1125 y575.

14) Continue east.  In the room will be two Stone Golems, two Clay Golems, and an Iron Golem (or an Adamantite Golem if the party’s level is high enough).  In a box just to the left of the spinning wheels will be:

10 Tchazar Gems

Coal

30 Arrows of Piercing

Golem Head (a needed item)

15) Come back to the room with the machine at the left hand wall.  With the furnaces activated, and both pieces of the Golem, you can now use it.  A Guardian Golem will be assembled (23,500xp for the party).  The Golem detects an intruder and runs off to the east.  Follow it.  You’ll pass through a room with four large runes on the floor.  Continue on, and you’ll find the Golem attacking an Elder Orb.  Be sure to land the killing blow on the Elder Orb to get the experience points.

The party will now see a set of stairs to the northeast.  

Navigator’s Room
1) As you step through the first door, Lavok will attack the party.  This can be a tough fight for the uninitiated, especially if he lands Abi-Dalzim’s Horrid Wilting on the whole party.  I had Gildor step right up to Lavok and attack.  The Abi-Dalzim’s Horrid Wilting will be centered harmlessly on Gildor.  Keldorn casts Dispel Magic to bring down Lavok’s defenses.  Victory should then be easy.

Lavok it turns out, has been possessed by an evil force.  But now it’s gone.  Lavok himself has become ashamed of his evil ways.  He asks for your help.  He’ll have the sphere bring you back to your home world.  But he needs you to retrieve a Demon’s Heart and then take it to the Power Core of the Sphere, so that the Sphere will have enough energy to make the trip home.

2) First though, there are a couple rooms worth investigating.  Through the door at x575 y150 will be a room with several Lizardmen.  At x500 y250 will be:

350gp

Leather Armor +2

60 Darts +1

40 Bolts of Lightning

Battle Axe +2

Ninja-To +1

3) Through the door at x260 y500 will be two Spore Colonies.  At x950 y450 you’ll find:

150gp

40 Bullets +1

Quarterstaff +1

10 Potions of Extra Healing

Sling +2

4) Remember how one of the rooms changed it’s birds eye view from Athkatla to the Abyss?  The party must now go through the door by which it first entered the Planar Sphere.

The Abyss
1) Within this level are three Tan’nari, including a tougher than usual demon named Leay’yil.  Their dangers are much the same as the Nabassu from BG1, formidable melee attacks, Silence 15' Radius, can paralyze the whole party.  Unlike in BG1, the moment you confront one, it summons a whole bunch of little helpers to it’s aid like Quasits, Imps, and Maurezhi (which summon undead).  Optimum preparation, including summoned creatures, beforehand is obviously the key.  Fight only one at a time if you can help it.  You’ll also find the lesser creatures and Salamanders scattered throughout the other parts of the Abyss.

Each Tan’nari yields a Demon’s Heart.  You only need one to power the Planar Sphere, but you may as well milk the Abyss for all the experience points it offers while you still can.  This is your only chance to do it.

Back to the Sphere

1) Once you’re back in the Sphere, go to the room with the four large runes on the floor.  If you left-click on a rune in the wrong order, a Fireball detonates.  The correct order to touch them is north, south, east, and west.  The door to the south opens and the party gets 24,500xp.

The Power Core, Level 1
1) As soon as you step through the door, Tolgerias and a fellow Cowled Wizard attack you.  The same strategy for Lavok will work here as well, with one addendum.  Imoen casts Cloudkill into the room.  Tolgerias’ companion has a habit of summoning monsters, and Cloudkill will quickly eliminate them.  The battle should be short enough so that Gildor won’t take too much damage, and Jaheira can then cast Zone of Fresh Air.

Loot Tolgerias’ body for:

Ring of the Ram (score 5-30 points of damage on monster once a day).  I have Keldorn equip this ring, by and large by default.  The nice thing about it is that it bypasses Magic Resistance, making it useful in certain situations.

There will be two doors, one due north and one east.

2) Through the north door will be two Ice Mephits, 2 Snow Trolls, and 3 Frost Salamenders.  For my method of beating them, look ahead to the De’Arnise Quest for the description of the battle against Tor’Gal (p. 102-103).

There will be traps at x695 y770 and x550 y505.

At x725 y500 you’ll find:

Scroll of Otiluke’s Resilient Sphere

80 Arrows of Ice

Helm of Defense

At x975 y275 will be one of two stairs leading to the second level of the Power Core.

3) Through the east door will be a Greater Fire Elemental, an Efreeti, two Fire Mephits, a Smoke Mephit, and two Salamanders.  What I liked to do was have Gildor walk in with a Wand of Frost, catch as many of the monsters as he can with it, and run back to the party.  Once the first batch is killed off, he can repeat as often as needed.  Be mindful that if the Efreeti is brought to death’s door, it will often dissipate into a steam cloud and then reform good as new.  My solution was to cast Greater Malison followed by Chromatic Orb (which by now kills outright) or Finger of Death.

There are traps at x1650 y935 and x2110 y875.

At x1900 y925 the party will find:

Scrolls of Globe of Invulnerability and Spirit Armor

80 Arrows of Fire

Large Shield +1, +4 vs. Missiles

Staff of Fire +2 - When struck, Fire Elementals must save vs. spells or die.  Other abilities are limited by charges.  Summon Fire Elemental for 1 hour.  Fire Shield.

At x1775 y500 is the other set of stairs leading to the next level.

Power Core, Level 2
1) This level is composed entirely of narrow walkways.  Also frequenting the area are Stone Golems, Clay Golems, and Iron Golems (Adamantite if the party’s level is high enough).  In this area, it is recommended that the party uses the walkways to best advantage.  The Iron Golem will be unable to walk past most of the walkways, yet it will usually be the first towards the party.  This means that the other Golems won’t be able to reach the party.  Jaheira simply picks them off one by one.  The Clay Golems will be immune to the piercing damage of Jaheira’s Firetooth Dagger, but they’ll take one point of fire damage on each hit.  Once they die, the Stone Golems are next.  The Iron Golem is saved for last.  This is a time consuming process.  Yet it is a perfectly safe way to kill the Golems who present a very real danger of ganging up on and killing a party member.

*** TACT ***


The latest release of the Tactics Mode has Iron, Adamantite, and Stone Golems throwing boulders at you.  Provided you’ve bought the reflection shield, they’re actually easier than ever.  

2) At x1225 y375 you’ll find:

6666gp

Bloodstone Amulet

A variety of gems

Ring of Danger Sense (+20% to Find/Remove Traps) This ring allows Imoen to discover and disarm virtually all of the traps that Shadows of Amn and Throne of Bhaal has to offer.

3) At the north end of the level, you’ll find a strange machine that resembles statues of demons melded together.  With the Demon’s Heart, left-click on the machine and the Planar Sphere powers up for the trip home, its last.  The party gets 45,500xp.

Return to Lavok
1) When you come back to Lavok, he’ll ask you to take him outside the Sphere so that he can see his own world one last time.  

2) The party then appears outside the entrance to the Planar Sphere.  Lavok then offers Gildor the Planar Sphere and then dies. * NOTE * If Gildor had accepted lordship over the De’Arnise Keep first, Lavok wouldn’t have offered him the Sphere.

Lavok leaves behind:

Ring of Acuity - extra 2 2nd level spells, extra 3rd and 4th level spells.  This will be Gildor’s other ring.  In the evil party, it is an unfortunate fact that HaerDalis’ can’t use this ring, so Edwin gets it as well.

The Mage Stronghold Quests

Now Gildor will have a variety of quests now that he has the Sphere as a stronghold.  Much like the Harper Hold quests, some these will occur in time intervals.  So after adventuring for some time elsewhere, it is advisable to make regular visits back to your stronghold to see if anything new  is happening.

1) Speak to Renya.  She wants you to help her and her companions return to their own world.  I promise to do what I can.

2) Upon entering the Sphere again, a Cowled Wizard named Teos enters.  The Cowled Wizards want to leave the Tolgerias episode behind and form a tentative partnership with Gildor.  Gildor gets to keep the Sphere while he performs certain services for them.  Why not?  While we’re at it, bring up the subject of the Solamnic Knights.  He’ll suggest speaking to Ribald.

3) When you speak to Ribald in the Adventurer’s Mart, ask him about sending the Solamnic Knights back home.  He can attain the services of someone who can help, but asks for a commission of 9,000gp.  The 9,000gp is well worth the reward at the end.

* note * An alternative is to find a new home for the Knights in the Order of the Most Radiant Heart.  But this won’t get the party the Golden Girdle, so why bother?

4) When a day has elapsed, come back to the Planar Sphere.  A mage named Khollynnus Paac arrives, ready to perform the teleportation.  But first, Renya rewards you with the Golden Girdle (+3 A.C. vs. Slashing Weapons).  This is an excellent belt for Gildor, who as a front liner that doesn’t need a girdle of giant strength, gets additional protection against the most common type of weapon in the game.  The party gets 45,000xp.

5) Teos arrives shortly thereafter.  It turns out that the service the Cowled Wizards had in mind was to train three promising novices in the art of magic.  Their names are Morul, Larz, and Nara.  

The novices want you to give an assignment to them.  It’s to create one of three magical items, the Dagger of Gildor (low risk), the Ring of Protection +1 (medium risk), and the Wand of the Apprenti (high risk).  This is the first of a few similar assignments.

How do I choose what to assign the apprentices?  Any of the items that they can create can either be attained elsewhere, or do not fit into my plans.  My priority is then to make sure that they’re all alive to graduate and collect the big experience reward for it.  High risk items will invariably kill one of more of them.  So I always elect to have them take the smaller risk.  In this case, it’s the Dagger of Gildor.

When I make the selection, the game makes a random determination of whether all of the apprentices will survive the process.  If an apprentice responds ‘a few days’, they’ll all survive.  If the response is a specific number of days, one or more of them will die (Dan Simpson’s FAQ).

2) Once they’ve finished the Dagger of Gildor, they’ll want you to give them a scroll scribing assignment.  The choices are Mislead (least risk), Abi-Dalzim’s Horrid Wilting (medium risk), and Meteor Swarm (Nara will certainly die).  I selected Mislead.

3) Once the scroll is completed, they’ll want to move on to heavy duty enchantment.  There are three candidate items whose creation they would like to undertake, the Robe of the Apprenti, the Ring of Wizardry, and the Staff of Power.  Each of these items will involve one or more fatalities.  I decide none of them should be started.  With a little disappointment, the apprentices leave for now.

4) Next is the graduation ceremony, announced by Teos.  The party gets 50,000xp on account of all of the apprentices surviving.

5) At some point afterwards in your travels, a messenger will come by and tell you that Teos wants to see you at once in the Sphere.  Once you arrive, Teos will think that it was you who demanded his presence.  Sergeant Natula and several of his armed buddies show up and attack.

After the battle, Teos explains that you’ve become the target of an anti-magic fanatic named Argrim.  He gives you a Rune of Imprisonment attuned specifically to Agrim. 

6) Argrim and his bodyguard will be waiting at the second floor of the Crooked Crane Inn in the City Gates.  

7) After bringing news of Argrim’s imprisonment to Teos, 7,500xp is your reward.  The relationship with the Cowled Wizards comes to a less than cheerful end.  

8) After Teos leaves, Morul shows up and asks to remain as your apprentice.  Each week, he’ll brew  set of potions for you.  They vary with each week.

De’Arnise Keep
When the party walks into the Copper Coronet, in the middle of the tavern will be Nalia De’Arnise.  She wants the party’s help in routing out invaders from her father’s fiefdom.  She’ll also offer to join.
With Imoen or Edwin already in the party, why bother?

City Gates
1) The second time the party enters the City Gates district, it will find Hanj trying to bully a merchant.  I recommend standing up for the merchant.  He’ll then offer to sell you some of his wares.

Of particular interest to me was Lower Resistance, which is going to be a key spell against dragons and any particularly powerful enemies with high Magic Resistance.

2) To reach the De’Arnise Keep, the party must exit through the east end of the City Gates.

De’Arnise Estate
1) The party will find Nalia inside a stockade at x750 y3225.  She’ll break it to you that the invaders are Trolls and some ‘snake-like creatures’ (Yuan-ti).  

2) She’ll also tell you that there’s a secret door north of the stockade.  It’s at x1300 y2750.

De’Arnise Keep, Level 1
1) Upon entry, there will be another door to the northwest.  In the room beyond, there will be two containers:

x540 y1550 - Scrolls of Identify and Agganazer’s Scorcher, 5 Potions of Extra Healing

x340 y1525 - 20 Arrows +2, 20 Bolts +2, 20 Bolts of Lightning, Light Crossbow +1

2) Take the next two doors to the northeast.  You’ll find a Troll killing a servant.  A single troll will be easy to kill, so long as you have a way of hitting it with fire or acid once it’s down.  By this time I had plenty of Arrows of Fire and Acid Arrows.  If you’re short of these, the Minute Meteors spell , Firetooth Dagger, Agganazer’s Scorcher, Melf’s Acid Arrow, Burning Hands, and Ring of Fire Command all provide workable alternatives.

In the room will be plenty of treasure:

x800 y1390 - 6 Bolts of Lightning, 10 Bolts +2, 20 Darts +1, 10 Bullets +1

x930 y1460 - Bloodstone Ring, 2 Bullets +1, 9 Darts +1

x1015 y1400 - Lynx Eye Gem, 34gp

x840 y1270 - Scroll of Protection from Normal Weapons, 4 Bullets +2

I keep at least one Scroll of Protection from Normal Weapons in my scroll case.  The reason is that it will be needed to upgrade Gildor’s Elven Chain Mail in Throne of Bhaal.

3) At x700 y1225 is a secret door.  A servant named Daleson will come up and offer a little more information.  There’s also plenty of treasure here as well:

x675 y1110 - 12 Acid Arrows, 10 Arrows of Fire, 20 Bolts +1, Long Bow +1

x510 y975 - Quarterstaff +1, Spear +1, 40 Arrows of Fire, 40 Bolts of Biting, 40 Bullets +2,  40 Darts of Wounding

4) There will be a secret door at x410 y950, and another at x375 y700.  In the room beyond you’ll find two things of interest.  One is the forge which will assemble the Flail of Ages, but that won’t happen till you’ve found all the heads of the flail first.  

In a chest in the room, you’ll find:

Scrolls of Find Familiar and Grease

Horn Coral Gem

5) There will be two more doors at x625 y400 and x725 y350.  Left-click on the statue at x950 y180 to find:

810gp

Flail Head (Cold), one part of the Flail of Ages

Ring of Earth Command - Charm Earth Elemental (+2 bonus to saving throw vs. spell), +1 A.C.  A useful ring for the leather bound Minsc.  Tithian will get it until he find the Ring of Gaxx.

6) The party now comes back to the room where they found Daleson to explore the rest of the level.

7) There is a trapped chest at x1430 y1360 which has:

450gp

Dagger +2

8) Through the door at x1325 y525 will be an Ice Troll.  There are also a number of chests in the room.

x1520 y525 - Scrolls of Breach and Protection from Normal Weapons

x1330 y415 - Scroll of Grease

x1260 y370 - Waterstar Gem

9) From this room is another door to the east.  At x1765 y505 you’ll find a Star Sapphire.

10) Through the door at x1825 y875 is the kitchen.  At x2050 y700 will be the oven.  You may want to come back here when you’ve found something to cook.

11) From this room is another door going east.  You’ll find another Troll killing a servant.  There will also be a set of stairs going up to the next level.

12) My personal preference though is to go out through one of the doors against the east wall of the level, which leads to the courtyard.

De’Arnise Keep, Courtyard
1) As soon as the party comes out, they’ll have to fight an Otyugh.

2) To the southwest will be four dogs.  Kill them and take the pieces of Dog Meat they leave behind.  Breifly go back to the Kitchen.  Click on the oven enough times and you’ll have made Dog Stew, which earns the party 11,500xp.  Come back to the courtyard.

3) Take the stairs leading upwards.  You’ll find a door at x2450 y1175.

De’Arnise Keep, the Top

1) You’ll come to the very top of the Keep.  To the southeast will be 2 Yuan-ti.

2) To the southwest will be a Troll.

3) At x1775 y1225 you’ll find a door.

De’Arnise Keep, Level Two
1) You’ll come into a room on the second level where there are a Troll, an Ice Troll, and a Yuan-ti Mage.  This is way I preferred to explore the outdoor areas of the keep first instead of taking the stairs right away.  This way, I’m already within easy striking distance of the Yuan-ti Mage.  A Power Word: Stun from Imoen will stop him from putting up any defenses.

The book case at x1725 y1550 will have a Scroll of Minor Spell Turning.  The bookcase at x1640 y1360 will have:

Scroll of Conjure Lesser Earth Elemental

20 Bolts +1

Keep Key, this key will open any of the doors you find on the second level.

2) Leave through the northeast door.  You’ll soon see a northwest door.  In the room inside, at x2000 y1100 you’ll find a Zircon Gem.

3) Continue northeast and then turn northwest.  Through the door is a large room.  The stairs to the level below are at x2175 y875.  

4) Continue through the next northwest door.  You’ll soon find a southwest door.  Inside the room is a trapped fireplace which holds a Wand of Frost.

5) Make your way through the secret doors at x1475 y825 and x1375 y1400.  You’ll come into a small room.  You’ll find another door which is trapped.  There are also two chests.  The top chest has:

Scrolls of Protection from Normal Weapons and Spell Thrust

20 Acid Arrows

20 Bolts of Lightning

The bottom chest has:

Scroll of Identify

40 Bullets +2

20 Darts of Stunning

6) Through the trapped door is Gracen, who’s betrayed Lord De’Arnise.  He is a very tough fighter.  At the time, Imoen had the Robe of Vecna, so should cast Greater Malison at him very quickly.  Edwin didn’t though, (I did this quest very early as an evil party) so I prepared him with Stoneskin first.  Once his saving throws are lowered, lead him back into the small room.  Once he shows up, hit him with spells like Command Word: Die, Ray of Enfeeblement, Doom, and Chromatic Orb.  He should fall easily.  He’ll leave behind:

Full Plate Mail

Potion of Fire Giant Strength

2 Potions of Extra Healing

Oil of Speed

Flail Head (Acid)

7) From Gracen’s room, there is nothing to be found through the southwest door.

8) Through the door at x1185 y315 is a set of stairs.  They lead to another fight with a pair of Yuan-ti.

9) Through the door at x1300 y1725 will be another Troll.  In a chest at x1425 y1500 you’ll find:

Scroll of Detect Illusion

20 Arrows of Piercing

10) Through the door at x575 y1200, you’ll find a De’Arnise Guard and the insufferable Lady Delcia.

11) Make your way through the secret doors at x840 y1025.  You’ll come into a chapel room with six Golems.  At the northwest wall of the chapel are three statues.  Each of them has treasure, but once you grab, two of the Golems will attack.  

The left statue has:

Flail Head (Fire)

War Hammer +1, +4 vs. Giant Kin

A Stone and Flesh Golem will attack.

The right statue has:

Battle Axe +3 ‘Frost Reaver’ (+1 Acid Damage, +1 Cold Damage) This was Korgan’s weapon during the early phases of the game for the evil party.

Grabbing this will also cause the other Stone and Flesh Golems to attack.

The middle statue has:

Elven Court Bow +3 (+4 THAC0), an improvement for Minsc.

A Clay and Iron Golem will attack.

The evil party tackles the De’Arnise Keep early on, so the Iron Golem can be a little much to handle.  What I did was leave the party in Lady Delcia’s room.  Tithian would grab the bow, drink a Potion of Invisibility, and get out.  The Iron Golem can’t follow through the doorway.  Once out of view, Tithian would hide and then attack the Iron Golem with his Celestial Fury Katana and then run away.  I would hit and run as long as I needed to.

12) 
Go through the secret door at x1100 y850.  Take the stairs down.

De’Arnise Keep, Basement
1) There’s a trapped chest at x860 y275 which has:

10 Arrows of Fire

Shield Amulet - sets base A.C. to 4, bonus +2 A.C. vs. missile weapons, lasts 5 turns, limited charges.

At x985 y510 you’ll find:

20 Darts of Wounding

40 Acid Arrows 

40 Arrows of Fire

2) Through the southeast door will be a few trolls.

3) Through the next southeast door will be five Umber Hulks.  I had Gildor cast Stoneskin, then cast Death Spell to waste them all (the Equalizer blocks the Confusion gazes).

There are also a number of chests in the room:

x1750 y725 - Orc Leather +3, +10% resistance to damage from missile weapons, -1 Charisma

x1915 y735 - 40 Bolts of Biting, 40 Bolts +2, Scroll of Pierce Magic

x2075 y890 - 40 Bullets +1, 40 Bullets +2

x1925 y1000 - 60 Darts +1

4) Along the tunnels leading south, you’ll find a pile of dust containing Dog Bones at x650 y1125.  Place the Dog Stew here for x18,250xp.  

If you wanted to avoid fighting the Umber Hulks, you could by doing this first (Dan Simpson).  But why not get the experience for killing them?

5) THE BATTLE AGAINST TORGAL

From the northeast door will be the final battle against the leader of the Trolls, Torgal.  He’ll also be surrounded by Giant Trolls, Spectral Trolls, and possibly Spirit Trolls as well.  Despite the absence of any spellcasters to assist them, this can be a tough battle.  For it, I have developed a special strategy described below.

*** FIRESTORM TACTIC ***

Gildor casts Stoneskin on himself.  Jaheira casts Iron Skins on herself.  Jaheira casts Protection from Fire on herself.  Imoen of course will cast Haste.  The point of all this preparation is that Gildor and Jaheira will both be temporarily immune to physical attacks and fire (Cloak of Mirroring, Ring of Fire Command + Protection from Fire).  They’ll stride ahead of the rest of the party.  Once TorGal and his crew start towards Gildor and Jaheira, Anomen casts Firestorm right on top of them.  One of the deficiencies of Firestorm is that monsters will usually leave its area of effect.  Not so here!  They’ll continue to attack Gildor and Jaheira harmlessly, sitting inside the Firestorm for the whole four rounds.  The rest of the party fires away with missile weapons.  Gildor and Imoen can even throw in Sunfire and Fireball for good measure.  Once the Firestorm wears off, the rest of the party can bring up the cavalry.  Wasting Trolls, undead, and cold-based creatures has never been easier, or funner!  

* NOTE * If Throne of Bhaal has not been installed yet, Anomen will also need to make himself immune since the Cloak of Mirroring will reflect the damage of the Firestorm spell back to him.  Equipping the Helm of Defence and then casting Protection from Fire will do the trick.

*** TACT ***


This battle is scaled up some, as all of the Trolls, Torgal included, are even tougher.  A couple of Yuan-ti Mages are even thrown in for good measure.  The same Firestorm strategy still works, with one qualification.  Jaheira needs to have Chaotic Commands cast on herself because of the Yuan-ti mages’ Chaos spells.  Gildor is already protected thanks to his Equalizer sword.

6) At the northeast end of the room, the party will find Lord De’Arnise’s body.  At x2600 y350, you’ll find:

2,126gp

a variety of gems

Scroll of Feeblemind

7) Once everything’s done, make your way back to the forge with the three flail heads at the west end of level one of the keep.  Left-click on the forge and the Flail of Ages +3 will be assembled.   It has a small chance of slowing its target without any saving throw, and scores 1 point each of fire, acid, and cold damage with each hit.  For the time being, the good party stows it away in the Bag of Holding.  Gildor will wait till he can upgrade it in Throne of Bhaal so that it will become a worthy replacement for the Celestial Fury Katana.  For the evil party, Viconia uses it right away.

The party gets 22,350xp for assembling the Flail of Ages.

The Stronghold Quests
1) Come back to the palisade and bring the bad news back to Nalia.  Nalia’s new problem becomes making sure that another noble family named the Roenalls don’t take over the Keep.  Her solution is to offer you lordship over the Keep, as the fighter’s stronghold.  The keep will generate 500gp a week, so why not?  There will be a Major Domo to handle the day to day affairs of the Keep, but you’ll need to return to the Keep once in a while to make major decisions.

2) When you come back to the Major Domo after a week has elapsed, a merchant named Tolmas Bendelia has some pressing concerns that he wants to take up with you.  Bandits torched his caravan.  He wants compensation for the caravan, and measures taken to stop the bandits.  By now, I’ve got gold to spare so I spend the max (1,000gp for the caravan and 500gp to hire mercenaries) and get the most experience points, 15,000.

3) The next situation involves theft by a Guard named Lastin.  Cernick tells you that execution is the usual punishment.  Hear out Lastin, who will tell you that he did it because he needed special medicines for his dying wife.  To get the maximum 15,000xp, I spent 500gp on the medicines and then showed clemency.

4) Next up is cleric of Tempus named Bolumir, who wants to set up a parish in your keep.  For saying yes, you get 15,500xp.  Now see him in the room where all the Golems had been.  You can now buy from him Boots of Grounding (+50% electricity resistance) for Anomen or Minsc.

5) Next, Lord Farthington Roenall arrives and demands surrender of the Keep to him.  Naturally, I tell him to get off the premises.  No experience for this, but it sets the stage for a big experience gain later on.

6) Next is having to decide whom the maid Chanelle can marry with your blessing, her preferred ranger Jessup, or the wealthy landowner Malvolio.  I picked Jessup for 15,500xp.

7) Next, two representatives of a merchant group try to pull a fast one on the protagonist with a forged claim to a debt owed by the late Lord De’Arnise.  Good or bad, I decide to have them executed and then pay the outstanding debts to the merchant group to avoid farm foreclosures.  15,500xp is the reward.

8) Next, a flood has been unleashed due to faulty dikes, damaging farmlands and taking lives.  I spend the max on both repairing the farmlands and the dikes to get 15,500xp.

9) Some time later, a messenger informs the party that Roenall’s forces are about to storm the keep.  Talk to the Major Domo and Captain Cedrick.  Then go out to meet the enemy.  You need only kill Lord Roenall to beat back the invasion.  The reward is 50,000xp.

Sir Sarles Quest
1) Speak to Gaurdian Telwyn in the Temple of Helm.  He’ll tell you that the Temple of Helm want to hire the renowned artist Sir Sarles.  The artist is staying at the Jysstev Estate in the Government District.  They want you to convince Sarles to create a work of art dedicated to Helm.

2) When you talk to Sir Sarles, he’ll work with 200 pounds of Illithium and nothing else.  He’ll recommend speaking to an ore merchant in Waukeen’s Promenade named Jerlia.

3) Jerlia hints at two possible ways to obtain the 200 pounds of Illithium.  

A) Buying a fake alloy from her which will take time for her to prepare.  I don’t recommend this, since despite her claims Sir Sarles will indeed recognize the alloy as fake and you’ll fail your quest and get less XP for it.  

B) Visiting her contact, a Duergar Dwarf named Unger Hilldark. He stays in the Copper Coronet.

4) When you talk to Unger, it takes some effort to flush out the fact that his Illithium supply has been stolen by a Hill Dwarf named Neb.  He’s staying in a derelict house in the Bridge District.

5) Before you enter the Derelict House of the Bridge District, prepare beforehand.  To the preparations, I would have Imoen cast Limited Wish and then ask to be ‘protected from undead.’  This way, the whole party is protected against level drains.

When you go in, Neb will disappear and have four Child Spirits attack you, which can drain levels.  Once they die, True Seeing will uncover Neb.  Each of the Child Spirits will leave behind a Pearl.  Loot Neb’s body for:

2 Potions of Invisibility

2 Potions of Extra Healing

Water Star Gem

Neb’s Nasty Cutter +2 (save vs. poison or suffer 2 points of damage each second for 10 seconds), useable only be evil characters.  The dagger’s poison is limited.

Neb’s Head, take it along for a reward in the Government District.

200 pounds of Illithium

At x200 y375 you’ll find:

2 Potions of Extra Healing

Potion of Invisibility

At x300 y300 you’ll find a trapped painting.  So far as I can tell, no matter how good a character’s Find/Remove Traps skill is, it can’t be disarmed.  After a character with lots of Hit Points sets it off, you’ll find:

452gp

Zircon Gem

Angel Skin Ring

6) Go to the Council of Six Building in the Government District.  Inside, look for Chief Inspector Brega who will be in the northeast corner.  For bring him Neb’s head, you get 2,500gp and a reputation increase of 1.

7) Now go to the Jysstev Estate and deliver the Illithium to Sir Sarles.

8) When you return to the Temple of Helm, Gaurdian Telwyn rewards you with 20,000xp, 1,000gp, a reputation increase of 1, and the Helm of Glory (+1 A.C., +1 Charisma) which is just perfect for Keldorn.

You could take the Mace of Disruption and the Illithium to Cromwell in the Docks District and have it upgraded to a Mace of Disruption +2.  But you get less XP for it.

9) While w’ere in the Temple District, I head over to the Temple of Lathander.  From Dawn Master Kreel, I buy a pair of Boots of Grounding (+50% electricity resistance) for either Anomen or Minsc.

Bridge District Quests
1) The first time you enter the Bridge District, Lieutenant Aegisfield asks for your help investigating some serial murders in the area which involve the removal of the skin from the victims.  He suggests three individuals as possible leads; Rose Bouquet, Rampah, and Faraji.

2) Rose Bouquet (x2950 y1975) can’t remember anything distinct except that she caught the smell of Guril Berries or something similar.

Talk to the nearby merchant.  He’ll give you Guril Berries, as well as two other things with a similar smell, Oak Bark, and Solik Berries.

Take them back to Rose Bouquet.  After smelling each one, she’ll conclude that the smell was of Oak Bark.  The merchant will have told you that it’s used in the working of leather.  Hmmm...

3) Rampah (x2635 y1200) can’t tell you anything other than that he found an Exotic Hide at one of the scenes, which he’ll give you.

Bring it back to the same merchant, who will identify it as elephant hide.  He’ll then tell you that a tanner would typically work with it.  In fact, there’s one in the neighbourhood named Reijek.

Hmmm....

4) Faraji (x1410 y2790) suspects the murders to be work of an ‘evil witch’ named Ms. Cragmoon.

5) Ms. Cragmoon (x315 y2665) denies it emphatically.  Incidentally, she also has a wide variety of potions for sale.

6) Once you’ve talked to all three individuals named by Lieutenant Aegisfield, you can go and confront Reijek in the Tanner Shop.  He’ll admit his guilt but then promptly flee.  The party gets 23,250 xp.

At x550 y125 will be 19gp and an Andar Gem.  At 670 y130 will be a Shandon Gem and a Potion of Regeneration.

7) Take the stairs down.  Either Anomen or Jaheira will warn the party of an abundance of traps.  They’re at x500 y625, x525 y450, and x600 y425.  

In a trapped cabinet at x415 y200 will be a Scroll of Protection from Electricity, and the Tanner’s letter.  The letter gives a really hard clue about contacting Reijek’s master.  This leads to the possible acquisition of Human Flesh leather armor.  Whether as a good party or an evil party, I had no interest in pursuing this any further.  I didn’t bother.

In a bed at x350 y300 will be a piece of Human Flesh which is one piece of the previously mentioned leather armor.

In a trapped bed at x225 y375 you’ll find:

Potion of Fire Resistance

130gp

Black Opal

Moonbar Gem

8) Climb down the stairs, and a mage named Vellin Dahn will warn you not to pursue Reijek any further before teleporting away.  You’ll now have to fight two Ghasts, two Rune Assassins, and a Bone Golem.  Be sure to keep True Seeing active for the Rune Assassins.

At x700 y250 will be a Scroll of Identify.  At x675 y440 will be:

Skydrop Gem

Scrolls of Improve Invisibility and Monster Summoning II

In a trapped crate at x500 y375 will be:

Hide Armor

Gesen Bow Shaft, the other half of the Gesen Bow.

9) Come back to Lieutenant Aegisfield to report your discoveries.  Your reward will be 500gp, 45,000xp, and a reputation increase of 1.

10) While we’re here in the Bridge District, I may as well conclude the ‘Buried Alive’ quest (see Chapter 2 - Graveyard District).  The man in red is Am-Si at x1680 y3515.  Confront him and he’ll bolt through a nearby door.  Follow him through the door.

11) His two cohorts, a fighter named Reti and a dwarf named Camitis will leave out the same door, but not before killing Am-Si.  Follow them outside and kill them.  Reti will leave behind the Boots of Avoidance (+5 A.C. vs. missile weapons).  With Imoen or Edwin, I normally don’t pay undue attention to A.C.  For the mage, the best defence is avoidance.  But I feel that missile weapons are a justified exception.  Even at a distance, arrows can prove an aggravation which prevents spells from getting off.

12) Now go back inside the house that Camitis and Reti left.  In a chest at x280 y285 you’ll find a Turquoise Gem and 15gp.

13) On the second floor is the newest kidnap victim, Lady Elgea.  The good party frees her for 16,750xp.  In a chest at x390 y340 is 109gp.  

*** Evil Note *** In a cabinet at x400 y225 you’ll find the Ransom Note telling you where the payment will be made, in front of the Copper Coronet.  As an evil party, since I was curious about the Big Metal Unit in Throne of Bhaal, I decided to collect the ransom.  The reward is the Silver Pantaloons, but your reputation will decrease by 2.  

14) Now I go to Cromwell in the Docks District.  For 7,500gp he assembles the Short Bow of Gesen (+4 THAC0, 2 piercing and 1-8 electrical damage, +20% electricity resistance).  Since it fires bolts of lightning, it needs no ammunition.  Imoen (or HaerDalis’) is now set for the rest of the game.

The Circus
1) When you first approach the circus tent in Waukeen’s Promenade, the guard warns you not to enter, since no one else has come out alive.  Offer to investigate.

2) Walk ahead to the northeast.  Kalah will appear and demand you answer a riddle.  The first riddle can be tough to figure out.  If you want to figure it out, a hint is to pick an answer and work your way backwards.  

The answer is the prince is 30, and the princess is 40.  The party gets 19,500xp.  You could get this one wrong and answer the next and easier question, but for less experience.

Continue through the northeast door.  

3) An Ogre with a girl’s voice pleads for your help.  An illusionist named Kalah has somehow managed to enhance his powers and turn the circus into his own domain/playground.  She herself is a winged elf who’s concealed underneath an Ogre as an illusion.  She wants you to find a sword which acts as a key that will break the illusion.  It is being held by monsters who are disguised as humans.

4) Go west and then northeast.  Two peasants will attack you.  It becomes apparent that they’re actually Orcs.  One of them will drop the Ogre’s Sword.

5) Bring it back to Aerie for 18,500xp.  Continue up the stairs.

6) Werewolves and Shadows will attack you.  The Shadows are real.  The Werewolves are not, and easily brushed aside with True Seeing.  Continue up the next flight of stairs.

7) Now you’ll find Kalah, two Shadows, and a Werewolf.  A rather easy fight.  Be sure to kill Kalah before he kills Aerie’s uncle Quayle.  The party gets 25,000xp for the quest.  Aerie will offer to join the party.

Loot Kalah’s body for:

spell scrolls

Garnet Gem

Girdle of Piercing (+3 A.C. vs. piercing weapons) a good defensive girdle for Minsc.

Ring of Human Influence (Charisma set to 18, Charm Person once a day) The good party had no use for this ring.  The evil party though got it as soon as it could.  Viconia puts it on to set her Charisma to 18. As soon as she can, she then stacks on the Nymph Cloak, Helm of Glory, and Sensate Amulet for a whopping Charisma score of 23!  This goes a long way to offset the lower reputation score of the evil party.

8) Talk to Hannah for 5,00xp. 

9) Outside the tent, talk to Garan for 2,500xp and then the Guard for a reputation increase of 1.

Trademeet Quests

In the middle of the City Gates district will be Flydian.  He asks for your help.  The town of  Trademeet has been under a barrage of attacks from animals.  Rumors are that druids are involved.  He’ll mark Trademeet on your map.

Trademeet
1) When the party first enters the town, it will notice Militia Gaurds battling it out with various animals.  When the fighting is done, the Militia Captain tells you to speak to the Mayor.

2) Go to the Mayor’s House.  It’s Logan Coprith.  He’ll repeat the town’s troubles to you.  He’ll also tell you that a Druid sent to investigate the troublemakers has been jailed for his own safety.  He wants you to either see the druid safely out of town, or do something about the problem yourself.

3) Cernd, the druid, will be downstairs in a cell.  He suspects that a change in leadership is behind the change in behaviour of the local druids.  He’ll want to come along.  I’m content with saying I’ll handle it, and having him mark the location of the Druid Grove on the map.

4) IF YOU’RE EVIL, a halfling will approach you and ask you to solve the problem by spreading a poison through the grove.  Even as an evil party, I turned this one down since I could only imagine Jaheira’s reaction to it.

Druid Grove
1) Travel north a little bit and a Druid named Pauden appears.  Replying that you share Cernd’s concerns will pacify him.  He then tells you that the local druids have come under the leadership of a Shadow Druid named Faldorn.  Remember her?

2) Continue west and then southwest.  There will be a pack of Trolls here.  The Firestorm Tactic will work here as well.

3) Due west will be a group of Spiders and Ettercaps.

4) Further west, another group of Trolls will guard the entrance to a Troll Cave at x875 y2500.

5) Inside the cave will be a large number of Trolls spread throughout, some of which will attack you immediately.  At x925 y700, you’ll find:

Spear of the Unicorn +2 (immune to charm and confusion)

At x600 y875 you’ll find:

420gp

Bracers of Archery (+2 THAC0 with missile weapons) There are two probable candidates for this item, Imoen and Minsc.  I favour Imoen over Minsc for a couple of reasons.  One is that Imoen, staying out of melee, will use her bow far more often than Minsc.  The other is that Imoen’s THAC0 will be lower because of her being a Mage and could use some help.

6) From the cave, continue north and then east.  You’ll find Shadow Druids and fighters battling with Trolls.  Like in the Sahuagin City, this is a situation where you can zip off a couple of ‘cloud’ spells (Cloudkill, Fire Storm), sit back, and watch.

7) Straight east will be Kyla Lind and some fellow Shadow Druids.  Imoen, with her Robe of Vecna, will be able to cast Greater Malison instantly.  If Minsc follows up just behind with his Horn of Silence, the battle will turn in the party’s favour.  Jaheira can throw in Insect Plague for good measure.

8) The party will find some rocky stairs starting at about x3275 y1625.  Before taking it all the way east though, I veer off and climb down and southwards.  There will be some Trolls at the bottom.
9) You’ll then find a Tower.  Go inside.  Search the haystacks, and you’ll find a Scimitar of Speed +2 ‘Belm’ (+1 attack each round).


A subject of considerable difficulty for me has been what weapon to equip Jaheira with in Shadows of Amn.  In the past I’ve used the Bone Blade Dagger +4 (in Ust’ Natha) and the Blackblood Club +3 (sold by the merchant in Tradement after you obtain the status of Hero of Trademeet).  It seems to me that combining Belm (three attacks per round) with the Girdle of Hill Giant Strength is as optimum a setup as you can have for Jaheira.  BUT …


There is a drawback to this arrangement, and it was what held me back in the past.  Belm is a +2 weapon.  Monsters that can only be struck by +3 or greater weapons are not that uncommon; Greater Wolfweres, Greater Mummies, Pit Fiends, Balors, etc.  My way around this is when the occasion arises, I go into Jaheira’s inventory screen.  I R-click on the Firetooth Dagger.  I then select ‘Abilities’.  I then select ‘Melee’.  While the need lasts, the Firetooth then serves as a +3 melee weapon.  The perk is, just for having Belm in another weapon slot, you can still attack with the Firetooth three times a round.

10) Come back to the stairs you left before.  At their east end will be Adratha’s Cottage.  Adratha will have a few potions for sale.

11) Continue northwest from the cottage.  South of the bridge’s end will be two Spore Colonies.

12) At x2440 y600 the party will find Cernd.  Faldorn has conducted rituals which make her invulnerable within the grove.  Only a druid can challenge her.  For the sake of experience points, I insist that Jaheira challenge Faldorn.

13) Due west, the party will have to fight Dalok, a Shadow Druid, and an Adherent.  Dalok will drop:

Flametongue Sword +1, +2 vs. regenerating creatures, +3 vs. cold/fire creatures, +4 vs. undead.

Club +2 ‘Gnasher’ - victim suffers 2 points of damage per round for 4 rounds.

14) At x840 y300 is the entrance to Faldorn’s sanctum.  Now Jaheira will issue her challenge.  She’ll have to leave behind her equipment.  This is the one and only instance where I found shapeshifting useful.  Jaheira starts by casting Conjure Fire Elemental.  She then turns into a Brown Bear.  The combined assaults from both the Elemental and the bear’s claws should quickly get rid of Faldorn’s Iron Skins, and then overwhelm her.  You get 14,000xp for killing Faldorn.

Trademeet, 2nd Time
1) Bring the good news back to Mayor Logan.  The party gets 2,000gp and 18,000xp per character.  As per both himself and Guildmistress Busya, they now want you to solve another problem.  There are some Dao Genies who have crippled Trademeet’s commerce.  They won’t lift the halt until the head of a Rakshasa is brought back to them.

2) Go the Genie’s tent and talk to Khan Zahraa.  Agree to hunt down the Rakshasa named Ihtafeer for him.  His hint is that she won’t be in town, but close by.  Hmmm...

Druid Grove, 2nd Time
1) Adratha is in fact the Rakshasa in disguise.  Talk to her and she’ll recognize the scent of the Genies on you.  She and her two sons, Sadaat and Jalaal, will attack.  The thing to remember with Rakshasa is that only 8th level or higher spells will affect them, and can themselves dish out some heavy duty spells.  The key is to stay on top of them with a view towards interrupting their spellcasting.  I had Gildor run up to Jalaal, Imoen shoot at Sadaat, and the rest of the party gang up on Ihtafeer.  She’ll leave behind:

Ihtafeer’s Head

Periapt of Proof Against Poison (immune to poison, Cure Poison once a day).  I have Minsc wear this amulet, due to other characters having more appropriate amulets and Minsc himself being a little vulnerable to spiders and such in his leather armor.

Trademeet, 3rd Time

1) Bring the head back to the Khan, and they’ll leave Trademeet.  Your reward is 10,000xp and a Scimitar +2 ‘Rashad’s Talon’.

2) Bring the good news to Mayor Logan for 25,250xp each character, 10,750gp and a reputation increase of 1.  He gathers the town for a ceremony to commemorate the ‘Heroes of Trademeet’.  The party is then approached for a task by two rival nobles, Lady Lurraxol and Lord Alibakkar.  Mayor Logan warns you to step carefully.

3) If you talk to one, the other will not see you.  Each wants you to retrieve from the tombs a mantle of Waukeen for him or her and promises gold in return.  They’ll also give you a key to enter the Tombs.

4) When you approach the Tombs in the northeast corner of Trademeet, Logan appears and explains the full context.  The mantle will help either noble lay claim to being the founding family of Trademeet.  Logan asks you to bring the mantle to him.  While his reward may not be as lucrative (250gp vs. 1000gp), it’s his hope that his having it will prevent hostilities between the two rival families from getting out of hand.

5) Once inside, you’ll have to fight two Skeleton Warriors and two Skeletons.  One of them will leave behind the Mantle of Waukeen.

6) Overall, I consider it more beneficial to bring the Mantle back to Logan for 8,000xp, 250gp, and a reputation increase of 1.

7) At x1680 y2825 will be a merchant with some interesting stuff for sale.  I bought from him:

Cloak of Displacement (+4 A.C. vs. missile weapons, +2 to saving throws vs. death, breath weapons, and wands).  I had Jaheira wear this cloak.  The improved saving throws are always welcome.  I also sometimes use Jaheira as a ‘missile magnet’ for certain tactics based on having the archers shoot harmlessly at her.  The Cloak certainly helps in that regard, stacked with the Fortress Shield and all.

Belt of Inertial Barrier (+5 to saving throws vs. breath weapons, +25% resistance to missile damage, +50% resistance to damage from magical attacks).  Unlike the fighters who desire girdles to improve strength and A.C., Imoen or Edwin appreciate a belt that protects against usually the only threats of harm to them, magical energy (including breath weapons) and missile weapons.

Long Sword +2 ‘Ras’ Can attack on its own for 4 rounds.  After his two-handed sword and crossbow, Keldorn will have one weapon slot left.  In melee combat, I don’t want him wielding anything other than the Holy Avenger once he gets it.  His last weapon slot then should have a weapon that grants a power, one which is unlimited by charges.  In this case, a sword which acts as a summoned creature for 4 rounds.

Dwarven Thrower +3 - a throwing hammer that returns to its thrower’s hand.  For Korgan, it’s a nice alternative that will come in handy against the Fire Giants in Throne of Bhaal.

8) At some point while walking around Trademeet, a woman named Jeria will appear.  She wants you to help out her son named Tiris.

9) In Tiris’ home, he’ll explain to you that he and his girlfriend Raissa were kidnapped by a pair of horrific creatures, one of whom had no skin.  He asks you to rescue Raissa if you can.  The incident occurred near the southwest gate of Trademeet.  He’ll also tell you that one of the creatures was named ‘Reijek’.  Hmmm...

10) Once you pass the southwest gate, Darsidian Moor asks for your help battling a ‘Skin Dancer’.  It will be found north of the east gate.

11) Once there, Darisidian tells you to kill Reijek, who’s lying on the floor.  Don’t, it’s actually Raissa.  Instead, ask Darsidian about the ‘Skin Dancer’.  Both Darsidian and Reijek (who was himself masquerading as Raissa) lose patience and attack.  Once they’re dead, Raissa gets up.  She explains that she’s now under a curse that will turn her into what they were.  Reijek had said the only chance was a Restoration spell.  Have Anomen or Viconia cast it on her for 30,000xp.  

12) Come back to Tiris’ home and talk to his parents.  Your reputation increases by 1.

Astral Prison Quest
Bridge District
1) Go to the basement of the Five Flagons Inn.  Raelis Shai’s acting troupe is putting on a play.  Problem is, Biff the Understudy can’t remember his lines and the audience roundly boos.  Raelis apologizes and then makes a call for adventurers.

Speak to her.  One of the troupe’s actors, HaerDalis’, has been captured by a wizard named Mekrath along with the valuable gem he was carrying.  She wants you to retrieve both HaerDalis’ and the Gem.  Mekrath makes his lair somewhere in the Sewers.

Temple District, Sewers
1) From where you enter the sewers, go northwest.  You’ll find a band that includes two dwarves named Draug Fea and Tarnor the Hatchetman, an archer named Galcobhair, two clerics named Zorl and Rengaard, and a mage named Gaius.  This battle can be overwhelming if you aren’t high enough.  

I prefer to have Minsc mark their location and then strike first with Fire Storm and Cloudkill.  One of the benefits of the cloud spells is that opponents who depend on ranged attacks tend to stay inside the area of effect, including spellcasters.  Let them come to you.  I had Jaheira stand a little ahead of the rest of the party in order to absorb the missile fire.  You may still need spells like Insect Plague, Greater Malison, and Silence 15' Radius for the spellcasters.

Loot Galcobhair for a suit of Full Plate Mail.  Loot Draug Fea for:

Plate Mail +1

Helm of Charm Protection

Small Shield +2

Wyvern’s Tail +2 (target must save vs. poison or suffer 5 points of poison damage)

Loot Tarnor the Hatchetman for:

Full Plate +1

Small Shield +2

Hangard’s Axe +2, a +2 throwing axe.

2) Continue westward and you’ll find a secret door at x1100 y550.  Take the stairs up.

Mekrath’s Lair
1) As soon as you lair the room you’ll have to fight a few Mephits.

2) To the east will be a group of random monsters.  There will be three trapped chests:

x1190 y700 - Gold Ring, Cherosybil Gem, Necklace of Form Stability (+5 bonus to saving throws vs. petrification/polymorph) - not an overly useful item since that form of attack is so rare.

x1315 y700 - 89gp

Gold and Silver Necklaces

x1450 y550 - Oil of Speed

Scroll of Carrion Crawler

400gp

3) From the main room, continue south and then west.  You’ll have to fight a Fire and a Magma Mephit.  At x475 y775 is a trapped cabinet which has:

Scroll of Aganazzer’s Scorcher

Potions of Genius, Stone Form, and Invulnerability

At x600 y800 will be 63gp and a Scroll of Ghoul Touch.

4) From here continue west and then north.  You’ll find the wizard Mekrath.  As this point in the game, he’s not much challenge so I kill him for 14,000xp.  He’ll leave behind a Quarterstaff +1, 2 Potions of Extra Healing, and a Robe of Fire Resistance.

At x125 y275 you’ll find:

Potions of Mind Focusing and Genius

Rod of Resurrection

Wand of Cloudkill

* EVIL NOTE * As the evil party, I’m doing this quest very early on in order to recruit HaerDalis’.  At this point, Mekrath will be a handful.  Accept his quest to find his Mirror for him.  An Imp has it at the south end of the Sewers.  Kill both the Imp and the Lesser Earth Elemental he summons.  Bring the mirror back to Mekrath.  He’ll give you his ‘slave’ as payment and teleport away.

5) Either way, HaerDalis’ will be waiting in the main room.  He’ll offer to join the party.  Even as an evil party, this is not the right time to take him in since he’ll end leaving temporarily anyway.

6) Make your way to the northeast room.  There’s a trap at x1275 y200.  There’s a trapped altar at x1375 y125 which has:

Laeral’s Tear Necklace

Portal Gem, which Raelis Shai wants

Harp of Discord (casts Confusion three times a day), great for HaerDalis’

7) Now leave and make your way back to the basement of the Five Flagons Inn.

Bridge District
When you come back, Raelis Shai rewards the party with 21,250xp and 700gp.  Her and HaerDalis’ will also explain that the Gem is a means of astral travel, which they will now use as a way to get home.  They request your assistance in dealing with anything that comes through the door.

Out the gate will come two Quasits, a Lesser Fire Elemental, and a Shadow Fiend.  However, Bounty Hunters will interrupt and whisk them away.  Apparently they offender someone within the multiverse named Duke Darkwood.

Before jumping through the conduit, prepare yourself for a battle.

Astral Prison
1) As soon as you step through the gate, you’ll have to fight Aawill and his band of bounty hunters.  Be mindful that two of them are mages.  Their bodies will leave behind a variety of treasures:

Scrolls of Death Spell and Lightning

Bracers of Defence A.C. 8

Small Shield +1

Leather Armor +1

Two-Handed Sword +1

Cloak of the Shield (+5 A.C. vs. missiles, +1 A.C. for 1 turn, limited charges)

Pixie Prick +3 (save vs. poison or sleep for 2 rounds)

Melodic Chain +3, for the evil party, this will be HaerDalis’‘ armor until he can find the Bladesinger Chain.

Boots of Speed, Keldorn wears these boots.  It can’t hurt to have two characters that can move quickly from monster to monster.

A gnome named Tagget explains your situation.  You’re in an astral prison controlled by a powerful demonic Warden.  He’s protected by thralls who are controlled through circlets on their necks.  Another demon called the Master of Thralls has the device which controls the circlets.  If you can destroy the device, the thralls will be freed and will strike against the Warden.  Only by killing the Warden can you safely leave the Astral Prison.

2) Eastward you’ll have to fight three Thralls.

3) At x2950 y1775 is a pit, within which will be a band of Githyanki.  I had Anomen cast Chaotic Commands on Gildor while he cast Stoneskin.  Gildor walks in, lets loose a Sunfire, and is well on his way to winning.

4) East will be a group of Yuan-ti, including mages, a Female Thrall, and a spellcasting Thrall.  As long as you can prevent their spells from going off, you’ll be fine.  The Female Thrall leaves behind:

Short Sword +2 ‘Kundane’ - no speed factor

Ring of Protection +1

Medium Shield +1

Gauntlets of Weapon Skill (+1 THAC0), a handy pair of gloves for Jaheira.

5) North of here will be a Wyvern.  Hitting it with a couple of Doom spells should insure victory.

6) West of the Wyvern will be the Master of Thralls and two Air Elementals.  The Master leaves behind:

Staff of Air +2 - Air Elementals must save vs. spells or be destroyed, summon 8HD Air Elemental for 1 hour (limited charges)

Mind Control Orb

The nearby dwarf explains that a brazier to the south may be able to destroy the orb.

7) At x3000 y975 will be 40 Darts of Stunning.

8) At x2250 y1100 will be four Wolfweres and a Greater Wolfwere.  This is a situation where Minsc’s Vorpal Silver Sword can really make a difference, assuming the fighters are sufficiently protected of course.

9) At x2500 y1900 is the brazier.  Make sure your party is prepared, including Haste so that you can attack more often and quickly close in on the Warden while he’s distracted by the Thralls.  Left-click on the brazier for 24,750xp and starting making your way to the northwest.

10) You’ll have to fight the Warden, his servants, and any Thralls still alive.  The Warden leaves behind:

Planar Prison Cell Key

2 Emeralds

3 Star Sapphires

2,577gp

Wave Blade (the other half of the wave blade)

Long Sword +2 ‘Adjatha the Drinker’ - immune to Charm and Domination, each hit heals 1 Hit Point to the wielder.

Tagget will also come by and thank you, for which you get 5,000xp.

11) West from here will be the cell holding Raelis Shai’s troupe.  She then teleports everyone out of the Astral Prison.  Each party member gets 44,500xp.  HaerDalis’ now offers to join.

Docks District
1) I now go to Cromwell.  For 7,500gp, he puts together the Halberd +4 ‘Wave’ (15% chance of draining water for 15 points of damage, kills Fire Elementals and Efreeti without any saving throw).

Even though it doesn’t fit into my plans for Shadows of Amn, Minsc still carries it around for certain situations (fighting fire creatures or creatures that require +4 or better to be hit).

Kangaxx the Demilich
City Gate
The lich in this area is strictly speaking not part of the Kangaxx quest, but getting the Sunblade certainly makes the rest of it easier.  Make sure to bring along a Scroll of Protection from Magic.  I know of few other ways to take on the Demilich.

1) Enter the Crooked Crane Inn.  There will be a secret door at x525 y150.

2) There will be a Lich on the other side of the door.  On the internet I’ve seen many different approaches.  I will articulate the one I developed as a good party.  Gildor is already immune to damaging spells.  Anomen casts Chaotic Commands on Gildor, and lends his Ring of Free Action to Gildor.  Gildor then casts Spell Immunity and selects Conjuration in order to nullify the Lich’s Symbol spells.  He then casts Spell Shield so that the first time the Lich tries to dispel his protection, it will be blocked.  Gildor then walks in by himself.  By and large Gildor can laugh off anything the Lich has to offer.  Kill the Pit Fiend when the Lich gates it in.  At some point, the Lich will stop casting spells and follow Gildor around.  That’s the time for the rest of the party to barge in.  Keldorn casts Dispel Magic to remove the Lich’s protections.  Hack away till it falls.

Of course, things are a little more complicated for the evil party, and follow much the same course against Alchra Diagott during Chapter 5.  If the Lich gets Meteor Swarm off, run out of the room and then come back.  Be sure to have Viconia use Sunray and Bolt of Glory.

At x350 y300 is:

Sunblade ‘Daystar’ +2, +4 vs. evil creatures.  Cast Sunray once a day.  Double damage against undead.  Gildor equips this weapon as an alternative to the Celestial Fury when fighting undead, and for the Sunray power.  In the evil party, Korgan equips it so that the party can access its Sunray power.

At x415 y350 will be:

Wands of Cloukill, Fire, and Lightning

Rod of Terror, since this carries a substantial risk of permanent Charisma loss, why bother?

Temple District, Sewers, Cult of the Unseeing Eye

1) Come back to the dungeon where you first began investigating the Cult of the Unseeing Eye.  At x1675 y525 will be a sarcophagus.  I have Gildor and Anomen stand near the top of the stairs leading to the sarcophagus, where the Lich will appear.  Another character then left-clicks on the sarcophagus.  The Shadow Lich appears.  Gildor and Anomen both use Sunray as fast as they can.  The double shot should kill this and any other Lich outright.  If if doesn’t, it should be very nearly dead.  It becomes a matter of removing its defences and then finishing it off.

Left-click on the sarcophagus again to get the Golden Arm and Leg.  Bring it along.

Bridge District
1) Find the door at 1600 y3350.  It’s trapped.  Enter, and take the stairs down.

2) You’ll find an almost identical room with an identical sarcophagus.  Same strategy against the Elemental Lich.  Inside the sarcophagus will be the Golden Torso.

Docks District
1) Find the trapped door at x2700 y2250.  Inside the door will be three Minotaurs.  Take the stairs down.

*** TACT *** 


Waiting inside the door is one killer of a battle.  It includes two Liches.  One loves to cast damaging spells, another is partial to summoning Hakeashars (a stronger version of the Nishruu) when a mage character is present.  Sunray DOES NOT WORK ON THEM!!!  Helping them will be some Minotaurs, a cleric or two, a Fighter with a +3 scimitar in each hand, and a Dwarf with his own Vorpal Silver Sword.  The ‘drawing out’ technique used to work here, but no longer does under the latest release.  My approach became having Gildor or Tithian step through the door to absorb some of the initial onslaught with the Cloak of Mirroring.  Imoen or Edwin then casts Time Stop just outside the door, promptly steps inside and lets loose with their own offensive sequence.  Once they’ve been weakened enough, the cavalry (the rest of the party) jumps through the door to mop up.

2) With her Bone Dagger +4, I have Jaheira carry the Golden pieces and keep a Scroll of Protection from Magic in one her quick-item slots.  She stands ready at the Sarcophagus.  Anomen and Gildor stand not far behind.  Gildor casts Spell Immunity and then selects Abjuration (the school for the Imprisonment spell) The rest of the party stays away in a distant corner, where Kangaxx won’t be able to see them.  Jaheira opens the sarcophagus, and gives the Golden pieces to Kangaxx.  Gildor and Anomen both nail it with Sunray and hopefully kill it outright.

Once Kangaxx dies, the real fun begins.  Kangaxx turns into Kangaxx the Demilich, who can without limit cast Imprisonment and Demilich Howl (like Wail of the Banshee).  As soon as the transormation takes places, Jaheira uses her scroll on herself.  Anomen runs like hell out of sight.  Gildor also flees once he gets the chance.  Jaheira attacks with her Bone Dagger +4, totally impervious to Kangaxx’s attacks.  The party gets 55,000xp once he falls.  

He’ll leave behind the Ring of Gaxx which has many powers; +2 A.C., +2 bonus to saving throws, +10% Magic Resistance, Immune to Disease and Poison, regenerates 1 Hit Point every 3 seconds, Invisibility once day, Improve Haste three times a day.  Best part of all, it can be worn with magic armor.  It is THE ring for Gildor or Tithian.

*** TACT ***

Ol’ Kangaxx has been juiced up considerably.  Here’s a list of the differences:

1) “Kangaxx the Lich” is immune to Sunray.  This means you have to get through the first form       the hard way.

2) “Kangaxx the Demi-Lich” no longer depends on just Imprisonment and Demi-Lich Howl.  He dishes so many high-powered 8th and 9th level spells that even Irenicus pales by comparison.  

3) “Kangaxx the Demi-Lich” can now conjure up Mordenkainen’s Swords at will.  The bottom line is, he’s no longer helpless against a magic-immune melee attacker.

4) Here’s the real kicker, and the one forced me to start over, “Kangaxx the Demi-Lich” now regenerates.

So now I have to make some substantial adjustments in preparation for this battle:

1) Because of his new regeneration ability, defeating him is not a realistic possibility until you   have at least TWO characters that have both a +4 or better weapon AND a high strength score.  For me, this meant that I had to wait until I had gotten both the Holy Avenger for Keldorn and Crom Faeyr for Anomen (Crom Faeyr for Korgan and Soul Reaver for Tithian).  Jaheira will gladly lend Keldorn her Girdle of Giant Strength for the occasion.
2) Because this will be a tag team effort between Keldorn and Anomen, I buy BOTH Scrolls of Protection from Magic for each of them.

3) The Mordenkainen’s Swords can be eliminated by the Death Spell.  Imoen reconfigures so that her 6th-level slots are all Death Spells.

So Keldorn and Anomen now both activate their Scrolls of Protection from Magic.  They open 

the sarcophagus, and the fun begins.  They’ll safely ride the initial onslaught.  The beauty of all this is that Keldorn can safely use his True Seeing and Dispel Magic powers from within the anti-magic globes and without bringing them down.  Once “Kangaxx the Lich” is made vulnerable, Keldorn and Anomen pound away to save precious time (their anti-magic globes have a finite duration).  Once “Kangaxx the Demi-Lich” appears, the tag team continues to pound away.  When enough Mordenkainen’s Swords appear, Imoen gets rids of them with Death Spell.  She is of course, ever so careful to stay beyond Kangaxx’s sight.

This is one of the things that impressed me greatly about the Solaufein Module.  It seemed rather dissatisfying that an item so powerful as the Ring of Gaxx could be won with so simple a tactic.  Now I had to invest some real thought and effort into it.  

Umar Hills
Umar Hills and Innesvale
1) By now, the townsfolk will have already had their meeting.  Now visit Minister Lloyd in his home.  They’re having a problem with mysterious disappearances.  Their local ranger, Merella, has also vanished.  Three main rumours abound, the nearby ogres, the Umar Hills Witch (he he he), and a pack of dangerous wolves.

2) The Ogres will be north of Lloyd’s cabin.  Their leader, Madulf, denies responsibility.  His own people have been disappearing as well.  While were at, Madulf also wants you to approach Lloyd with a peace and trade deal.

3) Lloyd will agree to hear out Madulf, for which the party gets 27,500xp.

4) Talk to Lloyd again.  Then talk to Madulf again, who gives you the Shield of the Lost +2 (+5% Magic Resistance).

5) Merella’s Cabin is on the west side.  Inside, the party will find a foreboding note from Mazzy Fentan at x460 y380.  At x490 y465 will be 20 Bolts of Lightning.  At x550 y585 will be Merella’s Journal, which hints at a pack of wolves gone strange, and the site of a ruined temple.  The party’s world map is updated.

Temple Ruins
1) Northeast from where the party starts, a werewolf named Anath will curse the party and flee into a cave.

2) Inside the cave, Anath tells how her pack of wolves had been transformed into Shade Wolves by the Shade Lord, who now inhabits what was once the nearby Temple of Amaunator.  She then leaves to attempt vengeance.

3) At the east side of the area is the entrance to the Temple.  Anath will die, but not before telling you that the turning the mirror (x4140 y270) will reflect the light from the crystal so that the Shadows and Shade Wolves can’t approach without dying.

I found it best to send Gildor ahead, turn the mirror on, and then stand by the crystal (x4350 y270).  The rest of the party can then come up to the crystal.

4) The entrance to the temple will be just north of the crystal.

Shadow Temple
1) Go southwest and through the first door you’ll see.  You’ll have to fight two Skeleton Warriors and a few Shade Wolves.  At x1850 y640 you’ll find Amuana’s Bones, a necessary item.

2) Continue northwest, where you’ll have to fight the Shadow Jailor and some of his friends.  He’ll drop the Shadow Prison Key.  Use it to unlock the doors to the northeast.  Inside is Mazzy Fentan, who delivers the scoop.  The way to the Shade Lord is to find a Sun Gem and three parts of a Symbol of Amaunator, which will open the doors to the Shade Lord.  There’s an additional problem, a Shadow Dragon also guards the way to the Shade Lord.

3) At x900 y200 is a Statue of Amanautor.  He’ll ask you questions about the rites of his faith.  You’ll need some clues first, so leave this for now.

4) At x765 y1275 is one third of the Symbol that Mazzy was referring to.  Once you grab it though, the shadows will deepen and Shadow attacks will increase in severity.

5) At x1040 y875 is a page describing the Morning Ritual.  Only two out of three parts of it are described.

6) Go through the door at x1500 y1100.  From there, continue southwest and then east along the bridge.  Some Shadows will ambush you.

7) The party will find a room full of lava.  In the room across, will be a room full of undead led by a Lich (or Bone Golem if the party’s level is lower).  I take a little time to set up the Firestorm Tactic.  Jaheira walks across the lava, waits till the Lich begins casting Time Stop and the rest of the undead are following her.  She then runs back to the party, both so that the undead will follow her into Anomen’s Firestorm and so that the Lich will waste his Time Stop spell with no one in his sight.  Once the undead are finished, Gildor and Anomen walk in and kill the Lich with a double shot of Sunray.  There are a variety of treasures to be found:

x2175 y1515 - 40 Arrows of Ice

x2050 y1350 - 40 Bolts of Lightning, Pearly White Ioun Stone (regenerates 2 Hit Points per minute) Imoen equips this once Throne of Bhaal is installed.

x2250 y1325 (trapped) - 40 Darts of Wounding, Wand of Lightning

x2525 y1250 (trapped) - 40 Bullets +1, Scroll of Wyvern Call, Tome of Amaunator, a page describing two out of three parts of the Noontide Ritual

8) From the lava pit, take the hall that starts further south.  Inside will be Badon’s and Dettseh’s Ghosts.  Your bringing of Amauna’s bones allows their release.  Amuana herself appears and gives you’re the Shadow Dragon Wardstone, which lets you walk past the Shadow Dragon without it noticing you.  The party gets 17,750xp.

At x1950 y1575 the party finds a Scroll of Pierce Magic and 20 Bullets of Fire.

9) From here, continue southwest and then southeast.  In the hall going northeast will be another group of undead led by a Lich.  The same Firestorm Tactic works here as well.

10) As you step through the northeast door, a voice tells you that only the name of the master will see you safely through.  The floor of the room is tiled with a variety of letters.  Walk across the floor so as to spell ‘AMUNTOR’, otherwise you’ll get hit by a Flamestrike spell.  

11) Once across, there will be two northeast doors.  Through the right-hand door is a Shadow that offers to help you against the Shade Lord.  It will betray you once you bring it across the lettered tiles though, so you may as well kill it now.  At x2725 y1675 is another third of the symbol.

12) Through the left-hand door is a Bone Golem.  At x2615 y1625 is an altar that holds:

Scroll of Disintegrate and Protection from Magic Weapons.  At some point before Throne of Bhaal, Gildor will be able to render himself immune to unenchanted weapons.  When he casts Protection from Magic Weapons on top, it will mean total immunity to any and all physical attacks for 4 rounds.  A very useful tool in very intense combats.

Sling +3 ‘Arla’s Dragonbane’

page describing two of three parts of the Dusk Ritual

10 Bullets of Fire

Sun Gem

13) Now that you have all three clues to the Rituals, I have one character (Gildor or Keldorn) go back to the Statue of Amuanator in the north corner of the dungeon.  It will ask you to recite the procedures for the Morning, Noontide, then Dusk rituals.  Figuring out the right answers is a matter of deducation.  For each ritual, you’ll know two parts of it.  For the missing part, consult the other pages to find out what that part does not consist of.  When asked as a multiple choice question, you’ll know that it is the answer not found in the other two pages.  For getting all the answers right, you’ll get 45,500xp.  

The statue then gives you the last part of the Symbol, which is now completely assembled.  For that, you get another 21,250xp.

14) From the south corridor, continue eastwards.  The first door is opened by the Sun Gem.  The next door is opened by the Symbol.  The stairs will become apparent.

The Shadow Dragon

Now comes the fight against the Shadow Dragon.  At this point, it is appropriate to offer some general guidelines for fighting dragons:

1) Prepare your party beforehand; Haste, Stoneskin, Iron Skin, Protection from Evil 10' Radius, etc.  Resist Fear or Remove Fear is especially vital, since a Dragon’s innate ability to cause fear can by and large settle the issue in its favour.  When you can, prepare vulnerable characters or characters with low Hit Points against the Dragon’s breath weapon.

2) Don’t spend all of your preparations at once.  Dragons are fond of Remove Magic.  Have a backup or two ready.  For example, if Gildor’s Stoneskin is removed, keep the Minor Spell Sequencer with Blur and Mirror Image ready to go.

3) Summon as many conjured creatures as you can, to provide alternative targets to the Dragon.

4) Position your party members so that they come at the Dragon from all sides.  This is so that the breath weapon will at most catch only one or two characters.  In this case, the Shadow Dragon has a breath weapon that drains levels from one character, so this isn’t an issue yet.

5) Dragons are fond of protecting themselves with spells like Stoneskin.  Have spells like Breach and Remove Magic on hand, with more to spare.  I don’t recommend using Dispel Magic except as a last resort, or if the party members are disabled by the Dragon’s spells, or if the Dragon is ‘Near Death’, because it will also remove the beneficial enchantments on your own characters.

6) Use Lower Resistance on the Dragon.  This will then allow Imoen or Edwin to pelt the Dragon with a Minor Spell Sequencer that strings two Magic Missiles together and keep on firing after that.

7) If and when Imoen or Edwin get Spell Trigger (in Shadows of Amn, this depends totally on random chance), I like to set up the following Spell Trigger:

Breach - to eliminate the Dragon’s Stoneskin

Lower Resistance

Pierce Magic - Dragons occasionally employ spells like Spell Turning.  Pierce Magic will remove one of these and lower the Dragon’s Magic Resistance even further.

8) Equip anti-Dragon items if and when you have them, especially the Dragon Slayer sword.

9) The Doom spell is certainly helpful once the Magic Resistance has been lowered.

With the Shadow Dragon Wardstone, take the opportunity to make some pre-emptive strikes.  Once the Shadow Dragon dies, it leaves behind:

2 Moonbars

Water Opal

Black Opal

Pearl

Sphene Gem

Scroll of Crom Faeyr, HOLD ON TO THIS ONE!

Shadow Dragon Scales, keep this for Cromwell.

*** TACT ***


One of THE reasons I downloaded the Solaufein Module was it’s promise to deliver smarter and more challenging dragons.  The Shadow Dragon will already have Stoneskin in place.  I first have the fighters make a sufficient number of attacks to remove the Stoneskin.  This then obliges him to cast Protection from Magical Weapons.  It is then that Imoen casts Breach.

In the course of this battle, the Shadow Dragon, after a couple of spells and Wing Buffets, managed to bring Anomen to nearly dead.  It immediately singled him out in an effort to kill him outright.  But .. the party still ganged up on him and whacked him.


I’ll admit to a little disappointment.  But hey … it’s breath weapon wasn’t all that impressive anyway.  I decided it wasn’t until Firkraag that I would wait to render judgement. 

***

To the west is the door leading to the Shade Lord

Shade Lord
As soon as you step through, you’ll have to fight the Shade Lord, Shadow Patrick, and a Shadow Altar.  The Shade Lord has arcane ability, so get on him fast.  Once he and the Altar have been destroyed, the darkness gives way to daylight.  Each party member gets 44,250xp.

Where the Shade Lord once stood, there is now the ranger Merella, who thanks you before dying.  She leaves behind:

King’s Tear

Rogue Stone

4,872gp

Cloak of Stars (create six +5 darts each day)

Loot Shadow Patrick’s body for:

Darkmail +3 (A.C. 2, +20% Fire Resistance)

Halberd +2 ‘Duskblade’ (+2 cold damage).

East of the battle is a way out of the area.

Umar Hills
Come back to Minister Lloyd.  Your reward is 28,000xp, 100gp, Leather Armor +5 ‘The Night’s Gift’ (bonus to stealth skills) and a reputation increase of 1.

Docks District, Cromwell
For 5,000gp, Cromwell will turn the Shadow Dragon Scales into the Shadow Dragon Scale Armor (A.C. 1, +50% Acid Resistance).  Minsc now has the best leather armor in Shadows of Amn.

Firkraag
At the Copper Coronet, you’ll meet Lord Jierdan Firkraag, who hires you to clear his Windspear Hills fiefdom of Ogres and Trolls.

Windspear Hills
1) As soon as you enter the Windspear Hills, a group of assorted monsters will attack you, who themselves call you monsters.  Once you’ve killed them, it turns out that they’re Knights of the Order of the Most Radiant Heart.  It would appear both groups have been deceived by illusions into attacking each other.

Garren Windspear comes by, and reaches the same conclusion.  He’ll also forewarn you that the Temple of Helm will be out for your heads.  Take him up on his offer of hospitality.

2) Once in his cabin, he’ll explain to that it was Firkraag who was resonsible for both his downfall and your situation.  He offers to speak to friends in the Order on your behalf.  Once he does, his daughter Iltha (or son if the protagonist is female) gets teleported away.  Some bandits led by Plath Rededge assault the party.  Once they’re dead, Garren returns and is distraught over the kidnapping of his daughter.  So now the mission is one of rescuing Iltha and finding out what Firkraag’s game is.  In the meantime, your name has been cleared with the Order.

* NOTE * If you ever leave the area before Garren has had a chance to speak to the Order, their Knights will be attacking you.

3) Somewhere roughly in the center of the Windspear Hills area, a group of fighters will slaughter some Gnolls.  Take this time to prepare yourself.  It turns out that they’re a group of Werewolves, who in turn attack you.

4) At x4035 y500 is the Fairy Queen, Vaelasa.  Give her the Acorns from Irenicus’ Dungeon and you’ll get 32,500xp.  When the Dryads are freed, you get another 9,750xp.

5) The entrance to Firkraag’s lair is at x4400 y500.

Firkraag’s Lair, level 1
1) As soon as you enter, a group of Hobgoblins will attack.  You’ll find another group of them to the northeast.

2) From the second group, there will be a Ruhk Transmuter and four Kobold Kamikazes.  If you let the Kamikazes come close enough, they’ll explode into Fireballs.  This was a lesson I learned the hard way the first time I played the game.  I found it best to have Minsc mark the location, and then have Gildor cast Death Spell to eliminate the Kamikazes.  Then it’s just a matter of chopping down the Ruhk Transmuter.  He leaves behind the Ring of Fire Resistance (+40% fire resistance).  I had Anomen equip this ring, more or less by default.

3) After killing the Transmuter, the door to the next level is apparent.  But first, due west will be a group of Ogrillons.

4) South of where the Ogrillons were, will be a group of Vampiric Mists.  One Sunray should suffice for them.  At x800 y1575, you’ll find:

2 Horn Coral Gems

Aquamarine Gem

Amulet of Protection +1

Firkraag’s Lair, level 2

1) As soon as you step in, you’ll come under assault from eight Orc Archers.

2) Go through the next two doors to the southeast.  You’ll find two Stone Golems and an Adamantite Golem.  Adamantite Golems are immune to everything except physical attacks, from which they take only 10% of the damage.  The Adamantite Golem won’t be able to follow through doorways, so retreat back into the previous room.  Jaheira and Imoen can then kill it with the Firetooth and Gesen Bow.  There are three doors; to the northwest, northeast, and southeast.

3) Behind the northwest door are two Orcs, one of whom you can interrogate about Firkraag.

4) Beyond the southeast door will be a Troll Cook, who is soon joined by Hobgoblins.  On the table will be 40 Arrows +2, and 40 Bolts +2.

5) Behind the door to the southwest will be an Otyugh.

6) Come back and go through the door at x2360 y1800.  There will now be doors to the northwest and southeast.  To the southeast will be a large group of Vampires.  The same strategy centered around Gildor continues to work, with the additional element of Gildor unleashing Sunray.

In a trapped chest at x3275 y1750 you’ll find 20 Darts of Wounding, a Scroll of Polymorph Other, and a Sphene Gem.

7) About due south from here will be a room with a Greater Wraith in it.  At x3135 y2625 will be 40 Bullets +2, 20 Darts of Stunning, and a Chapel Key.

8) From the Vampire room, go northwest and through the door.  The party will meet Samia, who requests your assistance on an archaeological dig of King Strohm III’s tomb.  She’ll give you a key to the first door to the northeast.

9) In the tombs, some of the doors cannot be opened and only let loose a fireball.  The key is to look for whether there the ‘fog of war’ parts to any degree behind a door, meaning that there’s open space behind the door and is therefore safe.  The first safe door is at x2675 y1125.  At x2650 y925 you’ll find Scrolls of Wizard Eye and Stone to Flesh.

10) Samia will have warned you that the Tomb is guarded by a creature (Fire Elemental) whose invisibility cannot be penetrated by even the strongest of magics.  The only way to see the Guardian is to assemble the King’s Mask together.  But the pieces are themselves guarded, typically by Efreeti.

My method was to have Minsc temporarily equip both the Ring of Fire Command and the Ring of Fire Resistance.  He then equips the Wave Halberd to kill all the Guardians by himself.

The creatures guarding the mask pieces are behind the following doors; x2550 y950, x2875 y800, x3125 y1200, x3325 y950, x3575 y1300, x3425 y1400, and x3100 y500.  Once all seven pieces are found, the mask is automatically assembled.

11) Minsc then put on the Mask.  The last guardian is behind the door at x3250 y550.  Once he’s dead, the rest of the party comes up.  

12) Go through the northeast door.  At x3375 y150 you’ll find:

Dragon Scale Shield +2 (+25% to fire, cold, and electrical resistance)

Long Sword +2: Dragon Slayer (immune to fear, Detect Invisibility once a day, regenerate one Hit Point every 10 minutes, double damage against Dragons)

13) Prepare for battle now, because once you come back through the northeast door, Samia and her band of villains will confront you.  Her goal all along was profit.  This is another one of those battles  where Jaheira’s Insect Plague prevents the opposition, no matter their abilities, from doing much of anything.  They’ll also leave behind quite a bit of treasure:

Wand of Fear

Studded Leather Armor +2

Potion of Frost Giant Strength

Large Shield +2

Battle Axe +2

Medium Shield +1

Plate Mail +1

14) Come back and enter through the door at x2600 y1300.  Down the hallway will be two Dread Wolves, two Wolfweres, and a Greater Wolfwere.

15) Continue northwest and then southwest.  You’ll come into a room with a well in it.  Two Stone Golems and an Adamantite Golem will charge the party.  Like before, the Adamantite Golem won’t be able to cross the bridge, so kill it from a distance.

Left-click on the well and an Air Elemental will come up.  Once it’s dead, you’ll also notice that you’ve pulled up a Dragon Helm (+25% resistance to fire, cold, and electricity).

16) Continue southwest.  There will be a cave entrance to the northwest and a door to the southwest.

Through the southwest door will be a Greater Wolfwere and a Wolfwere posing as Paladins.  It doesn’t take much to blow their disguise.

At x710 y1700 you’ll find 20 Bolts of Lightning and 40 Arrows of Ice.  At x810 y1625 you’ll find a Scroll of Chaos, 44gp, and 20 Darts of Wounding.

17) Through the southeast door will be another two Wolfweres.

18) Through the southwest door will be a table and a cabinet.  The table has Scrolls of Hold Monsters and Domination, and 40 Bolts of Biting.

The cabinet has:

40 Arrows of Piercing

40 Bullets +2

20 Darts of Wounding

2120gp

Scroll of Hold Undead

Horn of Blasting, not a useful item since it will also affect your party members.

19) Come back to the cave.  You’ll find a Wolfwere, Troll, and Hobgoblin fighting amongst themselves.

20) There’s a secret door at x500 y1000.  Beyond are two Stone Golems and an Adamantite Golem.  If you choose to open the door, you’ll have no choice but to fight the Adamantite Golem on open ground.  Prepare to the max; Stoneskin, Mirror Image, Haste, Armor of Faith, etc.  Even have Imoen or Edwin cast Stoneskin and chip in with the Rod of Smiting.  You should be able to win after this preparation.

At x800 y450 you’ll find:

2 Moonbars

Beljuril Gem, part of a very tiny quest invovling a horn which I never bother with.

Heartseeker Bow +3 (can increases bow’s THAC0 by 7 for 9 seconds)

21) Make your way back to the room with the well.  Continue northwards.  At the end and to the east will be a group of Orogs.

22) Continue through the south door and then the east door.  You’ll have to fight some Orcs, Chieftain Digdag, and Tazok (remember him?).  A rather easy fight by now, especially since they don’t have any mages or priests.  Chieftain Digdag will leave behind the Delver’s Plate +2.  Tazok will leave behind:

Full Plate Mail +1

Two-Handed Sword +2

Sewer Key, hold on to this for now.

At x1950 y675 you’ll find:

Scrolls of Minor Spell Sequencer and Teleport Field

Laeral’s Tear Necklace

2 Rogue Stones

1 King’s Tear

23) Iltha will be at x2365 y690.  She bids you only get to key the to her cell from a mage working for Firkraag.  She warns you against risking yourself against Firkraag.

Firkraag
1) When you make your way downwards, it becomes awesomely apparent that Firkraag is in fact a Red Dragon.  No wonder all his minions proclaimed you wouldn’t stand a chance.  After some long-winded dialogue, he offers you a chance to rescue Iltha from his mage, Conster.  Take him up on the offer for now.  

2) Go back up the stairs.  Conster will be easy once Keldorn uses Dispel Magic.  Grab the key and unlock Iltha’s door.  The party gets 23,750xp.

3) Since everybody is about 16th level or a little less, I feel I’m up to taking on Firkraag.  The general guidelines to killing dragons work here.  One qualification, Imoen or Edwin should definitely cast Protection from Energy on themselves, since they are the most likely to get burnt to a crisp by Firkraag’s breath.  Once he falls, loot his carcass for:

1500gp

Cloak of the Shield

Red Dragon Scales, save these for Cromwell

Holy Avenger +5 ‘Carsomyr’ (Magic Resistance set to 50%, +5 damage to Chaotic Evil creatures, cast Dispel Magic three times a day, each hit effects target with Dispel Magic).  The moment Keldorn has been waiting for.  He equips the Sword, then re-equips his Amulet of Magic Resistance to raise his Magic Resistance to 60%.

*** TACT ***


AWESOME!!!!!!  With simply enough magical preparation, the old Firkraag practically fell over and died at the hands of the party.  Not so here.  The Solaufein Module turns this into a whole new and far more epic battle.  I’ll list the major differences here:

1) The party can no longer prepare at leisure within sight of Firkraag, or else he’ll get the jump  on them in a big way.

2) Even once the party prepares, Firkraag is ready and waiting.  He’ll get in the first blow with a breath weapon attack.

3) According to AD&D rules, dragons can only use their breath weapon once every few rounds.  Once that period has elapsed, Firkraag doesn’t hesitate to use his fiery breath over and over again.  

4) Before, the party could just surround him and hack away.  Now, whenever he feels threatened by two or more melee attackers, he almost invariably blows them back with his Wing Buffet.

5) A glitch in the programming meant that Firkraag’s Remove Magic was cast as by a 1st level mage, making it practically impotent against the prepared party.  The Module repairs this, and the Remove Magic will almost always remove the party’s spell preparations.  A magically unprepared party that tries to take on Firkraag is a fried party.  No pun intended.
6) His Haste becomes much more significant because he’ll only engage in melee combat with one, and at most two, characters.  One on one melee with Firkraag is doomed to failure.

The way Firkraag is now, the chances of chopping down all 184 of his Hit Points are rather slim.  So a rather different strategy is in order.  During Shadows of Amn with the Solaufein Module, I had the feeling that I would need Scrolls of Protection from Fire.  Lucky for me I was right!  I saved them up whenever I could.  Everybody now each has two Scrolls of Protection from Fire, one for before Firkraag casts Remove Magic, and one for after.  Minsc, with his low intelligence score, will have to cast it as a 3rd level spell on himself.  The few spell preparations I make initially are Remove Fear from Anomen, and everybody using Protection from Fire once on him or herself.  Also, bring in as many summoned creatures as you can (Skeleton Warrior, Fire Elemental, Simulacram, etc.) to provide alternative targets.
Imoen will cast Protection from Energy and Globe of Invulnerability on herself.  The Globe will block Remove Magic for her.  This is so Imoen can quickly cast Remove Fear after Firkraag’s Remove Magic, which is important since Dragon Fear can prove quite fatal to the party’s chances.


Now everybody walks up.  You have no choice but to take the first blow from Firkraag’s breath.  Chances are better if you split everybody up into two groups, one that crawls along the left edge of the hall, and the other along the right.  Once Firkraag’s Remove Magic is unleashed, the party members absolutely must get themselves Protected from Fire again.  Afterwards, the party is by and large reduced to making spell enhancements as and when opportunity allows.

Imoen does not bother with Breach, but cuts to the chase with Lower Resistance.  Once that takes effect, Imoen casts Greater Malison while Anomen, Jaheira, and Minsc each cast Doom.  The more which work, the better.  The point to all this is to lower Firkraag’s saving throws as much as you can and thereby make him more vulnerable to at least three key threats: Celestial Fury, the Finger of Death spell, and the Vorpal Silver Sword.  

Despite the simplicity of the strategy, execution is not a walk in the park.  The party is not as juiced up as they would like to be, and still have to contend with fire breathing, claw attacks, wing buffets, and a few other spells in Firkraag’s pocket.  After a few tries, Minsc managed to nail him with the Silver Sword.


I must extend my sincere compliments to Mr. Weimer.  Firkraag had lost his thrill for veteran gamers who simply knew how to prepare.  Under the module, he becomes the truly awesome and daunting adversary he was meant to be.  AND, the party has to work and cross its fingers to get the Holy Avenger and Red Dragon Scale.
Docks District
1) Take the Red Dragon Scales to Cromwell.  For 5,000gp, he’ll convert it into the Red Dragon Scale Armor (A.C. -1, +50%).  Anomen now combines this armor with the Cloak of Protection +2.

*** NOTE *** It is now time to install Throne of Bhaal, just remember not to remove either the Cloak +2 or the Red Dragon armor.

Scribing Scrolls
Since I first emerged from the Underdark, I’ve been saving up scrolls and stockpiling them in a chest in the Planar Sphere.  Now that Throne of Bhaal has removed the experience point cap from the game and enabled erasing of spells from the spellbook, it’s now time to scribe those scrolls over and over again and reap the experience.  I could do it with the whole party intact, but I actually have something deeper in mind.

When a Druid advances to the 15th level, she gains the following benefits; greatly increased number of 6th and 7th level spells, and complete immunity to poison.  In levels thereafter, resistances to the elements (fire, electricitiy, etc.) start to pile up.  Problem is, for Jaheira this involves going from 1,500,000xp to 3,000,000xp as a multi-class character.  In Throne of Bhaal, she can get by without attaining 15th level as a Druid.  At the same time, it would sure be nice if she could get all those benefits for much of Throne of Bhaal.

Along the road, there’s a few tricks I play to get her there.  This is the first one.  I kick everybody out of the party besides Gildor and Jaheira by using the Reform Party option from the Record Screen.  Gildor’s Intelligence of 19 means a 95% success rate of scribing scrolls and no limit on the number of spells he can inscribe.  All the experience he gets from inscribing the scrolls is divided only between himself and Jaheira.  Jaheira’s experience points went from 1,285,954 to 1,394,304.  At least a significant amount of the ground has been covered.

*** TACT ***


Under the Module, she ended up at around 1,650,000xp.

Illithid Underneath Athkatla
Temple District, Sewers
1) In the Sewers, at x1875 y425, is a secret door that can only be opened by the Sewer Key that you looted from Tazok.

2) Further east along the tunnel, a pyshic force will briefly stun party members.  At the end of the tunnel is the stairs down.

Illithid Compound
1) West from the room you start in will be one Mind Flayer, an Umber Hulk, and several enthralled adventurers.  The ‘drawing out’ and/or cloud spells will suffice for the adventurers.  

2) Further west will be more Ulitharids, Mind Flayers, and Umber Hulks.

3) The room to the northwest will have the same bunch of monsters, plus an Alhoon (Mind Flayer lich).  It will cast Mirror Image and Stoneskin on itself, so react accordingly.  

*** TACT ***


It will now cast Protection from Magical Weapons on itself.  It can also go invisible, without being affected by True Seeing.  Nonetheless, Keldron’s Dispel Magic still gets the job done.

4) In the center of the room, you’ll find;

a note describing the Mind Flayers’ plans

Wand of Wonder, totally unpredictable and of no use to a serious adventuring party

Hammer of Thunderbolts +3, the final piece of the Crom Faeyr hammer.

Docks District
1) Come back to Cromwell.  For 10,000gp, the Hammer of Thunderbolts, the Crom Faeyr scroll, the Girdle of Frost Giant Stength, and the Gauntlets of Ogre, he puts together Crom Faeyr (+5 THAC0, sets wielders’ Strength to 25, instantly kills Trolls, Clay Golems, Stone Golems, and Ettins).  Anomen is now set for the whole game.

Twisted Rune
1) In the Bridge District, there will be a door at x1800 y3350.  It will be both trapped and locked.  To pass through it, you need a Rogue Stone.

2) On the other side, is the membership of the Twisted Rune.  If any battle in BG2 ever resembled a game of chess, I would say that it is this one.  At the southwest corner will be a Lich named Shangalar.  Against the west wall will be a Beholder named Vaxall and a fighter named Revanek.  At the north end is a high level mage named Layene.  At the southeast corner is a vampire named Shyressa.  I’ve seen a variety of strategies on the Internet.  I’ll describe mine, which doesn’t involve using a Control Circlet on Shangalar.

Gildor readies himself with Stoneskin.  Jaheira readies herself with Iron Skins and Protection from Fire.  Keldorn activates True Seeing.  

Gildor heads into the southeast corner, both to take out Shyressa and to encourage Layene to aim her Meteor Swarm harmlessly at him.  Jaheira equips the Shield of Balduran +3 and heads straight to Vaxall.  Vaxall won’t necessarily aim his rays at Jaheira, but once she strikes enough times he will give his attention to her.  Layene may also aim Meteor Swarm at Jaheira, which was the reason for Protection From Fire.  Anomen casts Sunray as soon as Shangalar appears in the southwest corner.  The rest of the party tries to take down Shangalar first and foremost.  Imoen will use any spell she can to rip down his defenses, while Keldorn should certainly lend a helping hand.  Once Shangalar and Vaxall are dead, victory SHOULD be well in hand.

*** TACT ***


This fight has also been jacked up considerably.  I won’t mention some of the minor details.  There are three major differences that you need to be aware of:

1) Like Kangaxx, Shangalar cannot be cheaped out by a double shot of Sunray.

2) He is now primed up with a Chain Contigency that will unleash two Abi-Dalzim’s Horrid Wilting, and Remove Magic if you simply think “attack Shangalar”.  

3) Layene now puts her Staff of the Magi to use, casting spells, promptly going invisible, and then going to work again.

Like Kangaxx, I felt the need to put this off until later.  Also like Kangaxx, a different strategy

was in order.  I summoned an Elemental Prince, a Skeleton Warrior, a Simulacram of Gildor, and an Astral Deva (available to me by then).  I leave them in the room where the party first entered the Twisted Rune.  I then cast Haste on the party.  Anomen Improved Hastes himself with his Bracers of Blinding Strike.  Once combat starts, everybody but the summoned creatures bolts towards the other side of the room.  Both Shangalar and Layene now appear in the room in the southwest corner.  This is the whole point behind leaving the summoned creatures here, and racing to the other side of the room.  All the summoned creatures have considerable resistance to magic spells.  With a little fortune, they’ll oblige Shangalar and Layene to expend the better spells in their repertoire and keep them occupied for some time.  Anomen will kill Vaxall with his Shield of Balduran and Crom Faeyr.  Gildor will take down Shyressa.  The rest of the party gangs up on Revanek.  Once they’re gone, it becomes the standard formula against mages (dispelling magics and then attack) against Shangalar and Layene.

*****   

Layene leaves behind the Staff of the Magi (+5 for determining what it can hit, Dispel Magic on target each time it hits, Fireball-Lightning combination three times a day at a range of 150 feet, casts Spell Trap once a day which lasts 8 hours, A.C. +2, Saving Throws +2, Protection from Evil, Immune to Charm, Invisibility).  By far the best staff in the whole game, Throne of Bhaal included.  For Imoen, it makes her trap detection easier.  She can now search for traps while hidden, she need click on her staff only once or twice.  It also provides a great defensive resource.  Many, but not all monsters, will be dumbfounded when they attack her but then find her simply vanishing at will.

In fact, the Robe of Vecna and the Staff of the Magi combined form an extremely potent combination.  Imoen can simply cast nearly any spell with a Speed Factor of 1 or 2, pause the game, click on her bow, then on her Staff, disappear, and go to work again with another quickly cast spell, and so on and so on.

3) Vaxall leaves behind a Beholder Eye.  With it, left-click on the cauldron in the northeast corner.

4) In the northwest corner is a machine that will now be active.  Left-click on it to leave the room.

*** NOTE *** At this point, the end is near.  The party has most of the finest items to be found in the game.  We’re now at the phase of the game where the party squeezes Shadows of Amn for all the treasure and experience points (the experience point cap has been removed) that it’s worth before moving on to Throne of Bhaal.

The Slavers Quest
Copper Coronet
1) At x1800 y9500 will be Amalas.  You could pick a fight with him and win for 9,500xp and 1,800gp.  Jaheira will think less of you.  If Minsc is in the party and you try to back out, Amalas will insult and then it’s Minsc who picks a fight.

2) Near the bar, talk to the owner, Lehtinan.  Inquire about the other pleasures of the Copper Coronet and then he’ll give you permission to go to the back room.

3) Travel up the stairs.  Then go southeast through the door at x1040 y875.  Continue northeast through the next two sets of doors.  You’ll have to fight two Copper Coronet Guards and two wizards.

4) Hendak, a slave, will be at x2695 y515.  He’ll ask you to get the key to the slaves’ cells from the nearby Beastmaster.  

*** EVIL NOTE *** It is also possible to rat out Hendak to Lehtinan for a reward from Lehtinan.  I’ve never tried this either way, since as the good party or the evil party I felt I needed to increase my reputation instead of decrease it.

5) Continue through the door at x2725 y875.  In the large room will be a Winter Wolf.

6) Continue south and then take the hallway leading southeast.  You’ll find the Beastmaster and his pet cat, Tabitha.  He’ll open all the doors along the hallway, from which will come two Mutated Gibberlings, a Panther, a Brown Bear, a Grizzly Bear, a Leopard, and a Minotaur.  Loot the Beastmaster’s body for:

Scroll of Stone to Flesh

Tuigan Bow +1 (3 shots per round)

Beastmaster’s Key

7) Bring the key back to Hendak and free him.  The party gets 7,500xp.  Along with Hendak, fight your way throught the Guards in Lehtinan’s general direction.

8) Hendak will challenge to Lehtinan and is scripted to win one on one.  When he does, the party gets 48,750xp.  Loot Lehtinan’s body for:

Scrolls of Summon Nishruu and Death Fog

3 Emeralds

Diamond

Water Opal 

1,287gp

Hendak will tell you that there are more slavers in a nearby compound who have children in their captivity.  He’ll tell you that it may be easier to get at them through the sewers that run underneath their compound.  There’s a secret door at x2175 y875 which leads to the sewers.

Sewers
1) Southeast down the passageway will be a Hobgoblin war party.  

2) Through the southwest passage will be a room with an Otyugh, Ochre Jelly, and a Mustard Jelly.  In the middle of the room is a sewer grate.  Left-click on it to pull a Hand out of the grate, for which the lead character gets 10 points of damage.  The hand, along with a few other items, are part of a puzzle.

3) Continue southeast from where you fought the Hobgoblins.  At x1640 y850 you’ll find a Lover’s Ring.

4) From there, continue northeast.  Up the stairs, a Minotaur named Andorian will be fighting with a Myconid King and two Myconids.  Be sure to get a hit or two on Andorian to get experience points for his death.

5) From here, continue southwest till you hit a wall.  Then continue southeast.  On the narrow walkway that crosses the water, there will be a trap at x1675 y1850.  

6) Southwest from here will be a Carrion Crawler.  Northeast from here will be a Kobold war party.  Get the Shaman’s Staff from the Kobold Shaman.

7) Continue southeast and then southwest.  There will be a trap at x1925 y2400.

8) Continue southeast and you’ll find Quallo along with his Carrion Crawler friend.  Kill the Crawler and get the Friend’s Blood.  If you press Quallo, he’ll give you the clues about which order the quest items are to be used to obtain the sword.

9) Make your way to the door at x2675 y1900.  Inside you’ll find four pipes.  Left-click on each one the first time, and a voice hints which item that pipe requires.  As Quallo’s clues reveal, it’s not just putting the right items in the right pipe.  They must be done in the proper order, which is:

1st, Hand - 3rd pipe from left

2nd, Ring - 1st pipe from left

3rd, Blood - 2nd pipe from left

4th, Staff - 4th pipe from left

Your reward is 18,000xp and the Two-Handed Sword +3 ‘Lilarcor’ (immune to charm and confusion).  The drawback to the sword are the constant dumb remarks the sword makes.  The good party sold it right away.  HaerDalis’ used it till we could find the Soul Reaver.

10) The stairs up are x2875 y2525.

Slaver Compound
1) Upon emerging from the stairs, you’ll have to fight a whole bunch of slavers led by Captain Haegan.  Be mindful that there is a trap at x1660 y1280.  Some of the guards will carry Composite Long Bows +1.  Loot Captain Haegan for:

2 Potions of Extra Healing

Potion of Frost Giant Strength

Studded Leather Armor +2

Haegan’s Key, which opens the doors to free the children.

At x1800 y1340 will be a variety of gems.  At x1475 y1350 will be 20 Arrows of Fire.

2) Through the northeast door will be two Trolls.  After you kill them, give the girl a little gold to make good her escape.  The party gets 3,500xp and a reputation increase of 1.

3) Take the stairs leading northwest.  Along the hallway will be two doors on either side.  Free the child from each room and get x2,500xp.

4) There will be a trap at x1300 y775.

5) In the room beyond, at x1300 y525, you’ll find a Scroll of Shield.  At x1025 y650 you’ll find an Oil of Speed.

6) In the northeast room will be a couple of Yuan-ti.  At x1675 y275 will be 14gp and a Scroll of Protection from Evil.

At x1725 y300 will be:

312gp

2 Arrows +1

1 Potion of Extra Healing

Scroll of Shocking Grasp

7) In the room to the southwest will be two Slaver Guards and two Slaver Wizards.  A Cloudkill spell should take care of them.  Among the bodies you’ll find a Cloak of Protection +1.

In a trapped chest you’ll find:

Scrolls of Sleep, Chilling Touch, and Dire Charm
Gold Ring

Bloodstone Amulet

1 Acid Arrow

In a trapped cabinet at x950 y725 you’ll find:

4 Darts +1

 Wand of Fear

8) There’s a trap at x575 y1200.

9) Continue southeast.  At x1250 y1675 is a trapped bookcase, which has nothing.

10) In the nearby barrel is 101gp and a Scroll of Lightning Bolt.  The exit will be nearby.

11) Come back to Hendak in the Copper Coronet for a reward of 38,000xp each character, Plate Mail, 3,900gp, Bastard Sword +1 - +3 vs. Shapeshifters, and a reputation increase of 1.

Bernard will now sell some items which he previously didn’t.  None of them seemed all that great to me.  I tried the Azuredge axe, it doesn’t perform as stated for some reason.

Mae’Var Guildhall Quest
For the evil party, this is the very first quest that the party does, for the sake of obtaining the Thief Stronghold.

Docks District
1) Though you can get to Raenal Bloodscalp through the lower levels of the Shadow Thieves Guildhall, there’s actually a door that leads almost straight to him at x975 1175.

2) Raenal wants you to investigate a Shadow Thief leader named Mae’Var for him.  He gives you papers to present to Gorch which will allow an audience with Mae’Var.

3) Once you present the papers to Gorch, the door behind him opens.  Behind the door is a set of stairs going down.  

4) There will be a door at x575 y600.  Behind the door will Mae’Var.  To prove your loyalty he starts you off with a petty theft.

For the good party, it’s the theft of an Amulet of Talos from Mistress Ada in the Temple of Talos.  It will be in a chest in the southwest room of the Temple.

For the evil party, its to steal a Statuette of Lathander from the Temple of Lathander.  The safe will be in the southeast room.

In either case, the task is much easier to perform at night time when fewer people are around and tend to be sleeping.  For the theft, the party gets 20,000xp.

5) Come back to Mae’Var with the trophy.  The reward is another 29,500xp.  He tells you to see Edwin on the third floor of the Guild.

6) Up another flight of stairs.  On the way to the second floor, there will be a Scroll of Minor Globe of Invulnerability at x650 y500.  The stairs to the next level is at x1100 y450.

7) There will be a Pearl Necklace at x275 y475.

8) In the northeast room, there will be a series of locked safes along the northwest wall.  None of them are trapped, and yield varying amounts of gold.

The safes along the northeast wall are both locked and trapped.  From left to right, they yield:

100gp, Emerald

Potion of Perception

Rogue Stone

Fire Agate, Lynx Eye Gem

Studded Leather Armor +1

Short Sword +2

In the northeast corner is the stairs to the next level.

9) Edwin will be waiting for you.  He wants you to assassinate a Cowled Wizard named Rayic Gethras, whose home is north of the Galvarey Estate.

There will be a Bastard Sword +1 at x1075 y425.  In a cabinet in the southwest room is a Spear +1.

10) On the first floor of Rayic Gethras’ Room will be several Mephits.  In the cabinet will be a Scroll of Clairvoyance and a Cursed Scroll of Weakness.

11) On the second floor will be two Stone Golems.  For the evil party, the Golems can be overwhelming early on.  I had Minsc (still in the party at the time) prepare to the max with Armor of Faith, Potion of Giant Strength, and an Oil of Speed.  The stairs up will be in the southeast corner.

12) Next floor up is Rayic Gethras.  Very easy for the good party by now.  Challenging for the evil party.  I had Viconia cast Protection from Evil 10' Radius beforehand simply to raise saving throws against his first few spells.  Silence 10' Radius can also help.

13) Come back to Edwin with the news and you get 20,000xp.  His next task is to steal documents from Marcus in the Sea Bounty Tavern.  The evil party snapped his neck.  Imoen pickpocketed him.

14) Come back to Edwin and get 10,000xp.  He’ll then tell you that Mae’Var has another task for you.

15) Mae’Var wants you to kill a traitor named Embarl, and the dagger as proof.  As a good party, you can elect just to talk Embarl into giving up the dagger.  The evil party will have no such qualms.

16) Come back to Mae’Var with the dagger for 18,750xp.  He then suggests tallking to Edwin again.

17) Edwin then reveals his awareness of your subterfuge.  He tells you that Mae’Var is negotiating an alliance with the Night Knives from Westgate.  The proof is in Mae’Var’s strongbox on the floor below, for which Edwin gives you the key.  He then offers to join, the acceptance of which depends on the party’s alignment.

18) The strongbox will be on the second floor at x500 y300.  Inside are Mae’Var’s Documents and Boots of Stealth.  Once a Ranger’s or Thief’s stealth skills are good enough, there’s no point to wearing these.

19) Bring them back to Mae’Var for 48,250xp.  He now wants you to kill Mae’Var for him.

20) When you first step inside the guild, you’ll come under a massive thief ambush.  Use True Seeing if you’ve got it.

21) Now it’s Mae’Var’s turn on the floor below.  A cloud spell or two should suffice.  Mae’Var will leave behind Shadow Armor +3 (A.C. 4, +15% Hide in Shadows).

*** SOL *** Mae’Var casts spells now, but cloud-like spells still get the job done.

22) Come back to Raenal for 45,500xp each character and the Short Sword of Backstabbing +3.

Stronghold Quests
1) Tithian gets the Mae’Var Guildhall has his stronghold.  He has an underling named Jariel who oversees the day to day activities of the thieves.  The thieves, at your direction, can undertake thieving activities with varying degrees of risk.  Then of course, you must also pay a weekly due to Raenal.  Raenal’s due will vary from 300 to 1000gp.  The thieves typically bring in 800 to 1000gp.  I found it best to just leave the thieves with low risk activities.  The net result is a small but steady profit.

2) Another underling named Lathan will also be near Jariel to give Tithian the scoop on matters that require his personal attention.  The first is a proposal by a thief named Ama.  She wants your help against a City Gaurd whose demands are getting out hand.  She tells you to meet her at Waukeen’s Promenade.  If you rescue the prisoner from one of the cages near where Mae’Var had been, he’ll warn you that treachery is afoot.  Sure enough, she’s a Night Knife and an ambush is sprung once you show up at Waukeen’s Promenade.  Even early on, this is not a difficult fight, the only caution being to watch out for backstabs.

3) Lastly, one of Kretor’s crew is siphoning off from your funds.  Your choices are to get rid of Kretor, select a member of his crew to kill, or dock their pay.  I found it easiest to just dock their pay.  Kretor’s crew solves the problem internally by killing the guilty thief.

Yoshimo’s Heart
1) Bring Yoshimo’s Heart to a Temple of Ilmater.  The party gets 200,000xp.  Definitely an upside to having Yoshimo betray you.

Lathander’s Ring
1) In the Temple of Helm, Gaurdian Telwyn requests your help one more time.  He bids you to go see Dawnbringer Sain in the Temple of Lathander.

2) Sain tells you that worshippers of Talos have hired thieves to steal a sacred artifact, the Dawn Ring, from the Temple of Lathander.  He wants you to get the Ring back before it falls into the hands of the Talossans.  The thieves can be found at night in the slums.

3) During night in the slum districts, you’ll find Travin at x1525 y765.  He’s easily intimidated into revealing the location of the ring free of charge.

4) Its within Borinall’s House.  There’s no avoiding a fight here, which is easy anyway.

5) Bring the ring back to Sain for 16,250xp and 1,000gp.

The Fallen Paladins
1) See Sir Ryan Trawl in the Order of the Most Radiant Heart, the Temple District.  Some former Paladins have reduced themselves to petty thugs, led by Anarg.  He wants you to investigate them.

They operate out of the Bridge District.

2) While were in the Order, go see Prelate Wessalen in the northwest section.  He’ll agree to your request for assistance against Bodhi.

3) In the northeast section of the Bridge District, the Fallen Paladins will cut down a rival group of smugglers.  One of their leaders, Reynald de Chatillon, inquires about you working for them.  As a sign of good faith, he’ll want you to retrieve Anarg’s Cup from the Order. 

4) Trawl will lend you the cup when you convince him it’s necessary to complete your mission.

5) Come back to the same spot.  Anarg will come out.  If Keldorn is in the party, a fight ensues immediately.  In any case, Anarg won’t trust the party.  A fight ensues, the scales of which are tipped by spells like Slow, Chaos, Lightning Bolt, etc.

Anarg will leave behind a Halberd +1, and a Potion of Invulnerability.

6) Come back to Ryan Trawl for your reward of +1 to reputation, 17,500xp each character, and the Gloves of Healing ( heals 10 Hit Points and Cure Poison once a day).  I had Minsc wear these by default.  Not a big deal, but may as well while it’s there.

Limited Wish Quests
1) One of the available ‘one time’ wishes is for experience.  The Genie’s response is to bring in two Juggernaut Golems and an Adamantite Golem for you to fight.  Make sure you’re prepared for it.

2) Another option is for an ‘adventure unlike any that I have ever experienced before.’  The result is that you notice a note, where a Captain Dennis residing at Delosar’s Inn demands restitution from somebody named Vittorio.

3) As you approach Delosar’s Inn in the Bridge District, Vittorio will come up and request your help in collecting money owed to him by Captain Dennis.

4) Once inside, it becomes apparent that Vittorio hasn’t exactly come with his hands clean either.  Captain Dennis wants his gong back, and will hold Vittorio hostage in the meantime.  Vittorio tells you he sold it to a fence named Roger, who holds shop somewhere in the Sewers of the Temple District.

5) You’ll find Roger at the south end of the Sewers.  He himself sold it elsewhere.  Before he’ll tell you the details, he wants you to kill a Sea Troll that’s been bothering him.  

6) The troll will be in the southwest corner of the Sewers.  On the way there, you’ll also run into a Beholder and two Gauths.  I had Jaheira cast Iron Skins, and equip the Shield of Balduran.  That way, she can safely absorb the Troll’s attacks and take care of the Beholders at the same time.

7) Once the Troll is dead, Roger will tell you that he sold it to a Troll shaman named Grae.  She lives near a troll mound outside of Trademeet.

8) Go to the Druid Grove and then straight west.  Grae will be just east of the Troll Mound.  Bring her ‘Near Death’ without killing her.  She’ll tell you that she sold it to an Ogre Mage in the northeast corner of the Grove.

9) Make your way to the bridge that leads to Adratha’s Cottage.  Just at the east end of the bridge, you’ll be able to climb down towards the east.  You’ll find that entrance to the Ogre Mage’s Tower at x4800 y1275.  You can either kill him for the gong, or trade him a Wand of Frost for it and 12,500xp.  

10) Bring the Gong back to Captain Dennis for 1,500gp, 16,500xp each character, and the Boomerang Dagger +2 (like Firetooth, but not nearly as good).

The Forests
North Forest
1) At the north end of this forest, you’ll have to fight a couple of Djinnis.  In a nearby tombstone, you’ll find:

variety of minor gems

Scroll of Death Spell

2) At approximately x900 y1200, you’ll find an evil band comprised of a Mage, Priest of Cyric, Mist Mephit, Orog Mercenary, Deurgar Dwarf, and an Archer.  Among the booty you’ll find:

Wand of Paralyzation

Robe of Cold Resistance

Full Plate Mail +1

Mace +1

*** TACT ***


This fight has been jacked up.  It is however open to you to advance enough levels to acquire heavy duty cloud type spells such as Firestorm and Icendiary Cloud, and roast them alive.

Small Teeth Pass
This area doesn’t really offer anything other than to offer a random assortment of low to mid level monsters to do battle with.

*** TACT ***


Now you get ambushed by a Dragon right away.  I’ll admit, this may be the first time I’ve been stumped by the Tactics mode.  I’ve tried having everybody drink Potions of Invisibility to try and get away and prepare.  Didn’t work because the Dragon can see past it.  Incidentally, there’s another one at the south end.  The only thing I can think of is using the appropriate protection scrolls (which last 12 hours) and then coming to the Small Teeth Pass through an 8-hour trip.  However, I want to save those scrolls for other dragons.  I ended up writing this one off.

Forest of Tethir
Like the Small Teeth Pass, the party will often bump into random groups of monsters.

1) The way to access the rest of the area is to go west underneath the central log, and then start going west at the point of x2200 y1600.  The party will then be on the log that allows entry to the other areas of the forest.

2) Go south and then east.  At x4500 y1950, you’ll find a doorway.  Once inside the cave, check out the pool for:

10 Bullets +2

10 Darts of Wounding

Mana Bow +4 (+20% resistance against magical damage), Minsc’s bow for the rest of the game.

3) Come back to the main log, and continue northwards.  At x2200 y1950, the party will find members of a Wyvern Cult alongside a Greater Wyvern and a Baby Wyvern.  If the party can nail the mage early, the rest of the battle will be very easy.

4) Further north along the log, turn west at x1550 y1200.  The party will run into Coran.  He wants you to rescue his love, Safana, from evil creatures just to the east.

Inside Coran’s cabin, the party will be assaulted by a variety of Mists.  Cast Limited Wish beforehand, and select ‘protected from undead’ so that the whole party is protected from level drain.

Sunray will win the battle easily.  At x475 y160 you’ll find 3 Potions of Extra Healing.  At x110 y 360, you’ll find 20 Bullets +2 and 10 Bullets +1.  There are also three trapped chests along the north wall:

1 - 10 Arrows +2, 3 Arrows of Biting, 2 Arrows of Piercing, Long Bow +1

2 - 20 Bolts +2, 10 Bolts +1, Large Shield +1

3 - 3 Potions of Extra Healing, Wand of Lightning, Chain Mail +2

5) Where the map is marked ‘Werewolf Camp’, you’ll find Coran, a Wolfwere pack led by Lanfear, and their captive, Safana.  Prepare yourself beforehand.  Lanfear will kill Safana and then have the pack attack the party.

Mencar
1) On the second floor of the Den of Seven Dales, in Waukeen’s Promenade, you’ll find a rather belligerent Dwarf named Mencar Pebblecrusher.  His companions include a fighter named Smaeluv Orcslicer, a mage named Sorcerous Amon, and a thief named Brennan Risling.  By now an easy fight, but certainly too much for a starting party.  Among the more notable treasures will be:

Cursed Two-Handed Berserking Sword +3, who wants to use this when there’s so much better out there?

Cloak of Non-Detection, rather a useless item since it’s easily overcome by True Seeing.

Ring of Invisibility, I already have the Ring of Air Command, so why bother?



It can however be used to upgrade a great dagger for Tithian in Throne of Bhaal..
Bodhi
Once everything the game has to offer has been taken care of, it’s time to move towards the climax.  

Graveyard District
1) Once you enter the Graveyard District for the first time in Chapter 6, Bodhi will greet you.  She steals away with your romantic partner.  You’ll also get ambushed by several Vampires.  There’s no chance to protect against level drain beforehand.  All you can do is let loose with Sunray and cross your fingers.  

Be sure to pick up the equipment left behind by your partner.  If you leave it on the ground and rest enough times, it will disappear permanently.

2) The most convenient doorway in pursuit of Bodhi is at x600 y950.

Lower Tombs
1) As soon as you enter, you’ll find a group of Paladins led by Eric van Straaten.  Once the initial skirmish is over, only Eric will continue on with the party.

2) Continue northeast along the tunnel, where you’ll have to fight more Vampires.  Two of them will be named Valen and Del.

3) Continue west into the coffin room.  You can stake the coffins again for 9,000xp.

4) From their, continue north.  You’ll have to fight another bunch of Vampires, one of them named Salia.  Drizzt and friends show up and help out.  Once the battle is done, only Drizzt will continue on.  With one of the holy waters you received from Elhan, l-click on the pool of blood.  It will help weaken Bodhi.  

5) From here, continue east.  You’ll find a lot more Vampires, including Hareishan and Tanova.  Arkanis and his Shadow Thieves will arrive on the scene.  Only Arkanis will remain.

6) Continue along the hallway leading east.  The room with spikes will have a lot of Vampiric Mists.  I send Gildor alone.  From the pool of blood in the middle, he finds the Gauntlets of Weapon Expertise (+1 THAC0, +2 damage).  He’ll equip them once he finds the Bladesinger Chain and no longer needs the Bracers of Defence.

7) Just north of where the hallway started east will be a door.  It will open only when you have killed all the vampires that have a specific name.

8) Once you climb down the stairs, Eric van Straaten, Drizzt, and Arkanis will join you.  There are two traps along the hallway leading east.

9) Through the doorway is the battle with Bodhi.  She’ll also have several Vampires and Grim Warders with her.  Prepare for this battle, including the Limited Wish option that protects the whole party against level drain.  A double shot of Sunray should kill most of her helpers and bring her ‘Near Death.’  Be sure to kill her quickly, lest she regenerate.  Imoen typically walks around pouring Holy Water into the various blood pools to weaken Bodhi further.  The party gets 91,000xp for killing her.  Upon her defeat, the party also gets the Rhynn Lanthorn that Elhan wants, and Bodhi’s Heart.

*** TACT *** 

This battle requires a well-thought out strategy, which I will describe step-by-step.

1) Gildor creates a Simulacram of himself with his Vhailor’s Helm.

2) He is then prepared with Stoneskin (physical attacks), Chaotic Commands (blocks Domination), Remove Fear (Vampire Fear), and Spell Immunity: Conjuration (to absorb Bohdi’s Bat Cloud and Buried Alive).

3) Haste is then cast upon the party.

4) Gildor, along with his Simulacram, Eric, Arkanis, and Drizzt, steps forward to meet Bodhi. The rest of the party stays out of sight down the hall.

5) Once battle starts, both he and his Simulacram unleash Sunray.  This won’t do anything to Bodhi and her bunch of Grimwarder Archers, but it should take of the other Vampires, and that is progress.

6) He then uses Holy Water on the central pool, to weaken Bodhi considerably.

7) The rest of the party then brings up the cavalry just as Gildor casts Limited Wish to select the ‘Protection from Undead’ option.

8) As soon as Imoen steps into the room, she casts Time Stop.  She then follows up with Abi-Dalzim’s Horrid Wilting, Chain Lightning, and whatever else she can think of to eliminate the Grimward Archers.  
9) This should leave Bodhi by herself.  It now turns into trying to kill her as quickly as you can before the negative plane protection effect wears off, or before someone falls victim to Bodhi’s 5 level draining attacks.  Bear in mind that she has a ‘second life’, so you’ve got to do the job twice.

If Bodhi has stolen a lover, she (or he) will have been partially turned towards vampirism and also attack the party.  You’ll need to pick up her (or his) body if you wish to revive the person.

10) In the room to the northeast will be Bodhi’s coffin.  Stake her to kill her permanently.  Each party member gets 55,000xp.  In the treasure chest below, you’ll find Scrolls of Abi-Dalzim’s Horrid Wilting and Symbol: Fear, and a Short Sword +4 ‘Cut Throat’.

Reviving Your Lover
1) You could of course pick up various clues from the room to the northwest.  I’ll provide the short hand solution.  Make sure you have your lover’s body and Bodhi’s Heart with you before leaving.  

2) Go to the Shadow Temple Ruins.  Place both the Heart and the body in the altar at x2620 y1625.  I welcome Jaheira back to the party.

Elhan
Now that everything has been taken care of, it’s finally time to conclude Chapter 6.  Bring the Rhynn Lanthorn back to Elhan.  Each party member gets 74,500xp.  Everyone now shows up at  a tree in the Forest of Tethir.  Elhan uses the Rhynn Lanthorn to open up a doorway to Suldanessellar.  Follow him.

CHAPTER 7

Suldanessellar
1) Upon entry, Elhan tells you a number of things.  The most important is that you need to make your way to the house of the priestess Demin, since she may know how to reach Irenicus.  

2) First though, since it’s so close by, I make my way to the House of the Horn.  Inside will be two Stone Golems, and one Clay Golem.  At x630 y250 will be:

Cloak of Elvenkind (+50% Hide in Shadows), by the time you get this, the hiding skills of the ranger or thief should be over 100, so why bother?

At x675 y275 will be:

20 each Darts of Wounding and Darts +1

Stone Horn, this is one of two pieces needed to open a doorway to Irenicus.

3) Come back to where you met Elhan.  Continue westwards.  There will be an Iron Golem, with a  mix of Stone Golems and/or Clay Golems to help him.  My strategy is now slightly adjusted.  Everybody gangs up on the Iron Golem.  Anomen, with Crom Faeyr, knocks off the other Golems one by one.

4) South of the Golems will be a group of Trolls battling with Elves.

5) Make your way into the Priest’s House.  At x200 y250 will be an Elven Stone which gives you a clue for the House of the Talisman, and a Scroll of Time Stop.  Now Gildor scribes this scroll.  Imoen can make devastating use of this spell by taking the time to get off three more spells without interruption.  When Gildor is able to cast 9th level spells, he can use Time Stop in a different yet equally deadly way.  He can use the free time to kill off as many monsters as he can, a tactic which is enhanced by his Boots of Speed which allows him to move quickly from monster to monster.

6) Make your way into the House of the Talisman.  At x400 y200 will be a scroll of Meteor Swarm.  At x675 y325 is a container.  Before it will open though, you must provide answers in the correct sequence.  Otherwise, it will shoot a Melf’s Acid Arrow and remain closed.  The correct sequence is; Corellan Lotharian, Rillifane, Water, Tree of Life, and Suldanessellar.  You now get the Talisman, an item you’ll need to reach Irenicus.

7) Straight west will be three Skeletons Warriors.

8) Northwest from here will be a Nabassu and Ramilat, a Drow Fighter/Mage.  It is recommended that you step forward so as to bring only the Nabassu into view.  Keldorn can use his Ring of the Ram and Anomen casts Bolt of Glory, neither of which is affected by Magic Resistance.  Imoen will cast Lower Resistance at it, so that other magical attacks will work.

Once it’s dead, I have Gildor set up Spell Immunity: Conjuration and Spell Shield.  He meets Ramilat head on while everybody else fires missiles.  If you have to, Keldorn can safely use Dispel Magic.  This is one of my points behind using Spell Shield.  His own protections remain in place even if a party member has to use Dispel Magic.

9) Go inside of Demin’s house.  You’ll have to fight three Rakshasa led by Adsaan.  The key point to remember with Rakshasa is that they’re immune to any spells 7th level or below.  Now Abi-Dalzim’s Horrid Wilting will work wonders.  Spread your fighters out to stay on top of each one so as to interrupt their own spellcasting.  

Adsaan will leave behind the Girdle of Stone Giant Strength.  Keldorn now equips it.

***** Holy Avenger + Girdle of Stone Giant Strength = Keldorn on a rampage *****

On the table will be 80 Arrows +1, 40 Bullets +2, 40 Darts of Stunning, and 40 Arrows of Biting.

Once you’ve finished off the Rakshasa, speak to Demin.  She’ll give you a shorthand history of Bodhi and Irenicus, and how to reach Irenicus.  You need to obtain a Moonblade, Talisman, and Goblet of Life.  I already have the Talisman.

10) Make your way towards the Harpist’s House.  You’ll have to fight an Iron Golem, Stone Golem, and two Sand Golems.

Inside the Harpist’s house, you’ll find the Stone Harp at x200 y250.  It’s one of two pieces needed to open a doorway to Irenicus.

11) Now leave the House.  Go northwest and leave for the Forest Clearing.  In the clearing will be a Black Dragon named Nizidramanii’yt.  Anytime I fought a dragon for the first time, it was an education in slaughter.  This was no exception.  The usual dragon strategy works, but there are two additional points to remember.  The Black Dragon will use his Plant Growth power, which works like an enhanced Entangle spell.  He’ll also use his Insect Swarm power, which works like Creeping Doom.

Try to kill the Dragon as quickly as you can with the usual anti-Dragon strategies, before it uses these special powers.  If your characters get caught in the Plant Growth, you may have to settle for using missile weapons.  If the Insect Swarm gets off, your characters will need to have plenty of Potions of Extra Healing on hand to revive their Hit Points, and more than once.

*** TACT ***


This battle is rather more challenging, since he’ll also be freer with the use of Wing Buffet and his Acid Breath Weapon.  I used the same lower saving throws and instant death strategy I used for Firkraag (see pp. 127-129).  In this case, Imoen nailed him with Finger of Death.  Another thing, Insect Plague and Plant Growth are still ever present dangers in this battle.  A ploy I used was to send the summoned creatures ahead to provoke him to use these powers, and then engage him in earnest.

The Black Dragon will leave behind:

Diamond

Star Sapphire

Pearl Necklace

Laeral’s Tear Necklace

Bloodstone Amulet

Golden Goblet of Life, one of three items for the Temple of Rillifane

Bladesinger Chain +4, Gildor now dispenses with his Bracers of Defence and Robe.  This is Elven Chain which allows a Fighter/Mage to wear it and still cast spells.  He can now also wear the Gauntlets of Weapon Expertise.  

12) Come back to the city.  Make for the House of the Moon and enter.  In front will be pack of Rakshasa.  Have Gildor set himself up with Spell Immunity: Conjuration and Spell Shield.  Imoen follows up with Abi-Dalzim’s Horrid Wilting for good measure.  Once inside an Elf will sacrifice himself to eliminate an intruding Balor.  He’ll leave behind the final piece, the Moonblade.  

At x400 y200 will be Boots of Elvenkind (+30% Move Silently), by now a useless item for the same reasons for not using the Cloak of Elvenkind.  At x480 y200 will be a Scroll of Gate, a spell I’m not eager to use for which reasons which I’ve described at p. 45.

13) Enter the Temple of Rillifane.  You’ll have to battle an Iron Golem, a Glabrezu, a Rakshasa, and a mage named Suneer.  Despite the fact that the other monsters are dangerous, Suneer must be your absolute priority.  His defences must be ripped down quickly and he must be killed quickly before he gets off his high level spells, which can be really devastating.  

There will be an altar in the middle of the room.  Place the Moonblade, Goblet, and Talisman on it.  The Avatar of Rillifane appears.  He does two things: He calls upon the spirits of the Forest to liberate the streets of Suldanessallar from Irenicus’ minions, and then he opens the door to Queen Ellesime’s palace.  The reward is 65,000xp each character and the Staff of the Woodlands +4 (constant Barkskin on wearer, Charm Animal for 5 minutes - save vs. spell at -4 penalty, Summon Shambling Mound - limited charges).  This would have been a useful item for Cernd, but that’s not an issue for me.

14) When you make your way to the House of the Moon, there will be a new bunch of Rakshasa for you to kill.  They’ll all leave behind Scrolls of Death Spell, True Seeing, and Mislead.  With Throne of Bhaal installed, this will be worth a lot of experience.  You’ll also find another Cloak of Displacement.

The way to the the palace will now be clear to the northeast.

The Palace

1) Upon entry, a branch of the Tree of Life will be in immediate view.  Left-click on it a few times.  You’ll receive two types of nuts.  One type will heal a moderate amount of Hit Points.  Another will be needed to connect various branches of the Tree of Life on the next level.

2) Continue westward.  You’ll find a fountain.  To the west of the fountain is a statue.  With the Stone Horn and Stone Harp, click on both the left and right sides of the statue.  You’ll get 3,000xp each time, and the fountain will drain to reveal a set of stairs.

The Tree of Life

1) Upon entry, an image of Ellesime explains that Irenicus is invulnerable for the time being because he is in the process of draining the Tree of Life.  He is draining the Tree through parasites.  If you kill the parasites, you can then take on Irenicus.

2) I make my way to the parasite at x3900 y2000.  Attack it the first time, and you’ll get 2,000xp.  Two Fire Elementals appear.  Once they’re dead, attack the parasite again and kill it for 6,000xp.

3) Make your way towards x2900 y2200.  One of the Nuts you carry will create a bridge between branches.

4) At x1200 y1500 will be another parasite.  The same deal, this time it’s Air Elementals.

5) At x850 y675 you’ll be able to form another bridge with a Nut.

6) At x1400 y150 will be the last Parasite, protected by Earth Elementals.  Kill it and the party is instantly whisked away to ...

7) THE BIG BATTLE AGAINST JON IRENICUS

Irenicus is by far the toughest mage in the whole game.  He has layers upon layers of defensive magics to call upon, some of which are triggered by Contigencies.  As soon as the battle starts, try to get in a quick strike or two right away.  However, he will soon become invulnerable, and his barriers are not easily ripped down.  He’ll start casting his first sequence.  This usually consists of two Time Stops stringed together.  This means five spells in the space of one, which will often include Wail of the Banshee, Meteor Swarm, Abi-Dalzim’s Horrid Wilting, and Ice Storm.  If the party gets caught in that, Irenicus proceeds to pick off weakened survivors with Power Word: Kill.  The key to survival is for each party member to run as fast as they can down the nearest branch and hopefully avoid the full fury of this first onslaught.  It’s advisable to run down different branches to prevent everybody from getting caught in the various spells.  

Yet it can actually be quite easy with the right though cheesy strategy.  Gildor is prepared to the max with Death Ward, Chaotic Commands, Protection from Petrification, Free Action, and Spell Immunity: Conjuration (to block Maze and Symbol spells), and Remove Fear.  He then harmlessly absorbs everything Irenicus tosses out.  Once he’s exhausted his repertoire, he’ll start pumping out Magic Missiles non-stop as an innate ability.  Gildor (Cloak of Mirroring) and Jaheira (Harper Pin) then simply finish him off.

Of course, once you win, everyone gets dragged to ...

Hell
1) In immediate view will be a large door surrounded with eyes.  You’ll need five Tears of Bhaal to open this door.  The Tears of Bhaal will be in each of the five rooms at the other end of stairs cases found at the other edges of this room.

Anytime you enter one of these rooms, you can win the Tear of Bhaal through either a good path, or an evil path.  If you win any of the tears through the evil path, your alignment changes to evil and you will be deemed as such during Throne of Bhaal.  To stay Good, you must elect the good path all five times.

2) Go through the door in the northeast corner.  A demon named Pride will test you.  He urges you to indulge your own pride by killing the creature behind him for the Tear of Bhaal. The good path is to refuse, and state that you would ask nicely for the tear.  The dragon then gives it to you freely.  The evil path is to oblige and kill the Dragon.

Any time you get a Tear of Bhaal, you can click on the door with eyes and have your character improved in a variety of ways.  What improvement you get depends upon which path you take.

The reward of the good path is +20% resistance to fire, cold, and electricity.  This is where I have cause to regret playing Gildor as a good character.  With his Cloak of Mirroring, he doesn’t really need this enhancement.  Ah well ....

The evil path rewards the evil character with 200,000xp.  This is the luxury for evil protagonists.  They get to elect the path which provides the enhancement that will be the most useful for them.  Tithian therefore elects to kill the Dragon and get 200,000xp.

3) Through the southeast door will the Fear Demon.  One path leads to a battle with three Elder Orbs and two Gauth.  Another path leads to no battles, but projects a fear aura that will cause characters to run around in panic.  At the end of either path, the Tear of Bhaal awaits.  He offers you a cloak which confers immunity to fear, yet is evil for it is made from the skins of Nymphs.  To decline the cloak is the good path.  To accept the cloak is the evil path.

If you decline the cloak, you can cast Resist Fear and then move through the empty pathway and get the Tear of Bhaal.  I myself prefer to get the experience for killing the Elder Orbs and Gauth.  I have Anomen (or Korgan) equip the Shield of Balduran and walk in for the kill.  Keep an eye open for an Elder Orb that protects himself with Stoneskin.   Go for that one first because it will cast Imprisonment.  Keldorn should certainly help out with Dispel Magic.  

The good path makes the protagonist immune to +1 weapons or less.  I kind of wish the reward was different, because an enhanced version of the Bladesinger Chain +4 will make its wearer immune to normal weapons.  Nonetheless, immunity to normal weapons coupled with the Protection from Magic Weapons spell will provide a very useful ability in Throne of Bhaal for Gildor.

The reward of the evil path is +2 to Constitution.  I would have preferred this for Gildor if I could help it, and I certainly prefer it for Tithian, whom I also had wearing the Cloak of Mirroring.

4) Go through the stairs to the south.  Now it’s a demon named Selfishness.  One of your companions gets whisked away.  

Selfishness explains that if you select the path on his right, you’ll get the tear of Bhaal.  But, he’ll also kill the companion who was stolen away.  This is the evil path.  If you select the path on his left, your companion will live, but you’ll lose 2 Hit Points and a point of Dexterity along the way.  This is the good path.

My praises and thanks to Ard, who is quoted in Dan Simpson’s FAQ.  You can perform the good path without any sacrifice.  Enter here once, and note which character gets stolen away.  Reload the game, and equip that character with Boots of Speed.  Try again.  Now have that character run right away for the door to the west.  Once it reaches the door, the Demon is satisfied and you’ve completed the good path to the Tear of Bhaal.

The reward for the good path is +10% Magic Resistance.  The reward for the evil path is +2 A.C.  I must admit the choice here is very subjective, since magical and physical assaults will both be very common and very severe in Throne of Bhaal.  With Gildor, I reasoned that he can protect himself physically with a variety of spells anyway, so I should favour Magic Resistance.  What tipped me further is that Magic Resistance will block Remove Magic, which in turn will maintain his spell protections.  I must admit that I wavered with Tithian.  I ended up choosing Magic Resistance as well.  He does have access to Mirror Image after all.  It will also block attempts to uncover his invisibility (and backstabbing).

5) Go through the stairs in the southwest corner.  The demon’s name is Greed.  It offers you an evil Blackrazor sword, the only weapon that can kill the imprisoned Genie that awaits.  To kill the Genie will be the evil path.  Some perceptive questioning will reveal that you can just give the Genie the sword and release it, which is the good path.

The reward of the good path is +2 saving throws.  Obligatory for Gildor.  

The reward of the evil path is +15 Hit Points.  Since Tithian’s saving throws were already par excellence, I preferred to get the extra Hit Points.

6) Through the northwest stairs will be Wraith Sarevok.  He tries to provoke you into attacking him in anger, which is the evil path.  Choosing the ‘I pity you’ reply is the good path.

Sarevok is truly something else for this battle.  I don’t make this a group effort, because he can cut down party members with ease.  I insist on having the protagonist do it by himself.

Gildor had done the Fear test first, so he’ll be immune to Sarevok’s attacks.  He simply walks straight up and kills him.

Tithian relies upon hit and runs tactics, mixed in with a variety of other measures such as Mirror Image (Ilbratha +1), going invisible and backstabbing, Improved Haste and such.

The reward for the evil path is +2 Strength.  Tithian will gladly take this improvement to his attacking power.  It will also improve his already fearsome backstabbing ability even further.

The reward for the good path is +1 Wisdom and +1 Charisma.  I almost regret not being able to scoop up the +2 Strength for Gildor.  

7) Before you touch the door for the fifth time though, prepare for battle.  And I mean prepare to the absolute maximum, summon creatures and everything.  Through the door will come Jon Irenicus as the Slayer, two Balors, and two Glabrezu.  Kill off the demons first.  Irenicus will spend time erecting up spell defences one by one, and won’t be casting any offensive spells in the meantime.  Once the demons are gone, go all out for Irenicus.  Tear down his defences and then gang up on him.  He should fall under a steady and unrelenting assault.

Once he’s dead, you’re brought back to life and honoured in a big celebration in Suldanessellar.  With Throne of Bhaal installed, the party will now be transferred immediately to the start of Chapter 8.

*** TACT ***


Weimer has made a very imaginative effort to revive Irenicus’ credibility as the ultimate villain of SOA.  He no longer shows up right away as a Slayer who stands around passively while the party routinely wastes his Demon helpers.  Instead, he brags that he made far better use of the same tests you have just completed.  He has sundered his spirit into five separate entities, each of which embodies the vice or sin associated with each of the five tests.  Each merits an individual description.
1) Dragon of Pride – A beefed up version of the Shadow Dragon.  It is only harmed by +3 or better weapons, meaning the Dragon Slayer can’t touch it.  Like the Shadow Dragon, his breath weapon drains levels but with an area of effect comparable to Firkraag’s fire breath.  He steals the Amulet of Power.

2) Wraith of Wrath – A Sarevok look-alike that can’t be touched by magic, hits for plenty of damage, and drains strength with a touch.  He steals Crom Faeyr.

3) Sword of Greed – Sort of like Mordenkainen’s Sword, and it won’t get harmed by physical attacks.  It is vulnerable to magic damage though.  It will steal the Sanchadokuu katana (which again I didn’t accept).

4) Orb of Fear – A Beholder that can temporarily drain Constitution at a distance.  Steals the Shield of Balduran.

5) Selfish Jon – The same David Warner-voiced Irenicus that we’ve all come to love and hate.  Two important differences to note here.  One is that he can recharge himself at will, meaning cheesy ‘drain his repertoire’ strategies won’t work.  He can also ‘shatter magic’ (dispel your protections) at will.  He’ll also steal the Cloak of Mirroring for himself.
There will be a few Shadows to help him out.  For this fun battle, I’ll describe my strategies in phases.

Phase 1 – Preparation

As with Melissan, your usual spell repertoire probably isn’t going to cut it.  For my part, I placed emphasis on certain spells.

Time Stop – Critical for getting through the initial phases of the battle.

Animate Dead, Summon Nishruu, Mordenkainen’s Sword – Spell resistant monsters, or monsters that      

will only go down to a certain spell, are your best friends.

Abi-Dalzim’s Horrid Wilting – the best for taking out the Sword of Greed.

Breach and other dispelling magics – obvious, since Jon’s the mage of mages.

Stoneskin and other protective spells – Irenicus himself is not hesistant to churn out Mord Swords either.

I also have Imoen or Edwin prepare the following Spell Trigger; Lower Resistance (x3).

Phase 2 – Slaying the Dragon of Pride


As far as I’m concerned, it is absolutely imperative to take out the Dragon of Pride first and foremost.  He can constantly keep the party off balance and vulnerable to the attacks of the others with his Wing Buffet.  If he can catch the whole party with his breath weapon, then he’s pretty much killed their chances.

Edwin in truth has quite an easy time of it.  He keeps everyone including the Dragon frozen with a non-stop sequence of Time Stop spells, which he has plenty of.  He first nails the Dragon with his specially prepared Spell Trigger, and blasts the Dragon away into oblivion.


Things are problematic for the good party, since Imoen has only two 9th level spell slots, and doesn’t necessarily want to expend both right away.  She uses only one, and does what she can in the same style as Edwin.  In the meantime, Gildor has been saving up any Time Stop scrolls that he finds for the Ascension climax.  Here though, he places his scrolls in one of his Quick-Item slots.  He beforehand created a Simulacram of himself via Vhailor’s Helm.  The Simulucram is then capable of casting Time Stop spells via the Quick-Item scrolls.  Within the Time Stops, he hacks the Dragon apart.  The party gets the Amulet of Power back.
Phase 2 – Breaking the Sword of Greed

By now the Sword of Greed will join the battle.  It is now worth another Time Stop to hold it still, and then waste with with two (or more) Abi-Dalzim’s Horrid Wilting spells.  The party gets that Acidic katana back.

Phase 3 – Killing the Wraith of Wrath

All the fighters now gang up on the Wraith of Wrath.  It should have been worth your time to have saved up your Potions of Giant Strength, since you can always use them to bring your Strength back up to par.  If you have any Greater Whirlwind Attacks, this is the best time to use them.

Phase 4 – Selfish Jon and the Orb of Fear

At about this time, only two are left.  A critical difference between them, Selfish Jon can teleport around while the Orb can’t.  As such, you can constantly keep the Orb glued to one spot with Skeleton Warriors and Mordenkainen’s Swords.  Eventually, they will overwhelm and kill the Orb.  You’ll then get the Shield of Balduran back.

In the meantime, when Selfish Jon shows up, its high time to stay on top of him with Breach – missile attack. Another thing I did was to summon a nishruu and have it walk right up to Selfish Jon so as to be his sole target.  When Selfish Jon teleports away, the nishruu will also help you track him.  Once Selfish Jon dies, he’ll drop the Cloak of Mirroring.  It is absolutely essential to grab it before the next phase kicks into motion.
Phase 5 – Irenicus the Slayer

Things aren’t quite over yet.  Irenicus shows up in Slayer form.  Your comrades are also removed from the scene, making this a one on one affair.  He also strips you of your equipment and teleports you to the south end.  This phase is actually quite easy.  All you need to do is transform into the Slayer yourself, which will easily kick the crap out of Irenicus the Slayer.  The drawback is that the protagonist is fatigued afterwards.  At this time though, I simply can’t think of a better way of doing it.

Phase 6 – The Climax

Irenicus now shows up in his final incarnation in Hell.  Much like Selfish Jon, but with the added differences that he can case Cure Critical Wounds on himself,  and that he’s going to try and catch the whole party in a devasting Time Stop sequence.  If the whole party does get caught, you may as well reload.  I had the protagonist quickly get to the Inventory Screen (since he’ll be standing over his items) and quickly put everything back on, especially the Cloak of Mirroring.  It is often referred to as the Cloak of Cheese, but here it is the Cloak of Necessity.  Once everything’s back on, he immediately legs it south and stays on top of Irenicus, presenting himself as the sole target.  For some time yet, Irenicus is simply going to be untouchable.  It’s a matter of safely and constantly staying on top of him, and waiting for his multi-layered protections to VERY GRADUALLY wear off.  Also be wary of the Mord Swords that he likes to conjure up.  Once the protections wear off to some degree, its time to deliver the coup-de-grace via Breaches, Dispel Magics, missile weapons, and the protagonists’ blade.
Throne of Bhaal - Special Abilities
Before proceeding with Chapter 8, now would be an appropriate time to express opinions and /or give advice on the special high level abilities that come with Throne of Bhaal.

Warrior Pool (which includes Monks)
Power Attack - target must save vs. death at a -4 penalty or be stunned for two rounds.  There are plenty and better ways to disable an opponent, most of which are available to the spell casters.  I wouldn’t bother unless I plan on having the character learn Smite.

Critical Strike - Makes every attack a critical hit in the next round.  Can be useful if that character has been hasted beforehand.  Bear in mind that it will be useless against a character with a helm or otherwise immune to critical hits.  I don’t bother unless I’m planning on having that character also learn Smite.

Smite - The Official Perfect Guide to Throne of Bhaal dismisses this as a useless ability.  Partly true.  Keep in mind though that in the course of Throne of Bhaal, you’ll advance many levels with your fighters.  This affords some opportunity for versatility.  In my opinion, Smite is a useful ability for a warrior who is wearing Boots of Speed.  It is guaranteed to score a double damage critical hit, and with no saving throw will knock the monster back some distance and stun him for one round.  Keldorn or Gildor can then run up quickly and continue to hack away.  If it doesn’t kill the victim outright, it will bring it very close to death.  A useful tactic for very powerful opponents whom you don’t want swinging back at you, like Rock and Garock.

Death Blow and Greater Death Blow - It works only on monsters of 10th or 12th level and lower.  But by now, the party members can quickly hack such monsters to death with a few strokes.  Why bother?

Whirlwind Attack - which is a prerequisite for ...

Greater Whirlwind Attack - By far the best of the special abilities for warriors, and to my mind actually unbalances the game in favour of the roleplayer.  Allows 10 attacks in a single round with no penalties.  With some precise timing, it can be used by all the warriors to devastating effect on boss characters.  If they can all combine Greater Whirlwind Attacks on a boss at once, the boss is not only very likely to die outright, but will also be very unlikely to make any effective response.

Hardiness - Reduces damage from physical attacks by 40% for one round for every two levels.  If a character can cast Armor of Faith, I don’t think there will be any need to bother.  In the levels Minsc, and Anomen reach during Throne of Bhaal, Armor of Faith will provide a comparable level of protection.  For others like Keldorn and Korgan though, it will provide a useful and previously unavailable resource.  Great for when you anticipate large scale melee fights.

Resist Magic - Totally useless for a character that already has considerable Magic Resistance, like Keldorn and Gildor.  Can be useful for a character with little or no Magic Resistance though, if you’re anticipating a magic-intense battle.

War Cry - Laughable, and all the more so in that there’s no saving throw penalty involved.  Come Throne of Bhaal, mages and priests feel the need to concentrate on spells that involve significant saving throw penalties (-4 and such).  Why should a warrior bother with something that mages and clerics will be doing better.  Stick to hackin’ and slashin’.

Tracking (Rangers only) - Useful for gaining info on foes and their locations and such.

Priest’s Pool
Aura of Flaming Death - Grants 90% resistance to fire, a +4 bonus to A.C., scores 2d10 +2 damage on anybody that attacks the priest within a five feet radius, and renders the priests totally immune to non-magical weapons.  It lasts for one round for every two levels.  It will augment Anomen’s and Jaheira’s already considerable prowess in combat.  It will also do much the same for Viconia, who could previously hold her own.

Elemental Summoning - A prerequisite for ...

Greater Elemental Summoning (Druids only) - Guaranteed to summon one of the four elemental princes to the party’s aid.  It only lasts for 10 rounds, so cast it at the last possible moment.  Great for the truly epic battles in Throne of Bhaal.  This is the spell that would make anyone thankful for including Jaheira in the party.

Elemental Transformation (Earth) and Elemental Transformation (Fire) (Druids Only) -

Could be meaningful for Cernd, but that is not an issue for me.  It is useless for Jaheira though.  Her A.C. will be considerably lower than it would be if she transformed into an elemental.  She can protect herself with Iron Skins and Armor of Faith and such while in her natural form.  And at the end of it ... she just plain fights better when in her own form anyway.

Implosion - A decent offensive spell.  But considering that it affects only one creature, there are other priest spells that should certainly be ahead in the line.

Mass Raise Dead - My philosophy is the best way to bring characters back to life is to reload your game.  No battle in Throne of Bhaal is so awe-inspiringly tough that a party member’s death can’t be avoided.  If that happens, I berate myself for bad execution and reload the game.

Storm of Vengeance - Considering that it scores such minuscule damage, it would flabbergast me that anyone would find this worth a 7th level spell slot.  Surely Holy Smite, a 3rd level spell, accomplishes more!  Oh, it does kill 6th level and lower monsters.  La dee da!

Globe of Blades - An enhanced version of Blade Barrier.  Certainly can be recommended.  As with Blade Barrier, have a care with its use since it can injure your comrades.  You certainly wouldn’t an Elemental Prince or a Deva turning on you in the middle of a grand battle with a Dragon!

Summon Deva - One of the finest perks of having Keldorn in the party is he can use Summon Deva as an innate ability.  This saves Anomen a 7th level spell slot, and precious time during the party’s preparations for a big battle.

Summon Fallen Deva - The evil party doesn’t have such a luxury though.  Viconia of necessity must learn this spell.

Thief’s Pool
Alchemy - Considering that these potions are readily available in either the dungeons or shops, this is a total waste.

Assassination - All attacks in the next round score damage with the thief’s backstab modifier.  The Official Guide considers this a waste because Thieves only get 1 attack per round.  Well spoken, for a single class thief that is.  In the hands of Tithian, a multi-class fighter/thief with a Strength score of 21 and three attacks per round, this skill is ABSOLUTELY LETHAL!!!!!!!  All the more so if he has been Hasted beforehand.  Bear in mind that monsters immune to backstabs (Dragons, Golems, Beholders) will not be affected by this skill either, so I’m sure to have Tithian collect a few Greater Whirlwind Attacks as well.

Avoid Death - I didn’t really consider this ability worth it.  Tithian by now already has a negative saving throw vs. death, -2 if I remember correctly.  HaerDalis’ could use this, since even at high levels his save vs. death hangs at 9.  But he can overcome this with the Lavender Ioun Stone.  Of course, it can avert dying for 5 rounds.  But if you’ve allowed yourself to be brought to death’s door, it is probably too late.

Enhanced Bard Song - Confers some awesome protections upon the Bard, and some great combat enhancements to the rest of the party.  There are some very large scale combats where this song is truly worth the Bard not being able to do anything else.  These include the fights against Yaga-Shura, Sendai, and the Dragons.  If anything is a consolation for having to play a Bard instead of a Fighter/Mage, this is it.  On the other hand, I haven’t forgotten that HaerDalis’ Bard Song never improved during Shadows of Amn.  Yet another reason I still prefer a Fighter/Mage if I can help it.

Evasion - a prerequisite for ...

Greater Evasion - Bestows a considerable A.C. and saving throw bonus for 5 rounds.  Also doubles movement rate and immunity to all missile weapons.  HaerDalis doesn’t bother can already do much the same and do it better through Stoneskin, Protection from Magic Weapons, etc. 

Tithian gives priority to other skills though, but with enough levels certainly doesn’t mind making himself more versatile.  It was still a rare situation where I felt the need to have him use it though.

Magic Flute and Scribe Scrolls - I lump these two together because the spells they provide are  readily available and/or laughable for Throne of Bhaal.  Anyone who’s willing to cast Monster Summoning II in Throne of Bhaal needs to have his head examined.

Set Spike Trap, Set Exploding Trap, Set Time Trap - These skills add a whole new dimension to Tithian’s backstab and run tactics.  He can now backstab a mage or priest, hustle across the preset traps that he’s made, and wait for the monsters to trip them while going after him.  In particular, the Set Time Trap provides Tithian with a similar tactic to Gildor casting Time Stop and then slaughtering as many monsters as he can with the free time.

Use Any Item - I had Tithian and HaerDalis’ learn this, if only for the sake of keeping all possible options open.  For Tithian, one of the coolest benefits was he could then use a Scroll of Find Familiar and summon a Dust Mephit as his familiar, along with the bonus Hit Points.

Mage Pool
Dragon’s Breath - Why waste a 9th level spell slot on this when you can spend that slot on ...

Comet - Scores 10d10 damage in a huge area of effect, and may knock opponents back and stun them for 1d4 rounds.  With the Robe of Vecna, it can be released almost instantaneously.  Like Time Stop, it’s one of those spells that can win a battle almost by itself.  If you combine the two together, all the greater!

Energy Blades - Why anybody would spend a 9th level spell slot on something they could do just as well with the 1st level spell Magic Missiles truly mystifies me.

Improved Alacrity - A nice concept, but it only lasts two rounds.  Considering that I will already have Time Stop, it seems to me there are better ways to spend my 9th level spell slots.

Summon Planetar/Dark Planetar - Possibly a good idea.  Keep in mind that this costs a 9th level spell slot AND Keldorn or Viconia will already provide a similar ability.  If you have 9th level spell slots to spare, go ahead.  But there are other 9th level spells that should certainly be ahead in line.

Extra 6th, 7th, and 8th level spells - Who can pass up on these?

CHAPTER 8
Grove of the Ancients

1) Upon arrival to the Grove, the party will also have a gift from Queen Ellesime.  It’s the Amulet of the Seldarine (+10% Magic Resistance, +1 bonus to saving throws), an improvement for Keldorn.

2) Left-click on one of the statues.  You’ll get moved to another area.  The statues deliver a rather obscure message.  Once that ends, you’ll be warned that a battle is impending.  Take the time to prepare.  

It’s a fighter/mage Bhaalspawn named Illasera, along with some Black Reavers.  Not a difficult fight.  The only defence she puts up is Mirror Image, which is easily brushed aside with True Seeing.  She’ll leave behind what are by now minor treasures.  The party gets teleported to ...

*** ASC *** The original Illasera was something of a joke, all the more so in that she was supposed to be a member of an elite circle of Bhaalspawn, “The Five”.  I mean, how many non-Bhaalspawn characters in Shadows of Amn put up a better fight than that?


She’s now a legitimate member of the Five.  The key differences are:

1) She now deals out some heavy-duty damage, 20-30+ points range.

2) She shoots out arrows that both rip down all magical defences on a character, and briefly leave the victim with a Miscast Magic effect.  Even Gildor must tread lightly.

3) She has an Ethereal: Invisibility power which even True Seeing can’t touch.  This means that she can give you the slip, and then bring herself back to full health at leisure.

4) Her Black Reavers have been upgraded considerably, including an Orog warrior, and high level mage and druidic character.


Unlike the original Illasera, you’re not going to be able to kill this Illasera right away.  Taking out her Black Reavers first is a must, especially the mage and druid.  Even during this process, you must keep a diligent eye on your hit points.  It is recommended to have one character stay on top of Illasera donning the Reflection Shield.  Once they’re gone, it becomes a matter of sticking all over Illasera like flies on… you know.  Nailing her with multiple Greater Whirlwind Attacks at once should do the job.

The Pocket Plane, 1st Test
1) This is a mini-plane within the layer of the Abyss that had been ruled by Bhaal.  You’ll be greeted by a Solar (the most powerful of celestials).  She’ll deliver even more cryptic and obscure advice, and then leaves.

2) You are then greeted by Sarevok’s spirit.  To make a long story short, the only way you’ll be able to leave the pocket plane is by giving Sarevok a tiny piece of your soul to resurrect him.  Once that’s done, he’ll offer to join.  Personally, I prefer to keep the party intact, despite Sarevok’s impressive stats.  The party members will be well ahead of him in terms of level advacement anyway.  See my “Alternative Best Evil Party” suggestion if you really want him though.
Another thing Sarevok tells you is that a spirit in the Pocket Plane can bring into the pocket plane any of the other NPCs from Shadows of Amn.  You can do that by left-clicking to the right of the door that leaves the pocket plane.

3) Another thing revealed by your conversation with Sarevok is that behind each of the other doors in the Pocket Plane is a test that awaits you.  With that, the first door opens.

Once inside, you’ll meet a now deceased Bhaalspawn named Gavin.  Though he succumbed to the lust for murder that was in his blood, he couldn’t truly tap into the power of the blood.  He then explains that as a Bhaalspawn, you’ve nothing to fear but ... retribution ...

What now follows is a battle which can be difficult not so much for the monsters themselves but for the length of it, within which the monsters are continually spawning.  If you selected the Good Path all five times, you’ll start with Kobold Commandos, then Sahuagin and Ogre Mages and Gnolls, ending with Drow.  If you selected any of the Evil Paths, you’ll get Commoners, then Elven Warriors, then Paladins, and finally Ellesime herself (worth 16,000xp).

*** ASC *** Good guys get to fight a toned down version of Irenicus at the culmination.
Upon successful completion of the trial, each party member gets 25,000xp.  The protagonist will also acquire Enter Pocket Plane as an innate ability.  You can now enter and leave the Pocket Plane anytime you want to, except during combat.  I recommend always resting in the Pocket Plane.  In Throne of Bhaal, getting woken up by a monster ambush can prove fatal.

4) In the middle of the room will be an imp named Cespenar, who now plays the same role as Cromwell during Throne of Bhaal.  I then talk to him.  Along with 40,000gp and the Scroll of Protection from Normal Weapons that I saved up, he upgrades the Bladesinger Chain into the Aslyferund Chain +5 (A.C. 0, immune to normal weapons).

5) Now it’s time to leave.  The door to the pocket plane takes us to ...

Saradush
1) As soon as you enter, some commoners and a sorceress named Melissan will demand an audience with somebody named Gromnir Il-Khan.  Things are about to get ugly when you end up intervening, not a very hard fight since it’s straight melee.  Melissan then tells you that the city is under siege from Yaga-Shura’s army, and that they must eliminate Gromnir Il-Khan for the sake of the city’s defence.

2) In the meantime, there’s a few sidequests and other locations to visit first.  One is the local tavern.  The barkeep sells quite the collection of items, including another Ring of Fire Resistance if you’re interested. 

Also in the tavern will be some Il-Khan soldiers who are giving the ladies a hard time.  It’s worth the experience and the booty they carry to play the gallant and pick a fight with them.

3) Go to the Arcana Archives.  Lazarus Librarus would normally be able to sell you spell scrolls.  Problem is, his spellbook has been stolen.  He suspects Hectan, who will be in the Tavern, except that he has a solid alibi.  The only clue are small footprints leading from his window.

4) The footprints belong to a little boy named Squip, who’s at x975 y1135.  With 5gp (or intimidation) he’ll admit that he stole the book and then gave it Hectan.

5) Once you confront Hectan, he’ll fess up.  But ... he wants a Scroll of Teleportation from Lazarus first.  Lazarus has the scroll.  Problem is, Yaga-Shura’s mages have erected a magical barrier around the city, making teleportation a fatal exercise.  He’ll give you the Scroll, and leave it to your conscience whether you tell Hectan.  Give the Scroll to Hectan, and you’ll get the Spellbook.  If you decide not to tell Hectan the truth, he’ll explode and you’ll lose one point of reputation.

6) Bring the Spellbook back to Lazarus and get 5,000xp each character.  You can now buy every single spell available in the game.  There are four I find worth noting here:

1) Spell Trigger - allows the caster to release simultaneously three 6th level or lower spells.  This spell admits to great variety and subjectivity.  The Official Guide to Shadows of Amn likes to string together three Chain Lightnings.  Personally, I prefer to keep my spellbook more versatile than to load it up with just damaging spells.  I prefer a spell trigger that scores damage and inflicts other debilitative effects on the opposition.  With Imoen I often had her use this Spell Trigger; Greater Malison (1st because it increases the effectiveness of the other spells), Chain Lightning, Chaos.  With Gildor, I used this Spell Trigger; Chain Lightning, Flame Arrow, Slow.  But… there are some battles where you have precious little time to prepare, so for these situations, Gildor uses: Protection from Magic Weapons, Improved Haste, Spell Immunity: Abjuration. 
2) Chain Contingency - Even though I keep Imoen out of harm’s way, one must always be prepared the worst.  I like to set up the following Chain Contigency, which is released upon Imoen reaching 50% of her Hit Points; Protection from Magic Weapons, Mislead (Breach and other such spells can’t be used if the target is invisible), and Protection from Energy.  The beauty of this is that the Contingency lasts forever or until expended, so Imoen doesn’t always need a precious 9th level slot occupied by the spell.
3) Protection from Energy – Imoen always uses this whenever facing Dragons.

4) Imprisonment – There exists not a surer way to eliminate one monster outright.  It bypasses Magic Resistance and Saving Throws.  There are however a few drawbacks.  1) Any treasure disappears with the victim, so be sure you’re not going to miss out if you use it.  2) A casting time of 9, but reduced to 5 by the Robe of Vecna.  3) You have to be right next to the victim when you cast it.  My recommendation is to make it part of a Time Stop sequence, whereby you flawlessly dispose of one very powerful adversary that you’re sure won’t be leaving any valuable treasure anyway.

7) At x2425 y1425, a boy wants his slain father to be brought back.  Have a Cleric with Resurrection or Raise Dead talk to the boy and then grant his wish.  Each party member gets 1,000xp and a reputation increase of 1.

8) Go to the Militia Headquarters.  An informal trial takes place where Mateo in convicted of treason on the word of Countess Santele.  Talk to Captain Samand.  He’s inclined to believe it’s Khiser Jhaeri instead of Mateo and wants you to investigate further.  He then opens up the door to the jail below.

9) Let the Guard know that you have Samand’s permission to speak to Mateo.  Mateo suspects that Khiser is behind all of this, and suggests speaking to Countess Santele.

10) Santele confesses that she lied, because Khiser has kidnapped her son, Ardic.

11) Khiser will for his part admit it.  His excuse is that Ardic would have incriminated him on dubious testimony, while a mage named Errard was the real traitor.  He wants you to kill Errard for him.  I don’t recommend this, since the whole Militia Guard will turn hostile on you.  If you’re evil, he’ll suggest killing the Countess herself.  I didn’t pursue this with Tithian either, since it causes Jaheira to leave the party.

12) Go back and talk to the Countess.  She advises against killing Errard, who is crucial to the defence of Saradush’s walls.  She instead recommends talking to Errard.

13) Errard is at x2360 y700.  With some prodding, he’ll cast a divination spell to reveal that Ardic is inside Khiser’s home.

14) Once you enter Khiser’s home, he’ll disappear down the stairs.  There are only minor treasures in the house.  There are traps at x1160 y550, x475 y125, and x620 y110.

15) Once you go down the stairs, Khiser and his thief and orc pals will be to the left.  Be sure to keep True Seeing active.  On Khiser’s body will be:

Short Sword +3

Secret Jail Door Key

Shakti Figurine (A.C. -5, attacks with a +4 Short Sword as though specialized, lasts 4 rounds)

Considering I rarely felt the need to turn Edwin or Imoen into fighters and that this only lasts for 4 rounds, I didn’t think it was a big deal.

Some where in this room will also be Starfall Ore, an item used to upgrade the Storm Star Mace.

16) Through the door to the northwest will be a Mage who can cast 9th level spells.  I found Keldorn could handle this by himself.  He would go about dispelling the defences.  When he heard a spell in the process of being cast, he would use the narrow spaces to his advantage and leave from the mage’s view.  Spells would go off harmlessly.  Once all defences are down, it becomes elementary.

17) There’s a trap at x1125 y510.  You’ll need to disarm it to reach Ardic.

18) He’ll be at x875 y250.  Each character gets 7,000xp.

19) Talk to the Countess for another 5,000xp each character and 2,000gp.

20) Now we go to the Temple of Waukeen.  Sister Farielle knows of a way to Gromnir Il-Khan.  Her providing assistance depends upon the character speaking to her not having an evil alignment.  She gives you the key to the Old Prison.  Each character gets 1,000xp.  It is also recommended that you buy a vial of Holy Water before you leave.

21) The door is at x1350 y2250.

Old Jail
1) As soon as you step in, there will be a table that has five each of Arrows +3 and Bolts +3.

2) Through the door at x850 y450, there will be a cot that has 10 Bullets +3.  Another door at x925 y300 will be locked.  You can’t do anything about it for now.

3) Go through the door at x975 y475.  Through the door at x1175 y450 will be a Vampire.

4) Go through the door at x1050 y375.  A secret door will be at the other end.  Through that door, a Spirit will drop a hint by touching its temples.  In a nearby barrel will be a Scroll of Tenser’s Transformation and a Skull, which was what the spirit was referring to.

5) Through the door at x825 y225 will be another Vampire.

6) Continue southwest.  Then take the southeast door at the end of the hallway.  The spirit will pantomime placing a necklace on.  Of course, there will be another Vampire.

7) At x475 y750 you’ll find a rusted amulet.  

8) Through the door at x700 y750 will be another Vampire.

9) At x350 y675 will be the cot that holds the spirit’s remains.  Place the Rusted Amulet and Skull on it.  Click on it again to sprinkle the holy water.  The spirit then leads you back to the locked door at x925 y300 and opens it for you.  Each party member gets 10,000xp.  

Inside will be a Bronze Ioun Stone (bonus 7th level spell).  This is one half of the Circlet of Netheril which will be great for Imoen or Edwin.

10) Make your way to the southwestern room of the Jail.  The vampires’ leader, Phydlia, will actually despair of facing the powerful protagonist and ‘commit suicide’.

For going down the southwest stairs, each character gets 3,000xp.

Castle Basement
1) Once you descend, a Bhaalspawn named Asmay Jahag lets you know that the halls ahead abound with Il-Khan’s men and traps which can’t be disarmed and sound an alarm.

2) Just past the next door though is a trap that can be disarmed.  In the hallways will be Fighters and Thieves.  The ‘drawing out’ approach is recommended, so that you’re only having to fight one or two of them at a time.  Keep in mind that the Fighter will often use potions which confer defensive abilities or giant strength, so keep Remove Magic handy.

3) Along the hallways are a number of cells.  Opening each on and talking to the prisoner inside will up your reputation by one. 

4) There will be a door at x715 y1150.  Nearby will be a Mage.  I had Keldorn kill her with the same approach as described at the top of p. 150.

5) Once through the door, there will be a Wand of Lightning in a trapped chest at x540 y735.  At x360 y880 will be Fflar’s Scabbard, which can be used to upgrade the Foebane Sword if you find it.

6) In the room to the northwest you’ll find 20 Acid Arrows and 20 Arrows of Ice at x690 y720.  At x280 y610 will be 40 Bullets +1 and 20 Bullets +2.  

At x315 y550 will be the stairs leading down to the sewers.  But why not explore the rest of the level first?

7) Go through the door at x875 y750.  You’ll have to fight a few Orcs and Orogs.

8) Continue through the northeast door.  At x1560 y275 you’ll find 40 Bolts of Lightning and 20 Bolts +2.

The stairs leading up towards Gromnir Il-Khan is at x1625 y400.  But I insist on exploring the Sewers first for the experience.

Sewers
1) To the southwest will be a secret door.  Beyond will be a group of Shadows along with a few Devil Shades.  Devil Shades drain levels, so the anti-Vampire strategies work here as well, with one qualification.  Once a Devil Shade dies, it splits up into two Shadow Fiends.  With enough Devil Shades, the situation could end up out of hand.  Use one Sunray to take care of the Devil Shades.  Once the Shadow Fiends appear, then use a second Sunray (from Daystar for example).

2) All around the sewers, you’ll run into parties of Yaga-Shura’s underlings.  They’ll include Elite Orc Archers, and Elite Orogs.  You’ll also find Duergar Sappers, who start off shooting a sort of mini version of Skull Trap.  Otherwise, they pose little threat.  A Yaga-Shura mage may also be present.  Needless to say, the mages must get absolute priority since they can cast Abi-Dalzim’s Horrid Wilting.

3) In the center of the sewers are a group of Yaga-Shura soldiers who are trying to dig a breach underneath Saradush.  Once you start combat, Shadows and Shadow Fiends will join in.  These monsters will come in three waves, so it is important not to expend all of your spells at once.

Now on to Gromnir Il-Khan.

Gromnir’s Castle
1) On the first level on the way up will be a group of Il-Khan soldiers and an Il-Khan Battle Mage.  Not an overly difficult battle.

2) On the next level is the big battle with Gromnir Il-Khan.  The party obviously prepared beforehand.  Gromnir Il-Khan is himself a powerful warrior with the ability to go berserk.  He’ll have with him a Bhaalspawn thief named Eler Had, a Bhaalspawn mage named Karun the Black, an Il-Khan Battle Mage, a Bhaalspawn fighter named Berena Elkan, and an archer with the Called Shot ability.
As with the Slave Lords quest, each party member has a specific role to play in the battle:  
1) Keldorn launches Bolts of Biting at Karun the Black.  I certainly don’t want him to get off Time Stop.  He may have to use True Seeing to get rid of Mislead or other illusions.

2) Minsc shoots Arrows of Biting at the Il-Khan Battle Mage.

3) Jaheira casts Insect Plague at her nearest opponent.

4) Anomen goes straight in for melee after Hasting himself.

5) Gildor, who has his Spell Sequencer in place, steps right up to Gromnir Il-Khan.  He may have to lend a helping hand to Minsc and Keldorn with Breach. 

6) Imoen goes ballistic with her own Time Stop, which will typically include her Spell Trigger and Abi-Dalzim’s Horrid Wilting.  If the mages are hiding behind Illusions, she can add True Seeing for good measure.

Once I’m sure the mages have been killed or neutralized, it becomes a mop-up melee affair.

*** ASC ***


The party has more work to do.  Also now participating are a Medusa Bhaalspawn named Las’shara and a Minotaur Bhaalspawn named Halbazzer Drin with clerical powers, like Blade Barrier.  In addition to the usual preparations, Protection from Petrification should be cast on one a fighter and then have that fighter move to the far right, where they will appear.  


Gromnir has also been modified, so that he has more Hit Points, will usually have Hardiness in place, and can cause Decaying with his Melee attacks.  The same strategy works, but it takes longer, and I have to keep a keener eye on Hit Points.  Be sure to kill everybody besides Gromnir first, because now he really takes some time and effort to waste.

Eler Had leaves behind the Grandmaster’s Armor +6 (A.C. 1, doubles movement rate).  An interesting alternative to the Shadow Dragon Scale, but I didn’t bother since Minsc or Tithian will soon find a better armor in Watcher’s Keep.

Gromnir leaves behind:

Roranach’s Horn, used to upgrade the Staff of the Ram

Full Plate Mail +2

Morning Star +3

Ice Star +4 (+1-4 cold damage, +20 % Fire Resistance)

Lavender Ioun Stone (+1 A.C., +4 bonus to save vs. death).  Minsc wears this and sends his save vs. death to -2.  I suppose it’s still an improvement over the Dusty Rose Ioun Stone.  For HaerDalis, it is definitely a welcome improvement since even at high levels his save vs. death stays at 9.

Once Gromnir dies, the party members get 30,000xp each.  Melissan then appears and makes killing Yaga-Shura your next mission.  Problem is, Yaga-Shura is totally impervious to any harm.  There are two possible leads to cracking his secret.  One is in the forest of Mir.  The other is Yaga-Shura’s stronghold in the Marching Mountains.  

With this part of the game concluded, you will now have three options whenever you leave the Pocket Plane.  One is to return to the very spot you had left when you entered the Pocket Plane.  One is to go into Saradush itself.  The other is to enter ...

*** TACT *** The Poison-based Challenge.


At some point afterwards, while SLEEPING IN THE POCKET PLANE, some nasty looking “Avatars of Poison” will forewarn you that they’re out for you.  The next time you sleep afterwards, they’ll close in for the kill.  Among your foes will be:
1) some sort of ‘poison salamander’, who can stun characters with long range attacks.

2) A poison drake, who can dish out hefty damage.

3) A mist type monster who is just like a nishruu in that he’ll go after Imoen to the exclusion of everything else (including his own safety), and won’t be fooled by invisibility.  The differences are that he’ll drain levels instead of spells, he can be harmed by magic spells, but won’t be harmed by any kind of physical attack, not even +5 weapons.

4) Bloodcaster – a yuan-ti looking type of character who will unleash a poisonous cloud, and then let loose with the same Project Force power used by the Mind Flayers.

5) A snake that also loves to dish out Project Force.

As with many other battles, preparation is key.  I’ll run a checklist of who in my party is immune to poison, Gildor, and Minsc.  That means buying Scrolls of Protection from Poison for Keldorn, Jaheira, and Anomen.  Gildor trades his Amulet of Power over to Imoen for this battle.  Imoen’s invisibility power from her Staff of the Magic will keep her safe from everybody besides the mist monster.  

So when the fight starts, Imoen immediately unleashes Comet to hopefully stun some of the monsters.  She then takes cover and keeps the mist occupied.  Anomen casts Sanctuary so that he will be ignored and then casts Zone of Clean Air when Bloodcaster unleashes the poisonous cloud.  The fighters go to work first and foremost on the Salamander, and then the Drake.  They’ll often be kept off balance by the Project Force used by Bloodcaster and the Snake.  But to my mind, it’s relatively better than letting the Salamander and the Drake go to work.  Once they’re dead, the deal will be pretty much sealed for the others.  Once only the Mist is left, it’s a matter of keeping as many True Seeings active as possible, and catching it with spells like Magic Missile.  Imoen for her part is going to have to drink quite a few healing potions.
The Salamander leaves behind a magical throwing spear that always returns to its weilder’s hand:


Bloodbane +5, 6 points of poison damage over 6 seconds with now saving throw.  Target must save vs. breath weapon at -4 penalty or be stunned for a few rounds.


I’ve already commented that I didn’t accept Kuirosan’s katana because to my mind, it unbalanced the game.  I did accept Bloodbane as Minsc’s missile weapon for the rest of the game.  In my view, it provides powers comparable to what other weapons in the game provide (Staff of the Ram, Klogarath, etc.).  Acidic Backlash on the other hands, struck me as well beyond what any roleplayer has a right to expect in Shadows of Amn.
The North Forest
1) When the party first arrives, a squad of Yaga-Shura soldiers will be murdering some helpless merchants.  Slaughter them in their turn.  The sole surviving merchant thanks you.  The party gets +1 to reputation and a 1,000gp.  He’ll also sell from his stock.  At this point in the game, none of it is overly useful.

2) To the south will be a stream crossing.  Across the stream crossing will be two Fire Giants.  I had Gildor run across and then lure them to the east end of the crossing, where they can’t follow.  The rest of the party then kills them with missile fire.

3) Scattered throughout the rest of the area will be Yaga-Shura’s soldiers, along with the odd Mage or Cleric of Talos, and a few Fire Giants.  I tended to blend the ‘drawing out’ tactic with casting a spell like Incendiary Cloud or Acid Fog over a large group of them.  Tithian of course has a field day with backstabbing.

At this point I could press on to the Forest of Mir or Yaga-Shura’s stronghold.  But instead I prefer to explore Watcher’s Keep in it’s entirety.  Tons of items and experience to be had.  Do not worry, the events involved with Yaga-Shura turn out the same no matter whether you delay or you hustle.

Watcher’s Keep

The Ritual
*** TACT ***

1) Before I proceed with the Watcher’s Keep proper, I’ll add some commentary on a mini-quest added by the Tactics Mode, the Ritual.  Once you enter the outdoors of the Keep, you’ll notice a yellow-robed person named Pontifex.  He has a quest for you, disrupt the ritual but without killing the priestess who’s leading it.

2) So you’re teleported to a new outdoor area.  Before you can gain access to the Ritual itself though, you need to kill of the Skull guardians.  Before a Skull guardian can be killed, you need to kill every deluded servant who’s protecting it.  The servants typically included a couple of druids, a backstabbing assassin, a gnome or two who can throw stunning darts, a berserker, a mage, and a unique boss servant for each Skull guardian.  Using cloud-like spells isn’t helpful because the Skulls will just use Zone of Clear Air.  The Skull guardians themselves can about once each turn, use a Project Force ability that will blow the character back and drain him or her a level.  
This is a very long term campaign, because you allowed at most one rest.  The best approach is to designate one character to wear the Amulet of Power.  Send that character to inch forward and try to use the ‘drawing out’ technique whereby you try to fight only a few foes at a time.  The point behind having him wear the Amulet of Power is to nullify the draining effect of the Skulls’ project force power.  Once all its servants are dead, the Skull can be killed.

4) Once all the Skull Guardians are dead, you can get to the ritual.  The priestess will start the ritual, while Units One to Four, super-golems, show up to pound on you.  Show up with spell buffs to the max, and gang up on the golems one by one.

5) How you handle the priestess is up to you.  Remember that Pontifex wants you to disrupt the ritual but without killing her.  If you so much as touch her once, or even use Power Word: Silence on her, she’ll die.


If you feel like forcing a confrontation with Pontifex, this is certainly the way to go.  Just so you know, he’s a Yellow Dragon.  And he’ll immediately start the battle with an instant Time-Stop and start inflicting all kinds of nastiness.  My approach: Buff up Gildor with all kinds of protections.  He then casts Protection from Magical Weapons just before initiating dialogue with Pontifex.  Everybody else is a good distance back.  Once the Time Stop is safely absorbed, the usual anti-dragon tactics should then work.  
6) However, if I remember correctly, I also killed all of the Golems, and ignored the High Priestess for the time being.  Once the Golems are all dead, I then casted a Maze at her while she’s fairly deep into the incantation.  Before you leave this area, you must see the message ‘ritual is disrupted’ and she must still be alive.


Once that happens, come back to Pontifex.  He then leaves amiably, and each party member gets 90,000xp.
Outdoors
1) Just north of where you enter will be an order of the Helmite Priesthood called the Knights of the vigil.  Their leader, Odren, explains that there purpose has been to keep an ancient evil called the ‘Imprisoned One’ sealed within the Watcher’s Keep.  However, the old wards are weakening.  He wants your help restoring them.  With that, you get taken atop the Keep.

2) Brother Pol will then hand you a Ritual to strengthen the seals once you reach the ‘Imprisoned One’.  He’ll also give you a Holy Symbol that lets you escape once you have read the ritual.  The door to the first level of the Keep now opens.

3) Before you go, Sister Garlena has items for sale.  The only one of interest for me was the Firetooth Crossbow +4 (shoots +2 fire bolts on its own and needs no ammunition, speed factor of 1).  A definite improvement for Keldorn.

1st Level
1) Once you come in, take the door to the southwest.  Inside will be a Ghost who complains about the cold.  At x1900 y1800 will be 250gp, a Wand of Sleep, 1 Potion of Invisibility, and 4 Potions of Extra Healing.  At x1825 y1850 will be 360+gp.  At x2050 y1885 will be:

40 Bolts +1

40 Bullets +1

40 Arrows of Piercing

6 Antidotes

Paladin’s Bracers - With 10,000gp Cespenar can upgrade this to the Blessed Bracers (Cast Cure Critical Wounds once a day, Cast Resurrection once a day, +10 Hit Points).  Only Keldorn can wear these.  Problem is, it involves sacrificing the A.C. bonus AND the attack bonuses with the Crossbow provided by the Gauntlets of Dexterity.  To my mind, the healing powers which are already provided by Anomen just aren’t worth it.  Oh, you do get 10 bonus Hit Points.  In Throne of Bhaal, a four point drop in A.C. will mean those bonus Hit Points and more to spare will get whittled down fast!

2) Through the southwest door will be a Golem.

3) Through the northwest door will be a group of random monster, Mephits, Trolls, etc.  At x1600 y1800 you’ll find:

Tattered Parchment, this is one of three clues for performing the ritual that lets you go down to the next level.

Elminster’s Ecologies - provides some valuable tips on fighting Fire Trolls, Magic Golems,  Fission Slimes, and Marileth demons.

At x1475 y1700 you’ll find:

Handwritten Note - despite the garbled nature of this and other such notes, bring them along.  They provide clues to using a powerful machine in the lower levels to your benefit.

At x1325 y1600 you’ll find:

Golem Manual - creates a Flesh Golem with a minimal speed factor.  A worthy replacement for the Black Spider Figurine.  Can be upgraded to create more powerful Golems when you find the right page.

At x1185 y1540 you’ll find:

2,000gp

20 Darts of Wounding

another Tattered Parchment

4) Continue through the northwest door.  At x625 y1135, you’ll find:

Case of Plenty +1, can be upgraded with the right gem to a Case of Plenty +2, which allows you to fire +2 bolts without limit.  With the Firetooth, why bother?.

At x450 y1250 you’ll find:

Bell, one of three pieces needed to perform the ritual.

At x775 y1200 you’ll find:

1 Potion of Superior Healing

10 Bullets +3

A book titled ‘History of the Imprisoned One’

Crimson Dart +3, always returns to its thrower’s hand.  An improvement for Edwin.

5) I leave out the northeast door.  It will lead into a large room which may contain a variety of new mist-type monsters.  There are Vampiric Wraiths, who obviously drain levels.  There are Wandering Horrors, which unleash a weaker form of Death Fog.  There are also Spellhaunts, the same deal as Nishruus.

6) Go through the door at x2000 y1125, where you’ll fight another random group of monsters, spiders, shadows, etc.  At x2250 y925 you’ll find a Wardstone (to this day I’m not sure what this is for, but I still hold on to it till I’ve cleared this level).  At x2450 y1075 will be a Potion of Superior Healing.  There will also be a trap at x2025 y900.

7) Go through the southeast door.  At x2775 y1225 will be another Wardstone, a Potion of Superior Healing, and a Small Shield +2.  At x2590 y1290 will be the third Tattered Parchment.

8) Through the southwest door may be another monster.  At x2600 y1475 will be a King’s Tear, and a Key, to open the door to the Priest’s Chamber.

9) Open the door at x2000 y750.  There will be a trap at x1825 y775.  At x1975 y575 you’ll find:

Ammo Belt, will allow Minsc to hold a virtually unlimited number of arrows in it.

Tinder Box, needed for another room.

At x1950 y600 will be:

2 Potions of Superior Healing

A Scribbled Note which is not terribly illuminating

At x1850 y600 you’ll find:

Quiver of Plenty +1, any comments I had about the Case of Plenty will apply here as well.

another Handwritten Note

At x1650 y750 you’ll find a pair of Old Slippers, which I recommend bringing with you before entering the Priest’s Chamber.

10) Through the door at x675 y900 will be a large group of Mustard Jellies.  I had Jaheira ready herself with Protection from Fire and then walk up by herself to meet the Jellies.  Anomen then casts Firestorm on top.  Jaheira, with all of her protections against missile weapons, emerges by and large unscathed while the Jellies roast underneath the Firestorm.

At x675 y975 you’ll find 20 Bullets +2.  At x600 y900 you’ll find a Wand of the Heavens (casts Flamestrike, useable only by Clerics).  At x350 y1050 you’ll find:

20 Bullets +2

20 Bolts +3

20 Arrows +3

Candle, another piece needed for the ritual.

At x275 y1075 will be a Fireplace.  With the Tinderbox, l-click on the fireplace to light it up.  The Ghost who was complaining about the cold will appear and thank you.  He advises you to bring the Old Slippers to the Priest.

11) The door to the Priest’s chamber is at x1375 y750.  Open it with the key.  You could kill the Priest (a sort of clerical lich) and his Golems, but it is more rewarding not to.  Give him the slippers  and each character gets 20,000xp.  He’ll also let you look into his sarcophagus.  Left-click on it and you’ll discover the page that you need to turn the book to.

12) Now is the time to perform the ritual.  The altar is at x875 y800.  The book referred to in the Tattered Parchments will already be on the altar.  You’ll notice that there are some statues in the large room.  The ones towards the northwest will attack once you place the Bell and Candle on the Altar.  Some of them will look like mages and priests, and in fact are.  It is to your advantage to place your fighters and summoned creatures right next to them beforehand.  Place the Bell and Candle on the Altar, and then win the battle.

Once that is done, left-click on the altar again.  You’ll be asked to perform the ritual with the various pieces you have placed on the altar.  The Tattered Parchments will have provided clues about the proper order of the ritual.  For you reference, it is; Bell, Bell, Candle, Book, and Bell.  Each character gets 25,000xp and the remainder of the statues attack.  Again, it is advisable to have positioned your characters beforehand.  They’ll leave behind a variety of treasures:

Dagger +3

Usuno’s Blade +4 (10% chance of 2d10 electrical damage, save vs. spell for half)

40 Arrows +3

Halberd +2

Long Bow +3

Large Shield +2

Foebane +3, with Fflar’s Scabbard, Cespenar can upgrade it to Foebane +5 (+6 vs. undead & shapeshifters & demons, +1 bonus to saving throws, each hit uses Larloch’s Minor Drain with no saving throw).  This and Usuno’s Blade are interesting possibilities, but there’s better out there.

By now Anomen has reached the 25th level and received the Holy Symbol of Lathander (+5% Magic Resistance, +1 Strength, and an extra 6th and 7th level spell).  Viconia receives the equivalent in the Holy Symbol of Talos.  For Viconia, it becomes even more significant as it raises her Magic Resistance form 65% to 70% and her Strength from 19 to 20.

13) The party now takes the exit at x1450 y1150.

Elemental Level
1) Once the party comes down, they’ll notice inside of a cage the Chromatic Demon.  It explains that only he can open the way to the next level.  He won’t unless you unlock his cage, a feat that can only be performed by finding all four elemental scepters from the nearby laboratories of now deceased archmages.

2) A good place to start is the northwest door.  There will be two Fire Giants in the Fire Mage’s Library.  Get in as much missile fire as possible before they close the distance.  When one is ‘Badly Injured’, that’s a queue for Imoen to nail it with Power Word: Stun.

In the room where the Fire Giants were, there will be traps at x1350 y1015 and x1160 y950.  There are course a variety of treasures in the room:

x1415 y1050 - 6 Potions of Superior Healing

x1075 y1125 - 20 Darts of Wounding, 40 Arrows of Fire, 40 Arrows of Ice, 40 Acid Arrows, and Bolts of Lightning

x1125 y875 - 4 Antidotes and a Handwritten Note

x1255 y765 (trapped) - 5 Potions of Superior Healing, 40 Arrows +3, 40 Bolts +3, 20 Bullets +4, Potion of Cloud Giant Strength, Wand of Cursing

x375 y860 (trapped) - 20 Darts of Wounding, 20 Darts of Stunning, Fire Library Note - this gives you a clue as to how to kill another invincible Fire Giant on this level, but that is not till much later.

3) Down the hallway to the northeast will be an Imp.  He assumes that the Archmages who resided here, each of whom specialized in a certain elemental power, have killed each other off.  He’ll also clue in you in to the fact that each of the Archmage’s gaurdians was vulnerable to the power of another opposite elemental power.

4) Once he leaves, I’ll have Jaheira open the northeast door.  The room inside is literally buzzing with electrical energy, so it’s best to have Jaheira approach alone with her Harper Pin.  Two Air Elementals, two Greater Air Elementals, and the Gaurdian of Air will appear.  Jaheira lures them back to the party.  Once the Guardian of Air dies, he’ll leave behind the Air Scepter.

In the room where the Air Elementals first appeared, there will be a fan in the middle of the room.  You can l-click it repeatedly to have it either blowing strong or more weakly.

6) Come back to the main room.  Through the northeast door will be a whole bunch of Golems, including the brand new Ice Golems which can release a scalding steam.  This is the Air Mage’s Library.  Come prepared.

There will be a trap at x2650 y1125.  There will be more treasure:  

x2600 y1000 - 40 Bullets +2, 20 Bullets +3, 40 Bolts of Lightning

x2900 y800 - Air Library Note - a clue on killing the Slime Mage’s pets.

x3000 y850 - 40 Bullets +1, 20 Bullets of Fire, 3 Antidotes, 40 Bolts of Lightning

7) Come back to the main room.  Through the southeast door will be the Slime Mage’s Library.  Inside will be Vortex Spiders and Mutated Spiders.  In the past, I could rely on Slow Poison against spiders.  Not so here.  The poison of a Mutated Spider does 5 Hit Points of damage each second.  Do not take it for granted that the priests can reach an afflicted character in time.  If the priests themselves are poisoned, well ...   My strategy requires an adjustment.  I have two characters who are immune to poison, Gildor (Ring of Gaxx) and Minsc (Periapt of Proof against Poison).  They form a front line before the door.  Everybody else stands behind ready with missile weapons.  Gildor opens the door and then lures them on by coming back to Minsc’s side.  A safe way to kill them off.

There will be traps at x2650 y2100, x2775 y2100, x2900 y2100, and x2725 y2275.  There will also be treasure:

x2550 y2075 - 40 Arrows of Piercing

x2875 y1875 - Laeral’s Tear Necklace, 5 Antidotes, Key (opens the door to the northeast).

x3000 y2200 - 80 Acid Arrows, 40 Bolts of Biting, 2 Antidotes

x3225 y2125 - 5 Potions of Extra Healing, Slime Library Note - a clue on how to kill the Ice Mage’s gaurdians.

8) Now it’s time to kill off the Slime Mage’s Guardians, who are in a room in between the Air Mage’s Library and the Slime Mage’s Library.  So long as the poisonous vapor remains in this room, the Giant Snake in the room remains invulnerable.  The key is to turn the Fan on to strong, AND to open all the doors from the fan room to the Slime Mage’s Library.  The door northeast from the Slime Mage’s Library requires the key that will be found in one of the bookcases.  Keep in mind that if you save this door for last and approach the monsters from here, the vapor will blow right on top of here and you’ll be fighting at a disadvantage.  Save the door southeast from the Air Mage’s Library for last.  You can then kill off the Giant Snake, two Green Slimes, and two Poison Mists.  The Giant Snake will leave behind the Air Scepter.

In the pool in the middle of the room, you’ll find Antidotes and the Poison Head.  Go back to the Pocket Plane.  With this and 5,000gp, Cespenar upgrades the Flail of Ages to the Flail of Ages +4 (+1 each of fire & cold & acid & poison damage, 33% chance of slowing target with no save).  Some of you may have noticed that the Celestial Fury Katana is starting to lose its edge.  It’s stun power doesn’t involve any saving throw penalty, so it is becoming far less effective during Throne of Bhaal.  Now that the Flail of Ages has become a +4 weapon and will slow its target 1/3 of the time without any saving throw, it really comes into its own as a worthy replacement of the Celestial Fury for Gildor.  For Viconia, it of course improves a weapon she has been using all along.

9) Keep all the doors open.  Now open the door southwest from the Slime Mage’s library.  The gust of wind will then blow the poisonous vapor into the Ice room beyond the door.  The Ice Golem and the Ice Mists inside are now vulnerable.  The Firestorm Tactic works fine here as well.  The Ice Golem will leave behind the Ice Scepter, and a Horn (used to upgrade the Helm of the Rock).

Now close one of the doors in between, because you’ll need the Ice Room to take care of the Fire Mage’s Guardians.

10) Come back to the Main Room.  Through the southwest door will be the Ice Mage’s Library.  Inside will be Vampiric Wraiths and other mist-type monsters.  There will be traps at x1425 y2250, and x1125 y2100.  You’ll also find:

x1275 y2350 - 40 Arrows of Ice, 40 Arrows of Fire

x1600 y2125 - Handwritten Note

x1000 y2100 - 40 Arrows +2, 5 Arrows of Dispelling, Horn

x1275 y2075 - 40 Bolts +2, 40 Bolts of Lightning

x1325 y1925 (trapped) - Star Sapphire, Wand of Spell Striking (casts Breach and Pierce Magic with each charge), you’ll want as many of these as you can find for the final battle.

11) Next up will be the Fire Mage’s Guardians, who will be in the room through the northwest door.  The Fire Giant is invulnerable so long as the Greater Fire Elementals are still alive.  If you kill the Elementals the usual way, they’ll respawn from the lava pools inside the room.  I have most of the party stay in the Main Room.  Gildor opens the door the Fire Guardians.  He then lures the Greater Fire Elementals one or two at a time into the Ice Room.  Once all the Elementals are dead, the party can then gang up on the Fire Giant.  He’ll leave behind the Fire Scepter and the Helm of the Rock (25% resistance to fire, cold, acid, electricity, and poison).  

With the two Horns and 5,000gp, Cespenar can upgrade the Helm of the Rock so that it’s wearer can also use Cloak of Fear three times a day.  As I’ve already mentioned, I prefer helms that provide protection against physical attacks.  As for my attitude about the Cloak of Fear power, see my comments on War Cry a few pages above.

12) With all for four scepters, it is now time to open the Chromatic Demon’s cage (20,000xp each character).  Your intuition is correct that it will attack you once free.  The Chromatic Demon takes next to no damage from physical attacks, and regenerates quickly.  It’s sole weakness will depend on which of the four incarnations it has taken up when you release it.  The Shambling Mound form is vulnerable to electricity.  The Ice Golem form is vulnerable to fire.  The Air Elemental form is vulnerable to acid and poison.  The Red Demon form is vulnerable to cold. 

My strategy revolves around reloading the game until the Chromatic Demon has taken the Ice Golem form, since my party has more fire attacks than anything else.  Everybody gears up for protection against physical attacks.  Imoen will also cast Melf’s Minute Meteors.  I then release the Demon.  Keldorn and Minsc swing away.  Jaheira uses her Ring of Fire Command (Flame Strike).  Anomen uses his Wand of the Heavens.  Gildor casts Burning Hands.  Imoen then casts Time Stop.

She then pelts the Chromatic Demon over and over again with her Minute Meteors.  If it is still standing when Time Stop has finished, she finishes it off with Comet.

The Chromatic Demon leaves behind the Portal Key, Ixil’s Spike +2 (keep this if you’re interested in the upgrade), and the Circlet of Netheril.  Cespenar can, for 5,000gp and with the Bronze Ioun Stone, upgrade the Circlet of Netheril (+10 Hit Points, extra 7th and 8th level spells).  Awesome for Imoen or Edwin.

Now it’s on to the next level

Maze Level
1) As soon as you step down, you’ll come into a room with four portals in the northeast, northwest, southeast, and southwest corners.  You’ll also see a Compass Rose in the middle of the room.  For purposes of the Maze Level, the directions I give will correspond to that of the Compass room.  North equals northwest.  East equals northeast.  South equals southeast.  West equals southwest.

You’ll also see a deranged elf who calls himself Yakman.  Follow him south.

2) Cast a Heal spell on Yakman and he’ll recover his sanity.  Every party member gets 5,000xp.

At x620 y630 is a pair of Bard’s Gloves.  With a Rogue Stone, King’s Tear, Daimond, Star Sapphire, Emerald, and 10,000gp, Cespenar will upgrade the Gloves into the Wondrous Gloves (+1 THAC0, extra 2nd & 3rd & 4th level spells).  These will be HaerDalis’ gloves for the duration of Throne of Bhaal.

There’s a heap at x850 y350 which is also trapped.  Inside you’ll find:

Scepter of Radiance, this is the key to the next level, but you’ll need to complete it with three gems first.

Madman’s Journal, Yakman’s entry provides a cryptic description of how to reach the portal to the next level.  The remainder of the walkthrough gives it to you in plain English.

3) Take the north portal to come back to where you first entered this level.  Now take the east portal.

4) You’ll come into a room where magic never works.  You’ll also find three Cornugons gaining up on a Balor.  Try to land the killing blow on the Balor so that you can get the experience points for his death.  Since magic doesn’t work here, it becomes a straight melee fight.

5) Continue east.  You’ll meet a Balor named Tahazzar, who has with him three Glabrezu, two Maurezhi, a Succubus, and a few Quasit.  If the protagonist is good, he’ll recognize you as such and immediately start a fight with you.  This can get pretty gruesome and necessitate a few reloads.  For one thing, the dead magic room prevents you from preparing beforehand.  The demons themselves can also bring an impressive barrage of magic to bear on the party.  As soon as you step through, pause the game quickly before Tahazzar talks to you and bring up some defences and Haste as quickly as you can.  Gildor in fact has the aforementioned Spell Trigger of Protection from Magic Weapons – Improved Haste – Spell Immunity: Abjuration ready for this occasion.  Hold nothing back.  Imoen gets in as much death and destruction as she can with a Time Stop spell.  As far as I’m concerned, your priorities should be the Succubus (Dire Charm abilities) and Tahazzar, who is fond of using Symbol: Stun, Paralyze, and can inflict vorpal hits.

*** EVIL NOTE *** Tahazzar will recognize Tithian as evil and offer a proposition.  He wants you to kill the Baatezu led by Ka’rashur.  It’s just a matter of heading through the south portals.  It’s to your benefit to do so.  You’ll have to bring back Ka’rashur’s heart back to Tahazzar as proof.  This means that you’ll have to start the pattern described in the Madman’s Journal all over again.  When you bring the heart back, you’ll get a hefty experience point reward as well as the Thieves’ Hood.  For 10,000gp and with a Ring of Invisibility and an antidote (common item), Cespenar can upgrade the Thieves Hood (True Seeing 3x a day, immunity to poison and backstabbing).  Since this allows Tithian to invoke True Seeing with a speed factor comparable to Keldorn’s, I found it worthwhile to have him wear this for the rest of the game despite the lack of an A.C. bonus.  An advantage of this is that you can then afterwards prepare while in the Pocket Plane and then get the jump on Tahazzar’s crew.

Either way, Tahazzar will leave behind his heart and one of the three Gemstones that must be attached to the Scepter of Radiance.

6) Through the south portal in a dead magic room will be three Cornugon, a Velithuu, and a Pit Fiend.  This is another cross your fingers battle, because the dead magic room keeps you from having Remove Fear in place.  It becomes hack and slash and hope for the best.

Keep in mind that there will also be traps just in front of each portal.

7)
After you’ve killed the Tan’nari, go through the south portal.  You’ll find a Succubus and several Alu-Fiends.  I throw out any spell I have to stop them from casting spells, including Silence 15' Radius and Insect Plague.  Sure, they have some Magic Resistance.  But you must appreciate that they’ll all be throwing Dire Charm your way, which can make things really ugly.  If the spells I mentioned work on some of them, you’ve done yourself a favour.

Once they’re dead, take the opportunity to prepare yourself to the max because ...

8)  Through the south portal will be Ka’rashur, along with three Cornugons, three Imps, two Bone Fiends, and an Erinyes.  Luckily this battle will be easier than the one against Tahazzar, partly because it isn’t so magic-intense and because you’ve had the chance to prepare beforehand. 

Ka’rashur leaves behind another Gemstone belonging to the scepter.  For the evil party, Ka’rashur will make an offer of the same rewards for killing Tahazzar.  Who you side with is up to you.

9) Continue through the south portal.  You’ll find a Red Glabrezu that summons Greater Fire Elementals and a Blue Glabrezu that summons Frost Salamanders.

10) Now take the west portal.  You’ll come across a group of Tiefling along with their pet dog Aranthis.  This is a wild magic room.  I don’t recommend casting spells here.  Refer to Throne of Bhaal’s game manual on the subject of Wild Mages if you want to find out why.  I’m certainly not in the mood for sex changes and other ridiculous effects.  In any event, the room prevents magic from becoming an effective force for either side.  So it becomes a straight melee fight.  The Tiefling fighters are capable of Greater Whirlwind Attack.  My recommendation is that once they invoke the ability, keep the party running around until approximately a round of combat has passed.

11) After you’ve collected their treasures, go through the north portal.  Take the time to prepare as much as you can.  In a few moments you’re going to have to kill some Demonknights and a Cambion.

12) Before you go through the north portal, cast Limited Wish and select the option that protects from undead.  You’ll have to do battle with a Demon Wraith and his Slave Wraiths.  The Slave Wraiths won’t fall until you’ve killed the Demon Wraith.  The trouble is, there’s a lot of traps intervening between the party and the Demon Wraith.  To start with, I had Keldorn cast Dispel Magic to take down the Demon Wraith’s initial defences.  Imoen casts Time Stop.  She then takes the free time to search out all the traps and disarm them.  Once the Time Stop ends, the party can then rush the Demon Wraith.  Things are of course more difficult for the evil party, but it is still recommended that you disarm the traps before moving on to the Demon Wraith.  Have Jaheira or Edwin or Viconia summon a creature or two right in front of him so that they’ll be the initial targets of his spells.

Scattered throughout the room are various minor treasures.  At x345 y640 you’ll find White Dragon Scales.  With 5,000gp Cespenar will convert it into the White Dragon Scale (A.C. -2, +50% Cold Resistance, cast Cone of Cold three times a day).  This is by far the best armor for Minsc or Tithian, which lets them use their stealth and/or thieving skills.

13) Step through the north portal.  You’ll find a Cambion named Aesgareth, his Tiefling servants, and his two pet Fell Cats.  

To make a long story short, Aesgareth wants to play games of chance with you involving the Deck of Many Things.  It is a magical deck of cards which when you draw a card from it can produce any one of a whole range of magical effects, from the very beneficial to the downright disastrous.  The stakes you can gamble are your vitality (hit Points), some of your expereince, or the magical scepter.  The stakes he offers are a Scroll of Wish, a magical scimitar called the Spectral Brand +4, and his Gemstone which happens to be the last piece you need for the scepter.

I earnestly recommend playing for the other stakes first before grabbing for the way out.  Yes, you can keep reloading until you win the draw against Aesgareth.  You’ll get 25,000xp each character for winning the Wish Scroll.  Obviously a more potent version of Limited Wish.  Anytime you cast the spell, you end up having to negotiate what you get out of the wish with a Genie, who for his turn seeks ever to twist your words against you.  The higher your wisdom, the better your selection of possible wishes will be.  Wisdom of 18 is recommended for anyone who wishes to take advantage of the spell.  The best possible option to my mind is the one that lets you regain all your spells and Hit Points as though you’ve rested.  Too far too random to be worth a 9th level slot though.
Next is to play for and win the Spectral Brand +4.  Each character gets 25,000xp.  Jaheira discards Belm in favour of this truly worthy weapon.  Sure, an extra attack each round had been nice.  But monsters that can only be hit by +3 or better weapons are becoming more frequent in TOB than they were in SOA.  Besides which, when occasion demands it, Jaheira will dish out a Greater Whirlwind Attack with the +4 Spectral Brand in hand.  It will get even better when you find an item to upgrade it in Sendai’s Enclave.

Third time around, Aesgareth will insist on playing for the way out.  The party gets 20,000xp each member.  If you win, Aesgareth will battle you for it.  If you lose, he’ll leave it behind once he escapes.  Of course, you could also attack him for it as well.  This battle is certainly winnable, so long as you’ve prepared beforehand.  Of course, Aesgareth and the mage should be the priorites of who to kill first.  The mage will leave behind a Robe of the Good Archmagi.  Aesgareth will leave behind:

Two-Handed Sword +2

Chain Mail +2

Deck of Many Things

Gemstone, the last piece of the Scepter.

Each party gets 25,000xp for assembling the Scepter.  But before I go on to the next level...

The Deck of Many Things
It’s time for my party to decide how it’s going to use the Deck of Many Things.  Of course, it helps to know how it works first.  Kudos galore to Setsuna Mei’Oh for uncovering the mysteries of the Deck.  Her discovery can be found at www.skullport.com/games/bg2/tobit28.htm.  I’ll present  the information on that website here.  

First off, you can use reload to get what you want from the deck.  Secondly, only cards marked with an asterisk are considered ‘bad draws’ by Throne of Bhaal.  Thirdly, only some of the cards are available on the first draw.  They are:

 * Donjon - user must save vs. death at -4 penalty or be imprisoned.

* Ruin - party loses all gold.

Euryale - permanent -1 penalty to all saving throws, and no save to avoid either.

Flames - a Balor and four Fire Elementals attack the party.

Gem - the party gets a Rogue Stone, a King’s Tear, a Star Sapphire, a Diamond, and an Emerald.

Jester - User gets 50,000xp.

The cards that are available to you on your second and third draws depend entirely upon whether a previous draw was good or bad.  

Second draw (no ‘bad draw’ on first draw):

* Void - user must save vs. death at -4 or be disintegrated.

* Magician - user turns into a rabbit.  Changed back with Remove Curse.

Knight - Four Demon Knights attack the party.

Rogue - User is Dire Charmed without any saving throw and attacks the rest of the party.  Cannot be dispelled, so you would have to kill him or her and then bring back to life.

Vizier - User is under effect of the Mantle spell, which lasts for 24 hours.

Sun - The party gets 300,000xp.

Second draw (‘bad draw’ the first time):

* Void - see above

Key - party gets a Ring of Protection +3

Star - user gets a +1 to one stat depending on his or her stats.  If the user is multiclass, his spellcasting class gets favoured.

Vizier - see above

Rogue - see above

Sun - see above

Third Draw (no ‘bad draw’ beforehand)

Skull - A very powerful Death Shade shows up and attacks only the user.  If the user dies, the Shade disappears.

Moon - +10 Hit Points

Talons - user permanently blind until cured by Remove Curse.

Fool - User’s wisdom drops to 3 and is confused.  Remove Curse fixes the wisdom.  Dispel Magic fixes the confusion.

Comet - Permanent +5% to Fire Resistance.

Erinyes - +1 to all stats for 24 hours.

Third Draw (a ‘bad draw’ along the way)

Skull - see above

Moon - see above

Fool - see above

Throne - party gets 1,000,000xp.

I’ve already mentioned previously that one of my priorities is to get Jaheira to the 15th level as a Druid (see p. 122).  I now use the Deck to bring her that much closer to this goal.  First off, I give the Deck to someone besides Gildor or Jaheira.  I keep drawing until that character draws Donjon.  If he gets imprisoned, big deal.  Just use a Freedom scroll.  Now the best cards are available for the second and third draws.  Once again, I kick everybody out of the party besides Gildor and Jaheira.  On the second draw, I keep reloading till I get Sun.  On the third draw, I keep reloading till I get Throne.  That’s 1,300,000xp divided between the two characters.  Jaheira went from 2,174,615xp to 2,532,115xp!  Incidentally, Gildor is also that much closer to being able to cast Time Stop or Wish.

*** ASC ***


An alternative I used, because I racked up lots of  experience points from the Tactics Module, was on the second draw to get the Ring of Protection +3, and then 1,000,000xp between Gildor and Jaheira on the third draw.  I head Imoen wear this ring after she gets the Amulet of the Master Harper.  I usually don’t fret about A.C. for her, but it does confer a +3 bonus to saving throws, including death magic.  Even at high levels, mages don’t have great saving throws against death magic and this can become quite significant in the higher stages of the game.
Machine of Lum the Mad
1) Upon entry, you’ll get introduced to the antics of Carston, who is apparently invulnerable within that glass bubble of a very large machine.  Within this same room are a variety of treasures as well:

x3200 y1475 - 40 Bolts of Lightning

x3250 y1500 - 80 Bolts +1, 10 Antidotes

x3350 y1575 - 40 Bolts +1, 40 Arrows +1, and a variety of mundane weapons.  I have Tithian or Gildor bring along a non-magical katana for a specific monster on this level.

x3400 y1625 (trapped) - 40 Arrows of Piercing, 1 Potion of Fire Giant Strength

2) Go through the door at x3600 y1650.  There will be random groups of monsters to both the left and right of the door.  There’s also plenty of treasure here:

x3500 y1175 (trapped) - 20 Bullets of Fire, 20 Bullets +4

x3550 y1150 - Scroll of Identify, 30 Arrows of Biting

x4200 y1575 - 80 Bullets +1, 40 Bullets +2

3) Go through the door at x4100 y1300.  Through the door will be two Magic Golems.  They can only be harmed by non-magical weapons, and can also shoots bolts of magic energy.  I had Gildor or Tithian equip a non-magical katana, use Mirror Image, and then march forward to the kill.  In the pool they were gaurding, you’ll find a Blue Oil, an item you’ll need to make progress.

You’ll also find:

x3825 y925 - 40 Arrows of Ice, Angel Skin Ring

x3975 y825 (trapped) - 40 Bullets +4, Wand of Missiles, Scroll of Protection from Cold

x4050 y800 - 40 Bolts of Biting

4) Now make your way to the door labelled ‘to Illithid Encampment’ along the northwest wall.

5) Once you step through, go south where you’ll have to fight a Mind Flayer and four Umber Hulks.  There will be hallways leading west and south.

6) Go along the west hall.  Through the door will be more Mind Flayers and Umber Hulks.  In the center circle of the room, you’ll find a Wand of Cursing, and an Illithid Rod.  The rod is one half of a key needed to open a door on this level.

*** TACT ***


If you’ve downloaded the Solaufein module, you’ll find that the Mind Flayers here are still buffed up, adding to the challenge.

7) Come back to the first room and now go south.  You’ll find another Mind Flayer and four Umber Hulks.  At x1600 y910 you’ll find:

5 Potions of Superior Healing

Halberd +1

Hand Written Note

At x1950 y1000 you’ll find a Scroll of Identify and 5 Potions of Extra Healing.  At x1375 y815 (trapped) you’ll find:

40 Arrows +3

5 Potions of Superior Healing

Scroll of Protection from Elements

8) Through the door at x1875 y875 you’ll find Carston’s apprentice, who’s been tortured nearly to death by the Mind Flayers.  He’ll fill you in on how things came to be, but then out of hatred for his former master, he’ll absolutely refuse to divulge the secret of freeing Carston.  He then dies.  Each party member gets 1,000xp.  On the table behind him, you’ll find:

2 Potions of Superior Healing

Wand of Missiles

Bloodstone Amulet

9) Now continue along the south hallway.  There’s a trap at x1675 y1450.

10) In the room beyond you’ll find an Ulitharid, Mind Flayers, and Umber Hulks.  The Ulitharid leaves behind an Illithid Rod, the other half of the key.  In the center circle of the room, which is trapped, you’ll find:

40 Arrows +3

10 Bullets +4 

40 Bullets +3

11) Now make your way to the door at x1350 y1000.  There’s a trap at x1000 y1000.  Beyond that is the door that you need the two Illithid Rods to open.

12) In the room beyond is a red pool.  Once you take the Red Oil from it, the door shuts and two Vampiric Illithids come out of their coffins and attack.  Gildor, protected by Chaotic Commands, should be able to handle this.

13) Now come back to the main room of the level.  Make your way to the door leading to ‘The Githyanki Encampment’.  Once you step through, you’ll have to fight some Githyanki, who by now should be very easy.  There is also treasure to be found:

x1160 y325 - Wand of the Heavens, Adventurer’s Robe

x915 y525 (trapped) - 73gp, 20 Darts +1, 20 Darts of Stunning, 2 Potions of Superior Healing

x885 y550 - Flint and Tinder, another item necessary for progress.

15) Through the door at x1500 y775 will be another pack of Githyanki.  You’ll also find:

x1520 y775 - 40 Arrows +3

x1840 y785 - Moonstone Gem, Scroll of Identify

16) Through the door at x900 y800 is more Githyanki.  You’ll find as well:

x425 y850 - 40 Bullets +3

x390 y960 - Hand Written Note, 40 Bullets +3, Wand of Spell Striking

17) Continue through the door at x925 y1175.  Yet more Githyanki led by a Captain.  If I remember correctly, he is capable of both Smite and Greater Whirlwind Attack.  Otherwise, he’s still not a big deal.  He leaves behind:

Long Sword +4 ‘Angurvadal’ (raise Strength to 22 once a day for 60 seconds, +1 fire damage).  This sword can later be upgraded with Liquid Mercury.  

Diary of Carston’s Apprentice - this is how you find out that Carston’s Glass Bubble must be struck with a Crystal Mallet six times in order to break.

At x1350 y1550 you’ll find:

Montolio’s Clasp, hold on to this as this is another upgrade item.

In the purple pool, you’ll also find the Purple Oil.  Now that party has all three Oils that it needs.

18) From this room are two other doors.  The one at x1750 y1850 leads to the lair of a Demi-lich.  Gildor does this by himself.  He casts Spell Immunity: Abjuration on himself to negate Imprisonment.  Anomen casts Death Ward on Gildor to negate the Demilich Howl.  Gildor then simply walks in and kills the Demi-lich.  Note that this is how I would have killed Kangaxx the Demi-lich IF Gildor had a +4 weapon at the time.

In the tomb in the middle of the room, you’ll find 1 Arrows of Dispelling, and Scrolls of Symbol: Fear and Mantle.  The Demilich himself will leave behind:

20,000gp

Dagger of the Star +4 (each hit has a 5% chance of making its wielder invisible for 60 seconds).

By now, Tithian has saved up 5 Star Sapphires.  With these and 10,000gp, he has Cespenar upgrade the Dagger to the Dagger of the Star +5 (each hit has a 15% chance of making its wielder invisible for 60 seconds, 5% chance of dealing an additional 1d8 fire and 1d8 electrical damage).  For Tithian, this is a dream come true (and replaces the Celestial Fury).  Once melee combat is joined, he can simply position himself behind a monster and start swinging away.  Chances are good he’ll be able to get in a backstab or two on that monster.  Even Fire Giants I dropped with remarkable speed using this method.

19) Come back to the Githyanki Encampment.  Now go through the southeast door.  On the other side will be Saladrex, a Red Dragon with more Hit Points than Firkraag.  By and large the same strategy works here as well, only you’ll have to plug away at it somewhat longer.  One thing to keep in mind is that you cannot make your spell preparations within sight of Saladrex, otherwise he’ll go hostile and take the initiative.  Make your preparations beyond his sight.

He’ll leave behind a Rogue Stone and the Staff of the Ram +4 (10% chance of stunning target and knocking it back, +10 points of damage).  With 5,000gp and Roranach’s Horn, Cespenar can upgrade it to the Staff of the Ram +6 (15% chance of stunning target and knocking it back, +12 crushing and +1d4 piercing damage).  An interesting concept, a super staff designed specifically for melee combat.  I suppose Edwin or Imoen could use this.  But hey?!  They’re spellcasters, not fighters.  I’d rather they kept the magical powers provided by the Staff of the Magi.  Let me see, Keldorn, Jaheira, Anomen, and Gildor already have weapons that leave no room for this staff.  I suppose Minsc could use it, BUT ... Let’s compare the Ravager Halberd and the Staff of the Ram.  The Staff of the Ram has a 15% chance of stunning and knocking back.  The Ravager Halberd has a 10% chance of killing outright without any saving throw, no getting back up.  Like I said, a nice concept but one that I can’t fit into my plans.

20) Now come back to the main room.  Make your way through the door at x2625 y2325.  On the other side may be random monsters.  Along the southwestern corner of the room will be four Killer Mimics.  My advice is not to bring all four into view at once.  If all four of them are shooting their acid goos at the same character at once, it could prove fatal.  Mow them down one at a time with missile weapons.  You’ll also find some treasure.

x1950 y2275 - 30 Bolts +3

x2150 y2125 - 4 Potions of Superior Healing, Scroll of Protection from Evil

x2250 y2150 - 30 Bullets +3, 30 Arrows +3

x2375 y2250 - 971gp

x2850 y2600 - 10 Potions of Healing, 5 Potions of Extra Healing, 5 Potions of Superior Healing

21) Now make your way through the door to the southwest.  You’ll notice two rows of three braziers.  You can use one of the three oils and the Flint and Tinder to light a fire.  The color of the fire depends on the color of the oil you use.  Now bring up your overhead map.  In the northeastern portion of the room, you’ll notice two rows of three coloured spots.  That’s the clue as to which brazier to light with which color of fire.

The top row, from left to right; Blue, Purple, Red.  The bottom row, from left to right; Red, Red, Purple.  The door to the northwest opens and each party member gets 10,000xp.

22) To the northwest will be two super strong Minotaurs named Rock and Garock.  They can also use Greater Whirlwind Attack.  They’ll also have a few Frost Salamanders to help them out.  This is an instance where Smite can be used to knock them down to keep them from using their own attacks, then Keldorn and Gildor with their Boots of Speed can move up to deliver the coup-de-grace.  Of course, you have spells and they don’t, another factor in your favour.  Both Rock and Garock leave behind 2 Potions of Superior Healing and a Battle Axe +3.  Rock also leaves behind the Axe of the Unyielding +3 (A.C. +1, regenerate 1 Hit Point each round).

At x925 y1875 you’ll find:

1,000+gp

minor gems

Clay Golem page, used to upgrade the Manual of Golems so that it now summons a Clay instead of a Flesh Golem.

At x775 y2000 (trapped) you’ll find:

20 Bullets +3

20 Arrows +3

20 Bolts +3

Crystal Mallet, just what you need for Carston.

23) Now come back to the machine.  Left-click on the glass bubble, and select 6 times.  The bubble will break.  Each party member gets 7,500xp.  Whether you kill Carston or not is up to you, the experience is about the same.  Either way, he’ll also leave behind his journal which tells you how to use the machine to open the portal to the next level.  But first ...

Remember all those Hand Written Notes that you’ve been finding?  Well, they’re clues as to how you can use the Machine to your benefit, and which benefits will be conferred.  Here they are:

Triangle, Green, Medium - party gets the Storm Star Mace +3, with the Starfall Ore found in Khiser Jhaeri’s home, you can upgrade so that it will also have a 5% chance of unleashing a Chain Lightning spell.  Nice, but there’s still better out there.

Square, Short, Medium - +1 Strength.  Whoever already has a Girdle of Giant strength needn’t bother.  Gildor could, but all that involves is +1 to damage.  I have Minsc use it to improve his strength from 18/93 to 19.  His bonuses go from +2 THAC0 and +5 damage to +3 THAC0 and +7 damage.  For the evil party, I had Tithian use it.

Circle, Blue, Long - +1 Intelligence.  I had Imoen use it to get 18 Intelligence.  Now she can scribe 9th level spells without having to use potions.  Edwin will also use it so that his chance to scribe scrolls improves to 95% and can learn spells without limit.

Circle, Red, Long - +1 Constitution.  Jaheira, who among the front liners has had the least amount of Hit Points, now gets an extra 9 Hit Points.

Circle, Square, Triangle - +1 Wisdom.  Gildor uses this to get a Wisdom of 18.  He can now take best advantage of the Wish spell, or so I hoped.  Proved way too random for me.
Red, Green, Short - +1 Charisma.  Whomever is the party leader, Keldorn or Viconia, gets this.

Square, Blue, Short - +1 Dexterity.  Jaheira could use this.  But she doesn’t need it since she’ll also find a great suit of armor which will also increase her Dexterity by one.  This leaves Gildor and Minsc.  Both are at -7.  Tough call.  I ended up favouring Gildor (20 to 21, A.C. bonus for dexterity improves to 5) since he’s more often having to step right up to the monsters.  Minsc, with a two-handed weapon, is often able to attack from behind a better protected character.

Blue, Green, Long - +5% Magic Resistance.  There’s no point in having Keldorn use this, since it will be overcome when re-equipping the Holy Avenger sets his Magic Resistance to 50%.  I had Gildor use it to improve from 25% to 30%.  For the evil party, I had Tithian use it.

Now that all of that it out of the way, I now consult Carston’s Journal.  The procedure is; Triangle, Red, and Medium.  The Portal opens and each party member gets 25,000xp each.

The Final Vault
1) Once you arrive, you’ll notice a large vault in the middle.  Each is locked by three seals; the Wisdom Seal, the Heart Seal, and the Spirit Seal.  Each seal will need a key.

2) Go through the door at x1250 y1625.  Several Mutated Spiders will attack.  In the room you’ll find a ‘Globe Machine’ in the middle, surrounded by four glass cylinders of varying colours.  Left-click on the Globe machine, and you get to select which color of Globe it will dispense and you’ll get 1,000xp for each character.  The key is to drop the Globe in the cylinder of the same colour.  The catch is, each time you get a Globe, some monsters will appear.  Here they are:

Red Globe - Hobgoblins, including a Shaman or two.

Blue Globe - a single Globe.

Green Globe - five Mutated Spiders.  Note that there is no opportunity to set up my special strategy against Mutated Spiders (p. 158) here because they already appear close to the party.  In this instance, I have Imoen zip off the Comet spell (with the Robe of Vecna it is unleashed almost instantly) to toast them.  Hopefully nobody gets poisoned.

Purple Globe - four Skeleton Warriors.

Once you drop all four Globes into their proper cylinders, each party member gets 20,000xp and the key to the Wisdom Seal.

3) Left-click on the Wisdom Seal.  Each party member gets 20,000xp.  Left-click on it again, and you’ll have to fight a few Tieflings.  One Aurumach Rilmani and four Ferrumach Rilmanis.  The Ferrumachs are fighters with strength of 19 and some spellcasting ability.  The Aurumach Rilmani is a very powerful mage.  My strategy was to summon as many creatures as I could, and spread them around the vault to occupy the Ferrumachs.  The party huddles in the northwest corner of the vault.  The reason for this is that it is my absolute priority to kill the Aurumach Rilmani first.  The summoned creatures keep the Ferrumachs from coming to his aid.  Whenever possible, disrupt the Aurumach’s spellcasting.  If he gets off Time Stop, he could wreak a lot of havoc with his spells, or be content to bash one of the characters to death with his staff (his Strength is at 20).

The Aurumach leaves behind a Club of Detonation +3 (20% chance of extra 10 fire damage, 7% chance of a Fireball centered on the user).  With 5,000gp, and a Ring of Fire Resistance, Cespenar can upgrade it to a Club of Detonation +5 (30% chance of extra 10 fire damage, 5% chance of Fireball centered on user).  I suppose Jaheira could use it, but having a fireball catch the whole party didn’t catch my fancy.  At any rate, I simply prefer her to stick with the Spectral Brand, especially after it’s upgraded.

4) Now go through the south door.  You’ll meet a Helmite Ghost who explains that you must prove yourself to him by passing three tests.  Each of the tests are through the doors behind him, left, right, and center.

5) Through the left door you’ll have to fight wave after wave of Orcs, including a few Orc Wizards.  This battle can be challenging not so much for the Orcs themselves, but because the battle lasts quite a while.  Once you’ve killed enough, the Helmite Ghost informs you that you’ve passed the test of Endurance.  Each party member gets 21,000xp.  In the pool you’ll also find:

40 Arrows +3

40 Bolts +3

40 Bullets +3

Scroll of Protection from Normal Weapons

Ixil’s Nail +4

With Ixil’s Spike +4 (found from the Chromatic Demon) and 5,000gp, Cespenar can upgrade it to the Ixil’s Spike +6 (Free Action on user, target must save vs. spells or be rendered immobile for 3 rounds and suffer 1d6+5 damage each round).  An interesting weapon, but one that I didn’t find any use for.  Come Throne of Bhaal, I am not a big fan of a weapon whose powers depend on failing a saving throw without any penalty.  Weapons whose powers aren’t negated by a saving throw (Flail of Ages, Ravager Halberd) or a saving throw under a significant penalty (-4 or such) become my abject preference.

6) Go through the center door.  You’ll have to fight a Green Dragon.  Much the same deal as the Black Dragon you fought during Shadows of Amn, only with more Hit Points and its breath weapon will cover an area comparable to a Red Dragon’s breath.  The Green Dragon is worth 62,000xp.  The Helmite Ghost will show up and tell the party that it has passed the test of courage.  Each party member gets 21,000xp.

Loot the Dragon’s body for:

1,500gp

Skull of the Warrior, needed for another test on this level.

Hindo’s Doom +3 (casts Lesser Restoration 1/day), a katana which can be upgraded later.

7) Go through the right door.  An Imp challenges you to a couple of games of wit.  The answer to its first riddle is ‘seven’.  Each party member gets 10,000xp.  The next is a game of taking coins, where the object is to force your opponent to take the last coin.  The key is to select ‘two coins’ first, and then ‘three coins’.  The party gets 10,000xp each member for winning.  The Imp then leaves.  The Helmite Ghost shows up tells you that you have passed the test of wisdom.  Each party member gets 21,000xp.

In the room, you’ll also find:

x600 y200 - 10 Bullets +4

x435 y160 - 20 Bullets of Fire, 20 Acid Arrows, 20 Bolts of Lightning, 4 Potions of Superior Healing

x510 y260 - Flamedance Ring

8) Once you leave this last room, the Helmite Ghost gives you the key to the Heart seal.  Each party member gets 10,000xp.

9) Open the Heart Seal and each party member gets 20,000xp.  Left-click on it again and you’ll get quite the assortment of otherworldly, very powerful crew of monsters to contend with.  Included are a Succubus named Nalmissra, a Marileth named Y’Tossi, a Hive Mother (an even more powerful Beholder than the Elder Orb), a Drow Cleric named Ameralis Zauviir, a demonic Ranger named The Huntress, and a demonic Xei Win Toh who is capable of both Kai shot and Greater Whirlwind Attack.  Obviously, maximum preparation AND summoned creatures are the keys.  Beforehand, I positioned an Astral Deva and a simulacram of Gildor (a la Vhailor’s Helm) on the right side of the Vault to occupy both The Huntress and Ameralis Zauviir.  I have Jaheira cast Greater Elemental Summoning at the bottom right corner of the vault.  This is because an Elemental Prince is the most likely to survive an attack from Xei Win Toh.  The reason for all of this is that the party must take down Nalmissra, Y’tossi and the Hive Mother as fast as they can.  Note that all of these monsters have a high degree of Magic Resistance from 50 to 75%.  Offensive spells are pretty much useless.  Imoen or Edwin should cocentrate on bringing down the defences of the three monsters just mentioned previosuly.  A Time Stop for that very purpose would certainly be in order.  During one such battle, Imoen went into Time Stop, cast Breach on both Nalmissra and Y’tossi, and took out the Hive Mother with Imprisonment.
Nalmissra leaves behind a Scroll of Wish and a Diamond.  Xei Win Toh leaves behind a Star Sapphire and a King’s Tear.  Ameralis Zauviir will leave behind 1,230gp.  The Huntress leaves behind:

Taralash Bow +4, increases movement rate by 2.  I prefer Minsc stay with the Mana Bow +4,   (+20% resistance to magic damage).  Of course, it could be upgraded to the Taralash Bow +5 when the party finds the Bowstring of Gond.  But that same Bowstring can also be used to upgrade Keldorn’s Firetooth crossbow.  I still prefer Minsc keep the Mana Bow +4.

Y’tossi leaves behind:

Rogue Stone

Gauntlets of Extraordinary Specialization (+1 THAC0, +2 damage, +1/2 attack each round).  Minsc readily dispenses with the Gloves of Healing and dons these awesome gauntlets.  Of course, Jaheira and Gildor could also use them.  But I prefer Minsc.  That extra ½ attack each round means extra chances to score a vorpal hit which will drop a monster instantly.  Simple reasoning, but logical.

10) There will be a door at x2900 y1325.  Prepare yourself first, there will be quite a few Golems waiting for you on the other side.

11) With the Skull of the Warrior, left-click on the altar that you find.  The protagonist’s spirit is forced to leave his body and ...

Is obliged to guide the Spirit Warrior through a quasi-dimensional maze.  To my mind, here is the relatively best solution:

1) Go east.  Kill the Goblin.  Anytime you run from a monster, it gets in a free attack and remains there anyway.

2) Go east.  Investigate the chest.  Kill the Skeleton when it awakens.  Open the chest and get the Wand of Missiles.

3) Go north.  Kill the Dog.  Search to get the Iron Key and the Blue Potion, which heals the Spirit Warrior’s wounds somewhat.

4) Go west.  Search to find the Scroll with a picture of a Gibberling on it.

5) Go west.  Don’t drink from the fountain, which always hurts the Spirit Warrior.

6) Go north.  Kill the Ghost.  The Spirit Warrior gets a protective helm.

7) Go east.  Go east again.  You’ll find a Drawer with a poison trap.  I think how much damage you take depends on making a saving throw.  Inside will be Bracers which improves the Spirit Warrior’s combat skill.

8) Go north.  A gibberling appears.  Use the scroll you found from #4 and the Gibberling runs without a fight.

9) Go west.  Use the key on the chest and you’ll find a Blue Potion which heals the Spirit Warrior’s wounds ‘greatly’.

10) Go west.  A mummy appears.  Select ‘Use Wand of Missiles’ and you’re well on your way to winning.  Once you win ...

Each party member gets 21,000xp, and the Key to the Spirit seal.

12) Open the Spirit seal and each character gets 20,000xp.  The guardians are now a Lich named Azamantes and three Flaming Skulls.  Take down Azamantes right away with a double shot of Sunray.  After that, it’s on to the Flaming Skulls.  They can cast Incendiary Cloud, so keep Zone of Free Air handy.  Keep in mind that when killed, they’ll explode into a blast of magical energy.  I had Gildor (with his Cloak of Mirroring) walk right up to one to hold it in place.  The rest of the party shoots missile weapons at a distance.

Azamantes drops:

Serpent Shaft +2, needed to upgrade a weapon that you’ll find later.

Erinne Sling +4.  For 5,000gp, Cespenar will upgrade it to the Erinne Sling +5 (creates 5 +4 Bullets each day).  Anomen or Viconia should readily prefer the greater accuracy and Bullet +4 creation power over the Stun power provided by the Sling of Arvoreen.  In Throne of Bhaal, this is not a big deal anymore since there is no penalty to the saving throw.

13) Now click on the top of the vault.  The way to the Imprisoned One is now open.

Imprisoned One
1) Upon entry, the Imprisoned One will communicate with you telepathically.  It tells you that casting the Ritual Odren gave you will imprison you as well.  Since each character will get 80,000xp for it, you may as well call his bluff and cast the ritual.

2) Only it’s not a bluff.  But that is not the end (and was well worth the experience points).  The Imprisoned One opens a breach in the seal for you, provided you convince Odren to come to it so that it can exact its revenge.

3) Now come back to Odren.  The unavoidable result of any conversation thread you pursue is that Odren will want to see for himself and leaves.  Once he does, a Ghostly Apparation of a past follower of Helm appears.  She apologizes on Helm’s behalf.  She also give you a Scroll which, if you choose, will seal Demogorgon (Prince of Demons, and apparently the ‘Imprisoned One’ as well) inside Watcher’s Keep without you having to step inside.  You get experience for reading the scroll, but not nearly as much as for taking on Demogorgon.

4) Demogorgon can be quite a challenge.  Besides maximum preparation and bringing in as many summoned creatures as you can, I’ll offer a few additional guidelines:

1) Whatever you do, don’t use Time Stop.  He’s immune to it, and you’re only shooting yourself in the foot.

2) Don’t concern yourself with his minions.  He’ll just keep bringing in more.

3) Always be ready to rip down his spell defences.  Have a Wand of Spell Striking ready.

4) Be alert to his gaze attacks.  One of them can Dire Charm a party member.  Another will drain a few levels from the character and constantly drain Hit Points from the victim.  A Restoration spell reverses this.  You may need to cast Heal on the Victim to restore the lost Hit Points before it’s too late.

5) If you can, just after his defences have been removed, have the fighters time together a combined Greater Whirlwind Attack assault on him.  This should not only bring him to ‘Near Death’ but should also prevent him from doing anything himself.

Once his avatar is destroyed, each party member gets 100,000xp.  Now that Watcher’s Keep has been taken care of, it’s time to get back to finding a way to kill Yaga-Shura.

*** ASC *** 


Demogorgon has been revved up with more powers, more Hit Points, and different scripting.  As soon as the party steps into view, he’ll instantly unleash a Time Stop sequence that can totally decimate an ill-prepared party.  It typically includes:

1) Summon the Infernal Host –brings in Glabrezu, Marileths, and a Balor.  

2) Dragon Breath, ouch!

3) Gaze of Insanity – almost always turns one of your own party members against you.

Gildor can safely absorb this by coming prepared with physical protections, his Cloak of Mirroring, and Chaotic Commands.  Once Time Stop has elapsed, the party really has no choice but to go to work on some of the numerous demons, not only to survive, but also to make room for surrounding Demogorgon.  The Balor should be singled out first because its Paralyzation and Symbol: Stun powers can prove very fatal, with Demogorgon there to pounce on helpless characters.  Once some of the numbers have been whittled down, the usual Breach or whatever then Greater Whirlwind Attack strategy should prove effective, though it takes longer here.

Forest of Mir

1) I recommend walking a little westward and then casting a Limited Wish so that everybody is protected from level drains.  Continue northwest, and you’ll find a Master Wraith masquerading as Gorion.  After the charade, he and several of his shade and mist servants will attack, some of which can drain levels.  A double shot of Sunray will level all of them.

2) Continue northwest.  Through the doorway you’ll have to battle two Skeleton Warriors, a Skeleton Cleric, a Skeleton Mage, and a Skeleton Assassin.  By now, this battle should not be difficult.

3) At x1425 y475 you’ll find a Nymph’s Tear.  Hold on to this.  You’ll need it to upgrade a great ring for Jaheira.

4) Climb up one of the sets of stairs.  You’ll find a rather twisted Druid named Nyalee.  To make it short, she can make adopted son Yaga-Shura vulnerable again.  But you must first retrieve Yaga-Shura’s Heart and Nyalee’s Heart, both of which will be in his stronghold.

Marching Mountains
1) Fire Giants will of course be frequent in the area.  A new monster to be found in the area will be the Burning Man.  The Burning Man can cause fear in characters.  This means they could be running around and then having every monster in the area attacking the helpless party members.  Should this scenario play out, you may as well reload.  My advice is to cast Resist Fear before exploring the area.  Another thing to remember is that a Burning Men will also unleash a Cinder Shower on the party that can briefly cause blindness.  For this reason alone, do not fight Burning Men and Fire Giants together if you can help it.

2) At around x950 y600, you’ll find a chicken Bhaalspawn named Chinchilla (can cast spells and has Magic Resistance!), a Xvart Bhaalspawn named Toop the Brave, a Goblin Bhaalspawn named Tibbit, and a Kobold Bhaalspawn named Tibbit.  Happy Hunting!

3) At x2150 y300 you’ll find the entrance to Yaga-Shura’s stronghold.  Before entering, I have Minsc switch over to using the Wave Halberd, it will make a big difference.

Yaga-Shura’s Stronghold, Level 1
1) As soon as you step through the door, you’ll get ambushed by several Fire Giants.  This is where the protagonist for either party can really shine.  Tithian levels Fire Giants with his Assassination ability and/or his Dagger of the Star.

In this instance, Gildor is even more spectular.  By now, he has the spell Time Stop and casts it right away.  Please note that Time Stop gives three free rounds to the spellcaster.  Gildor attacks the nearest Fire Giant three times.  This marks the end of the first free round.  He then uses Greater Whirlwind Attack, and continues to attack the nearest Fire Giant(s).  Once the Whirlwind Attack icon  no longer appears over his portrait, he then uses another Greater Whirlwind Attack and attacks some more.  That’s 23 or more free attacks!  He easily drops three or four Fire Giants with this method.

2) Don’t bother with the rooms to the sides for now.  Continue straight northeast.  There will be traps at x1250 y2175, and x1575 y1500.

3) Make your way up the stairs starting at x1500 y1125.  In the room there will be traps atx1225 y850, x1350 y725, and x1050 y675.  In the center of a lava pool will be a large containder.  Please note that anytime you grab something out of one of these containers, expect a monster ambush.  Prepare beforehand.  In this container you’ll find:

Hammer Wardstone

40 Bolts +2

Girdle of Fire Giant Strength (sets Stength to 22)

It boils down to a choice between Keldorn and Jaheira.  I decided to go with Jaheira, simply because it would improve her THAC0 but wouldn’t do the same for Keldorn.  Now we can just sell the Girdle of Hill Giant Strength.  This was the beauty of having Minsc use the Machine of Lum the Mad to improve his strength.  He already has 19 Strength while keeping the defensive benefits of the Girdle of Piercing!  In the evil party, HaerDalis’ gets the Girdle of Fire Giant Strength.

Upon grabbing these items, the party is ambushed by several Fire Salamanders and Fire Trolls which can only be finished off with cold or acid.

4) Now we come back to the room in the southwest corner of the level.  I have Gildor, with the Hammer Wardstone, touch the red circle at x425 y2000.  The circle will inflict fire damage, which Gildor will regenerate, and drain a level, which is negated by Gildor’s Amulet of Power.  Each party member gets 5,000xp each.

5) The door at x1050 y1725.  In the room will be a few Fire Salamanders, a couple Fell Cats (these can see invisible characters so stealth never works), a Burning Man, and a Flaming Skull.  The container inside has:

20 Arrows of Fire

2 Potions of Superior Healing

Flame Wardstone

Once you get them, you’ll be attacked by two Greater Fire Elementals and two Burning Men.

6) Now it’s time for the room to the northeast corner.  Inside will be several Fire Giants, including a few Fire Giant Elites (250hp each).  I had Gildor strut in, cast Protection from Magic Weapons on himself.  He then casts Time Stop and then uses his Greater Whirlwind Attacks with the free time.  Try to take down as many of the Fire Giant Elites as you can.  Once Time Stop elapses, he then comes back to the party, who then greet the oncomers with missile fire.  Imoen for her part can then use Time Stop in her turn and use her Spell Trigger and Abi-Dalzim’s Horrid Wilting and anything else she can think of.

In the container in the middle you’ll find:

30 Darts of Wounding

Skull Wardstone

Once you grab them, you’ll get attacked by an Adamantite Golem, a Magic Golem (remember, non-magical weapon!), and a Clay Golem.

7) Now come back to the room in the southernmost corner.  There will be a trap at the entrance to the room.  With the Skull Wardstone, Gildor touches the red circle at x1280 y2800.  Each party member gets 5,000xp.  

8) The door at x1725 y2050 is now open.  On the other side will be the same assortment of Fire Salamanders, Fell Cats, Burning Man, and Flaming Skull.  The container in the middle has:

20 Bullets of Fire

Psion’s Blade +5 (two-handed sword which also confers immunity to psionics and confusion, an interesting alternative for Minsc when the situation merits it).

Blood Wardstone.

Upon grabbing these, the party is attacked by two Bone Fiends and an Erinyes (spellcasting ability).

9) Now find the contraption at x1925 y1175.  With all four Wardstones, left-click on it to open the door to the northeast.  Each party member gets 20,000xp.

Yaga-Shura’s Stronghold
1) To the immediate north will be a pair of Fire Giants.  There will also be a trap at x1175 y1900.

2) To either left or right will be doors leading into the main chamber.  My personal preference is to the left.  At x1000 y1050 will be a King’s Tear and other minor treasures.

3) To the east will be Berenn, a Fire Giant mage capable of casting Finger of Death.  He’ll be accompanied by more than a few Fire Giants, including Fire Giant Elites, as well as a couple of Fell Cats.  Gildor pulls off his Time Stop tactic here as well, preceded by Protection from Magic Weapons, to take out Berenn and as many Fire Giant Elites as he can.  He then brings them back to the missile fire of the waiting party.  Both he and Imoen should hold nothing back in the way of offensive spells (Chain Lightning, Abi-Dalzim’s Horrid Wilting, Cone of Cold, etc.).  Imoen should certainly get in as much as she can with her own Time Stop.

Berenn leaves behind a ton of valuable treasure, as well as Baalor’s Claw.  With this and 5,000gp, Cespenar can upgrade the Axe of the Unyielding to the Axe of the Unyielding +5 (+1 A.C., regenerate 3 Hit Points/round, +1 Constitution, 10% chance of a vorpal hit without any saving throw).

More on this axe in the next page.

4) There will be traps at x1650 y1550, and x1550 y1215.  You’ll find a Scroll of Protection from Normal Weapons and some minor treasure at x1750 y1425.  At x2500 y1800 you’ll find:

Scrolls of Flesh to Stone and Conjure Lesser Earth Elemental

Diamond

Star Sapphire

Bloodstone

5) There will be more traps at x2150 y1225 and x1900 y1100.  At x2075 y1100 you’ll find Yaga-Shura’s Heart.  The party member who grabs it will have to take some fire damage.  Each party member gets 20,000xp.

6) There will be a trap at x2925 y1500.  Go through the door to the north.  You’ll find a Slave Woman, who gives a clue or two about Yaga-Shura.  Each party member gets 15,000xp for freeing her.  

7) There is a trapped alcove at x3050 y850.  Inside you’ll find:

Ruby Ring

Small Shield +2

Two-Handed Sword +2

Stone Golem Page, for 5,000gp, Cespenar will use this to upgrade your Manual of Golems.

8) To the west will be Inix, a Fire Elemental Prince, along with two Burning Men.  The peril involved with fighting Inix on his own ground is that the area is surrounded by traps at x1900 y1475, x1635 y550, x1565 y425, and x1760 y400.  My strategy required a few steps:

1) Jaheira or Anomen casts Protection from Fire on Minsc, since Inix can use Flamestrike as an innate ability.  

2) Minsc casts Find Traps, to make sure he doesn’t step on any.

3) He then goes into hiding and steps forward.

4) Only Inix will be able to see him.  Minsc lures him forward beyond the sight of the Burning Men.

5) With the Wave Halberd +4, Minsc wastes Inix in one shot.

6) Imoen then equips her Staff of the Magi to turn invisible.  She then searches for and disarms the traps.  

7) The party can now kill the Burning Men with ease.

Inix leaves behind two items.  One is the Ravager +4 (a halberd, casts Cloak of Fear twice a day).  With 5,000gp and the Serpent Shaft, Cespenar upgrades to the Ravager +6 (casts Cloak of Fear three times a day, target must save vs. poison to avoid an extra 3-18 points of damage, 10% chance of scoring a vorpal hit with no saving throw).  A considerable improvement for Minsc, and his weapon for the rest of the game.  HaerDalis’ will also use it.

The other item is the Amulet of the Master Harper (+20% Find/Remove Traps, +3 A.C., immune to silence).  This is THE amulet for Imoen in Throne of Bhaal.  It also lets her dispense with the Ring of Danger Sense.  I replaced it with a Ring of Fire Resistance (or Ring of Protection +3).  HaerDalis’ also equips this item.  Usually being a back ranker, the protection against level drain wasn’t that big a deal anyway.

*** Equipment adjustments for the Evil Party ***

Now that the Amulet improves HaerDalis’ A.C., he can now afford to hand his Ring of Earth Command and Cloak of the Sewers over to Korgan.  Korgan for his part now dispenses with carrying a shield and becomes a dual-wielding character.  With the Crom Faeyr in his off-hand (Strength of 25) and the upgraded Axe of the Unyielding in the other (vorpal hits, +1 constitution, regeneration, +1 A.C.), Korgan is as lethal as there is in a straight melee fight.

*** Jaheira Note ***

At about this point, Jaheira crosses 3,000,000xp and with that, attains her 15th level as a Druid.  This means +1 4th level spell, +3 5th level spells, +4 6th level spells, +5 7th level spells, and complete immunity to poison.  And this happens before we have to face Yaga-Shura, Sendai, Abazigal, Balthazar, and Melissan.  Gildor wields the power of a god.  Truly, Jaheira has become a goddess in every sense of the word!!!

9) There is a trapped chest at x2475 y675.  Inside you’ll find a Bag of Plenty (unlimited Bullets +1, big deal), Yaga-Shura’s Journal, and Nyalee’s Heart.  Now that the party has both hearts, it time to head back to ...

Forest of Mir, 2nd time
1) Give Nyalee the two hearts.  She now make Yaga-Shura vulnerable.  But ... she gets all emotional and attacks, along with a few Nymphs and Shambling Mounds.  She’ll leave behind a Cleric’s Staff +3 and a Ring of Animal Friendship.

Siege Camp
1) Now that Nyalee is dead, it’s time for Yaga-Shura himself.  First kill off the three soldiers on the bridge.  Continue on ...

2) Once you get a message saying that Yaga-Shura’s army is coming after you, that should be your queue to bring up defences that protect against physical attacks.  This is a long and physically intense affair, where you somehow have to minimize the punishment you take from Fire Giants and several archers.  Soon you’ll come upon Yaga-Shura, who apparently still thinks he’s invincible.  Inflict some damage upon him, and he’ll flee for the time being.

Continue hacking away, the Fire Giants being the priority.  Eventually Yaga-Shura will come back fully healed and ready to go.  Concentrate all efforts on him and him alone.  Once he falls, the army scatters.

*** ASC *** Invincible or not, Yaga-Shura becomes a far more respectable foe under the Ascension Module.  First of all, more and more soldiers and mages and clerics etc. will be spawning.  The fighters should always single out the Fire Giants first.  Keldorn for his part uses his Boots of Speed to track down any mage that shows up, and does what he does best to eliminate them.


After some time, Yaga-Shura shows up with a Lieutenant Fighter, a Lieutenant Thief, a Lieutenant Cleric, and a Lieutenant Mage.  Even after Nyalee has weakened, he shows with some new features:


1) Over 300 Hits Points.


2) He now has damage reduction nearly on level with that of an Adamantite Golem.


3) He can cast Aura of Flaming Death once, and can unleash Sunray as an innate power.

4) He can cast also unleash Lava Bomb, a sort of weaker version of Comet that is centered upon himself.
You’re not going to be able to kill him right away, so I would concentrate on his Lieutenants first, especially the mage.  Have Breach ready for the Aura of Flaming Death.  Once that’s gone, close in and gang up on him.  Always be sure that your fighters’ Hit Points are high, for no other reason than the Lava Bomb.  With plenty of Whirlwind attacks, patience, and healing, he will fall.

3) Upon Yaga-Shura’s defeat, you’ll be brought back to the Pocket Plane temporarily for a conversation with the Solar.  The Solar will end up opening the door to the next test of the pocket plane.  After answering however you please, you’ll be sent back to the Siege Camp.

4) Melissan then decides to show up.  In short, she wants you to go after another two Bhaalspawn named Abazigal and Sendai.  But first, she’ll want you to rest up in a place called Amkethran where a monk named Balthazar will assist you.  With that, she teleports away.

5) Now it’s time to loot Yaga-Shura’s body.

One of the items you’ll find is the Shield of the Order +4 (+1 bonus to saving throws).  Jaheira’s saving throws overall were a little better, so I had Anomen equip this shield and transfer Sentinel +4 over to Jaheira.  In a sentimental sense, it also seems more appropriate for Anomen to have this shield.

Another item is the Rune Hammer +4 (negative plane protection on user, extra 4-16 +8 damage to undead, undead must save vs. death at -4 penalty or be destroyed).  A good alternative hammer for Anomen or Korgan when they encounter hordes of undead.

Shurrupak’s Plate (A.C. -2, +1 to Dexterity, +20% to Fire Resistance).  This will be Jaheira’s  armor for the balance of Throne of Bhaal.  Not only does it provide slightly better protection than the Gorgon Plate +4, it also raises Jaheira’s Dexterity to 18.  It ends up providing a two point improvement in A.C. for Jaheira (from -9 to -11).

*** Viconia’s Romance ***

I’ve read on gamebanshee.com that if you romance Viconia and consistently play a virtuous character, you can change her alignment to good upon Yaga-Shura’s defeat.  But I’ve played Tithian true to his character, power-hungry and evil, even where his romance with Viconia is concerned.  Viconia responds accordingly.  I find my romantic dialogue here worth quoting:

Viconia: Ahhh, I had forgotten such scenes of carnage! And to know that such destruction has been wrought by one who solely sought to seek you out is a glorious tribute to your power! Think of it, Tithian... a whole town of rivven destroyed simply to get to you! Ha ha ha! If anything spoke of your destiny as a being to be feared, this is it! By Shar, you must seek an unholy vengeance for this! You must smite all your enemies so that your name will be shouted across the Realms, Tithian! Your destiny has arrived!

Tithian: I agree! Nothing can stop me now!

Viconia: And I intend to be by your side, ssinssrigg.  I knew that your heritage would ring true one day, I knew it!

Tithian: Well, I never had any doubt.

Viconia: Smug bastard.  How I adore you when you are like this.  Come then, my potent man... let us be moving onwards.

(He he he he ...)

Pocket Plane, 2nd Test
1) Prepare yourself before stepping through the door that the Solar previously opened.  You’ll have to battle an evil clone of yourself (the blackened threads will let you tell the difference) and Angelo, Tamoko, and Semaj.  A sort of scaled up version of your battle against Sarevok from BG1.  With proper preparation, victory should be certain.  Each party member gets 25,000xp.

*** ASC *** Gildor now gets Mass Healing as an innate power.  Tithian gets Regeneration as per the 7th level Cleric spell.
The Oasis
1) On the way to Amkethran, you’ll have to stop off at the Oasis.  Problem is, practically a whole regiment of the Tethyrian army is waiting for you, led by General Jamis Tobelthen.  You’ve apparently been blamed for the destruction of Saradush.  My earnest recommendation is to conduct this battle with an attrition or piecemeal approach.  The less enemies you bring into view at any given moment, the better.

With Gildor, the emphasis is on cloud spells.  They’ll roast the Archers and spellcasters, who continue to stand around if you’ve been careful to cast the spell from beyond view.  Meanwhile the Pikemen and other soldiers will come forward by themselves to the party.  Tithian for his part enjoys sneaking around, backstabbing an archer or spellcaster, and then leading the foot soldiers back to the party.

Incidentally, Jamis Tombelthen will drop a long sword, the Answerer +4 (speed factor of 9, each hit reduces magic resistance by 15% and A.C. by 2).  An interesting concept.  But to my mind, the Flail of Ages does much the same with a better speed factor and also inflicts plenty of other damage.

*** ASC ***


I would recommend keeping this sword for the big, titanic, scaled-up fight with Melissan.  Suffice to say, almost everybody that you’re going to have fight (all over again) will have piles of Hit Points.  Every advantage that you can muster against Melissan will count.  You can only slow her once with the Flail of Ages, but then simply switch over to the Answerer and whittle down her A.C. and Magic Resistance with each hit.

Once the Oasis is cleared ....

CHAPTER 9
Amkethran
1) Upon arrival, head north.  A monk will take you to Balthazar.  Besides giving a cool reception, Balthazar will also mark Abazigal’s and Sendai’s domains on your World Map.

2) At approximately x2500 y1850 you’ll run into Saemon Havarian of all people.  In his typical fashion, he’ll foist the trouble he’s having with a couple of mercenaries onto you.

3) At approximately x2350 y1250, you’ll meet a couple of mercenaries about to execute a girl named Asana Haraad, who was caught playing Robin Hood.  Her father, Omar Haraad, begs your assistance.  As an evil party, since there’s no reward of use to them, I refuse.  As a good party, I naturally step in.  Keep in mind that attacking these mercenaries will get every mercenary in town hostile to you, a scenario you shouldn’t relish.  Keldorn, with his high Charisma, can persuade the mercenaries to leave her be for 3,000gp.  

The party gets a reputation increase of 1 for this route.  The grateful Omar also rewards the party with Montolio’s Cloak.  With Montolio’s Clasp and 5,000gp, Cespenar can upgrade the Cloak (+1 A.C., +1 saving throws, +2 THAC0 with the off hand).  This becomes Minsc’s cloak for the rest of the game.  Keldorn for his part replaces the Nymph’s Cloak with the Cloak of the Sewers that Minsc had been wearing.  W’ere now in the very late stages of BG2, so Charisma in relation to buying items is no longer of such importance.  On the other hand, every little bit in the way of A.C. will help in the upcoming battles.

4) Along the southern portion of Amkethran, you’ll find Mercenaries shooting Umber Hulks and the like for sport.  If you go through the trouble of killing them, you could get the Dark Fire Bow +4 as a reward.  But again, every other mercenary in town will turn hostile.  The Short Bow of Gesen is already adequate for Imoen’s or HaerDalis’ needs.  Why bother?

5) I now enter the Smuggler’s Cave.  Despite Jaheira’s caution, I kill the Monks who accosted Carras.  Carras then offers his special wares.  The ones I found noteworthy were:

1) K’logarath +4, a throwing axe.  The target must save vs. death or suffer an extra 2d6 damage and be knocked down.  Once in a while, Korgan may find it worth his while to remove his off-handed weapon and start using this baby.

2) Enkidu’s Full Plate +3 (+5% Magic Resistance, Immune to backstabs).  Viconia equips this armor to raise her Magic Resistance to 75%.  Like Keldorn, the evil party often depends on Viconia to remove adverse magical effects.  Keldorn also dons this armor for the remainder of Throne of Bhaal.  Just as battles involving magic are about to start, Keldorn equips the Holy Avenger, and then re-equips both his amulet and armor to bring his Magic Resistance to 65%.

To get these items, you MUST kill the monks AND immediately take Carras up on his offer of a discount.

6) Continue south from the Smuggler’s Cave.  You’ll find an argument between a Priest of Waukeen and a Monk which boils over into a fight.  As an evil party, I sat back, watched, and looted the priest’s body afterwards.  As a good party, I attacked the monk.  A mage teleports in, gives me a warning, and then whisks both himself and the monk away. 

When I talk to the priest, I also donate 1,000gp to help feed the starving.  The reward is a little experience and a reputation increase of 1.  The grateful priest gives me the Oaken Ring.

For 5,000gp, Cespenar combines the Oaken Ring and the Nymph’s Tear together into the Heartwood Ring (Druids only, +1 6th level spell and +1 7th level spell).  A great ring for Jaheira.  This means her having to give up the Ring of Regeneration.  But don’t worry.  She’ll find another regenerative item soon enough.

7) Enter the tavern.  Marlowe will ask for your help and to meet him in his home.

8) Go through the door at x3215 y400.  Climb the ladder.

9) You can now reach Kerrick’s Smithy & Arcana Archives II.  Lazarus has now taken up shop in Amkethran to meet all your spellcasting needs.  Kerrick’s relevancy doesn’t become apparent until much later.

10) Now meet Marlowe in his home.  He wants you to rescue the soul of his daughter, Malla, from a lich named Vongoethe.  He’s brokered a deal with a Monk to let you into the Cave of the Dead.

11) The Monk will cooperate.  Once inside, Vongoethe explains that he’s stolen Malla’s soul in order to coerce from Marlowe his part in their original bargain, Marlowe’s soul surrendered voluntarily.

12) Come back to Marlowe.  He fesses up.  Everyone then goes straight to Vongoethe.  Before that happens though, be sure to cast Death Ward on any character with a poor saving throw vs. death, like Imoen.  

13) Vongoethe then gives you Malla’s soul, encased inside a gemstone.  As a good party, I decide to stop Vongoethe from collecting Marlowe’s soul.  To his aid will come Skeleton Warriors, Skeleton Archers, and Banshees (the reason for casting Death Ward on Imoen beforehand).  The double shot of Sunray works as always.

You could decide to keep Malla’s Gemstone for yourself, which works like an Ioun Stone (+1 to both Dexterity and Constitution, Neutralize Poison, not useable by Good characters).  Even as an evil party, I didn’t find a lot of use for it.  Everyone already has 18 or better Dexterity and beyond that provides no A.C. bonus.  As the good party, I of course gave it to Marlowe for a reputation increase of 1 and 15,000xp each party member.

I loot Vongoethe’s body for the Ring of Anti-Venom (complete immunity to poison).  I have Keldorn replace the Ring of the Ram with this ring.  While the Ring of the Ram had been useful in select situations, it amounted to Keldorn playing wizard where Imoen was much better at it.  Keldorn is after all a warrior, so immunity to poison is certainly much more appropriate.

14) Now comes the decision between which Bhaalspawn to pursue first, Abazigal or Sendai.  I chose Sendai, simply because I wanted the items and upgrades in her enclave sooner than what is to be found in Abazigal’s.

Sendai’s Enclave
The Woods
1) You’ll meet an Elven woodcutter, who drops some vague hints.

2) On the west side of the woods, you’ll bump into two Drow, two Umber Hulk Elders (now immune to Death Spell), and a Hive Mother.  

3) The grave that the woodcutter referred to will be in the northeast corner.  Investigation shows signs of a struggle.

4) Confront the woodcutter about what you’ve found, and he’ll reveal himself as a Drow captain.  The surrounding forest life will also shed their illusions and reveal themselves as Drow.  Once you win, the illusion concealing the entrance to Sendai’s Enclave will be dispelled.

5) But first, look around in the cabin.  In the chest at x525 y350 will be:

20 Arrows +3

20 Bolts +3

20 Bullets +3

Long Sword +3

Medium Shield +2

Rune of Clangeddin.  With this and 5,000gp, Cespenar upgrades the Rune Hammer to the Rune Hammer +5 (negative plane protection, immune to fear, Strength of 22 once a day, Mass Cure 1/day, 4-16 + 10 damage to undead, undead must save vs. death at -4 penalty or be destroyed).

6) The entrance will be on the north side.  There will be a trap just in front of it.

Sendai’s Enclave
1) You’ll have to work your way through an assortment of monsters to progress eastwards.  First, it will be Myconids and Spore Clouds.  Then it will be Umber Hulks, Umber Hulk Elders, and various spiders.  Then it will be several Drow.

2) At the east end, you’ll come upon three doors.  Each leading to the Drow Barracks, South Tunnels, and North Tunnels.  To open the latter two doors, you’ll need to enter the Drow Barracks first.  Prepare yourself with spells first.

Drow Barracks
1) Inside will be a very intense battle against 15 or more Drow, including Priestesses and a Drow Kensai named Thelynn’ss who can use Kai Shot and Greater Whirlwind Attack.  Hold nothing back for this one.  Indeed, this is an especially good time for Gildor to use his Time Stop tactic.  Loot Thelynn’ss for:

two Katana +2

Amulet of Cheetah Speed (improves movement rate by 2, cast Improved Haste once a day).  A little late by now, and besides which I already have two characters wearing Boots of Speed.

Drow Guards’ Key

Whether you now go through the north or south tunnels is up to you.  In any event, I end doing both just to reap the experience points.  For now, I go through the north.

North Tunnels
1) The name of the game here is progress, in an eastwards direction.  Don’t get caught trying to kill everything, but the Derro Dwarves and Orogs will spawn non-stop.  Once you make it to the end, you’ll have to kill the Slave Master and some Umber Hulks.

Crossroads
1) I can’t think of a better name for this area.  To the northwest will be a group of random monsters, Drow, Spiders, or Umber Hulks.

2) Guarding the door to the Lich’s Lair will be a very large party of drow here, including Priestesses.  I found Incendiary Cloud to be very effective here, despite the Magic Resistance of Drow.  After, the Cloud lasts several rounds.  These Drow often, but not always, stay inside the Cloud.

3) Guarding the northeast door will be Umber Hulks, and Umber Hulk Elders.  A surprise Abi-Dalzim’s Horrid Wilting should soften them.

4) For now, I’ll explore the South Tunnels.

South Tunnels
1) This area is crawling with Spiders, including Mutated Spiders, Vortex Spiders, Phase Spiders, and Sword Spiders.  There is also Lashar’ra, whose poison can kill outright.  The usual strategy against Mutated Spiders will work here as well, but now I can add Keldorn and Jaheira to the front line as characters immune to poison.  

Be aware that there are LOTS OF TRAPS!!!  They are at x1750 y600, x1485 y575, x1300 y700, x1110 y600, x925 y640, x850 y500, x690 y540, x800 y900, and x1800 y1160. Before engaging the spiders, I recommend having the thief go invisible (Tithian – Potion of Invisibility, Imoen - Staff of the Magi) and then disarm all of the traps first.

Now the party makes it’s way to the Lich’s Lair.

Lich’s Lair
1) You’ll find in the middle of the room a Lich named Odemaron.  Beware! There are two traps at the stairs between the party and the Lich.  I had Keldorn use Dispel Magic as needed.  Most of the party members fire away with missile weapons.  Imoen disarms the traps.  Gildor gets at the Lich through one of the side stairs.  Odemaron leaves behind:

Heart of the Damned, an upgrade item for later

Drow Wardstone, needed to open the northeast door of the Crossroads

Eye of Tyr.  With this and 5,000gp, Cespenar upgrades Keldorn’s Holy Avenger into a +6 weapon.

At x260 y190 you’ll find:

40 Bullets +3

40 Bolts +3

20 Arrows +3

In a trapped container at x800 y100 you’ll find:

2 Potions of Superior Healing

Skull of the Lich.  For 5,000gp, Cespenar combines this with the Spectral Brand to upgrade it into the Spectral Brand +5 (negative plane protection on user, +1d6 cold damage, summon spectral blade once a day for 4 rounds, +10 THAC0 for 3 rounds once a day).

JAHEIRA ROCKS!!!!

Now go back to the crossroads and enter the northeast door.

Diaytha’s Quarters
1) Diaytha, Sendai’s top priestess, will inform you that she’ll face you herself after you face Ogremoch through the door to the southeast.

2) Through the southeast door will be a few Greater Earth Elementals.  Further along in that room will be an Earth Elemental Prince named Ogremoch, who can protect himself with Stoneskin.  He can both cast Earthquake with a fast speed factor, and dish out some heavy duty damage with his fists.  Keep an eye on your Hit Points.

3) Before going through the northwest door, prepare yourself to the max.  Through the door will be Diaytha, a Vampire, a Demon Knight, an Abishai, and a Hive Mother.  Hold nothing back for this one.  Gildor and Imoen should certainly be using their Time Stops.

Diaytha leaves behind the Darksteel Shield +4 (+10 to fire, cold, acid, and poison resistance).  This is Jaheira’s shield for the rest of the game.

Egesiag’s Challenge
1) To make it short, Captain Egesiag ends up convinced by the Spectator (the same Beholder you saw in the Sahaugin city) to challenge you one on one.  I oblige, which is certainly preferable to coming under fire from a bunch of Drow archers.  Gildor simply activates his Spell Sequencer, then mashes the Captain with a Greater Whirlwind Attack.  Tithian runs about, waiting until Egesiag is a short distance from one of the walls.  He then nails the captain with Smite, and then finishes him off.  The Spectator’s geas then kills off Egesiag’s underlings, and the party is free to move on.

Illithid Tunnel
1) As soon as you step through, you’ll have to fight a Mind Flayer and Umber Hulk.  At x600 y600 you’ll find:

40 Bolts +2

40 Arrows of Ice

30 Bullets +4

Laeral’s Tear Necklace

Liquid Mercury.  With this and 10,000gp, Cespenar upgrades the Angurvadal to the Angurvadal +5 (+1d4 +1 fire damage, immune to level drain, user’s Strength raised to 22).  For Gildor, there are three possible candidates for his off-hand weapon, Angurvadal, Axe of the Unyielding, and Hindo’s Doom.  This has actually been a difficult subject for me, since each weapon adds a little something to what Gildor already has; Angurvadal – strength and negative plane protection, Axe of the Unyielding – A.C. and regeneration, Hindo’s Doom – Magic Resistance.  


My final assessment is as follows; The strength bonus from Angurvadal is welcome for the time being.  But, the choice should really depend upon the situation at hand.  The subsequent battles against both Abazigal and Melissan will be very magic intense, so I change over to Hindo’s Doom once I get it.



Tithian for his part welcome the immunity to level drains provided by Angurvadal and also has his strength raised to 24!
2) Through the east and southeast doors will be Vampiric Illithids.

3) Through the northeast door will be several Mind Flayers, and Umber Hulks, including Mythykyl.

4) Before stepping through the last door, prepare yourself to the maximum.

Sendai Herself
1) This is one very intense and long battle.  Sendai has prepared six statues in replication of herself.  Each is of differing classes.  In order of appearance, they are; Cleric, Mage, Fighter/Thief, Berserker, Cleric/Mage, Fighter, and Thief.  I referred to the Official Guide for this.  Each time you kill one of the statues, two Drow will join in from the west door.  

In the first round, it is certainly worth the time to bring in some conjured creatures.  The party members should concentrate on the various statues.  The summoned creatures can act as a sort of ‘plug’ at the west door.  This is an instance where HaerDalis’ actually shines!  He stays by the west door and sings his song.  This not only improves his comrades’ chances considerably, but with a personal A.C. bonus of 10, the Drow coming through the west door will concentrate on him, and harmlessly!  Once enough Drow come in, Jaheira’s Creeping Doom should work on enough of them to make a big difference.

Once all the statues are defeated, Sendai herself joins battle.  She is 20th level both as a Cleric and a Mage.  She has spell defences galore.  She can often teleport out of the grasp of your fighters by ‘twisting her onyx ring’.  It’s a matter of staying on top of her, and constantly tearing down her defences as they come.  Having a Wand of Spell Striking at the ready certainly doesn’t hurt.  Set up a combined Greater Whirlwind Attack assault if you can.  Once she dies, every party member gets 40,000xp.

*** ASC ***


Not so much Ascension but  part of the Oversight Mode provided by Jason Compton at the Forgotten Wars site.  The new Sendai can recharge herself just like Irenicus.  Once Sendai shows up, she’s going to immediately start juicing up to the max.  This includes Spell Immunity: Divination and Spell Immunity: Abjuration.  Your biggest fear in all of this is that she plans on keeping herself constantly layered up with both Improved Invisibility and Protection from Magical Weapons.  If that ambition is realized, you’re pretty much toast.  She’ll also call up two Fallen Devas as part of a Chain Contigency at some point.  Also, she may also ‘call upon her acolytes’.  This means a whole bunch of drow bursting in through the door, many of them priestesses with Unholy Blights ready to go.  Again, if that happens, you’re toast (speaking from experience I’m ashamed to admit).  

Time is of the essence.  The minute the true Sendai shows up and starts juicing up, it is imperative that Imoen or Edwin get her with Spell Strike while she’s still visible.  (This is one of those battles that convinces me there’s a real point to having the Robe of Vecna).  Once that happens, have the fighters surround Sendai.  I then have Imoen or Edwin string together two Time Stops, wherein they devastate as many drow as they can.  Once the last Time Stop finishes, Sendai’s last Protection from Magical Weapons will have worn off.  It is then high time to pounce on her.  If you get her with the Flail of Ages slow power, you’ve done yourself a huge favour.  Stay on top of her and hope for the best.  Thanks for such a cool battle battle Mr. Compton!

2) The party is then whisked away for another session with the Solar.  She opens another door leading to a test for the protagonist.  Each party member gets 10,000xp.

3) Loot Sendai’s body for:

Studded Leather of Thorns +6 (A.C. 1, each successful hit on wearer inflicts 1d4 fire damage on the attacker) Too little, too late, and far outdone by the White Dragon Scale.

Wong Fei’s Ioun Stone (+1 A.C., +15 Hit Points, regenerate 1 Hit Point every six seconds)

For Jaheira, this is a definite improvement over the Pale Green Ioun Stone.

Pocket Plane, 3rd Test
1) Next you up, Gildor is offered a chance to regain his Innocence.  For Tithian, it is whether he is plagued by Doubt.  In any event, whatever confronts you turns into the Slayer.  A straight melee fight worth 25,000xp.  The protagonist gets 30,000xp while everybody else gets 25,000xp each.

*** ASC *** Gildor now gets Draw Upon Holy Might, which can be unleashed almost instantly.  Tithian gets Dark, which upon 25th level acts as sort of an Unholy Blight and Slow rolled into one (-4 saving throw penalty).
With Sendai’s death, a convenient portal opens to the surface.  Now it’s time to move on to  Abazigal.

Abazigal’s Lair
Entrance to Abazigal’s Lair
1) Before you can actually enter though, you must first make your way through Abazigal’s son, Draconis.  Draconis initially appears as a human fighter/mage, with plenty of high-level spells and defences.  Once you go through the trouble of defeating him the first time, he turns into a Brown Dragon.  It was often true that when I faced a new dragon for the first time in BG2, it was a slaughter.  This was my worst experience yet.  My first experience with Draconis inspired more reloads than anyone else.  I’m serious!  For one thing, his approach to combat is considerably different from other Dragons.  He uses Remove Magic far more often, which can make preparing for him very difficult.  He often summons in Invisible Stalkers to help out, which can cause things to get out of hand.  He often turns invisible, and then pounces on a vulnerable character, or slinks off somewhere to heal himself.  He also has a breath weapon which scores SEVERE ACID DAMAGE on one character.  This is exacerbated by the fact that the party will have few if any items which confer acid resistance.  He can also cast healing spells on himself.

To the usual anti-dragon strategy, I can offer a few additional guidelines:

1) It is absolutely crucial to get through his first form unscathed, or very nearly so.  If he hits the party with Abi-Dalzim’s Horrid Wilting, you may as well reload.  After all, this is before he even turns to a Dragon.  I had Gildor step right up to him to absorb the damaging spells.  Everybody either peppered him with missiles or cast dispelling magics.

2) During both Shadows of Amn and Throne of Bhaal, I bought Protection from Acid Scrolls wherever I found them.  I saved them up in my Scroll Case just for this battle.  Ideally, each character should have at least two in a quick-party slot (just in case the first one is canceled out by Remove Magic).  

3) Do not expend all of your spell preparations at once.  Keep a backup or two ready at hand.

4) I had as many characters as possible keep True Seeing active beforehand, including Imoen, Jaheira, and Anomen.  The reason for this is that it maximizes the chances of keeping Draconis visible.  Certainly the fighters will want to stay on top of him without giving him a chance to recover.  Certainly Imoen will want him in view to aim spells like her special anti-Dragon Spell Trigger (Lower Resistance, Breach, Pierce Magic) and Magic Missiles at him.  Certainly both Gildor and Imoen will want him in view when they get off their Time Stops.

Once Draconis dies, loot his body for:

Tzu-Zan’s Bracers (Monks only, +1 A.C., +15 Hit Points)

Draconis’ Head (used to get in through the front door).

Pool Caverns
1) As soon as you enter, you’ll get attacked by a Greater Werewyvern and some Lesser Earth Elementals.  Beware, there will be a trap just in front of the party.  The Greater Werewyvern will leave behind a Scroll of Stone to Flesh, and an Empty Potion Flask.  Bring both of them along.

2) You’ll notice several pools throughout the caverns.  For now, you can only enter the one at x300 y600.

Salamander Caverns
1) You’ll get ambushed by several Frost Salamanders.  Now go through the door to the southwest.

Fountain Room
1) You’ll have to fight a couple of Bone Fiends.  There’s also a bit of treasure:

x500 y275 - Scroll of Stone to Flesh

x435 y150 - 40 Arrows +3, 40 Bolts +3, 40 Bullets +3

2) With the Empty Potion Flask, left-click on the fountain pool on the west side of the room.  You’ll now have a Breath Potion that needs only be in your inventory in order for you to make progress.

3) Make your way back to the Pool Caverns, and then enter the pool at x950 y750.

Koa-Toa Caverns
1) To your west will be a very large party of Koa-Toas.  Since a lot of them are archers, Incendiary Cloud certainly doesn’t hurt.

2) In the west room will be two Greater Water Elementals.

3) North from here, will be two Greater Water Elementals and a Koa-Toa Captain.  There will be hallways leading west and east.

4) Through the west hall be another two Greater Water Elementals and a Water Elemental Prince, Olhydra.

5) Through the east hall may be a few more Koa-Toa.  The north door holds a tortured monk prisoner.  He gives you a rope that will let you navigate the deeper pools to reach Abazigal.  He’ll also tell you that the Dragon that guards Abazigal’s inner sanctum is under a geas.  He had brought along a Scroll of Reversal to undo the geas, but it was taken from him and may still be around.

He then dies and leaves behind Hindo’s Doom.  With 5,000gp, Cespenar uses this to upgrade Hindo’s Doom to a +4 weapon (cast Greater Restoration once a day, +10% Magic Resistance, Death Ward on its user).  It will provide Gildor with welcome additional Magic Resistance against both Abazigal and Sendai.  For Tithian’s part, he goe’s with Hindo’s Doom and Angurdavaal.
6) There is an exit at x650 y815 which leads back to the Pool Caverns.  Now enter one of the middle pools.

Iycanth’s Caverns
1) In these Caverns, you’ll find a variety of ‘single-eye’ monsters.  There are Seekers which use low level spells like Magic Missiles, Melf’s Acid Arrow, and Aganazzer’s Scorcher.  There are Sentinels which summon low level monsters.  Then there are Eagle Eyes, which you can guess fire missiles with deadly accuracy.  My recommendation is to kill them one by one with missile weapons, while bringing as few into view as possible.  They will sometimes retreat with a view towards luring you into the fire of a whole bunch of them.  Eagle Eyes ganging up on one character can prove fatal.  Don’t fall for it.  When you do find a whole group bunched together, waste them with an area effect spell as fast as you can.

2) In the northwest corner of the cave, you’ll find Iycanth the Mad.  It turns out that he has the Scroll of Reversal.  He’ll only give it to you if you retrieve a Gauth’s eyestalk for him.  He also suggests that you free the nearby adventurers who have been turned to stone (Bondari, Nanos the Barbarian, and Tim Goldenhand) so that they can do it for you.

For the extra experience, and one of the most candid and entertaining moments in CRPG history, by all means follow his suggestion.   They’ll bring you the Eyestalk, and the Bronze Pantalettes, the final piece of the Big Metal Unit.  

3) Jump through the pool at x475 800.  This leads to Iycanth’s laboratory.  Give him the Eyestalk.  He’ll give you the Scroll of Reversal and each character gets 30,000xp.

4) On the table at x650 y275 will be a Juggernaut Golem Page.  With this and 15,000gp, Cespenar can upgrade the Golem Manual.  The Juggernaut Golem will also absorb five blows landed on the spellcaster (a la Stoneskin) and can stun monsters.

5) Dive through the pool at x1050 y725 and you’ll get to fight three Elder Orbs.

6) The pool at x675 y1175 is the one that you need to take to make it to the next level.

Lower Caverns
1) Due west will be the guardian Dragon, Fll’Yissetat.  Whether you kill her or give her the Scroll of Reversal (10,000xp each character) is up to you.  Either way you get the Wardstone.

Abazigal’s Inner Sanctum
1) First off, there will be several Frost Salamanders around the cavern.  I find I can backstab or get the ones at the southern edge to follow me to the rest of the party without bringing Abazigal into view.  Not so the northern edge ones.  

2) Once you’ve killed off as many of the Frost Salamanders as you can, it’s time to commence your preparations.  Abazigal, like Draconis, starts off the battle in human form.  In human form, he’s a fighter with 280 Hit Points and immediately uses Hardiness.  Some of his attacks can score more than 40 points of damage in a single blow.  It is recommended that a character who is well protected (like Gildor or Jaheira) step up to him first to become Abizigal’s initial target.

Once you defeat the human form, he turns into a Blue Dragon.  This is much the same as any  other battle against a Dragon.  The one thing to keep in mind is that his breath weapon works like a super-powered Chain Lightning spell.  Luckily, a few of my characters are already wearing electrical resistant items.  If you’re having trouble, it may be worth your while to bring along some Scrolls of Protection from Electricity.  Once he’s defeated, everybody gets 40,000xp each.

*** ASC *** 


FANTASTIC!!!  Abazigal no longer has just Frost Salamanders to help him out.  He also now has coming to his aid:


1) Several smaller Drakes, some of whom can cast Stoneskin on themselves.

2) Tamah.  If you can imagine Adalon having an evil purple-colored twin, then you pretty much 
have Tamah, another dragon who also possesses some psionic powers.


The party no longer has the leisure of preparing once they step through the door, since everbody is going to come after you right away.  Whatever preparations you want to make, get them done before you step through the door.  ALSO, Tamah’s cold breath weapon can be really deadly.  While I was in Saradush, I bought all 9 Potions of Cold Resistance from Lazarus in Saradush (or Amkethran) just for this battle.   

Once you step through, try to take out the Drakes as fast you can.  Each of them has a certain degree of Magic Resistance, but not enough to deter Imoen from going ballistic with a Time Stop plus offensive spells sequence.


Once they’re gone, go all out for Tamah.  This means letting Abazigal swing away with his big sword with a Strength score of 25, yet this is the lesser of two evils.  It is far better than having two dragons pound away with Wing Buffets, breath weapons, and spells!


Once Tamah dies, it is time for Abazigal.  He has been juiced up with 500 Hit Points and an extended spell repertoire.  Be careful, he can even cast Imprisonment.  Like Firkraag, he is also far more generous with his Wing Buffets and breath weapon.  Scrolls of Protection from Lightning are now recommended in earnest.


My congratulations to David Geidder.  He did for Abazigal what Weimer did for Firkraag, elevating him from a joke for veterans to the respectable and truly powerful adversary that he was meant to be.  Even with protections against cold and lightning, Keldorn, Anomen, and Minsc were brought to death’s door, and more than once!  Somehow I’m convinced that the party survived only because Gildor managed to pull of his Time Stop/Greater Whirlwind Attack tactic on Abazigal once I brought him to ‘Badly Wounded’.  
3) The party is then teleported for another conversation with the Solar.  She then opens the door to another test.  Each party member gets 10,000xp.

4) Now that we’re back in Abazigal’s lair, loot his body for:

Blue Dragon Scales.  For 5,000gp, Cespenar can turn these into the Blue Dragon Scale armor (A.C. -1, +90% electricity).  Keldorn, Jaheira, and Anomen already have armor that provides -2 protection and items which confer magic or electricity resistance.  Why bother?

Gram the Sword of Grief +5 (10% chance of inflicting 2d12 poison damage, no save).  With the Heart of the Damned, Cespenar can upgrade the sword so that it confers +5% Magic Resistance, and every hit forces the target to save vs. death at -5 or be drained one level.  Well, Minsc might use it.  But Ravager is a +6 weapon.  And I still prefer killing outright to poison damage and draining ONE level.



This admits to but one exception.  I do stand corrected by someone with the user name Rathander on the sorcerers.net BG2 forums.  This sword is great against Melissan, who is otherwise immune to vorpal effects.

Electricity Head - For 5,000gp, Cespenar adds this to the Flail of Ages.  It becomes the Flail of Ages +5 (Free Action on user, +5% Magic Resistance, 33% chance of slowing target without a saving throw, +2 each fire, cold, electrical, acid, and poison damage).  For Gildor and Viconia, this is the real deal.  For Viconia, it means that she can dispense with the Ring of Free Action and replace it with something else.

There will be a portal to the surface.  Once up their, you’ll get a final conversation with Elminster.

He’ll clue you in to the fact that Saemon Havarian can help you reach Balthazar.

Pocket Plane, 4th Test
1) The fourth test in the pocket plane is a conversation with the reigning Lord of Murder, Cyric.  The end result is that he’ll test you by sending three Favored of Cyric after.  Cyric offers you a little time to prepare.  They’re 25th level Assassins, capable of severe poisoning damage, and no limits to going invisible and backstabbing.  Have as many characters as possible keep True Seeing active.  One thing that may be helpful is that even at high levels, thieving characters have mediocre saving thows vs. death.  Edwin was able to pull off a nice one by casting Greater Malison.  He then nailed one of them cold with Finger of Death.   The protagonist gets 30,000xp.  Everybody else gets 25,000xp each.

*** ASC ***
Gildor now gets +5 Magic Resistance, and immunity to level drains.  In this situation, he memorizes Vocalize as a 2nd level spell, dons the Amulet of the Seldarine, Keldorn keeps Kaligun’s Amulet of Magic Resistance, and Anomen gets the Amulet of Power.  Anomen, if he wishes, may then hand the Rune Hammer over to Keldorn.  Tithian get the Hand of Murder, which sort of works like a longer-lasting Vampiric Touch spell.
Amkethran, 2nd Time
1) Apparently, there is another way to reach Balthazar.  But I’ve always been too lazy to find it out.  Saemon does just as well, he’ll be waiting for in the Smuggler’s Cave.

2) He’ll bring you to the front door of Balthazar’s Monastery.  You’ll end up having to fight a Monk, two Fighters, and two Mages.

*Big Metal Unit*

If you have all three of 1) Golden Pantaloons 2) Silver Pantaloons and 3) Bronze Pantalettes, Kerrick the Smith can merge them into the Big Metal Unit (+5% Magic Resistance, A.C. -10) and can be combined with a Ring or Cloak of Protection.  Also, the character is represented as and has powers similar to a Juggernaut Golem.  Personally, with either the good or bad party, I was happy with things the way they were.

Balthazar’s Monastery
1) Now it’s time to do battle with Balthazar and some of his elite Monk guards.  Whether this battle is easy or very difficult is to some degree up to you.  You must remember that Balthazar not only has the standard Monk abilities (Stunning Fist, Quivering Palm, Lay on Hands), but also has an assortment of special powers and qualities.  The following list is what I have observed thus far:

1) Strength of 22 (from Shadowkeeper)

2) Regenerates 6 Hit Points per second, I referred to the Official Guide for this.

3) Shadow Stance - the equivalent of Invisibility

4) Shadow Kick - works like Smite.

5) Second Wind - works like Dimension Door and Heal rolled into one.

6) Solar Stance - works like a Sunfire spell that can be released instantly, and will knock characters back.

7) Lunar Stance - works like a Spell Trigger that unleashes Bigby’s Crushing Hand, Magic Missiles, and Greater Malison at once.  The Greater Malison can be surprisingly deadly.  It means that Balthazar and the rest of his Monks will become that much more effective with Stunning Fist and Quivering Palm.

To waste your time on Balthazar’s guards is to invite him to wreak havoc on the party with all these special powers.  The ideal is to kill Balthazar right away with a combined Greater Whirlwind Attack assault.  Chances are, he may disappear with Shadow Stance or blow everyone back with Solar Stance.  If that happens, simply try again.  The sooner you can kill him, the more likely your party members are to survive.  Once he falls, every party member get 40,000xp.

*** ASC ***


I don’t mean to be disrespectful, but this remained a little disappointing.  He does come with a couple modifications.  The lunar stance now has a Blinding effect instead of the Magic Missiles.  He also has a new power ‘Chant’ which temporarily provides damage reduction comparable to an Adamantite Golem.  Yet I found that simply turning on Greater Whirldwind Attack right away still did the job.  Maybe if he invoked ‘Chant’ right away and then went to work.  Ah well.


There is however a much better possibility for Gildor.  A character with good alignment, Wisdom of 18, and Charisma of 15 (Gildor used a Friendship spell beforehand) can convince Balthazar to join him in the battle against Melissan.  This is really hard, and still depends upon selecting optimum dialogue options at every stage of the conversation.  It seems to me that selecting options that inspire contrition and realization of necessity in Balthazar provide the best chances.  Anyway, this in itself is quite a challenge, but well worth it for the revved-up battle against Melissan.
2) The party then gets yet another conversation with the Solar.  She opens the door to the last test.  Each party member gets 10,000xp.

Pocket Plane, Last Test
1) The last test is to do battle with Ravager, a huge and hideous looking demon with 500+ Hit Points, and some mean attacks.  He’ll also start the battle with a Blade Barrier.  Breach will take care of this.  He’ll also have some Bone Blades to help him out.  Ignore them.  Once Ravager falls, they fall.  Maximize your defences against physical attacks.  Whack him over and over again with Greater Whirlwind Attack, and he should fall under a sustained attack.  The protagonist gets 30,000xp.  The other party members get 25,000xp.

*** ASC *** Gildor now gets Resurrection as an innate power.  Tithian gets considerable damage reduction.
Once the Ravager falls, you’re now ready to leave the Pocket Plane forever and climb towards your destiny.

CHAPTER 10

The Throne of Blood
1) First off, this involves fighting several battles without the benefit of resting in between.  Long-term preparation is the key to triumphing in the finale.  I reorient my spellbooks.  I for the most party dispense with offensive spells.  The odds of attack spells affecting the monsters inhabiting the Throne of Bhaal will be rather slim.  I stack up on defensive spells and healing spells, multiple instances of them.  Make sure Imoen or Edwin have plenty of Wands of Spell Striking at the ready.  They’ll become crucial.

2) Once you step through the door, you’ll come into your first confrontation with Melissan.  This is the first of four occasions on which you’ll have to fight Melissan personally.  Don’t spend everything on this first battle.  The goal is to get her ‘Near Death’ and compel her to flee for now.  She’ll initially protect herself with Stoneskin.  This is where the Wands of Spell Striking come into play.  Once the Stoneskin is brought down, ideally every fighter should then nail her with a Greater Whirlwind Attack at the same time.  One point behind this is to bring her near death as fast as possible.  The other is to interrupt her spells, which include the highest level of both mage and priest spells.  If she brings in helpers, ignore them.  If you force her to leave, they’ll disappear.  

* NOTE *

Anytime a battle is safely concluded, use healing spells (Mass Cure, Heal) to bring the party back to full health as quickly as possible.  The less time you take, the less time Melissan has to strengthen herself.

3) Once you defeat Melissan for the first time, you’ll have to go the southwest corner.  Waiting for you will be three Vampiric Wraiths, two Greater Air Elementals, and an Air Elemental Prince named Yan-C-Bin.  Whenever possible, have Gildor (Amulet of Power) , Jaheira (Spectral Brand), and Anomen (with Runehammer) form a line to take out the Vampiric Wraiths first.  You might have to set up the line again, because the Elementals have powerful gusts of wind that can blow characters back.  Once the Wraiths die, it becomes straight melee.

4) Left-click on the pool that Yan-C-Bin was defending.  You’ll get forced into another battle with Melissan.  This time she’s going to start with a sweep kick that will blow everybody back.  Once her initial dialogue ends, pause the game immediately afterwards.  Then have everybody run off to the sides as fast as they can to avoid the kick.  That way, they can get on Melissan quickly with the same tactics described in paragraph 2.

5) In the southeast corner will be two Frost Salamanders, two Blizzard Trolls, and an Ice Elemental Prince named Cryonax.  Here, I’ve made an exception to my newfound emphasis on just healing and defensive spells.  I saved up one Sunfire and one Comet just for this battle, which blow away Cryonax’s helpers quickly.

6) Now it’s round three against Melissan.  This time, she has four dangerous Slayer Shadows to help her.  Despite their possible level drains and whatnot, ignore them.  More will come anyway if you waste time on them.  Instead, have everyone head straight for the north section.  That is where Melissan will teleport to.  Again, employ the same methods to send her packing.

7) In the northeast corner will be a Fallen Solar, two Marileths, a Succubus, and an Alu-Fiend.  At this point, I brought in as many conjured creatures as I could.  Beyond that, I didn’t bother with spell protections for this battle.  The reason is, they’ve got a magic arsenal themselves to match.  If the Fallen Solar gets off Creeping Doom, things can get ugly.  The Succubus and Alu-Fiend cast Dire Charm non-stop.  So really, this battle is more about using Dispel Magic to get rid of the nasty effects on your own party members than anything else.  Of course, there is the additional point that it helps eliminate the magical defences that the Marileths will protect themselves with.

8) Now it’s Melissan for the last time.  Same Wand of Spell Striking, combined Greater Whirlwind Attacks method to end this for good. 

Once you’ve beaten her, the Solar comes in and announces the conclusion of the whole Bhaalspawn saga.  Now it’s your choice, to become a god or stay a mortal.

*** ASC ***

This is a whole new, and far tougher battle, and also fought in various stages.  I previously gave up on this, because there had been a glitch whereby a Boss character sometimes just simply wouldn’t die.  I heard from somewhere that this was due to the Weidu packaging in which it came rather than the module itself.  For that reason, I decided to download Ascension in the larger .zip format.  Problem is, it completely replaces your dialogue file.  So I sorted out my problems by 1) cleaning the slate and starting over 2) installing Ascension and the Improved TOB components first 3) downloading a few other things like the Collector’s Edition shops and the improved Jaheira romance script 4) installing the Solaufein Module which merely adds on to the existing dialogue file 5) downloading the Ease-of-Use Mod solely to enable the Red Dragon Scale-Cloak of Protection combo. (If that makes me a cheater, then go ahead and call me one).  After that procedure, my BG2 ‘deluxe’ ran without a hitch.  Now to cut to the chase:
1) I’ll skip all the windy dialogue.  Melissan has a surpise in store by resurrecting Jon Irenicus of all people.  He in turns resurrects his dear old sister Bohdi, who luckily won’t have all those deadly powers from the Solaufein Module.  Also showing up will be two Fallen Solars.

Before the dialogue starts, preferably while Melissan appears to be casting a spell, I immediately paused the game and set Keldorn (or Viconia) to placing an Astral Deva (or Fallen Deva) right by where Irenicus will appear.  Jaheira goes to the right hand side where one of the Fallen Solars will appear, protected by Iron Skins.  Anomen and Gildor place themselves in the center, near Bodhi.  Minsc positions himself on the lower left hand side near the other Fallen Solar.

Imoen will be forced to transform into the Slayer by Melissan, which was the other point to having Jaheira on the right hand side.


Irenicus will start of with a Spell Sequencer; Improved Invisibility, Spell Immunity: Divination, Spell Immunity: Abjuration.  What this means is the party members just can’t touch him for the time being.  He is then going to go nuts by stringing Time Stop and Improved Alacrity together.  This is the whole point behind summoning a Deva or Astral Deva beside.  They can still see him and have a good chance to disrupt his Time Stop.  If they don’t, they still present themselves as the initial target.

Minsc and Jaheira stay on top of the Fallen Solars with Greater Whirlwind attacks, preventing them from casting Creeping Doom.  Anomen starts off with Sunray to bring Bodhi down to size.  Gildor unleashes his own Time Stop and takes down Bodhi, and inflicts as much damage upon the Fallen Solars as he can.  Once all but Irenicus die, it becomes a matter of staying on top of him.    Imoen’s transformation to the Slayer wears off.  In fact, she now gains the ability to adopt Slayer Form, though it will mean temporarily hindering her spellcasting ability.
*** NOTE *** There is one other thing that merits mention.  It is well worth the effort to recruit Balthazar to your side for this battle.  His Lunar Stance renders him temporarily immune to Time Stop.  When Gildor, or Imoen, use it, it will be with the additional benefit of allowing Balthazar to go to work unhindered.

*** Evil Note *** The fight is by and large the same for the evil party, with some crucial differences.  

1) The party has the chance to recruit Bodhi as an ally.  The prerequisites are an evil alignment, and a low reputation.  Tithian murdered a few Amkethran citizens to accomplish it.

2) The party really has to babysit Edwin, because the Fallen Solars love to pick on him.

3) Being evil, Tithian has no compunctions whatsoever about killing Imoen.

2) Now it’s a matter of cutting off the flow of the three pools.  Problem is, once you do so at a pool, a horde of Tan’narri will appear.  The upside is, each time you use the pool, you gain a couple of additional Bhaalspawn powers and the party is rejuvenated (spells and all).


I start off with the upper right hand pool.  Powers received by Gildor are Dimension Door, and Focus, which allows him brief immunity to Time Stop, Maze, and Imprisonment.  Will prove very useful.

Showing up will be Glabrezu who can Mirror Image themselves, Alu-Fiends, Succubi, Nabassu, Cambions capable of Greater Whirlwind Attack, and a Balor.  The Balor is now a faithful rendition of the Balor as described in the Monster Manual.  He constantly has Aura of Flaming Death on him, and will go down in an explosion of damaging energy when killed.

My approach was to play divide and conquer.  Jaheira, protected by Iron Skins, will along  with an Elemental Prince hold up the Cambions and Glabrezu at the entrance to the pool.  The rest of the party goes to work around the pool.  Alu-Fiends and Succubi should go first, since you really don’t  division plaguing your comrades.  Next should be the Balor, and then the Marileth.  Gildor and Imoen of course aren’t shy about Time Stop tactics.  Once the Balor and Marileth are gone, it should become a mop-up affair.

4) Now for the lower right hand pool.  Somewhat easier since there isn’t a Balor.  It does however include a pair of Babau near the entrance to the pool, who are capable of Ray of Enfeeblement and backstabbing.  Jaheira, protected by Iron Skins, proves able to take care of the Babau while the rest of the party goes to work on the Alu-Fiends, Succubi, and Marileth.

5) In the lower hand corner, the fight is pretty much the same as the one in the upper right hand corner.  Once this pool is disrupted, the party has a few moments before THE BIG BATTLE commences.  This is one really long, really tough, and really complicated battle.  Melissan appears, and then brings back to life Yaga-Shura, Sarevok, and Sendai on the left-hand side.  Abazigal (as a fighter/mage, thank god not a dragon), Gromnir Il-Khan, and Illasera appear on the right hand side.  For the evil party, Balthazar replaces Gromnir.  No doubt everybody will be seeking their own solutions.  Nonethelees, I will describe the approach that I felt gave the parties their best chances.

OBJECTIVES

There are certain objectives that I feel are essential to successfully toppling the Ascension version of Melissan.  

A) Negating Sendai’s Time Stop/Alacrity.  This obviously implies use of the Focus power.  
B) Negating Illasera’s dangerous missiles.

B) Bringing all of the resurrected Bhaalspawn besides Yaga-Shura to ‘Near Death’.  The reason for this is that the moment you kill one of them, OTHER than Sarevok, Melissan immediately jumps in.  This is something that you truly want to postpone to the last possible moment.  On the other hand, any time that you do kill one of the Bhaalspawn, it sends Melissan reeling and stunned momentarily.  The ideal then is to kill the Bhaalspawn one after the other in rapid succession.

C) I excluded Yaga-Shura from Objective B.  The reason is that he boasts 370 Hit Points and 99% resistance to physical damage.  Trying to bring his Hit Points all the way to 0 just isn’t practical.  You must search for a way to kill him more quickly.  Imprisonment won’t work, because Sendai or Melissan will promptly reply with a Freedom spell.  As far as I’m concerned, the way to go is with level draining.  Drain 24 levels from Yaga-Shura, and he’s gone.
D) Once all of the Bhaalspawn besides Yaga-Shura are brought to ‘Near Death’, it is time to invite Melissan to the party by finishing one of them off.  

E) The next objective is to then kill the rest in as rapid a succession as you can manage.

F) Once they’re gone, its time to lay the glove on Melissan herself.  Consonant with this objective is also the need to somehow negate her Time Stop.

- Phase 1 – Preparation.

Of course, all along the party has changed the orientation of its spellbooks to multiples instances of Stoneskin, Breach, Mass Healing, etc. for the climax of Ascension.  Preparatory spells are obviously recommended before you click on the pool.  

Just before I started the right, I summoned an Astral Deva, and a Simulucram of Gildor (or Tithian) with his Vhailor’s Helm on the left hand side.  I then positioned expendable monsters such as Skeleton Warriors on the right hand side.

  I’m banking on the Astral Deva and the Simulucram to hold up Yaga-Shura, Sarevok, and Sendai for a length of time.  I’m using the expendable monsters to simply distract Abazigal, Gromnir, and Illasera long enough for Gildor and Imoen to get off Time Stop.

- Phase 2 – Nullifying Illasera.

Illasera by herself isn’t THAT dangerous.  Alongside the other Bhaalspawn, she is positively lethal.  Her missiles will rip down any magical defences, and leave the character with a ‘Miscast Magic’ effect.  Whether its in the good or the evil party, Jaheira has brought along the Reflexion Shield +1 from Ribald’s Adventurer Mart for this very occasion.  She immediately heads straight for Illasera, protected by Iron Skins of course, and stays on top of her.

- Phase 3 – Softening up Abazigal and Sendai.


Abazigal and Sendai are going to start off with a lot of spell protections.  I think both of them will also have Spell Immunity: Abjuration in place, which stops Breach.


Imoen (or Edwin) gets in the first Time Stop, and along the way maximizes her free time with another Time Stop.  She hits the both really juiced up Sendai and Abazigal with Spellstrike, and then follows through with a Breach on each of them.  It is important to make sure that the Breach hits AFTER the Spellstrike.  What I would do is cast Spellstrike at a shorter distance, and then back up and cast Breach at a longer distance.
- Phase 4 – Bring the Bhaalspawn to Death’s Door.


An important note for this phase, both Gildor and Tithian have kept and preserved every extra Time Stop scroll (that wasn’t enscribed by Gildor, Imoen, or Edwin) that could be found in SOA or TOB for this very occasion.


The ideal here for Gildor is to string together in a constant sequence both his own Time Stop spells, and the Time Stop scrolls from his Quick-Item slot, so as to hold everybody still for a lengthy period of time.  Within this sequence, he is constantly dishing out Greater Whirlwind Attacks to the Bhaalspawn just short of killing them.  Sarevok can be killed outright without bringing Melissan into it.  Yaga-Shura must be put off until later.  The weapon that he uses for the occasion is the Answerer, which will cumulatively reduce Armor Class and Magic Resistance.
*** Evil Note *** Tithian has not only been hoarding up Time Stop scrolls, but a whole lot of other scrolls like Stoneskins, Protection from Magic Weapons, etc.  His Use Any Item ability transforms him into a Fighter/Mage/Thief for this very occasion.  He won’t have quite as many Time Stops as Gildor, but does what he can.
- Phase 5 – Negating Sendai’s Time Stop


Sendai is planning on unleashing her Time Stop/Alacrity combo.  She may or may not get it off before Gildor or Tithian.  This is one point behind having my protagonist use Vhailor’s Helm to create a Simulucram of himself.  Just after Imoen or Edwin have gotten off Time Stop, the Simulacram activates his Focus power so that he can stay on top of Sendai during her Time Stop.


Of course, Gildor or Tithian may get in first.  When that happens, the Simulacram’s Focus power allows him to participate alongside the other protagonist in hacking down the Bhaalspawn.  The downside is that the Focus power will run out by the time Sendai is ready to go.  I’ll just have to manage.


In that respect, things were a little easier for the good party.  Gildor’s Time Stop sequence was somewhat longer.  By the time it expired, with regularity (and a little fortune), Balthazar will have activated his Lunar Stance again.  I then have him stay on top of Sendai.

- Phase 4 – Bringing Melissan into it


Once all is ready, or nearly ready, it is time to invite Melissan to the show by killing a member of the resurrected Five.  Which one?


My approach was that once the tail-end of my long Time Stop sequence has arrived, I will kill before the end of that sequence the Bhaalspawn who is the most able to avoid getting killed.  For the good party, it is Sendai.  She can constantly defend herself with Iron Skins, and plenty of other spells, and has at least a couple of Heal spells in her pocket.  For the evil party, it is Balthazar who has all those powers like Second Wind, Chant, and Solar Stance.  Sendai isn’t nearly such a handful for the evil party, since she is actually quite helpless before Bodhi, who drains 5 levels per hit and can see past invisibility.
- Phase 5 – Mopping up


The ideal is now to kill the remaining Bhaalspawn in as rapid a succession as you can manage. Here the party mage becomes invaluable.  He or she always stands ready with Breach in order to make a Bhaalspawn ready for the coup-de-grace.  Since they’ve had their Magic Resistance erased by the Answerer Sword, offensive spells can now be unleashed when the moment’s right.

- Phase 6 – Level Draining Yaga-Shura.


This is essentially part of Phase 5, yet it merits a section unto itself.  


The evil party has a very easy time of it, since Bodhi only needs to take a few swipes before Yaga-Shura is level-drained away into oblivion.


Things are of course more problematic for the good party.  For this occasion, Gildor has stowed a Scroll of Black Blade of Disaster for this very situation.  The point is that it has a 10% chance to drain 4 levels without any saving throw.  As soon as Melissan jumps in, Gildor chants the scroll.  Minsc also changes over to the Gram’s Sword of Grief +5.  The two of them then go to work on Yaga.
Phase 7 – Negating Melissan’s Time Stop


At some point after arrival, Melissan is going to start casting a spell and it takes a fair bit of time to complete.  That’s the queue for the protagonist to activate his Focus power, because Melissan’s plan is to go into an attacking frenzy after Time Stop.

Phase 8 – Laying the Boot on Melissan


Once all the Bhaalspawn have died, its time for Melissan.  Since she’s by herself, it may be worth your time to bring in summoned monsters like a Deva or an Elemental Prince.  I somehow think its appropriate to describe the concluding phase by the ‘roles’ that the characters play
.

The Warriors, the fighters are obviously wanting to clamp the vice down on Melissan and finish her off.  

There is one fact that you need to be aware of.  Melissan can at will bring up Spell Trap, Absolute Immunity, and Blade Barrier.  This admits but of one weakness.  Weapons of +6 or greater enchantment can still harm someone protected by Absolute Immunity.  All those +6 weapons that I had previously discounted, now become worth their weight in gold for this battle.  In my latest games, I had Cespenar forge them and then saved them up in my Bag of Holding.

As soon as Melissan is the last remaining, the parties configure their weapons as follows:


Good Party – Gildor – Ixil’s Nail

Evil Party – Tithian – Ixil’s Nail



          Jaheira – Staff of the Ram

        Jaheira – Staff of the Ram



          Keldorn – Carsomyr +6

        Korgan – Ravager



          Minsc – Ravager

Of course, Blade Barrier can present problems, but your saving throws are high enough now that it can be overlooked.

The Mage, since the Warriors already have a ready made way of bypassing Melissan’s protections, 

Imoen or Edwin are no longer so concerned with Breach.  On the other hand, Melissan really starts to let loose with Demon gating.  Imoen or Edwin promptly start to churn out Mordenkainen’s Swords, which do a fine job of distracting them or even killing them.  Once in a while, the Remove Fear spell may run out, so it is then time to put out another one.

The Cleric, There isn’t a +6 weapon besides the Staff of the Ram that a Cleric can equip.  I prefer to 

leave that weapon to Jaheira, who keeps herself protected in Iron Skins.  At the same time, the fighters are going to being taking damage from one source or another.  It is usual for me to have Anomen or Viconia casting Mass Heal spells in straight succession, or Heal when the situation warrants it.

After sustained Greater Whirlwind Attacks, Melissan will eventually bite the dust.

*** NOTE ****


I appreciate that not everybody will have a Fighter/Mage or Fighter/Thief as their protagonist.  Yet is an unescapable fact that the climax of Ascension will be harder to pull off for not having one in your party.  You are still well advised to bring members of the Five (expecting Yaga-Shura) to ‘Near Death’ before allowing Melissan to jump in.  Needless to say, the difficulties are greater if you can’t keep them frozen within Time Stops.  If your heart is set on a different type of protagonist, I seriously encourage structuring a party that includes Soluafein as an NPC fighter/mage (available through the Solaufein Module).
 


*** THE END *** 
Appendix 1: Item Reference Chart for Shadows of Amn
Throughout the walkthrough, I’ve explained who equips which items and my reasons why.  Perhaps everyone has their own ideas of how best to take advantage of the game’s equipment, but I feel that my distribution is as effective as there is for the parties that I’ve put together.  Here is a chart which describes the inventory of each party member before the finale in Shadows of Amn.  Appendix 2 will provide a reference chart for Throne of Bhaal.  For explanations of why I had which party member equip which item, the index will contain the appropriate references. 

The Good Party

Keldorn, M Human Inquisitor

Anomen, M Human Cleric/Fighter
Carsomyr +5




Crom Faeyr

Dancing Sword, Ras +2


Sling of Arvoreen +4

Necaradan’s Crossbow +3


Sentinel +4

Helm of Glory




Helm of Balduran 

Kaligun’s Amulet of Magic Resistance
Sensate Amulet

Nymph Cloak




Cloak of Protection +2

Armor of the Hart +3



Red Dragon Scale

Gauntlets of Dexterity



Bracers of Blinding Strike

Ring of Regeneration



Ring of Free Action

Ring of the Ram



Ring of Fire Resistance

Girdle of Stone Giant Strength

Girdle of Bluntness

Boots of Speed



Boots of Grounding

Jaheira, F Half-Elf Fighter/Druid

Gildor, M Elf Fighter/Mage
Boneblade Dagger +4



Celestial Fury +3

Firetooth +3




Daystar +2, +4 vs. evil

Fortress Shield +3



The Equalizer (offhand weapon)

Pale Green Ioun Stone


Vhailor’s Helm

Harper Pin




Amulet of Power

Cloak of Displacement


Cloak of Mirroring

Gorgon Plate +4



Bladesinger Chain +4

Gauntlets of Weapon Skill


Gauntlets of Weapon Expertise

Ring of Fire Command


Ring of Gaxx

Ring of Regeneration



Ring of Acuity

Girdle of Hill Giant Strength


Golden Girdle

Boots of the North



Boots of Speed

Minsc, Male Human Ranger


Imoen, F Human Mage/Thief

Vorpal Silver Sword +3


Staff of the Magi

Ilbratha +1




Short Bow of Gesen

Mana Bow +1




Pearly White Ioun Stone

Dusty Rose Ioun Stone


Cloak of Reflection

Periapt of Proof Against Poison

Robe of Vecna

Cloak of the Sewers



Bracers of Archery

Shadow Dragon Scale



Ring of Wizardry

Gloves of Healing



Ring of Danger Sense

Ring of Earth Command


Belt of Inertial Barrier

Ring of Air Command


Boots of Avoidance

Girdle of Piercing

Boots of Grounding

The Evil Party

Viconia, F Drow Cleric


Korgan, M Dwarf Berserker
Flail of Ages +3



Crom Faeyr

Sling of Arvoreen +4



Rifthome Axe +3

Fortress Shield +3



Dwarven Thrower +3

Helm of Glory




Daystar +2, +4 vs. evil

Sensate Amulet



Helm of Balduran

Nymph Cloak




Periapt of Proof Against Poison

Armor of the Hart +3



Cloak of Bravery 
Bracers of Blinding Strike


Red Dragon Scale

Ring of Free Action



Gauntlets of Dexterity

Ring of Human Influence


Ring of Protection +2
Girdle of Hill Giant Strength


Ring of Regeneration

Boots of Grounding



Girdle of Bluntness

Boots of Speed

Jaheira, F Half-Elf Fighter/Druid

Tithian, M Half-Elf Fighter/Thief
Boneblade Dagger +4



Celestial Fury +3

Firetooth +3




Ilbratha +1

Sentinel +4




The Equalizer (off-hand weapon)

Pale Green Ioun Stone


Dusty Rose Ioun Stone

Harper Pin




Kaligun’s Amulet of Magic Resistance

Cloak of Displacement


Cloak of Mirroring

Gorgon Plate +4



Shadow Dragon Scale

Gauntlets of Weapon Skill


Gauntlets of Weapon Expertise

Ring of Fire Command


Ring of Gaxx

Ring of Regeneration



Ring of Air Command

Girdle of Stone Giant Strength

Girdle of Piercing

Boots of the North



Boots of Speed

HaerDalis’, M Tiefling Blade

Edwin, M Human Conjurer
Soul Reaver +4


Staff of the Magi 

Short Bow of Gesen 


Boomerang Dagger +2

Pearly White Ioun Stone

Edwin’s Amulet (can’t be removed)

Amulet of Power


Cloak of Reflection

Cloak of the Sewers


Robe of Vecna

Bladesinger Chain +4


Gloves of Healing

Bracers of Archery


Ring of Wizardry

Ring of Earth Command

Ring of Acuity

Ring of Fire Resistance

Belt of Inertial Barrier

Girdle of Fortitude


Boots of Avoidance

Boots of Grounding.

Appendix 2: Item Reference Chart for Throne of Bhaal

The Good Party
Keldorn, M Human Inquisitor

Anomen, M Human Cleric/Fighter
Carsomyr +6



Crom Faeyr

Firetooth Crossbow +5

Erinne Sling +5

Dancing Sword, Ras +2

Shield of the Order +4

Helm of Glory



Helm of Balduran

Amulet of the Seldarine

Sensate Amulet

Cloak of the Sewers


Cloak of Protection +2

Enkidu’s Full Plate +3

Red Dragon Scale

Gauntlets of Dexterity


Bracers of Blinding Strike

Ring of Regeneration


Ring of Free Action

Ring of Anti-Venom


Holy Symbol of Lathander

Girdle of Stone Giant Strength
Girdle of Bluntness

Boots of Speed


Boots of Grounding

Jaheira, F Half-Elf Fighter/Druid

Gildor, M Elf Fighter/Mage
Spectral Brand +5



Flail of Ages +5

Firetooth +3




Daystar +2, +4 vs. evil

Darksteel Shield +4



Angurvadal +5 (off-hand weapon)

Wong Fei’s Ioun Stone


Vhailor’s Helm

Harper Pin




Amulet of Power

Cloak of Displacement


Cloak of Mirroring

Shurrupak’s Plate



Aslyferund Chain +5

Gauntlets of Weapon Skill


Gauntlets of Weapon Expertise

Ring of Fire Command


Ring of Gaxx

Heartwood Ring



Ring of Acuity

Girdle of Fire Giant Strength


Golden Girdle

Boots of the North



Boots of Speed

Minsc, M Human Ranger


Imoen, F Human Mage/Thief
Ravager +6




Staff of the Magi

Ilbratha +1




Short Bow of Gesen

Mana Bow +4




Circlet of Netheril

Lavender Ioun Stone



Amulet of the Master Harper

Periapt of Proof Against Poison

Cloak of Reflection

Montolio’s Cloak



Robe of Vecna

White Dragon Scale



Ring of Wizardry

Ring of Earth Command


Ring of Fire Resistance

Ring of Air Command


Belt of Inertial Barrier

Girdle of Piercing



Boots of Avoidance

Boots of Grounding

The Evil Party
Viconia, F Drow Cleric


Korgan, M Dwarf Berserker
Flail of Ages +5



Axe of the Unyielding +5

Erinne Sling +5



Rune Hammer +5

Shield of the Order +4


Daystar +2, +4 vs. evil

Helm of Glory




Crom Faeyr (off-hand weapon)

Sensate Amulet



Helm of Balduran

Nymph Cloak




Periapt of Proof Against Poison

Enkidu’s Full Plate +3


Cloak of Protection +2

Bracers of Blinding Strike


Red Dragon Scale

Holy Symbol of Talos



Gauntlets of Dexterity

Ring of Regeneration



Ring of Protection +2
Girdle of Hill Giant Strength


Ring of Earth Command
Boots of Grounding



Girdle of Bluntness

Boots of Speed

Jaheira, F Half-Elf Fighter/Druid

Tithian, M Half-Elf Fighter/Thief
Spectral Brand +5



Dagger of the Star +5

Firetooth +3




Ilbratha +1

Darksteel Shield +4



Angurvadal +5 (off-hand weapon)

Wong-Fei’s Ioun Stone


Thieves Hood

Harper Pin




Amulet of the Seldarine

Cloak of Displacement


Cloak of Mirroring

Shurrupak’s Plate



White Dragon Scale

Gauntlets of Weapon Expertise

Gauntlets of Extraordinary Specialization

Ring of Fire Command


Ring of Gaxx

Heartwood Ring



Ring of Air Command

Girdle of Stone Giant Strength

Girdle of Piercing

Boots of the North



Boots of Speed

HaerDalis’, M Tiefling Blade


Edwin, M Human Conjurer
Ravager +6




Staff of the Magi

Short Bow of Gesen



Crimson Dart +3

Lavender Ioun Stone



Circlet of Netheril

Cloak of the Sewers



Cloak of Reflection

Aslyferund Chain +5



Robe of Vecna

Wondrous Gloves



Gloves of Healing

Ring of Fire Resistance


Ring of Wizardry

Ring of the Ram



Ring of Acuity

Girdle of Fire Giant Strength


Belt of Inertial Barrier

Boots of Grounding



Boots of Avoidance

An Alternative Item Arrangement for the Good Party

In my most recent game, I’ve dispensed with Crom Faeyr.  I had Anomen using the Flail of Ages.  When he receives the Holy Symbol of Lathander, he gets a strength of 19.  It’s like having a great strength score, and the slow power at the same time.  He will then replace the Ring of Free Action with a Ring of Regeneration.  Gildor for his part then goes with dual-weilding the Axe of the Unyielding with Hindo’s Doom.  He can turn to The Answerer for boss monsters.  It’s as good an item set-up as can be arranged, if you have the patience to wait for it.  Proof that a player’s understanding of the game is never static.
INDEX
This index is organized around grouping together certain elements of the game, such as items, spells, monsters, etc.  The index won’t contain an exhaustive element of every single spell or every single monster in the game.  It will only refer to those which I felt deserved the reader’s particular attention and therefore a more detailed treatment in the walkthrough.

Items
Amulets
Amulet of 5% magic resistance - p. 32
Amulet of Cheetah Speed - p. 204
Amulet of Power - p. 39, 48
Amulet of the Master Harper - p. 197
Amulet of the Seldarine - p. 163
Amulet of Spell Warding – p. 81
Harper Pin - p. 94
Kaligun’s Amulet of 

Magic Resistance - p. 72
Necklace of Form Stability - p. 118
Periapt of Proof Against Poison - p. 116
Sensate Amulet - p. 89
Axes
Axe of the Unyielding - p. 187, 196
Balor’s Claw - p. 196
Azuredge - p. 140
Hangard’s Axe +2 - p. 118
K’logorath +4 - p. 201
Reaver +3 - p. 105
Rifthome Axe +3 - p. 46
Boots
Boots of Avoidance - p. 112
Boots of Elvenkind - p. 152
Boots of Etherealness - p. 64
Boots of Grounding - p. 108, 110
Boots of Speed - p. 59, 119
Boots of Stealth - p. 142
Boots of the North - p. 59
Chain Mail
Aslyferund Chain +5 - p. 164
Bladesinger Chain +4 - p. 152
Melodic Chain +3 - p. 119
White Dragon Scale - p. 181
Cloaks
Cloak of Displacement - p. 116, 152
Cloak of Elvenkind - p. 150
Cloak of Mirroring - p. 65
Cloak of Non-Detection - p. 147
Cloak of Protection +2 - p. 64
Cloak of Reflection - p. 60
Cloak of the Sewers - p. 27
Cloak of the Shield - p. 119
Cloak of the Stars - p. 128
Montolio’s Cloak - p. 201
Montolio’s Clasp - p. 185
Nymph’s Cloak - p. 34
Bastard Swords
Blade of Searing - p. 74
Foebane +5 - 175
Fflar’s Scabbard - p. 168
Jhor the Bleeder - p. 69
Clubs
Blackblood – p. 114
Club +2, +3 vs. undead - p. 60
Club of Detonation - p. 189
Gnasher +2 - p. 115
Crossbows
Firetooth +4 - p. 171-172
Heavy Crossbow of Accuracy - p. 32
Necaradan’s Crossbow- p. 83-84
Daggers
Bone Blade +4 - p. 75
Dagger of the Star +5 - p. 186
Firetooth +3 - p. 72
Neb’s Nasty Cutter +2 - p. 109
Pixie Prick +3 – p. 119
Stiletto of Demarchess - p. 96
Darts
Crimson Dart +3 - p. 174
Flails & Morning Stars
Flail of Ages - p. 103, 105, 107
Poison Head - p. 177
Electricity Head - p. 212
Ice Star +4 – p. 170
Wyvern’s Tail – p. 118
Girdles
Belt of Inertial Barrier - p. 116
Girdle of Bluntness - p. 25
Girdle of Fire Giant Strength - p. 194
Girdle of Fortitude - p. 32
Girdle of Frost Giant Strength - p. 85
Girdle of Hill Giant Strength - p. 26
Girdle of Piercing - p. 113
Girdle of Stone Giant Strength - p. 151
Golden Girdle – p. 101
Gloves
Blessed Bracers - p. 173
Bracers of Archery - p. 114
Bracers of Blinding Strike - p. 84
Bracers of Defence A.C. 8 - p. 22
Bracers of Defence A.C. 4 - p. 70
Bracers of Defence A.C. 3 - p. 26
Gauntlets of Dexterity - p. 30
Gauntlets of Ogre Power - p. 96
Gauntlets of Extraorindary

Specialization - p. 191
Gauntlets of Weapon Expertise - p. 148
Gauntlets of Weapon Skill - p. 120
Gloves of Healing - p. 144
Tzu-Tzan’s Bracers - p. 209
Wondrous Gloves - p. 179
Halberds
Blackmist +4 - p. 76

Dragon’s Bane +3 - p. 31-32
Dragon’s Breath +4 - p. 73
Ravager +6 - p. 6, 197
Serpent Shaft - p. 192
Wave +4 - p. 121
Wave Blade - p. 66
Wave Shaft - p. 120
Helms
Circlet of Netheril - p. 178
Bronze Ioun Stone - p. 167
Dragon Helm - p. 131
Dusty Rose Ioun Stone - p. 52
Helm of Balduran - p. 22
Helm of Charm Protection - p. 37, 91, 118
Helm of Defence - p. 37, 99
Helm of Glory - p. 110
Helm of the Rock - p. 178
Lavender Ioun Stone - p. 170
Malla’s Soul Stone - p. 202
Thieves’ Hood – 179-180

Ring of Invisibility – p. 147
Pale Green Ioun Stone - p. 41
Pearly White Ioun Stone - p. 125
Vhailor’s Helm - p. 89
Wong Fei’s Ioun Stone - p. 207
Leather Armor
Armor of the Viper +5 - p. 80
Grandmaster’s Armor +6 - p. 169
Night’s Gift +5 – p. 128
Orc Leather +3 - p. 106
Shadow Dragon Scale - p. 127-128
Shadow Leather Armor +3 - p. 142
Skin of the Ghoul +4 - p. 31
Studded Leather of Thorns +6 - p. 207
Katanas
Celestial Fury +3 - p. 38
Hindo’s Doom - p. 190
Hindo’s Hand - p. 210
Katana +2 - p. 44, 48
Malakar +2 - p. 57
Long Bows
Elven Court Bow +3 - p. 106
Heartseeker – p. 132

Mana Bow +4 - p. 146
Ripper +2 - p. 96
Taralash +4 - p. 191
Long Swords
Adjatha the Drinker +2 - p. 120
Angurvadal - p. 185
Liquid Mercury - p. 1206
Answerer - p. 200
Black Razor – p. 155
Dancing Sword +2 - p. 116
Daystar – p. 121
Dragon Slayer +2 - p. 131
The Equalizer - p. 90
Pommel Gem - p. 22
Hilt - p. 76
Blade - p. 81
Flametongue - p. 115
Namarra +2 - p. 40
Maces
Ardulia’s Fall +1 - p. 33
Mace of Disruption +1 - p. 44
Skullcrusher +3 - p. 68
Storm Star Mace - p. 188

Starfall Ore - p. 166
Plate Armor
Armor of the Hart +3 - p. 85
Big Metal Unit - p. 213
Blue Dragon Scale - p. 212
Doomplate +3 - p. 52
Delver’s Plate – p. 132

Enkidu’s Full Plate +3 - p. 201
Full Plate Mail - p. 47, 73
Full Plate Mail +1 - p. 37
Full Plate +2 – p. 170
Gorgon Plate +4 - p. 83
Plate Mail +1 - p. 34
Red Dragon Scale - p. 133-135
Shurrupak’s Plate - p. 199
Rings
Heartwood Ring - p. 202
Nymph’s Tear - p. 193
Holy Symbol of Lathander, or Talos - p. 175
Ring of Acuity - p. 100
Ring of Air Command - p. 26
Ring of Anti-Venom - p. 202
Ring of Danger Sense - p. 100
Ring of Djinni Summoning - p. 48
Ring of Earth Command - p. 103
Ring of Fire Command - p. 77
Ring of Fire Resistance – p. 129
Ring of Free Action - p. 53-54
Ring of Gaxx - p. 122
Ring of Human Influence - p. 113
Ring of Invisibility - p. 147
Ring of Protection +1 - p. 25
Ring of Protection +2 - p. 38, 47
Ring of Protection +3 – p. 183

Ring of Regeneration - p. 34, 52
Ring of Spell Turning - p. 83
Ring of the Ram - p. 98
Ring of Wizardry - p. 93
Robes
Robe of Vecna - p. 89
Scimitars
Belm +2 - p. 114
Spectral Brand - p. 181
Skull of the Lich - p. 205
Shields
Darksteel Shield +4 - p. 206
Dragon Scale Shield +2 - p. 131
Fortress Shield +3 - p. 26
Reflection Shield – p. 26

Saving Grace +3 - p. 32
Sentinel +4 - p. 72
Shield of Balduran +3 - p. 89
Shield of the Lost +2 - p. 124
Shield of the Order +4 - p. 198
Short Bows
Short Bow of Gesen - p. 112
Gesen Bow String - p. 57
Gesen Bow Shaft - p. 111
Tuigan Bow +1 - p. 138
Short Swords
Arbane +2 – p. 34
Cut Throat +4 - p. 149
Ilbratha +1 - p. 6, 36
Kundane +2 - p. 119
Short Sword of Backstabbing +3 – p. 143
Slings
Arla’s Dragonbane – p. 126

Erinne Sling +5 - p. 192
Sling of Arvoreen - p. 81
Spears
Bloodbane +5 – p. 171
Impaler +3 – p. 66

Ixil’s Nail +6 – 189

Ixil’s Spike - p. 1178 
Spear +3 - p. 52
Spear of the Unicorn +2 - p. 114
Staves
Cleric’s Staff +3 - p. 54
Rod of Smiting +3 – p. 72
Staff of Air +2 - p. 120
Staff of Fire +2 - p. 99
Staff of Command +2 - p. 78
Staff of Curing +2 - p. 40
Staff of the Magi - p. 136-137
Staff of the Ram - p. 186
Roranach’s Horn - p. 170
Staff of the Woodlands +4 - p. 152
Staff of Thunder & Lightning - p. 61
Two-Handed Sword
Flame of the North +2 - p. 57
Gram the Sword of Grief - p. 212
Heart of the Damned - p. 205
Holy Avenger +5 - p. 133
Eye of Tyr - p. 205
Lilarcor +3 - p. 139
Psion’s Blade +5 - p. 195
Soul Reaver +4 – p. 85
Sword of Chaos +2 - p. 24
Vorpal Silver Sword - p. 90
Silver Blade - p. 62
Silver Hilt - p. 89
Wakisashis
Usuno’s Blade +4 - p. 175
War Hammers
Crom Faeyr - p. 135-136
Crom Faeyr Scroll - p. 127
Sewer Key – p. 132
Dwarven Thrower +3 - p. 116
Rune Hammer - p. 199
Rune of Clangeddin - p. 203
Miscellaneous
Ammo Belt - p. 174
Bag of Holding - p. 53
Bag of Plenty - p. 197
Black Spider Figurine - p. 41
Book of Infinite Spells - p. 50
Bronze Pantalettes - p. 210
Case of Plenty - p. 174
Deck of Many Things - p. 181-183
Gem Bag - p. 26
Glasses of Identification - p. 35
Golden Pantaloons - p. 20
Harp of Discord - p. 119
Harp of Pandemonium - p. 89
Horn of Silence - p. 61
Manual of Golems - p. 173
Clay Golem Page - p. 187
Stone Golem Page - p. 196
Juggernaut Golem Page - p. 210
Methild’s Harp - p. 77
Quiver of Plenty - p. 174
Scroll Case - p. 26
Scroll of Protection from Magic - p. 26
Shakti Figurine - p. 166
Silver Pantaloons - p. 112
Wands of Spell Striking - p. 178
Monster Strategies
Adamantite Golems - p. 130, 132
Adratha – p. 115
Alu-Fiends - p. 180
Aran Linvail - p. 48
Azamantes – p. 191-192
Balor - p. 68
Balthazar - p. 212-213
Baron Ployer 


& Mages – p. 90-91
Beholders - p. 29, 81-82, 89
Berenn - p. 196
Blind Priests - p. 31
Bodhi, 1st time - p. 44-45
2nd time - p. 148
Burning Man - p. 192-193
Cambion - p. 23
Chromatic Demon - p. 178
Clay Golems - p. 21, 57
Clay & Stone Golems - p. 82
Cryonax - p. 215
Dark Sun Halflings – p. 95-96
Dedral - p. 47
Degardan - p. 42
Demi-Lich - p. 123-126, 186
Demogorgon - p. 192
Demon Wraith - p. 181
Demonknights - p. 81
Devil Shades - p. 168
Diaytha - p. 205-206
Dragons - p. 126-127, 145-146
Abazigal - p. 211-212
Draconis - p. 207-208
Firkraag - p. 133-134
Nizidramii’yt - p. 151
Saladrex - p. 186
Thaxll’ssillyia-p.127
Yellow Dragon – p. 172

Draug Fea’s Band – p. 117
Drow - p. 69
Drow Mage Duels - p. 74
Eagle Eyes, Seekers,

and Sentinels - p. 210
Efreeti - p. 99, 130
Egesiag - p. 206
Elder Brain – p. 78
Ellesime Clone - p. 25
Faldorn – p. 115
Fallen Solar - p. 216
Ferremuch Rilmanis - p. 189
Fire Giants - p. 171, 176, 194
Galvarey – p. 97
Gaal - p. 32
Ghaundar Cult - p. 81
Gauth – p. 29
Githyanki - p. 62, 89
Glabrezu, Slaver Compound - p. 36
Gracen – p. 105
Greater Wolfwere - p. 55, 120

Gromnir Il-Khan - p. 169
Heart Seal Guardians - p. 190-191
House Jae’llat - p. 81
Illasera – p. 163
Improved Golems – p. 99-100

Improved Ilyich – p. 22-23

Improved Sahuagin – p. 66
Inix - p. 196-197
Iron Golems - p. 99, 105
Jon Irenicus

1st time - p. 60-61
2nd time - p. 153
3rd time - p. 156

Improved – p. 156-158
Koa-Toa - p. 69-70
Koa-Toan Prince – p. 84
Kobold Kamikazes - p. 123
Kuirosan – p. 38, 88
Lavok - p. 97
Liches - p. 30, 70, 121
Liches, with Sunray - p. 120-121
Mae’Var - p. 142
Mages (backstabbing) - p. 8
Magic Golems – p. 184
Melissan - p. 215-222
Mephit Portals - p. 24
Monsters fighting

each other - p. 114
Mind Flayers - p. 53, 73, 77

in the Solaufein


Module – p. 77-78
Mummies & Ghasts - p. 29
Mustard Jellies (lots) - p. 174
Mutated Spiders - p. 177
Myconids - p. 67
Neb – p. 109
Nevaziah - p. 42
Odemaron - p. 205
Ogremoch - p. 205
Pai’Na - p. 41
Perth the Adept – p. 50
Pit Fiend - p. 52
Poison Challenge – p. 169-170
Rakshasa - p. 115, 151, 152
Rakshasa & Kobolds - p. 27
Ramilaat & Nabassu – p. 150
Random Solaufein Module

   Encounters – p. 86-87.

Ravager - p. 214
Rock & Garock – p. 187
Rukh and Mephits– p. 52
Sea Zombie Lord – p. 65
Sendai - p. 206-207
Shadows & Wraiths - p. 28
Shadow Druids - p. 114
Shade Lord – p. 128
Shangalar – see Twisted Rune
Slaver Lords - p. 36-37
Spiders & Ettercaps - p. 41
Statue Gaurdians - p. 175
Suneer – p. 152
Tahazzar - p. 179
Tanova - p. 43
Tan’nari - p. 98
Tethyrian Army - p. 199-200
Tieflings - p. 180
Tolgerias – p. 107
Trolls - p. 56, 70
Trolls with Firestorm - p. 107
Twisted Rune – p. 136-137
Umber Hulks - p. 53, 70
Undead with Firestorm - p. 125
Unseeing Eye - p. 32
Yaga-Shura - p. 198
Yan-C-Bin - p. 215
Yoshimo – p. 61
Yuan-ti - p. 29
Vampires - p. 39, 130
Wraith Sarevok – p. 155
NPC Locations
Aerie - p. 112
Anomen - p. 27
Cernd - p. 113
HaerDalis’ - p. 118, 120
Imoen - p. 20, 51
Jaheira - p. 20
Jan Jansen - p. 33
Keldorn - p. 27
Korgan - p. 27
Mazzy - p. 124
Minsc - p. 20
Nalia - p. 102
Sarevok - p. 163-164
Valygar - p. 94
Viconia - p. 33
Yoshimo - p. 24
Spells

Mage Spells
Abi-Dalzim’s Horrid Wilting - p. 69
Blur - p. 5
Breach - p. 56
Burning Hands - p. 5
Chain Contigency - p. 165
Chromatic Orb - p. 21
Color Spray - p. 5
Comet - p. 162
Death Fog - p. 72
Death Spell - p. 70
Delayed Blast Fireball - p. 55
Detect Invisibility - p. 63
Dragon’s Breath - p. 162
Energy Blades - p. 162
Finger of Death - p. 55
Freedom - p. 67
Gate - p. 152
Greater Malison - p. 63
Hold Monsters - p. 63
Hold Undead - p. 5

Incendiary Cloud - p. 69
Imprisonment – p. 165
Improved Alacrity - p. 162
Invisibility 10' Radius - p. 63
Limited Wish - p. 58
Lower Resistance - p. 74
Maze - p. 57
Melf’s Minute Meteors - p. 80
Minor Spell Sequencer - p. 5, 70
Mislead - p. 40
Pierce Magic - p. 44
Power Word: Silence - p. 67
Power Word: Stun - p. 55
Prismatic Spray - p. 53
Protection from Energy – p. 165
Protection from Normal Weapons - p. 100
Protection from Magic Weapons - p. 126
Resist Fear - p. 63
Slow - p. 4

Spell Immunity - p. 41
Spell Sequencer - p. 67, 72
Spell Shield - p. 36
Spell Trigger - p. 165, 169
Spell Turning - p. 70
Spider Spawn - p. 41
Summon Fiend - p. 53
Summon Nishruu - p. 70
Summon Planetar - p. 162
Sunfire - p. 56
Symbol: Stun - p. 43
Time Stop - p. 69, 150, 194
True Seeing - p. 67
Wizard’s Eye - p. 79-80
Vampiric Touch - p. 4

Vocalize - p. 21
Wish - p. 181
Priest Spells
Armor of Faith - p. 6, 159
Aura of Flaming Death - p. 160
Bolt of Glory – p. 68
Creeping Doom - p. 7

Defensive Harmony - p. 7

Firestorm - p. 107
Globe of Blades - p. 160
Greater Elemental Summoning - p. 160
Implosion - p. 160
Insect Plague - p. 7

Mass Raise Dead - p. 160
Storm of Vengeance - p. 160
Summon Deva - p. 160-161
Summon Fallen Deva - p. 161
Special Abilities
Alchemy - p. 161
Assassination - p. 161
Avoid Death - p. 161
Critical Strike - p. 159
Death Blow - p. 159
Elemental Transformation - p. 160
Enhanced Bard Song - p. 161
Evasion - p. 161
Greater Death Blow - p. 159
Greater Evasion - p. 161
Greater Whirlwind Attack - p. 159
Hardiness - p. 159
Magic Flute - p. 161
Power Attack - p. 159
Resist Magic - p. 159

Scribe Scrolls - p. 161

Set Traps - p. 162

Slayer Change – p. 61
Smite - p. 159

Tracking - p. 160

UseAnyItem-p.162

War Cry - p. 153

Whirlwind Attack - p. 159

