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ICEWIND DALE 2 WALKTHROUGH

Introduction
Having completed IWD2 a few times, I must say that I enjoyed it almost as much as BG2.  Also like BG2, yes, I’ve developed viewpoints on the best way of doing things’.  And so I’ve written this walkthrough using the same approach as I did for the BG walkthroughs.  The walkthrough takes the reader through the game as I have played it.  

I’m the first to admit that the merits of such an approach are open to question.  Yet for all the excellent walkthroughs and official guides available (Dan Simpson’s BG2 guide being the best one), Sorcerer’s Palace and Iron Works gaming forums are still full of people who struggle with certain aspects or parts of the games.  So in truth, I think of this as adding my two cents worth for whoever is willing to listen.  Additionally, I’ve noticed that the implementation of 3E rules in IWD2 has itself  become quite the topic for gamers.  Another reason for me to say my piece.
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What’s New?

Well, basically a list of changes from the first version of this walkthrough.

1) Instead of a vanilla wizard, I now preach the use of a Diviner.

2) This version takes into account the v2.01 patch, which took out some of the cheese like the superpowered Improved Invisibility and Animate Dead spells.

3) I took my successful party for another trip through the game in the “Heart of Fury Mode”.  I must state that for reasons of role-playing and credibility, my own personal opinion of Heart of Fury is that it’s just plain ridiculous.  I don’t find it very fun either.  Be that as it may, I am conscientious of the fact that many gamers look to an IWD2 walkthrough for guidance on Heart of Fury combat.  I’m willing to accommodate that at expense to myself.  Apparently some people are able to do it with a fresh party of level one newbies.  My hat’s off to them.  The game itself recommends importing a higher level party, and that’s good enough for me.

Notes on Heart of Fury in a given situation will be preceded by *H of F*

4) A comparison of the Paladin x/ Fighter 4 to the Barbarian x/ Fighter 4.  

5) Added Bluff to the list of skills developed by my Rogue/Wizard.
3E Multiclassing: A Difficult Subject
The 3E rules’ treatment of multi-classing has been a subject of considerable interest, and soreness, for gamers.  As one participant in the Sorcerer’s Palace forums put it, the 3E rules ‘nerfed’ multi-classing.  I’ll offer my own opinion on that topic, and then offer some advice on how to go about multi-classing.

My hunch is that Wizards of the Coast felt that multi-classing upset the game balance, whether it was CRPGs or pen and paper.  Frankly I find it hard to disagree.  In both BG1 and BG2, my protagonist was an Elf Fighter/Mage.  Advance him enough levels and you had someone who could; unleash a Spell Sequencer with Stoneskin/Fireshield/Mirror Image and then decimate a small army by himself, with the right equipment array himself with the right assortment of defensive spells so that Liches and Irenicus expended their whole spell repertoires harmlessly, crush everything in sight with spells like Sunfire and even Abi-Dalzim’s Horrid Wilting, and cast Time Stop and then pommel the helpless monsters.  For those of you familiar with Tolkien’s literature, it felt like the second coming of Feanor.  Only this time, he wastes all the Balrogs, slaps Sauron aside, and then brings Morgoth to his knees.  Jaheira wasn’t that far behind.  After casting Iron Skins, she could slice and dice everything in sight.  After casting Insect Plague, she could take out a coven of mages.  She could bring herself to full health with the Heal Spell.  She could summon Elemental Princes.  In Throne of Bhaal, I played a couple of fancy tricks to get her to 15th level as a Druid.  She could then shake the earth, rain fire, and plenty more.  All in all, I have to applaud Wizards of the Coast for trying to come up with a serious and balanced resolution of the issue.

  This is by no means saying that multi-classing is useless or a thing of the past.  But you do have to be more careful, and analytical about it.  It also forces you to engage in a sort of cost/benefit weighing before you decide to multi-class a character.  I’ll describe what I think are four important concepts that have to be considered when multi-classing a character.

Strain on Ability Scores

By this I mean, can you emphasize spending your points on certain Ability Scores so that it benefits all the classes of the character.  A good example of this is that Paladin, Fighter, and Barbarian classes go well together since they all depend on Strength and Constitution.  Another viable option could be Bard and Sorcerer, since Charisma and Dexterity benefits both classes.

On the other hand, if one class depends on certain Ability scores while another class relies upon other Ability scores, it could lead to spreading your points out so that the resulting character doesn’t have a lot going for him or her.  This is something that I learned the hard way.  The first time I played IWD2, I created a Druid with one level of Rogue.  I figured that since both use leather armor, it works.  Problem is, I had to put a premium on both Wisdom and Intelligence.  This in turn meant that I had to neglect the physical development of the character.  Suffice to say, that was quite a painful experience.
What equipment can the classes use?
Can both classes use the same equipment?  If they can’t, does it affect the usefulness of that character?  

The Ranger, Druid, and Rogue pose little if any conflict as far as equipment is concerned.  They can all wear leather armor effectively.  They can also all use by and large the same weaponry.  Likewise, Fighter and Paladin together presents no encumbrance since both can use any weapon and wear plate armor.

Now for an example of where equipment can present problems.  Consider combining Paladin of Mystra with Sorcerer.  Sure, Charisma would augment both classes.  But Sorcerers can’t cast spells very well in plate armor.  You could go with Leather Armor combined with the Armored Arcana feats.  But when you get the Chain of Drakkas (0% chance of arcane spell failure), you may wish you had spent those Armored Arcana feats on combat feats for the Paladin class instead.  If you go that route however, you would have to wear Bracers of Defence.  Wearing those all the way to the Severed Hand could be a poor showing for a Paladin to say the least.

The ‘focus’ of a class

Does not advancing with singular dedication to one class impair your character’s performance in that class?  How much so?  Well, that depends.  

A lot depends on what abilities your character would gain if he had advanced in one single class, and lost by multi-classing.  The best example is probably the Monk.  Suppose you do a 50/50 split between a Monk and another class.  Come 20th level, the character cannot strike for 1d20 damage, cannot use Quivering Palm, and doesn’t have Spell Resistance.  Some would say that these  are some of the very reasons for playing a Monk in the first place.

On the other hand, the whole reason for multi-classing is to gain different abilities from another class.  So you really have to ask yourself, ‘Are the abilities of a class I have sacrificed made up for by the abilities I have acquired in another class?’  It’s all cost/benefit analysis.  There are  additional factors that I think can help in the cost/benefit analysis.

One is that you don’t have to do 50/50 as per the 2nd edition rules.  You can add as many or as few levels of another class as you like.  For example, if you like Barbarians, you can add on Fighter levels to augment his prowess with bonus combat feats.  Likewise, tacking on Ranger would give a Druid or a Rogue the ability to attack with two weapons with minimal penalties, and without having to spend feats on Ambidexterity and Two-Weapon Fighting.  It would also add Martial Weapon Profiecency feats to that character for free.

Another factor is that if the party already has a character who advances rapidly in a single class, having another character multi-class with that same class becomes more bearable.  For example, if you already have a single class wizard, then a fighter/wizard or fighter/sorcerer who can defend himself with spells like Stoneskin and Mirror Image can still be a good idea.  Or if you already have a single class Cleric and additional healing power is your thing, why not a Bard/Demarch of Mask?

Skill Development
What skills do you want to have a character use?  Are you wanting to develop skills from both classes?  It must be borne in mind that if you advance in one class, you must spend two skill points on a skill from another class, IF it is a cross-class skill.  I’ll give an example.  Suppose that you advance a level as a fighter, and want to acquire a rank in Pick Pocket because that character is also your party rogue.  It is deemed to be a ‘cross-class’ skill at the time you are advancing a level as a fighter.  It then costs two skill points.  In conclusion, you must be alive to the possibility that multi-classing can impose substantial restraints on skills that you may want to have that character develop.

It can however be mitigated with a few measures.  One is that certain classes just don’t depend on skills to be effective, or at least much less so than say a Rogue.  Suppose you have a Human character combine Cleric and Fighter levels.  Humans always get two skill points each level.  You could also say to yourself that this character doesn’t really need anything besides the Concentration skill.  So with each level, you always advance a rank in Concentration whilst not worrying about anything else.

Another consideration is that other characters in the party may use those same skills just as well, or even better, or more conveniently.  If you have a Rogue for example, and want to multi-class it with something else, it may be just as well to have the party Monk or Ranger develop the Hide and Move Silently skills.  This leaves the Rogue free to hone his other thieving skills.

Another possibility is that the skill may be a ‘class skill’ for both classes.  For example, the Ranger and the Druid can both freely develop Animal Empathy and Wilderness Lore.

The ‘Perfect Party’
As with my BG walkthroughs, I’ll offer my idea of the ‘perfect’ party.  Each character will be explained in detail.  For each character, there will be the following sections:

Why He or She is included
An explanation of why I chose to include that particular class in the party, the role that character plays.  When it is merited, this section will also include a subsection on why his class was preferred to alternatives.  For example, I’ll explain why I prefer a Wizard over a Sorcerer.

Multi-Class or Single Class
In this section, I’ll explain why I have decided to multi-class or single-class the character according to the four considerations for multi-classing that I described earlier.

Ability Scores When Created
I’ll explain how I’ve distributed ability score points when I first created the character, and why I did it that way.

Ability Score Bonuses
Every four levels, a character is allowed the opportunity to improve an ability score by one.  For each character, I provide the choices I make and why.

Skills
I describe which skills I have that character develop and why.  Occasionally I’ll refer to ‘candidate’ skills and why I didn’t have the character develop them.

Feats
Much the same as with the section on skills.

*** Important Note ***

Each description of the character assumes that the character reaches the 30th level, the game’s maximum.  This walkthrough is written on the basis of the same party making two trips through IWD2.  Once in normal mode, and a second time in Heart of Fury.  If the character is single class, I’ll denote it as something like Monk 30.  If he is multi-class, I’ll denote it as Wizard 20/Rogue 10.  The development of the characters has been planned accordingly.  

Sir Tirion, M Aasimar Paladin of Helm 26/ Fighter 4
Why He’s Included
Every party needs a ‘tank’, a front liner who goes toe to toe with the monsters.  The Paladin is a good choice, with extra powers to boot.  The Aasimar is probably the best choice of race for a Paladin.  The Paladin is his favoured class, and gets a +2 bonus to both Wisdom and Charisma. The one level penalty incurred by the Aasimar is barely noticeable.  The Paladin is also a natural Diplomat for important dialogues and shopping in stores.

However ...

*** Paladin vs. Fighter *** 

With the 3E rules Fighters have come into their own.  The Paladin or Fighter debate has become quite contentious.  What Fighters have over every other class is an enormous amount of feats that can be used to augment their combat prowess, and make them harder to kill or subdue.  As such, I feel I must justify my preference of a Paladin over a Fighter.

To my mind, there are several reasons for going with a Paladin:

1) I’m sure that there are some gamers out there who feel that the Holy Avenger is reason enough to prefer a Paladin.

2)Paladins have their Charisma modifier added to their saving throw bonuses.  This means that their saving throws can be well beyond what any Fighter can hope to expect.

3) Lay on Hands can become really powerful, almost as good as a Heal Spell.  Even at high levels, this makes the Paladin one tough nut to crack.  The Fighter doesn’t have this ‘insurance policy’.

4) When it comes to feats, I do believe in ‘sowing the wheat from the chafe’.  Some feats, when you give it enough thought, can be thought of as occasionally useful but can also be done without.  As an example which I’ll explain in greater detail later, I feel that Greater Cleave isn’t all that wondrous or essential.

5) There are also feats which just aren’t as meaningful to a Paladin as they would be to a Fighter.  For example, Fighters don’t often emphasize Dexterity.  This can mean a rather poor Reflex Saving Throw bonus.  Fighters therefore often feel compelled to take the Lightning Reflexes feat.  The Paladin for his part needn’t bother since his Reflex Saving Throw bonus will already be considerably enhanced by his Charisma modifier.

6) The feats advantage of the Fighter can be mitigated further by multi-classing the Paladin of Helm and Fighter together.

7) Since with a little planning the feats disadvantage of the Paladin can be overcome to a substantial degree, it seems natural to me to prefer the other special abilities of the Paladin such as Smite Evil and immunity to disease.

Also …

*** Paladin X/ Fighter 4 vs. Barbarian X/ Fighter 4 ***


Since writing the first version of this walkthrough, I’ve noticed that the Barbarian x/ Fighter 4 is quite a popular build.  It certainly is a potent one.  But I’m still inclined towards preferring a Paladin over a Barbarian for a couple of reasons:
1) The Barbarian’s rage is powerful, but it can demand some delicate timing.  After five rounds, your Barbarian will be fatigued for the balance of the battle, not a desirable situation.  

2) Barbarians often feel the need to pack two-handed weapons to get the utmost out of their rages.  This means a significantly lower Armor Class.  During IWD2 normal mode, Armor Class is important for getting through the early stages of the stage.  Of course, Armor Class becomes meaningless during Heart of Fury.  But by then, my Paladin will have his Lay on Hands and other resources for his survival.

Certainly the Barbarian x/ Fighter 4 will do right by you if you know what you’re doing, but let me say this: Buyer Beware!  There are drawbacks involved that you must be aware of and ready to deal with.
Multi-Class or Single-Class
Strain on Ability Scores - Placing together Paladin and Fighter scores is quite harmonious since both depend on Strength and Constitution to perform effectively.

Equipment - Both classes can use just about any equipment involved with physical combat.

Focus - Just for adding two levels of Fighter, I get two bonus feats.  Add another two Fighter levels and my character will score +2 damage with the Holy Avenger.  These benefits are well worth the loss of focus where the Paladin class is concerned.  After that though, two more fighter levels are required thereafter in order to obtain bonus feats.  At this point, it is my opinion that the loss of focus for the Paladin class is not sufficiently made up for by picking up more Fighter levels.  This is especially true when I am discriminating about which feats I find useful, and which ones I don’t.

Skills - This character only learns one skill, Diplomacy.  There really is no big issue here.

Ability Scores When Created
Strength - 14

Dexterity - 12

Constitution - 18

Intelligence - 3

Wisdom - 13 (+2 bonus from Aasimar)

Charisma - 20 (+2 bonus from Aasimar)

Whenever you are creating beefy warrior types that don’t depend on skills much (or at all),  it is entirely sensible to poach your Intelligence score for all its worth so that you can spend those points on more important ability scores.

Wisdom is semi-important for Paladins.  I only added one to it.  When the Holy Avenger is acquired, Sir Tirion will get a Wisdom bonus of +1.  After that, he’ll find a ring that brings his Wisdom to 16, just enough to cast the highest spell level allowed to Paladins, 6.

I’ll explain in more detail in the Ability Score Bonuses, but suffice to say that a Paladin’s power is almost in direct proportion to his Charisma score.  It is THE stat for a Paladin.

Maximizing Constitution is obvious.  It improves saving throws against poison and other nasty effects that beset front-liners.  It also means more hit points.  The more hit points you have, the longer you stand up fighting.

I improved Dexterity just enough to allow the Paladin to take advantage of the Dexterity A.C. bonus allowed by Full Plate Armor (+1).

Of surprise to some may be that I didn’t emphasize Strength as much as others.  Truth be told, Sir Tirion will end up acquiring so many feats and items that improve Attack bonuses and damage (Holy  Avenger, Little Giant), that I can hardly tell the difference.

Ability Score Bonuses
4th level - +1 Charisma

8th level - +1 Charisma

12th level - +1 Strength

16th level - +1 Charisma

20th level - +1 Charisma

24th level - +1 Charisma

28th level - +1 Charisma

Whenever you are pondering which ability score to improve, you should really be asking yourself, ‘which ability score does the most for this character?’.  Emphasize stats which make the greatest number of improvements for your character, and which are pertinent to that character’s role.

For the Paladin, Charisma is the easy choice.  It brings about all of the following improvements:

1) It simultaneously improves ALL of his saving throw bonuses.

2) It improves his chances of landing a successful hit when he uses Smite Evil.

3) It improves his Lay on Hands power.

4) It improves the use of his Diplomacy skill.

At 12th level, I paused to improve Strength.  The reason for this is that when the Holy Avenger is obtained, the Paladin will also have his strength improved by one.  Combining these two together results in an increased Strength Modifier.

Skills
Paladins are natural for Diplomacy.  Diplomacy combined with Sir Tirion’s awesome Charisma score is enough to get the party through much of the game.

Candidate skill - Concentration is possible.   But the Paladin doesn’t cast enough spells to justify making a big deal out of it.  Those spells that he does cast will either be cast before combat (Magic Circle against Evil) or can be cast very quickly (Remove Paralysis).

Feats
1st level - Weapon Focus: Long Sword

The Holy Avenger is a long sword.  Regardless, Sir Tirion will be using one long sword or another the entire game.  I get it early and I get it now.

3rd level - Extra Smiting (x2) - one is a bonus feat from Fighter 10

Extra Smiting is quite a powerful ability.  Even from the early going, there are some fights that are long and intense.  Having it more than once is certainly helpful.

6th level - Power Attack, this is a prerequisite for ...

Cleave (bonus feat from Fighter 2)

Sir Tirion does plenty of the monster dropping himself, so this in reality will give him a substantially increased number of attacks.

9th level - Improved Critical

Who can argue with an improved chance for double damage?

12th level - Fiendslayer

The +2 bonuses to both attack bonus and damage against certain foes will actually come into play quite often in IWD2.  When you face off against Isair and Madae, you’ll certainly wish you had it.  Also ...

- Weapon Specialization: Long Sword (Bonus Feat from Fighter 4)

After advancing one Fighter level for every two levels of Paladin, I now have the +2 damage for the Holy Avenger. 

15th level - Blind-Fight

In the early going, I could ignore this since the Paladin had saving throws par excellence from the start.  Around this time though, it is prudent to worry about Power Word: Blind, which allows no saving throw.  Blinding can prove very fatal when facing off against such monsters as Half-Dragons and Slayer Knights of Xvim.

18th level - Extra Smiting

The closer to the end you get, the more you’ll want to be able to use it.

21st level – Two-Weapon Fighting

The point behind this and Ambidexterity is to minimize the penalties involved with using a weapon in each hand.  During the early phases of a normal-mode game, itt makes far more sense to build a leather-bound character that includes Ranger so as to avail of these feats for free.  Otherwise, stick with plate armor and a shield.  On the other hand …

During HofF, A.C. becomes meaningless, so I switch over to dual-wielding the Holy Avenger and the Golden Heart of (charname).
24th level – Mercantile Background

Items during HofF can become really pricy, so any edge you can now garner will make a big difference.  

27th level – Heroic Inspiration

Come HofF, hit points dropping below 50% will become a regular occurrence, so why not?

30th level – Improved Initiative



Improving Weapon Speed by 1 isn’t that big a deal, so this could wait.
***Candidate Feats that weren’t included***

Combat Casting - As with not developing the concentration skill, the Paladin just doesn’t cast enough spells to justify this.

Feats which improve saving throws - The Paladin already has awesome saving throws, so it pays to be more economical with feat selection.

Dash - Surely you have better things to be doing with your feats than this?

Greater Cleave - How often is even a super strong fighter going to drop a monster more than once within the space of a single round?  I consider it a waste of a feat better spent elsewhere.

Heretic’s Bane - Clerics and Druid’s aren’t all that common in IWD2.  When they do show up, they’re often the big cheese in the monster group which the Paladin will single out for a Smite Evil anyway.

Improved Turning - Even if I ever turn undead (and I don’t), most players leave that to the Cleric.

Courteous Magocracy and Mercantile Background - Sir Tirion’s combination of Charisma and dedication to Diplomacy is adequate as is, and the party can still afford what it needs from various stores.  Physical combat is still the meat and drink of a Paladin.  Develop him accordingly.

Toughness - Three measly hit points isn’t that big a deal.

Stygar, M Gold Dwarf Battleguard of Tempus 30
Why He’s Included
Every party needs a healer, period.  Clerics remain the best class that there is for getting the party back on its feet, in the middle of a battle or afterwards.

*** Battle Guard of Tempus vs. other choices of Cleric ***

IWD2 offers a rich variety of clerical abilities and domain spells depending on which deity is worshipped by the Cleric.  Your choice pretty well depends on your style of play.  I prefer the Battleguard of Tempus for two reasons:

1) I do believe in making the Cleric a credible front-liner.  Let’s face it, in my party he will be the only other character besides the Paladin who can wear Plate Armor.  Tempus offers the best advantages where melee combat is concerned.  The Battleguard of Tempus has Weapon Focus: Axe for free.  He can also raise his Strength by +6 for 1 round each level, once a day.

2) The Battleguard’s domain spells include the Power Word spells.  These spells can inflict some really nasty effects, can be unleashed almost instantly, AND allow for no saving throw.  The only limitation is if the monsters have too many hit points for it to work.  All of this sounds good enough for a wizard.  It gets even better when my Cleric can do it, allowing the Wizard to do something else in the same round.

*HofF*


Power Word spells become irrelevant Heart of Fury because most monsters will have hit points well in excess of the spells’ limits.  I then have the Battleguard change over to the Monster Summoning spells, which conjures up creatures which are themselves super-powered.

Multi-Class or Single Class
Strain on Ability Scores - Since I want my Cleric to hold his own in melee combat, I must develop Strength and Constitution in addition to Wisdom.  Classes that depend on Intelligence and Charisma are not welcome.  Other classes that depend on Wisdom (Ranger, Druid, Monk) are already provided by other characters in the party.  Fighter and Barbarian could work here, but then ....

FoFocus - Focus is the deciding issue for me.  As far as I’m concerned, the party will be much healthier for the Cleric displaying singular and undistracted devotion to his faith.  The sooner he learns Remove Paralysis and Silence the better.  The sooner he learns Freedom of Movement and Neutralize Poison, the better.  The sooner he learns Heal, the better.  The sooner he learns Holy Word, the better.  So on and so forth.

Equipment - irrelevant after the focus issue.

Skills - likewise irrelevant.

Ability Scores When Created
Strength 18

Dexterity 12

Constitution 20

Intelligence 3 

Wisdom 15

Charisma 8

As I’ve said before, I want the Cleric to duke it out when he has to.   Of course I’ll place a premium on Strength and Constitution.  Dexterity is raised just enough to take advantage of the Dexterity A.C. bonus allowed by Full Plate armor.

A surprise to some may be that I brought the Wisdom to only 15.  My development of this character depends on raising his Wisdom first with the Ring of the Wise, and then the Every God Ring (+5 wisdom).  This will be enough to let him cast 9th level spells.  Sure, wisdom confers bonus spells and improves the DC for saving throws against the cleric’s spells.  I conclude though that the Cleric can learn a sufficient number of spells for the party’s good throughout the game.  Also, Cleric spells are far less about doing something to someone else (with a few exceptions) than arcane spells are.  I’m not overly concerned about the DC.

I’m also not making a big deal out of Charisma.  Turning Undead has never been a mainstay of my strategies, and never will be.

Ability Score Bonuses
4th level - +1Constitution

8th level - +1 Constitution

12th level - +1 Constitution

16th level - +1 Constitution

20th level - +1 Constitution

24th level - +1 Constitution
28th level - +1 Constitution

There are three important states for this character; Strength, Wisdom, and Constitution.  Wisdom will be taken care of by the Every God Ring.  Strength can be enhanced by +6 each day during a battle.  That leaves Constitution, which improves the following:

1) his Hit Points

2) his Fortitude saves

3) his Concentration skill checks, which is crucially important since he’ll often have to cast spells while in the ‘thick of things’.

Skills
So far as I’m concerned, Concentration is the only skill that is really essential to Stygar.  Unlike perhaps a wizard who stays back a distance, the Cleric is going to have to cast spells in the  heat of combat much of the time.

When you’ve decided that a character only needs one skill point each level, it is then advisable to select a race other than Human.  A Dwarf is as good a choice as any, and certainly a better one than a Half-Elf.

Feats
1st level - Combat Casting

I’ve already spelled out how critical concentration skill checks are for the cleric.

3rd level - Subvocal Casting

Silencing can be quite dangerous for the party in the early going and even later on.  Your party will be fighting an uphill battle if the Cleric can’t cast spells.

6th level - Power Attack, a prerequisite for ...

9th level - Cleave

Same rationale as for the Paladin

12th level - Improved Critical

It’s hard to argue with improving the critical range of a weapon that will inflict triple damage.

15th level - Blind-Fight

Same rationale as for the Paladin.

18th level - Lightning Reflexes

Improving the relative weakpoint in the Cleric’s saving throws.

21st level – Spell Penetration

In HofF, a favorite tactic of mine is to hold the opposition still in a sequence of Holy Word spells.  Holy Words are not affected by saving throws, but can be stopped by Spell Resistance.  Keep in mind that this works only if your whole party is good aligned, which mine are (Tithian is CG, Alliria is NG, etc.)
24th level – Spell Penetration
27th level – Discipline
Besides improving Will saving throws by 1, it also adds another +2 bonus onto Concentration checks.

30th level – Dash


I suppose it could help him reach a wounded comrade faster.

*** Candidate Feats that weren’t included ***

Extra Turning and Improved Turning - As far as I’m concerned, convincing undead to briefly run away only to come back in force seems kind of lame.  The best way to deal with undead is to blast them with spells that they’re especially vulnerable to (Fireball, Sunbeam, Wall of Moonlight, etc.) or hack them apart with anti-undead weapons (Moonblade of Selune, Club of Disruption, etc.).  If undead are still presenting a challenge under these circumstances, ask yourself how much good Turn Undead would then do.

Heretic’s Bane - As with the Paladin, clerics and druids just don’t show up enough to justify this feat in place of other more useful ones.

Akutagawa, M Human Monk 30
Why He’s Included
The Monk can be a burden in the early going.  But once off the ground, he’s one of those classes that can excel in a variety of roles.  He’s a great warrior who can dish out wads of damage without any weapons.  The Stunning Blow and Quivering Palm abilities are priceless.  Lump together Spell Resistance, fast movement, good saving throws, and Evasion, you then have probably the best ‘anti-mage’ class in the game.  He also serves as the party scout.

Multi-class or Single Class
Strain on Ability Scores - The monk has to place emphasis on Strength, Dexterity, Constitution, and Wisdom to be effective.  Throwing Intelligence or Charisma into the mix doesn’t work.  Besides which ...

Focus - So many of the Monk’s key abilities (Spell Resistance, 1d20 damage, Quivering Palm) come at the higher levels.  The sooner you get them, the better.  If you’re going to throw a significant number of levels from another class into the mix, you have to ask yourself if there was a point to selecting the Monk to begin with.

Equipment - The paradox of the Monk is that he has to be practically naked to perform effectively.  Multi-classing the Monk simply creates too many equipment problems for most other classes.  A Monk/Sorcerer or Monk/Wizard combination wouldn’t have this problem.  But then the ‘Strain on Ability Scores’ and ‘Focus’ issues make it more trouble than its worth.

Skills - Irrelevant after the Focus Issue.

Ability Scores When Created
Strength 16

Dexterity 18

Constitution 18

Intelligence 3

Wisdom 18

Charisma 3

It’s all about physical combat.  Wisdom improves not only his Armor Class, but also increases the Difficulty Class of his Stunning Blow and Quivering Palm powers.

Ability Score Bonuses
4th level - +1 Wisdom

8th level - +1 Wisdom

12th level - +1 Constitution

16th level - +1 Strength

20th level - +1 Wisdom

24th level - +1 Wisdom
28th level - +1 Wisdom

Wisdom is to my mind the best stat for the Monk, since it improves all at once:

1) his Fortitude saves

2) his Armor Class

3) the DC of his Stunning Blow and Quivering Palm Powers.

The reason for the +1 to Constitution and Strength is that I plan on having the Monk wear the Ring of Hearty Strength (+1 Strength and Constitution).  The ring and the ability score bonuses combine together to improve the modifiers with almost a single leap.

Skills
The great thing about Humans is that you can poach their Intelligence scores for all they’re worth, and still get two skill points to show for it.  Here, I have the Monk stack up on Hide and Move Silently so that he can be the party scout.

His Evasion ability and Spell Resistance make him an even greater scout, since if he accidentally sets off a trap, chances are better than average that it will prove harmless.

Feats
1st Level - Blind-Fight

Unlike the Paladin and Cleric, I get this one early.  He needs a fair bit of support and coddling early on.  There’s no need to let matters get worse with blindness.

- Dodge

Early on, and for the rest of the game, every little bit helps.

3rd level - Power Attack

A prerequisite for ...

6th level - Cleave

As for the Paladin, this will also be very helpful.

9th level - Dirty Fighting

I found this quite helpful.  In addition to causing more damage, a critical hit will also often inflict Blindness or Slowness.

12th level - Improved Critical

Besides being a staple for warrior types, this also augments the Dirty Fighting feat.

15th level - Improved Initiative

To my mind, there aren’t many feats left that are genuinely useful to the Monk.  With great saving throws and spell resistance, why bother with those feats?

18th level - Toughness

Same rationale
21st level – Toughness

24th level – Toughness

27th level – Toughness

30th level - Toughness

Alliria, F Human Druid 29/Ranger 1
Why She’s Included
The Druid actually provides a useful and interesting mix of healing and offensive spells.  She can help shoulder the Cleric’s burden by providing extra healing, summoning spells,  and defensive power.  She can also help out the Wizard with that extra offensive punch when its needed.

With some planning, the Druid can also contribute to physical combat.  Unlike the previous three characters though, the fighting style that I develop for her is more one of finesse than of brute force.

Yet brute force she can deliver if she needs to.  Unlike previous Infinity engine games, Shapeshifting is occasionally useful.  If you’re battling foes which are relatively weak but numerous, or numerous foes that have been weakened by spells, transform her into a Dire Bear or an Elemental and let the fun begin.

In short, Alliria is developed as a very versatile character who has a wide variety of methods  at her disposal.

*** Whether to Dual-Wield or not to Dual-Wield ***

I maintain that using a weapon in each hand is a good idea if it confers an extra attack AND provides other benefits besides.  In BG2 for example, my dual-wielding characters availed themselves of weapons such as The Equalizer, Angurvadaal, and Hindo’s Doom.  In IWD2, that weapon is the Dagger of Warding.

The drawback to dual-wielding is that the character can’t use a shield.  But then the Druid can cast Barkskin on herself, which provides a ‘Generic’ Armor Class bonus above and beyond what any shield in the game will provide.  In a sense, that extra attack really is for free.

Multi-Class or Single Class
Strain on Ability Scores - Wisdom, Dexterity, and Constitution profits both the Druid and the Ranger.

Equipment - Both operate well in leather armor.  There is literally no equipment conflict here.

Focus - By adding only one level of Ranger, the Druid gets these benefits almost for free:

1) +1 to the base attack bonus

2) Ambidexterity and Two-Weapon Fighting Feats

3) The Martial Weapon Proficiency: Bow feat

4) Racial Enemy, +1 to both damage and attack bonus against a certain group of foes.

When deciding upon a Racial Enemy, my approach is to select one that represents a combination of being powerful and being common.  My choice was Trolls, which show up even quite early and continue to show up all the way to Dragon’s Eye.

After one level of Ranger at the beginning, Alliria then dedicates herself to singular advancement as a Druid which is only slightly less rapid than that of Stygar.

Skills - Druids and Rangers have the same set of class skills.  There is no conflict here.

Ability Scores When Created
Strength 12

Dexterity 18

Constitution 18

Intelligence 3

Wisdom 18

Charisma 7

Being confined to leather armor, Dexterity is absolutely essential.  It is also crucial to her ability to use a bow.
Constitution is obviously important for Hit Points.  I won’t be able to find another Every God Ring until almost the end of the game or Heart of Fury, so I pretty much have to bring Wisdom to the maximum.

A surprise to some is setting Strength at 12.  The weapon I have in mind for her is the Moonblade of Selune, which ignores Armor and Shield bonuses, and yet is not much better for having a high Strength score.  Another is the Scimitar of Souls, which is very deadly without having to inflict a lot of damage.  I only advanced it by 2 so that she could shoulder all of the necessary equipment.  

I didn’t bring Charisma all the way to 3 because the best leather armor in the game means taking a -2 hit on that ability score.

Ability Score Bonuses
4th level - +1 Constitution

8th level - +1 Constitution

12th level - +1 Dexterity

16th level - +1 Dexterity

20th level - +1 Constitution

24th level - +1 Constitution
28th level - +1 Constitution

Alliria is a versatile character, and must be developed accordingly.  Constitution improves:

1) Fortitude saves

2) Hit Points

3) Concentration skill checks

After that, Dexterity improves:

1) Reflex saves

2) Prowess with the Bow, despite having a lower Base Attack Bonus then a pure warrior type, she’s still a dead shot. 

3) in conjunction with the Weapon Finesse feat, the attack bonus of the off-hand weapon

4) Armor Class.  The best leather armor in the game (+6 A.C.) allows a maximum dexterity bonus of 5.  After combining these two together, she’ll be better protected than most plate mailed fighters.

*HofF* During Heart of Fury, Armor Class becomes all but meaningless.  I resume advancement in Constitution.

There’s no need to worry about Wisdom.  Once Stygar finds the Every God Ring, he passes on the Ring of the Wise to Alliria.  She can then cast 9th level Druid spells.

Skills
Concentration - As with the Cleric, this skill is a must.

Wilderness Lore - Since I’m getting an extra skill point as a human character, I may as well put it somewhere appropriate.  It is occasionally useful.

*** Candidate Skills not Developed ***

Animal Empathy - All players who found Minsc’s Charm Animal Ability useful in Throne of Bhaal please raise your hands. ............   I didn’t think so.

Hide and Move Silently - No need, since the Monk already makes a natural scout.

Feats
1st level - Combat Casting, Subvocal Casting

Same rationale as for the Cleric.

3rd level - Weapon Finesse

If you’re going to dual-wield, you pretty much have to make the off-hand weapon a short sword or dagger.  Where Alliria is concerned, it is much better to trust that weapon to the Dexterity Modifier.

6th level - Lightning Reflexes

The Reflex bonus is the relative weakpoint for her saving throws.

9th level - Dirty Fighting

Same rationale as for the Monk

12th level - Improved Critical

What else?

15th level - Blind Fight

Same rationale as for the Paladin and Cleric.

18th level – Weapon Focus: Long Sword
During the early phases of the game, Alliria relies upon the Moonblade, which ignores Armor and shield bonuses.  As such, this could be delayed.  At a later point, she’ll then use the Scimitar of Souls +3.  Therefore, it now becomes an appropriate moment to improve her chances to hit with it.


21st level – Spell Focus: Transmuation
During HofF, it well behooves you to utilize spells that as much as possible, incapacitate the opposition (prevents them from hacking you to bits).  Alliria will make use of two such spells, Spike Stones and Tremor.
24th level – Spell Focus: Transmutation
27th level – Spell Penetration


Same as Stygar
30th level – Spell Stygar
*** Candidate Feats that weren’t included ***

Forester - Wilderness Lore is not so useful as to justify spending a feat to improve it.

Extra Wild Shape - While I previously said that shapeshifting was occasionally useful, it is exactly that.  It is OCCASIONALLY useful.  I just don’t use it enough times in a day to squander a feat on this.

Wild Shape: Shambler and Wild Shape: Panther - Your other animals forms are adequate so don’t even bother.

Tithian, M Drow Rogue 20/ Wizard 10
Why He’s Included
There is some debate about whether the Rogue’s skills are absolutely necessary in IWD2.  I consider it beyond debate though that they certainly make life easier for the party.  The Rogue also brings in some special combat skills which can make a big difference in battles.  

I also develop this character as a secondary arcane spellcaster who picks up some of the slack for the Wizard, or works in tandem with him.  There is much to recommend having two characters who can zip off more than one offensive or debilitating spell within the space of a single round.

The Drow, with +2 to Intelligence and Dexterity, and his Spell Resistance, is just perfect for this combination.  It does however mean a two level penalty, which is more significant than the one level penalty incurred by the Aasimar.  However, in the Black Raven Monastery he’ll buy a tome which erases this gap.

Multi-Class or Single Class
Strain on Ability Skills - The Rogue and Wizard classes actually go very well together.  Intelligence improves the spellcasting ability of the Wizard, and the skills of the Rogue.  Dexterity likewise benefits both classes.

Focus - Since I will have a single class Wizard in the party, the loss of focus for this character’s spellcasting ability is not a concern.

The high Intelligence modifier that I develop for this character, coupled with the 8 points per round when I advance Rogue levels, means that Tithian never falls behind in the development of his thieving skills.  This is so even when he has to buy them as cross-class skills when acquiring Wizard levels.
The bonus damage for scoring surprise attacks also remains significant.

A point of concern is that the base attack bonus will be lower than usual even for a Rogue, +12 come 20th level.  But I overcome this by use of the Weapon Finesse feat (which uses the Dexterity modifier to improve attack bonus) and by obtaining the Brilliant Short Sword +5, which ignores armor and shield bonuses.

Equipment - The development of this character depends on acquiring the Chain of Drakkas (+7 A.C., no armor proficiency feat required, no armor check penalties, and no chance of arcane spell failure).  Once the character dons this armor, both classes will flourish.

Skills - As I mentioned in the Focus section, multi-classing poses no strain on the development of needed skills.

Ability Scores When Created
Strength 10

Dexterity 20

Constitution 16

Intelligence 19

Wisdom 10

Charisma 5

The development of Dexterity and Constitution is obvious.  I brought Intelligence to 19.  The reason is that he will wear the Wizard Ring which raises it to 20, and an Intelligence modifier of 5.

Ability Bonuses
4th level - +1 Dexterity

8th level - +1 Dexterity

12th level - +1 Dexterity

16th level - +1 Dexterity

20th level - +1 Dexterity

24th level - +1 Intelligence
28th level - +1 Intelligence

Dexterity is the all-important stat for this character.  It brings about the following improvements:

1) improves his Armor Class without limit, with the Chain of Drakkas.

2) improves his attack bonus in conjunction with the Weapon Finesse Feat.

3) improves his Reflex saving throws.

4) improves his Evasion ability.

5) improves some of his thieving skill checks.

6) his skill with the Crossbow.

*HofF* 


Come Heart of Fury, his thieving skills will have developed to a satisfactory level.  By then, spellcasting power takes on far greater importance, hence the increases to Intelligence.
At some point in the game, he will also find Chimandrae’s Slippers, which improves his Dexterity by another 5 points.  This will mean a Dexterity score of 28 and a modifier of +9!

Skills
Alchemy - The party wizard also specializes in this.  The point is to get the Envenom Weapon feat.

Bluff – This opens up a few conversational threads that Diplomacy can’t.  Of course, I’ve neglected Tithian’s Charisma score, but that isn’t anything an Eagle’s Splendour spell couldn’t take care of.

Disable Device - The most convenient way of getting rid of those nasty traps.

Move Silently - Improves his ability to land surprise attacks.

Open Lock - The most convenient way to get past locked doors.

Pick Pocket - You never know when someone might be carrying something which you could use.  Save your game first of course.

Search - To find the traps, secret doors, and other not so readily apparent things.

*** Candidate Skills not Included ***

Hide - Since the Monk excels as a scout, why should I bother?

Use Magic Device - Since I’m multi-classing him with a Wizard, what’s the point?

Feats
1st level - Strong Back

I have neglected this character’s Strength score.  This is so he can shoulder all of his equipment.

- Blind-Fight

Unlike other characters, I got this one right away.  The reason is that anytime a Drow is struck by a spell that involves fire or bright light, he must make a saving throw or be blinded.


3rd level - Weapon Finesse

So long as the weapon is a small blade, the Dexterity modifier is applied to both Attack Bonus and Armor Class.

6th level - Expertise

When I get the Brilliant Short Sword +5, I can indulge in this feat to improve Armor Class by another 5 points.  It will hardly impair Tithian’s deadly skills.  Indeed, he’ll be much like the proverbial mouse for the elephant.  I’m not joking when I say that he could drop Minotaur and Duergar warriors one on one.

9th level - Spell Focus: Transmutation

A combination that I often used in BG2 was to have Imoen cast Chaos and my fighter/mage cast Slow.  It works wonders here as well.  If the monsters aren’t wandering around witless and finally get around to attacking you, they’re often too slow to connect.  Both Chaos and Slow impose -4 saving throw penalties, so this in truth is a really devastating combination for long-term battles.

It augments the Blindness spell as well.  Who knows?  Down the road, if there is an expansion pack, Tithian could also be using Disintegrate to devastating effect.

10th level - Spell Focus: Transmutation again (bonus feat for Wizard 5)

12th level - Envenom Weapon

If this doesn’t kill the target outright, it should be pretty close to it.  I tactic I often used for Tithian to activate Envenom Weapon in a flash, poison a particularly tough monster, and then have everybody gang up on it to finish it off quickly.
15th level - Combat Casting

It would have been nice to have gotten this earlier, but priorities are priorities.

18th level - Crippling Strike

After getting to the 7th level as a Wizard, I’ll race ahead to 10th level as a Rogue to get this one.  Whenever you score a surprise attack, you also sap some of the victim’s strength.  This will take some of the bite out of those heavy hitters like Slayer Knights of Xvim and Half-Dragons.

20th level - Improved Evasion (bonus feat for Wizard 10)

I could put this off because of the Drow’s considerable Spell Resistance.  At this point, why not?

21st level – Spell Focus: Evocation.

While playing in normal mode, Tithian will have already developed his Rogue skills to a satisfactory level.  Once Heart of Fury starts, it well behooves him to go Wizard the rest of the way.

24th level – Spell Focus: Evocation

25th level – Spirit of Flame

27th level – Scion of Storms

30th level – Spell Penetration (x2)

*** Candidate Feats ***

Armored Arcana - Certainly combining this with leather armor is feasible.  But when you find the Chain of Drakkas, you’ll wish you had spent your feats elsewhere.  This means having to get by with Bracers of Defence or the Armor spell in the meantime.  The way I look at it, Tithian will be defending himself with illusions and the Expertise feat anyway.  I can afford to wait.

Arterial Strike - By the time this does any significant amount of damage, you will probably have already killed the monster anyway.

Slippery Mind - Only one extra chance at making a saving throw.  The Drow has great Spell Resistance anyway.

Emerson, M Tiefling Diviner 30

Why He’s Included
A straight, single class Wizard is as powerful as they come.  The tiefling’s +2 Intelligence bonus is a natural choice.  As with the Aasimar, the 1 level penalty is barely noticeable.  

*** Wizard vs Sorcerer ***

A matter of contention is whether one should go with the Wizard or with the Sorcerer.  My preference is the Wizard for a number of reasons:

1) There are a number of knowledge based skills which depend on Intelligence, and are quite useful.  The Wizard is a better choice for using these skills.

2) Versatility; While Sorcerers can cast the same spell more often, Wizards are far more versatile.  With proper development, they are ready to react to practically any situation.    Being able to access spells from different spell levels, they don’t really lack for having enough combat spells during a battle either.

3) Bonus Feats; Wizards get a bonus feat every 5 levels.  Sorcerers don’t.  A Sorcerer can cast a certain spell more often.  When a Wizard gets around to casting that spell, chances are it will be much harder to resist.

4) Wizard Specialization, Diviners miss out only on Conjuration spells, which I can live without.  With an extra spell each level, I miss playing a Sorcerer even less now.

Single Class or Multi-Class
Strain on Ability Scores - Irrelevant because of ...

Focus - Here I follow the same logic as with single-classing the Cleric.  The faster and sooner you access the higher level spells, the more easily you’ll win the battles.

Equipment - I already have a working multi-class combination involving a secondary wizard.  Once is enough.

Skills - Likewise irrelevant because of the focus issue.

Ability Scores When Created
Strength 9

Dexterity 18

Constitution 18

Intelligence 20

Wisdom 10

Charisma 3

Dexterity and Constitution are self-explanatory.  I’ve taken Intelligence beyond what is necessary for casting 9th level spells.  The reason for this is explained below.

Ability Score Bonuses
4th level - +1 Intelligence

8th level - +1 Intelligence

12th level - +1 Intelligence

16th level  - +1 Intelligence

20th level - +1 Intelligence

24th level - +1 Intelligence

28th level - +1 Intelligence

Intelligence is the all important stat for an aspiring Wizard.  It improves:

1) The Difficulty Class for saving throws against the Wizard’s spells.  Far more than divine magic, arcane magic is almost always about doing something nasty to something else.

2) It provides bonus spells to the Wizard.

3) It improves skill checks for the Wizard’s knowledge based skills.

4) Some dialogues are better left to Intelligence than to Charisma, where it’s a matter of being able to think of the right thing to say or ask.  In such instances, the Wizard does the talking.

Skills
Alchemy - It allows identification of the various potions and elixirs throughout the game.  It also helps move along certain parts of the game.

Concentration - Concentration isn’t as important for the ‘staying out of it’ Wizard as it is for the Cleric or Druid.  But with enough skill points to spend around, this is an easy choice.  You never know when the Wizard is going to get caught by an arrow or a Magic Missile himself.

Knowledge (Arcana) - Allows the identification of almost every magical item in the game without having to pay someone else to do it, and without having to cast Identify.

Spellcraft - Really a very useful skill.  It allows the Wizard to observe what spell the opposition is in the middle of casting, what is on the way.  It allows the party to be discriminating about how far out of its way it needs to go to interrupt the casting of a spell.  An example, a Cleric of Bane starts casting.  The Spellcraft skill reveals that it is the Bane spell.  The party can say to itself, ‘Big deal!’.  The next round, Flamestrike shows up.  Then the party knows it should now do something about that Cleric.

Spellcraft is also a prerequisite for certain feats in the game.

Feats
1st level - Spell Focus: Evocation (x2)

Channeling energy into spells that blast monsters into oblivion are always a mainstay of the Wizard’s repertoire.  Combining Spell Focus feats with the awesome Intelligence Modifier means that the Wizard’s spells are going to be really hard to resist.  Where Evocation spells are concerned, it allows the Wizard to blow the monsters away with loads of damage.

3rd level - Spell Focus: Enchantment

5th level - Spell Focus: Enchantment

Of course, spells that mess with the minds of the opposition also have their place.  This enhances dramatically the power of such spells as Chaos and Feeblemind.

6thth level - Spell Focus: Necromancy

9th level - Spirit of Flame

Of the various damaging spells, fire spells tend to be the most common.  At this level, Flame Arrow
and Fireball are considerably enhanced.  Again, the Spell Focus feats augments Fireball even further.

In conjunction with the Tiefling’s natural resistances, Emerson will actually have an impressive fire resistance of 10.

10th level - Scion of Storms

Electrical spells are also quite frequent.  Lightning Bolt and Chain Lightning come readily to mind.  Electrical resistance also stacks to 10.

12th level - Spell Focus: Necromancy

Now spells like Finger of Death and Horrid Wilting will become really lethal.  Perhaps, down the road, I’ll be using Wail of the Banshee as well.

15th level - Spell Penetration (x2)

At about this time monsters with Spell Resistance are becoming quite frequent.

18th level - Improved Initiative

Further down the list of priorities.

20th level - Aegis of Rime

I don’t cast cold spells very often.  But hey, the 5 bonus to Cold Resistance is always nice.

21st level – Aqua Mortis


Same thing.

24th level – Combat Casting


Lower down the list of priorities.

27th level – Lightning Reflexes


Why not?

30th level – Great Fortitude, Iron Will

PROLOGUE

Docks of Targos
1) The gallant party steps off board and is greeted by their captain, Hedron Kerdos.  After he gives the party a brief overview of Targos, he lets it be known that they can come to him if they need rest.

2) West along the dock are Honest Jon and Reig Redwater.  Reig’s arm is in pretty bad shape.  Sir Tirion conducts this conversation.  With his Diplomacy, he can extract some much needed early equipment.  He then uses his Lay on Hands on Reig’s arm for an experience point bonus.

But to really make Reig feel better, you’ll need a Healing Potion from Magdar Shenlen.

3) He’s found through the door at x975 y525.  After a brief conversation, he’ll give you a license to smash open every crate in the building for equipment and the Healing Potions, even though its all property of the Gallaway Coster.

He then departs.  Shortly thereafter, three goblins show up to give the green party its first chance at sword play.

All of the various kegs (which can be smashed open) and containers (which can be highlighted by pressing the Alt- button) will contain starting equipment.

The Healing Potions are found in a chest at x1175 y425.

4) Bring a Healing Potion back to Reig for an XP reward.

5) In the house at x850 y900 will be a chest with some minor treasure.

6) At x635 y1465 you’ll meet a rather impressive Dwarf named Jorun Tamewater.  He’ll give you permission to loot his chest from his house to the southwest, but with a warning about the trap.

The house in fact will be at x275 y1690.  It will contain some gear, including a helm.

7) Along the dock running east, just below where you meet Hedron, you’ll find two goblins.  They have left behind a dead man, whose corpse has a club and some gold.

8) Crandall is at x1710 y1860.  He’ll provide some not-so-useful info.

9) Nearby along the south wall will be some Goblins, including Goblin Archers.  The best way to deal with Goblin Archers is to take them out quickly with your own archers.  Even at this early level, both Alliria and Tithian perform effectively as sharpshooters.  

10) At x780 y2240 is the home of Hedron’s ‘Ma’.  Burst through the door to waste the three goblins that are threatening her.  

Converse with her afterwards, and she’ll drop the hint that though blind, she has been gifted with another sort of vision.  She then invites the party to learn of her, AFTER they have cleared all of the Goblins out of the Docks area.

11) Bring the news of your rescue to Hedron for an XP reward.  

*** NOTE *** If you want to collect a material reward for some quests, it is best not to have your lead character do the talking if the desire for profit is overborne by his code of ethics (i.e. Paladin or Monk).  Grimbold does the talking to get some gold off of Hedron.

12) Go to the northernmost dock where you’ll meet Brogan.  He lets you know that some Goblins have holed themselves up inside the Warehouse.  However, he does not consider you up to the job and asks you to instead tell a renown adventuring company to show up for the job.   They’re in the Salty Dog Tavern.

The Paladin is capable of persuading him to let them try.  Or, you could obey his request.  The XP reward is the same either way.  

I decided to obey his request.

13) The Salty Dog is at x900 y1800.  The adventuring company it turns out, are a bunch of cowardly losers who are too ‘in the bottle’ to be bothered.

14) Breaking the news, Brogan pretty much has to let you try.  The front door of the warehouse is locked.

15) Upon bursting through, you are beset by several Goblins.  Alliria and Tithian nail the Archers while the fighters waste the front men.  Also about are more kegs and containers with gear or minor treasure.

The trap door to the cave below is at x600 y220.

16) Goblins are scattered throughout these caves.  At the west end will be Rukwurm, whose is quite tough for a Goblin.  The strategy here is minimize the number of Goblins available to assist him when you do get around to meeting him.

Akutagaw marks the location of Goblins.  Alliria and Tithian promptly nail them at a distance without bringing others into view.  

Once the western end comes up, Alliria and Tithian kill the front two.  The party now waits for the onslaught.  Emerson deprives Rukwurm of his support by casting the Sleep spell on his followers.  All efforts on Rukwurm.  Command Word: Die usually works against him.  Once he dies, it is then a matter of mopping up.

Rukwurm leaves behind an Expended Teleportation Scroll.

17) At the north end of the cave you’ll see a cave-in.  This is how you learn that the Goblin Sappers had been blasting their way underground beneath the warehouse.

18) Bring the news to Brogan for your XP reward.  He then suggests that you take the Scroll to Lord Ulbrec’s wife, Elytharra, herself a magician.

19) Before you leave the Docks area, there are two people you should meet.  One is a barbarian named Guthwulfe Hengehelm, drinking it up at the Salty Dog.  Does anyone notice the strong resemblance to the names of Rohirrim characters in The Lord of the Rings?  Guthlaf was King Theoden’s banner bearer.  Helm was a legendary past king of Rohan.  Well, without LOTR, there wouldn’t be any Infinity Engine games, so who am I to complain?

At any rate, you can challenge him for his silver charm with a drinking contest.  I think high Constitution is sufficient for the contest, so even Sir Tirion bests him at it.  The Charm itself is capable of no more than summoning a wolf a total of three times.  But, it can be sold.  You also get XP for it.

20) Hedron’s mother will now give you insight to the adventures of the heroes from IWD1, and her vision will portend that terrible evil is being directed against the legendary Great Tree of Kuldahar.

21) The exit to the town of Targos will be in the northwest corner.

Town of Targos
1) Through the door at x425 y950 is a Cleric of Myrkul named Kolum Bonecutter.  He is communicating with the recently deceased combatants nearby in an effort to learn any useful information for Lord Ulbrec.  With some persistent questioning, he’ll also reveal that a woman’s ghost haunts the nearby Weeping Widow Inn.

2) The Weeping widow is at x825 y1660.  The innkeeper is named Cahl-Hyred.  With some questioning, you’ll learn more about the ghost and get from him a Ghost Touched Bottle.

3) Upstairs in the inn are various containers with minor treasures.  A Masterwork Dagger is at x225 y200.  The ghost of Veira is in the middle room on the north side.  You won’t be able to get much out of her though.

4) At x1550 y1775 is the Gallaway Trading Depot.  Deidre offers some wares, which isn’t worth spending coin on since it will all end up being discarded at some point.

I originally though the Heart of (random character name) sword was going to play on the Shattered Blade of Aihonen plot from IWD1.  It turns out though, there’s nothing really significant about it.

*** HofF ***


On the other hand, the Golden Heart of (character name) is quite the awesome sword.  It confers constant Haste and Freedom of Movement effects upon its wielder.  Once Sir Tirion acquires the Two-Weapon Fighting Feat, he changes his fighting style over to using the Holy Avenger and the Golden Heart together.

Pickpocket Jemeliah for the Lucky Knucky Amulet (+1 to saving throws), well worth getting for a party member whose saving throws may be relatively weak.  Emerson has it for the game.

5) At x2300 y1400 is the home of Lord Ulbrec.  He’ll be rude initially, but then grateful for you having cleared out the Docks.  He then gladly accepts your employment, and lets it be known that you have permission to go through the north gate.

His wife Elytharra can provide useful info about your quests.  If you ask you about the Scroll you looted from Rukwurm, she’ll reveal that it is one of a pair needed to effect teleportation into Targos.  This leads to the conclusion that there is a traitor in your midst.

If you ask her about the Ghost Touched Bottle, she’ll explain that it is enchanted to hold material from the Ethereal Plane, like for example a ghost’s tear.

She also sells a wide assortment of scrolls and magic items.  The ones I found noteworthy were:

Armor - Tithian gets this spell when he picks up his first Wizard level.  It provides the same A.C. as Bracers +4 and lasts for 1 hour / level.  Tithian is able to get by on this nifty little spell all the way to the Severed Hand.

Boots of the North - +6 to cold resistance.  I had Stygar wear these boots more or less by default, since I plan on having other characters wear different sorts of boots.

Sash of the Black Raven - Monks only. +1 to Attack Bonus and immunity to Feeblemind and Charm.

Chameleon Ring of Dexterity – DON’T buy this!  It costs plenty here and you’ll be getting it for free later on.

6) Take the Ghost-Touched bottle back to the Weeping Widow and explain its nature to Chal-Hyred for an XP reward.

An intelligent character can then learn from him that the ghost’s husband died during a shipwreck, and that Gohar may know something of it.

7) Gohar, who tends bar back at the Salty Dog, will give you a piece of the ship that the husband had been sailing on if you ask nicely enough.

8) Bring the piece of the ship back to Veira to put her to rest and for XP.  

Tell Cahl-Hyred the good news for more XP.

9) In the northwest corner of town is the Temple Pavilion.  Speak with one of the Clerics in order to purchase any wares you may find useful.

The item I bought was the Ring of the Wise (+1 to Wisdom).  Stygar wears this for now.  Eventually I will have Alliria wear this so that her Wisdom will be brought to 19 and she can cast 9th level spells.

*** HofF ***


I hate sounding like a broken record, but A.C. means very little in HofF.  Sir Tirion replaces his Snow Leopard Charm with the Medallion of Dawn (regeneration, Heal once a day).  He now has two cards to revive himself with each day, Lay on Hands and Heal.

10) On the bed towards the northwest corner lies an elf.  He’s apparently in some kind of trance.  Have an intelligent character speak to him, and discover that he needs a Flask of Bhaerg’s something or other.


Find ol’ Guthwulfe in the Salty Dog Tavern.  You can buy one of him, or pickpocket him for it.  Bring the flask back to the elf, who then drinks up and revives himself (XP reward of course).  Bring the good news to Elytharra for more XP.

11) On the bed towards the southwest corner lies a sick man, or so we’re led to believe.  He asks you to take a letter to his spouse.  Show the letter to the commander in the northeast corner.  You then find out what the real deal is.  The commander then offers you some ‘replacement letters’ which you’ll later find out provide quite a kick.  In the meantime, talk to the bed-ridden man again to expose him as a doppelganger and collect your XP.

12) Through the door at x2275 y975 is the traitor you’re looking for.  His name is Phaen.  I have two recommendations; kill him now or else the big fight at the end of the Prologue will be even harder for him participating in it, and wait till your party has advanced a level first.

With some questioning, you’ll learn that he is the traitor, and then the battle ensues.  Emerson removes his Goblin support with the Sleep spell.  It then becomes staying on top of him with missile fire, melee, and spells.  Once he dies, the Goblins are easy.

He’ll leave behind Phaen’s Robe of Rags (+2 deflection bonus, +3 cold resistance).  Since Tithian will be in melee more often than Emerson, I had him wear this.

13) Bring the good news back to Elytharra for XP.

14) Oswald Fiddlebender, who provides key plot turns and sells almost every potion there is, can be found at x2035 y670.

15) At the north side is the gate to the Palisade of Targos.

Palisade of Targos
1) Shawford Crale’s house is nearby, but first ...

At x700 y2700 is a catapult.  A man named Caulder is busily trying to fix it.  With sufficient Diplomacy, you can convince him to let you lend him a hammer (the one from Jorun’s house will do) and convince him to let you help.  You get XP rewards both times.

2) The door to Shawford Crale’s house is at x2725 y2525.  He has a job for you.  The dwarven engineer, Olap Tamewater, is having trouble repairing the north wall of the palisade and he would like you to help out.

3) Along the way, you’ll meet Niles.  Convince him to return to his post and quit boozing it, and you’ll get an XP reward.

4) You’ll find Olap at x2570 y575.  His problem is that he hasn’t received the lumber he needs from a fat merchant named Lumbar Grundwall.

5) Look for Swift Thomas, just outside of Shawford’s house.  He can ‘teleport’ the party to any of the three maps of Targos you need to go to without having to leg it all the time.

6) You’ll find Lumbar complaining loudly in between the Weeping Widow and the Gallaway Depot.

His problem is that the crane running down the southern cliffside is broken.

7) Back to Olap we go, and he explains that his father, the same Jorun Tamewater you met in the Docks area, can help.

8) Jorun, in his gruff manner, gives the party a spare wheel to fix the crane with.

9) Place the wheel into the Crane at x1000 y1850 for an XP reward.

10) Return to Shawford for another XP reward.  The next job is to see somebody named Isherwood about restocking the palisade guard with more arrows.

11) You’ll find Isherwood along the western wall.  He needs 300 arrows from the Gallaway Depot.  Problem is, Deirdre is already incense at having her inventory poached for the sake of the war effort.

12) Sure enough, she has plenty of venom to send in your direction over the matter.  With enough  Diplomacy, you can convince her to fork the arrows over.

Or ... if you prefer a decent XP reward, spend 50gp to buy the arrows yourself.

13) Go back to Isherwood to get a couple of Flasks of Burning Oil.

14) Return to Shawford for an XP reward.  He now wants you to see the priest of Myrkul, Koluhm Bonecutter, and find out what he’s learned from those dead bodies.  Since dwarves can comprehend Goblin language, Stygar reaps an even greater XP for translating it himself.
15) Koluhm can’t make out what the Goblin spirits said in their own language though.  Convince him to write it down and send it to Shawford.

16) Return to Shawford for your XP.  He now wants you to convince the lowlife Iron Collar Mercenary company to take up their posts.  He also gives the party a license to make an example of the group if it comes to that.

17) Needless to say, they’re not eager to heed the summons.  You can however convince them by threatening to implicate them with the traitor, Phaen.  You’ll get an XP reward, and the large battle that ends the Prologue will be easier for it.

18) Go back to Shawford for your XP reward.  Just then, the Goblins mount a massive assault on Targos.

19) The first wave of Goblins are led by a Worg Rider named Vghotan, along with some Vghotan’s hounds.  Catch as many as you can with sleep.  Use your own archers to take out the Goblin Archers.

20) The second wave starts when a Goblin Sorcerer named Caballus fireballs the northeast portion of the wall.  You’ll have to fight some more critters led by an especially mean looking Goblin named Ghotrag.

21) The third wave begins when Caballus blows away the northwest portion of the wall.  This time, he leads the assault himself.  If Caballus gets going with spell defences and attack spells, things can get pretty ugly and pretty fast.

Have the melee fighters single him out first and foremost while your wizard or sorcerer minimizes his support with Sleep.  Akutagawa nailed him with Stunning Fist.  Once he dropped, it was time to mop up.

The party gets an XP reward for saving Targos.  Meanwhile, loot Caballus’ body for the Whispering Staff +1 (+1 to Move Silently, %1 chance of silencing target).  

22) Take the time to loot all of the bodies.  On Vghotan’s body you’ll find the Houndstooth Collar (Beast Claws 1/day, Immunity to fear and panic).  This is Stygar’s necklace for the game.  Throughout the game, fear is a constant concern for the adventuring party.  Those of you who played Throne of Bhaal know that few things can be worse than bringing every Fire Giant in the map upon the party after running into a Burning Man.  Stygar possesses the spell Remove Fear.  By donning the Collar, he is immune to fear and is ready to dispel it when something like Symbol: Fear affects his comrades.

*** HofF ***


The HofF version adds +1 to strength and permanent Freedom of Movement.  This means that at some point, Stygar can drop his Ring of Freedom of Movement in favor of something else.

(I went with a Ring of Regeneration)
23) Go to Lord Ulbrec for another XP reward.  He now has a job for you.  The horde has taken over the Shaengarne Bridge, preventing the reinforcements from Neverwinter from coming to the town’s aid.  He wants you to liberate the Bridge from their control.

CHAPTER 1

Shaengarne Ford
1) The party meets up with the trash talking chieftain of the Broken Tusk orc clan.  A rather massive battle ensues, including Orcs, Orc Archers, and an Orc Shaman.  Sleep of course does wonders.  Intervening between the party and its foes is a solid line of kegs.  Smashing two or three of them should pave the way.

2) At x1315 y2100 you’ll find a Potion of Extra Healing.

3) Journey east, and then north.  There will be Orcs waiting on both the left and the right.  If you’re careful, you can lure the ones on the left forward without bringing the ones on the right into it.  More so than previous Infinity Engine games, the massive combats of IWD2 encourage ‘divide and conquer’ tactics.

A new problem occurs with the ones of the left.  A now recurrent theme will be the presence of Kegs of Blasting.  Nearby will be an Orc Firestarter who will use an Arrow of Fire to begin the detonation of the Keg, hoping to catch the party in the blast.  If you want to make things easier, yes, they are dumb enough to light the Keg while they’re still around it.  Problem is, you won’t get any XP from their deaths.  Whenever you can, lure them well away from the Kegs of Blasting.  Another reason why I lure the ones on the left forward.

Once they’re gone, I rest up so that the ones on the right are next for their turn.

*** HofF ***


At this point, Heart of Fury combats start to follow a very standard theme.  Summon a pile of monsters like Greater Werewolves, Remoharzes, Greater Boneguards, etc.  Send them forward to absorb the initial onslaught.  Have your spellcasters go to work, Delayed Blast Fireball, Horrid Wilting, Chaos, Slow, etc. at a distance.  Your fighters stand around and wait for two or three to come forward towards you.  Mop up what’s left.  Easily 75% of my battles followed this theme, which is one of the reasons I found HofF a tad … boring.
4) Nearby to the left and right, you’ll find a Druid named Dereth Springstone.  You’ll get XP for his rescue.  

He’ll offer to open the path further into the Ford if you clear the Orcs around his home, which had been the ones on the right hand side earlier.  Give him the good news and you’ll get another XP reward.  He’ll also open up a path to the west of where you first met Torak.

Now he wants you to rescue his wife Sabrina.

5) In the nearby pot and tent, you’ll find Potions of Extra Healing.

6) Make your way to the newly opened path.  North and then east you’ll find more Orc Archers to kill.

7) Continue north again and you’ll find another Orc band, with a Keg of Blasting on the west side of the trail.

8) The path branches off to the left.  Follow out, kill some more orcs.  At the end of the trail you’ll find Sabrina.  You’ll get XP for her rescue.  You’ll get more XP when she warns you against going straight north up the trail because there is an ambush in waiting.  She opens up a new trail in the northeast corner of the area so that you can hit the ambush lookout from the rear.

Top it off by offering to escort her to Dereth for another XP reward.

9) Go back to Dereth’s house and talk to him.  More XP, and he’ll also give you a Scimitar +1 as a reward.

Sabrina will now also sell 1st to 3rd level arcane spell scrolls.

10) Journey up the northeast trail and slaughter some more orcs.

11) Continue on west and slaughter the lookout that was to light the Kegs of Blasting on the other side of the river.

12) Now go back to the path where you first found Sabrina.  Journey north up the path.  You’ll meet the boastful Torak and have to defeat his minions a couple more times.  In the meantime, he’ll knock down a slab of stone and cross over it as a gangway.  This in turn paves the party’s path to the next area.

Shaengarne Ford, 2nd Area
1) Once you step into the area, Torak throws more of his clansmen at you.  In the background, you’ll also notice a Troll stealing something from a Priestess of Selune.

Once the battle is over, Emma Moonblade would like you to retrieve her Moonblade from the Troll.

2) Go straight east and you’ll meet Kaitlin.  Torak has her fellow villagers corralled into a nearby mill.  If you approach Torak’s camp, he’ll give the order to murder the villagers.  What she wants you to do is to sneak into the camp, use the wheel that opens the gate to the mill, and then clear the mill of the Orcs that guard the villagers.

At this point, your scout’s stealth skills are going to be rather spotty, all the more so in daylight.

3) Instead, follow her other suggestion and use the Potion of Invisibility found at x2200 y1485.

4) Have someone drink the potion, go through the gate to the northeast, and click on the wheel at x2200 y1100.

5) Now proceed through the gate northwest of Kaitlin.  WARNING: There is a Keg of Blasting near the villagers and the Orc Firestarter won’t hesistate to blow it.  If the villagers die, this beneficial sidequest is failed.  By treading forward carefully, you can lure the main force of Orcs away from the Keg without bringing the Firestarter into it.  

Once the Orcs have been slaughtered, I can sneak up on the Firestarter with Akutagawa and force him to defend himself.  The rest of the party closes in for the kill.

6) Bring the good news to Kaitlin for an XP reward.

7) After this, you’ll find a newly set up apothecary named Arte in the southeast corner of the area.  The item of interest I bought from him was the Sure Striking Short Sword (+1 to attack and damage, enchantment +5).  The reason I bought this was because of a problem frequently experienced by Monks.  Even at later stages of the game, Monks often don’t have sufficient Ki to bypass the damage reduction of their opponents.  This weapon will ensure that he doesn’t become a non-entity during those battles.  The other reason is that there are also some monsters that laugh off blunt damage, so this sword provides an alternative source of damage (piercing).

8) Now you’re ready for Torak and the rest of his precious Broken Tusk Clan.  More of the same, but Torak is kind of tough for an Orc.  Remove as much of his support as you can with Sleep, and then gang up him before everyone else.

Torak leaves behind a Leather Armor +1, and a Battle Axe +1, which will be a welcome improvement for Stygar.  Also on his corpse is the Highland Gate Key, needed later on.

In the barrel in the middle of the camp, you’ll find a Potion of Extra Healing and 2 Flasks of Burning Oil.

9) Move along the trail to the northwest and dispatch yet more Orcs.

10) At the end of the trail is the entrance to the Troll’s Cave.

Troll Cave
11) North along the tunnel you’ll run into some weakling slime.

12) In the northwest corner you’ll battle an Ochre Jelly, which can dish out some significant acid damage.  Behind it you’ll find minor treasure.

13) In the center cave you’ll find:

1) More slimes

2) Slime Zombies, some minor damage reduction but not very hard regardless.

3) Carrion Crawlers, capable of paralyzing their victims.  Remove Paralysis is necessary to have on hand.

14) In the northeast corner I’ll find a throwing axe for Stygar, the Haft over Head +1.  Due to the botched nature of its enchantment, it inflicts bludgeoning instead of piercing damage.

15) In the southeast corner is the cave of the Troll, Vrex Vileclaw. With some careful questioning, you’ll learn that he planned on using the cave as a breeding farm for ‘human food’, and get XP for it.  Much the same deal as Torak, having a bunch of Orcs to help him out.

While this may sound tiresome to veterans, it is important to stress this to newcomers: When a Troll drops after you’ve killed it, you must use fire or acid on its body after it has dropped.  It is the only way to finish off Trolls permanently.

At the west of his cave there is a chest which has the Moonblade of Selune (+2 to Attack Bonus, +4 enchantment, bypasses armor and shield bonuses, 1d8 +2 magic damage, double damage to undead).  Because of its insubstantial nature, it can’t be used as a surprise attack weapon by the Rogue.  It would be a great weapon for Alliria, but I’ve pledged to return it to Emma.

16) Bring the goods news back to Kaitlin about Torak’s death, and you’ll get an XP reward.  You’ll also get XP rewards if you found out from her the way further down the Ford, and the way to the dam that the goblinoid forces are building.

17) Bring the Moonblade back to Emma.  A common mistaken assumption is that it is a choice between keeping the blade and getting the XP for its return.

BUT ... if you’ve rescued Dereth, Sabrina, the villagers, and assisted Kaitlin, Emma will let you keep the blade and the XP reward.  Alliria now has her main hand weapon until she finds the Scimitar of Souls.  It’s like having your cake and eating it to.

18) The Highland Pass Gate is at x800 y525.  Beyond the Door will be a Highland Cat.  Follow the trail to the next area.

Shaengarne Ford, Area 3
1) Along the path to the northwest is a Wererat who seals the pass, which isn’t that big a deal.

2) In the northeast corner is a Verbeeg Giant, the relatively easiest giant in D&D to kill.

3) At the north end of the trail you’ll find a bunch of Wererats led by Gaernat Sharptooth.  Make sure you have magic weapons ready to bypass their damage reduction.   There are also a couple of Harpies.  Be careful of the Harpies’ fear effect.  Cast Remove Fear beforehand.

I had Akutagawa sneak ahead.  The trick is, the Wererats will see him but the Harpies won’t.  The Wererats will follow Akutagawa back to the party while the Harpies can wait their turn.

4) In the center of the area are Spiders (poisonous), a Spider Queen, Wererats, and Werebadgers.  Though you’ll still get swarmed, do try to play ‘divide and conquer’ as much as you can.

5) At x200 y700 you’ll find a Potion of Extra Healing and some minor treasure.

6) The exit to the next area is at x25 y575.

Shaengarne Dam

1) Upon entry, you’ll have to immediately fight some Malarite priests and Arctic Boars.  The Silence spell certainly helps.  Keep in mind that Malarites use of spells are more about beefing themselves up for physical combat (Bull Strength, Beast Claws, etc.) than anything else.  If your fighters are up to the challenge, their spellcasting won’t be much to worry about.  An exception worth noting is that they’ll once in a while cast Contagion, when it then becomes in your best interests to interrupt the casting.  A first example of where the Spellcraft skill comes in handy.

*** HofF *** 


Of course, there are times where you’ll get swarmed without the chance to send summoned monsters ahead of you.  Stepping through a door into an ambush is the typical scenario.  My solution was simple.  Stygar simply unleashed Holy Word.  It bought everybody enough time to crank out spells like Wail of the Banshee or Tremor.

2) Destroy the nearby Support Beam.  It is one of three that you can destroy for an XP award.

3) Continue southwest along the bridges, where you’ll fight more Malarites and enslaved animals.

4) In the camp due west you’ll find a Potion of Extra Healing, minor treasure, and some oils of the flaming variety.  In the barrel on the south edge of the camp you’ll also find the Ty-Dunag Blade (+1 enchantment, +2 to attack bonus).  A decent off-hand weapon for Alliria.

5) Continue west and then north.  You’ll find a broken bridge that needs some lumber to fix.

6) Continue east and you’ll fight more Malarites and their controlled animals.

7) Continue east.  Across the bridge to the north will be three Orc Archers in waiting.  Lure them across the bridge so as to separate them from the nearby monster group.

8) West from the north bridge is the last batch of Malarites and animals.

9) Destroy the western support beam, and you’ll get the lumber you need to fix the bridge leading west.

10) It is well worth your while to use missile weapons to destroy the central support beam, as you’ll get an XP award for it.

11) Come back to the west bridge and use the lumber on it.  After your XP reward, move on to the next area.

Shaengarne Bridge
1) So it comes down to this moment.  The Bugbear leader, whom you later learn is named Guthma, is alarmed by the party’s progress.  He orders the Ogres to destroy the Bridge and leaves. The Ogres immediately begin chopping away at the support beams.

Preventing the destruction of the support beams isn’t absolutely essential.  The story progresses regardless.  It does however affect how many XP you will receive from Lord Ulbrec when you return to Targos.  Some people have found getting to the two Ogres on time very difficult, as did I during my first trip through IWD2.  The second go round, I managed to save them both.

The plan is to make a straight line north for the bridge.  What makes this complicated is that Orc Archers often harry the party.  The problem is that if you give chase, they will forever be keeping their distance and bringing more foes upon the party.  Yet if you ignore them and press on to the Bridge, they’ll follow you.  When it comes to saving the Bridge, you really don’t need so many Orc Archers taking their shots at you.

The key to my plan was to have Emerson memorize all Sleep spells in his 1st-level slots.  When a line of Orc Archers appear, he puts them to sleep.  The idea is not to kill them right away, put to leave them behind so that you have less enemies to save the Bridge from.  Once the support beams are saved, their turn will come.

* HofF *


Invisibility 10’ Radius does the trick for getting the party to the bridge without a scratch.

2) Once the bridge is reached, a sorceress named Xuki will try and talk the party into peace negotiations.  To get an XP reward, have a character with good Wisdom humour her and then tell her off.  For the maximum XP reward, go for the Ogres first and foremost.  If you work quickly enough, you can take a lick or two from Xuki and still win the rest of the battle.

3) Now that you’re rested up, you can proceed to level the rest of the monsters, which include Bugbears, Highland Snakes, Harpies, Orcs, and a Verbeeg.  Make sure everything is dead.

4) You can find Potions of Extra Healing at x1120 y500, x1035 y1110, and x1400 y1525.

5) The road back to Targos is on the west edge of the map.

Back to Targos

1) Now see Ulbrec for your experience reward.

Now he has a big job in mind for you.  The scouts, Braston and Ennelia, have discovered the location of the Horde Fortress.  He would like you to do what you can to undermine it, perhaps even take out their leader.

Horde Fortress, Outdoors
1) Upon arrival, you’ll notice Ennelia.  Braston is being held prisoner in the Fortress.  She’ll reveal some information about the Fortress.  There are drums along the wall which act as an alarm system for the fortress.  She also thinks that an eastern gate may lead to an entrance into a series of Goblin Warrens, which may prove a stealthier way into the Fortress.

For the moment though, she is wounded badly.  For some XP, give her one of your healing potions.  If you don’t, she’ll die later.

2) Not far north and east will be a variety of enemies, including Goblin Elites, Half-Goblins, Worg Riders, and Half-Goblin Hordlings.  Again, divide and conquer is the name of the game in this area.  Clearly some of them are harder than others.  Half-Goblins in particular can pack quite a punch with their two-handed swords.  The harder ones should always be singled out for spells like Blindness and Chromatic Orb, or special attacks like Stunning Blow and Smite Evil.

3) Due north is a bridge spanning eastward.  Draw out the two Orcs standing on the west side.

4) On the west side of the bridge is a War Drum protected by Orcs and Hobgoblins.  An Orc Shaman pounds away on the Drum.  This has the effect of spawning Worg Riders near the party.  Get the Shaman as fast as you can.  Once the battle is won, destroy the Drum.  This is so that your escape is easier once Guthma is dead, and so that Ennelia won’t get killed as well.

Orc Archers shooting from the towers can be quite a nuisance.  A tactic I used was to have Stygar cast Animate Dead (as a domain spell) at the rampart leading up to the tower.  The creature will easily kill the archers, while the rest of the party has a free hand in melee combat.

* H of F *


Finger of Death is recommended for the Shaman who is to pound on the War Drum.

5) Around the northwest corner you’ll find a few Goblin types, and a Winter Wolf.  Be sure to pick up its pelt for sale later on.  In the tents of the camp you’ll find Potions of Extra Healing, missile ammo, Scrolls of Cure Light Wounds, Antidotes, Lamp Oil, and a Spear of Wounding.

Pack a two-handed weapon whenever you can.  When you’re obliged to fight in narrow spaces, they allow you to reach over your comrades to attack monsters.

6) East from the camp is another bridge.  There are two traps on the bridge, but it is well worth the minor damage to race across and get to the Goblin Shaman who’s beating on the Drum on the other side.  Of course, various Goblin types and Worg Riders are here.

7) Due east from here is another Drum.  This one can get really intense.  Now included are an Ogre, a Worg Ride Captain, and a couple of Hardened Ice Trolls.  They don’t require fire or acid, but only bludgeoning damage affords a real chance of killing them.  There will also be Trugnuuk, an Orc Shaman capable of the dangerous Call Lightning Spell.

But first, shoot the drum full of arrows from across the chasm.  This battle is hard enough as it is without the drum calling up more Worg riders.
With that out of the way, you’re now ready to head for Trugnuuk.  In the initial phase of the battle, I had the party go straight for the Shaman beating on the Drum.  Emerson, who by now has 3rd level spells, goes to work on Trugnuuk.

Trugnuuk leaves behind a key needed for the east gate that Ennelia referred to.

In the tents of the camp, you’ll find various healing potions, antidotes, scrolls, and the Merry Shorthorn (Bless once a day, useable only by Bards).

8) There is a bridge leading south from the Drum.  On the other side is more goblinoids, including a Goblin Shaman and a Goblin Overseer.

9) Continue south, east, and then north.  You’ll find the gate guarded by two Goblin Hordlings.  Use Trugnuuk’s key to open the gate.

10) On the other side is Gark and another Ogre.

11) Continue east, and you’ll find the entrance into the Goblin Warrens.

Goblin Warrens, Level 1
1) In a cave to the southwest will be several Goblins of various sorts, including a Shaman and their leader named Mokrul.  This fight can be very difficult without an area effect spell like Snilloc’s Snowball Swarm or Lightning Bolt.  If you don’t have one, do what you can to change that before starting this fight.

2) In the tents of Mokrul’s camp, you’ll find various treasures, ammunition, Darts, as well as scrolls of Fireball and Vampiric Touch.

3) West and south will be some Orc Caves.  Among them is a Shaman capable of casting Unholy Blight and Hold Person, while there will also be a Witch Doctor able to cast area effect spells.  Single them out first and foremost.

A now common tactic is to have Akutagawa scout ahead and mark the location of the enemy.  Once they’re pegged, Emerson gets in a pre-emptive strike with Fireball.

4) Continue west and you’ll fight some more Goblins and Worg Riders led by Ogrok.

5) At x1000 y2025 you’ll find Scrolls of Minute Meteors, and Dispel Magic.  Minute Meteors will provide your arcane spellcaster with a temporary and reliable set of missile weapons.  It becomes really useful though when you have to fight several Trolls at once.  Simply have your wizard keep his distance.  Once a Troll drops to the ground, have the Wizard nail him with a Meteor and then wait for the next one to fall.

6) At x2400 y1600 you’ll find a Goblin named Pondmuk.  He wants some Spider to eat, and in return he’ll give you the password to the door to the north.

7) Some Wooly Spiders and their Wooly Spider Queen can be found through the door to the east.

8) At x360 y325 you’ll find the Barbarian Shield +1 (+1 Constitution).

9) Bring a spider’s body back to Pondmuk.  You’ll get an XP reward, and the password ‘Chimera’.

Whatever you do, don’t ask Pondmuk to watch over while you sleep.  You’ll be in for quite the ambush.

10) The north door is at x2925 y975.  The Hobgoblin Door Guard opens the door.  You’ll have to fight Orogs (mutated Orcs I think), an Orog Chief, and a Hardened Fire Troll (slashing damage only).  The Orog Chief and Hardened Fire Troll should be singled out for your debilitating spells and attacks.

The Door Guard will go westward and start beating on another Drum which, yes, summons up Worg Riders.

11) Northwest from the Drum will be a Troll and some Goblins.

12) At approximately 3000 y1250 you’ll meet a Barghest Whelp named Yquog.  For those of you not in the know, a Barghest is an abyssal fiend capable of using a Goblin-like and a lupine form.  

You could fight Yquog now, but it can be a really tough fight.  And if you let Yquog live, it sets the stage for an XP gain much later.

However, a self-righteous Paladin just doesn’t have the restraint to hear out Yquog.  So I had Stygar do the talking.  Yquog needs a message that was to be sent to him by ‘the Masters’.  It is however being withheld by a Dekanter Goblin named Kruntuur.  Problem is, Yquog ate Kruntuur’s brother.  He would like you to retrieve the message, but without killing Kruntuur, which would invite the displeasure of the Masters.

Kruntuur is to be found on the next level of the Warrens.  He lets you know the password to get past his own Barghest guards, which is ‘Xvim’.

13) The exit to the next level is in the northeast corner

Goblin Warrens, Level 2
1) Upon arrival, you’re immediately beset by several Orogs led by Pusmug.  As down below, pretty much every group of Orcs includes a Shaman and a Witch Doctor.

In the tents of the camp, you’ll find various ammunition and priest scrolls.

2) In the tunnel leading west, you’ll find plenty of ammunition in the crates.

3) At the end of the tunnel, you’ll find a various assortment of Goblin types, including a Bugbear.

4) Further west are more Orcs and Orogs, led by a big looking Taskmaster.  He’ll drop a Black Wardstone, which is needed to move on to the next level.

5) On the tables of the west edge, you’ll find some ammunition, some priest scrolls, and scrolls of Flame Arrow and Lance of Disruption.

6) North of the tables is Tequog, who accepts the password ‘Xvim’.

7) In the northeast corner of the area you’ll find an Orog and three Orcs fast asleep.

8) Due west will be two Trolls.

9) Through the west gate will be a horde of Fire Beetles, their Queen, and two Otyughs which can cause disease.

10) At x1450 y1950 you’ll find a Leather Armor +1 and the long bow Sophia’s Flight +1 (1.5 times the normal range of a long bow).

11) Proceed through the north gate.  Your foes will include a Goblin Shaman, an Orc Witch Doctor, an Ogre Chieftain, and an Ogre.

12) Continue east and destroy the War Drum.

13) Continue north and kill off the Orcs and the Hobgoblin named Gumph.  He leaves behind the Iron Ward Stone.

14) To the west you’ll find the other Barghest named Ilquog.

15) At x1275 y300 you’ll find a little more ammunition.

16) In the northwest corner of the map is the leader of the Dekanter Goblins, Kruntuur.  It turns out that he could care less for his brother getting eaten.  What he really wants is the Bracers scavenged by Yquog.

Back to Level 1
1) After some protest, Yquog recognizes necessity and forks over the Tamjan’s Bracers (+1 Deflection bonus).  Since this will be displaced by other items that provide more powerful deflection bonuses, there is absolutely no grief involved with handing them over to Kruntur for the XP awards.

Back to Level 2
1) Bring the Bracers back to Kruntur for an XP reward, the message intended for Yquog, and a Tower Shield of Spell Resistance +1 (+2 resistance to Magic Damage).

Back to Level 1
1) Bring the message back to Yquog for an XP reward and a Scimitar +2.

You could start a fight with him now if you want, but it is recommended to left him off for the sake of an XP reward later on (the official guide to IWD2).

Back to Level 2
1) Take the stairs on the north side of the map.  You’ll need both the Iron and Black Wardstones to pass.

Horde Fortress, Courtyard
1) Throughout the Courtyard, and all along the walls, you’ll meet by and large every type of goblinoid type foe that you have encountered thus far.  Deal with as few at a time as possible, and then rest up in the Warrens in between.

Also as with the Warrens, the crates and boxes are loaded up with all kinds of missile weapons for your taking.  The crates to the west of the entrance will have Scrolls of Lightning Bolt, and Hold Person.

Horde Fortress, Guthma’s Quarters
1) Now proceed through the door x825 y1100.  You’ll run into two Bugbears, and an Old Orc who can take a lot of punishment before falling.

The Old Orc leaves behind a key to open the next door.

2) Once you open the door, you’ll listen to a Half-Dragon woman named Sherincal ream out the Bugbear leader, Guthma, and then teleport away.

If you observed him carefully, you’ll notice that he departed for the central room.  If you proceed to confront him right away, every opponent in the building is going to jump in.  Instead, work your way around the whole perimeter, leaving the central room for last.

3) Along the west edge are a few foes, including a Goblin and Orc High Chieftains.  Among the containers you’ll find a Scroll of Icelance.  In the hands of Emerson, this nifty spell can render even very tough monsters quite helpless.

4) Just east of the entrance you’ll find an Orog Chieftain and a couple of Orogs.

5) In the northwest corner will be an Orc Witch Doctor and an Orog.  Various potions are to be found in the containers.

6) In the chest at x1100 y400 you’ll find a few more potions.

7) Continue east from that chest, and you’ll find an Orc Witch Doctor and a Goblin Shaman.  You’ll then notice a north and south door.

8) Through the north door is a Goblin Sorcerer.  The trapped chest behind him has Scrolls of Haste, Slow (for Tithian), and Invisibility Sphere.  If you’re anticipating an ‘archer heavy’ battle, you can use this spell to close the gap without a hitch.

9) Through the south door is an Orc Shaman.  His trapped chest has Scrolls of Non-Detection and Ghost Armor.

10) In the southeast of the corner are the jail cells.  Kill the Bugbear Jailkeeper, and then find Braston.  He’ll let you know that if you kill Guthma, the goblinoid horde will fall apart without any leadership to hold (or bully) them together.

You can also go to him if you need rest.

11) Now its time for Guthma.  After having cleared the perimeter, he’ll only have Goblin and Orc High Chieftains, an Orc Witch Doctor, and an Orog Chieftain to help him out.  Guthma can dish out some serious damage, so it is imperative to do what you can to incapacitate him.

Designate an archer (like Tithian or Alliria) to go to work on the Witch Doctor.  The wizard may have to lend a hand with Magic Missile if the Doctor puts up Mirror Images.

12) Go back to Braston, and escort him back to Ennelia.  You get an XP bonus and a Light Crossbow +2 as a reward.

Back to Targos
1) Go see Lord Ulbrec for your XP reward.  He now has yet another job for you.  He wants you to rendezvous with the Neverwinter forces, who haven’t arrived yet.  Oswald is going to take you to them on his airship.

2) Oswald warns you that you are likely to never see Targos again once you board ship.  If you have anything left to do in Targos, do it now.  All aboard ...

CHAPTER 2
Andora
1) You should have gathered from the cutscene that Oswald’s ship crashed to the ground.  While the party slowly picks itself up off the floor, a Boring Beetle barges in and attacks.  

2) Oswald has a spell to fix the ship.  He needs you to gather the spell components for it.  They are:

Thrym Extract

Spider Silk

Belladonna paste

Iron Ore (from a basic weapon or armor)

2 Diamonds

some wood

One of the Diamonds and the Thrym Extract you’ll already find on the ship.  You’ll also find Scrolls of Emotion: Hope, Mordenkainen’s Force Missiles, Spider Spawn, and Otiluke’s Resilient Sphere.

You’ll also find a Potion of Absorption, which provides a huge boost to A.C. against blunt attacks.  This could come in really handy against some Golems you’ll run into later.

*** Armor Note *** While were at it, pick up the Boring Beetle Shell.  Oswald can fashion it in three days into an armor of your choice.  Full Plate Armor is the only sensible way to go.  It yields a 1/4 weight Full Plate Armor.  As it turns out, there will be more Boring Beetles ahead, so you could conceivably obtain as many plate suits as your party needs.

3) The area has an abundance of two things, piles of wood which can be used for Oswald’s spell, and traps.  Always have your thief look ahead with the party close by.

4) To the northwest is a Boring Beetle Nest which will constantly produce the insects until you get around to smashing it.

5) In the northwest corner is Beodaewn, supposedly a merchant.  None of what he has to sell is of any lasting value.

Click once on the den behind him.  He’ll warn you not to try it again.

Click on it a second time, BE WARNED, it may afflict the character with Dolorous Decay , make him go bersek, and unleash Chaos.  I had the Monk do it with a minimum of harm.  This time Beodaewn reveals himself as a Werewolf, for which you get an XP reward.  He and his followers attacks.  The followers drop easily.  Magic damage (Moonblade and Magic Missiles) is the reliable way to kill Beodaewn.

6) There will be a tunnel running east from where the Nest west.  You’ll have to kill some Tundra Yetis.  Among the various crates, you’ll find the Periapt of Wound Closure (prevents bleeding wounds, regenerates character), which can be worn as a glove.  I have Tithian use this one, since of all the characters engaged in physical combat, he has the lowest Hit Points.

7) At around x1950 y1900, you’ll meet the leader of the Luskan forces, Captain Yurst.  He and the others are in bad shape, made even worse by Giants pelting them with stones nearby.  He wants you to stop them.

8) The Fomorian Giants and a Verbeeg named Goublika are in the southeast corner.  Not overly difficult, but it helps to keep a constant eye on your Hit Points.  They each take a good while to drop, and when they do get around to striking successfully, it tends to hurt quite a bit.  Work constantly on one till he dies, and then gang up exclusively on the next.  The point is to reduce as quickly as you can the number of hard hitters attacking you.

9) Nearby you’ll also find the Frost Spiders you need to kill for the Silk for Oswald’s spell.

10) Come back to Captain Yurst and get an XP reward for killing off the Giants.

For more XP, lend him the Periapt to stop his bleeding.  He’ll still die, but at least his pain is eased.  He’ll give you the scoop on what has been happening in the pass.  He gives you his blessing to take his equipment once he dies, which includes:

Scroll of Fire Shield, will be useful for Tithian.  For so much as thinking ‘attack Tithian’, monsters will suffer damage.

Scroll of Protection from Cold, useful for the Andora Gate

Periapt of Wound Closure

various broken metallic items, for Oswald’s spell

11) To make a long story short, in the northeast corner is a hamlet of rangers and druids called Andora.  The only way to make progress is through they’re village and they won’t allow it because they’ve affiliated themselves with a nearby Temple of Auril (the evil goddess of cold).  

You can use Diplomacy to gain an audience with their leader, Illium.  You can then use Intimidate to convince him to let you pass.  Sherincal then arrives and kill Illium’s girlfriend, the druid named Odea Wintersthaw.    

But, I prefer to tough a battle for the XP and the booty.  This can be a pretty hard fight, both for sheer numbers, and because both Illium and Odea are powerful as a ranger and a druid respectively.  Illium can only be attacked by missile weapons and spells, since he is atop the Andora Gate.

Because of all the players involved, this battle can never really follow a set pattern.  There are some things you can do to even the odds:

1) Catch as many of them as you can with area effect spells.  Emerson went first with Malison, and then followed through with Fireball.

2) Kill or incapacitate Illium as fast you can.  He is quite deadly with his missile fire.

3) There are besides Olea, a few more Druids.  Malison followed by Silence is recommended.

4) Summon help to take the heat off you, and make the killing go faster.  Animate Dead (which by now will summon a Poison Zombie or Boneguard Skeleton for me) and Spider Spawn come in handy here.

Odea will leave behind the Nature’s Vengeance cloak (upon a successful hit on the wearer, there is a 10% chance the assailant is affected by Bane) which only Druids can wear.  Not a big deal, but Alliria may as well wear it now that she’s got it.

*** HofF *** The Heart of Fury version of the cloak is a big deal though, because it often strikes out a Call Lightning as a backlash.  Sort of like using the spell without having to waste a round to cast it.

5) Use the Protection from Cold Scroll before walking through the Andora Gate.

6) At the east end of the hamlet will be the exit to the next area, and a cave opening.

7) The opening leads to the tops of the caves.  You’ll end up having to take on a few more Rangers.  Loot Illium’s body for a crossbow, Hagnen’s Folly +3.  Now you’re ready to move on.

Glacier Walls
1) Upon entry, you’ll notice a thief break out his ‘cell’ and backstab an Aurilite priest.  He makes his way towards you and lets you know that somebody named Nathaniel awaits your rescue.

Immediately thereafter, you’re assaulted by several Barbarians and two Aurilite Postulants.  Barbarians can be quite dangerous in numbers, with their Rage ability.  Their weakness though, is that they never wear great armor and so are quite easy to strike.  The same ‘one at a time’ approach used for the Fomorian Giants works here as well.  I also designated Tithian and Emerson with the task of taking out the Postulants.

2) At this point it is well worth mentioning that there are several monsters wandering about this area in a sort of random patrol.  You’ll never encounter them in the same place during the next game.  They include:

1) Aurilite Priests - The Postulants being the weakest, and the Frost Touches being somewhat stronger.  As with the Malarites, you really don’t need to go out of your way for them unless your Spellcraft skill tells you otherwise.

2) Doom Guards - This includes their leader, Vrasillus.  They won’t attack until you acquire an item that they have been specifically charged to protect.

3) Remorhaz - A huge worm like monster that can dish out some big time damage.  Even a 100+ hit point character must tread carefully.  When you encounter one, do anything and everything you can to incapacitate it.  Once helpless, use Power Attack to kill it quickly before it recovers.

4) Crystal Golems - Packs a hard punch.  I hope you’ve been stowing a few blunt weapons along the way (like the Selune Flail from Guthma).  They ignore pretty much any other type of damage.  If you’ve been collecting Impact Arrows from the Horde Fortress, these can really tear up the Crystal Golem, as will a Monk.

3) Throughout this area you’ll also find two other things.

First, Shrines of Auril.  It is well worth taking a little bit of damage to get the missile weapons and odd potion within these.

Second, doors with Auril’s emblem.  These can’t be opened until you find the right item.

4) Go north all the way, then east all the way, and then south.  You’ll come across a cliff overlooking what are sadly the frozen bodies of the Neverwinter Soldiers that were to journey to Targos.  You’ll also notice three levers.  Pull on all three of them.

5) Journey all the way back around so that you come to the bottom of the cliff.  Among the items you’ll find two piles of stone, and an Aurilite Holy Symbol.   This is what you need to open those special doors.

Now all the Guards will search out the party and attack.  Its straight melee.  Vrasillus will leave behind a Flaming Morningstar +1.

The first time you use the Holy Symbol to open a door with Auril’s emblem on it, you get an XP reward for discovering the secret. *** Warning *** Once you open such a door, you’ll get hit for cold damage.  Stygar, with his Boots of the North, shoulders this responsbility.

6) Once you’ve looted all the Shrines, journey through the tunnel leading west to east through the center of the area.  At the end is the Queen Remorhaz and two Aurilite Frost Touches.  Go all out for the Queen, the Frost Touches are hardly worth worrying about.  Once the Queen dies, the party’s troubles are hardly over.  She explodes in a wave of fire that collapses the wall behind her.

Waiting behind that wall is Lord Rengar.  His immediate strategy is to get the party with a Fireball, and then an Icestorm.  If you can, try to have a single character absorb this initial onslaught.  Sir Tirion, with saving throws par excellence, lots of Hit Points, and his Lay on Hands power, volunteers himself for this task.  Once the initial onslaught is over, it then becomes a matter of pulling him away from the Ice Storm and then ganging up on him.  Loot his corpse for a Long Sword +2 that scores an extra point of cold damage.

7) In a cave to the east you’ll find two Cult of the Dragon Necromancers.  Melee them to death.  Luckily, they aren’t advanced enough to be throwing out those really painful necromantic spells like Flaying and Finger of Death.

In the chest you’ll find a Scroll of Emotion: Despair.

8) Make your way to the southeast corner.  You’ll have to fight a whole pack of Snow Trolls.

9) Continue west and you’ll find a sleeping Remorhaz.  Get the jump and kill it.  You’ll find a Gnome named Zack Boosenburry, who had been swallowed whole.  You get an XP reward for his rescue.  In the meantime, he wanted you to rescue his spider mount named Aocha.

10) Aocha will be behind the door x540 y1225.  Bring the good news to Zack.  In addition to the XP reward, you’ll also get:

an Emerald

Gauntlets of Weapon Skill, I had Stygar wear these who, while being a heavy hitter, is also having his Attack Bonus fall behind that of Sir Tirion.

Chameleon Ring of Dexterity (+1 to Dexterity, +1 to Hide Skill) I had Akutagawa wear these.  The point becomes clear when the party finds a one of a kind potion later on.

Zack now opens shop.  Among a few spell scrolls, I also bought from him the Boots of Avoidance (+5 Armor Class against missile weapons).  Emerson wears these for the rest of the game.  He normally stays out of the brawling, but missile weapons are an ever present threat of killing him or interrupting his spells from a distance.

11) Now make your way due north.  There you will meet the half-dragon woman named Sherincal.  With some questioning, you’ll begin to see the big picture as far as what is threatening Icewind Dale.  At the end of it though, a battle is inevitable.

Sherincal will also have a Barbarian, a Barbarian Shaman, Aurilite priests, and an Aurilite Stormsister to help her out.  For her part, Sherincal can at will spit out Lightning Bolts which can bounce around all over the place.  If you can help it, don’t let yourself come within reach of her big sword.  The first time I tried melee combat with her, she wasted my Paladin in three shots.

What is to your advantage is that the Aurilites are on a platform from which they can’t come down.  Stay further south along the tunnel, and take care of whatever comes forth.  As much as possible, try to take down Sherincal at a distance with missile weapons.  Summoning monsters to act as an intervening buffer between her and your party members is recommended in earnest.

Sherincal may end up on the same platform as the Aurilites.  The advice is then to stick on her with missile weapons.  Emerson should then work on the priestesses with area effect spells like Fireball.

Sherincal will leave behind two notable items:

Winged Blight - a +1 greatsword which is enchanted to do lots of damage to humans.

Potion of Arcane Absorption - permanent +2 to Spell Resistance.  Akutagawa and Tithian will already have great Spell Resistance.  I had Sir Tirion drink this to bolster the Spell Resistance he will receive from the Holy Avenger, making him a second ‘Mage Killer’.

12) Use a missile weapon on one the levers on the platform, so that you’ll be able to climb the stairs.  You’re now ready to enter the Temple.

But first, ...

Back to Oswald’s Ship
By now you should have obtained all the ingredients required for Oswald’s mending spell.  Simply return to his ship, place all of them on his table, and get an XP reward.  However, you’re going to have to rendezvous with him later on.

Aurilite Temple, Level 1
1) Upon entry, you’ll find a note to Lord Brisbane which hints at a Talsiman Adventuring Company that you’ll meet later.  In the meatime, you get attacked by Aurilite Postulants and an Ice Golem Champion (same deal as the Crystal Golem).

2) For the time being, try as much as possible to avoid resting.  The reason for this is to save as many prisoners (elsewhere in this level) as you can.  Each time you rest, one prisoner is sacrificed in the Temple.

3) Through the doors on your left will be two Winter Wolves.  The urns on the left wall hold some arrows and gems.

While Winter Wolf Pelts can be sold for cash, you also have the option of letting Oswald craft it into a piece of clothing (your choice) which confers +1 Cold Resistance and +1 Charisma.  I had a hat made more Akutagawa and Stygar, who won’t really have anything else to go with as far as head gear goes.

4) Go through the right door.  There will be a secret door to the south.  In the urns you will find a variety of arrows, bolts, gems, and a Scroll of Emotion: Rage.

5) Come back into the room where you first entered.  Go through the north door, and then the west door.  You’ll have to fight a few Barbarians.

6) Now go through the north door, where you’ll meet Nathaniel.  He was sent to try and break down the newly formed Ice Barrier.  But two problems since occurred.  It seems to grow back on its own.  Second, he was captured by three High Priestesses of Auril who are also sisters.  He himself is helpless inside the prison because there is an anti-magic field over it.  The only clue he can provide about the anti-magic field is having heard Aturn east then west to disable@.

Pick the lock to his cell for an XP reward.  He would still like you to retrieve his equipment, which you won’t find until significantly later.

Continue north and pick the lock to the next jail cell.  The prisoners promptly free.  For each prisoner saved, you get an XP bonus.  This is why I recommend coming here first and foremost.

In the east cell is a note from the Master of Locks that you met earlier.

7) Continue north and take down the Barbarians and Winter Wolf.

8) Continue north and you’ll meet one of the three sisters, Lysara.  If you’re patient enough to sit through all the biblical-style prose, you can question her thoroughly and get XP rewards for learning that the Aurilite priesthood deliberately brought down Oswald’s ship with a storm, and that the congregation created the glacier with a ritual.  You’ll also learn that sacrifices are used to sustain the glacier, which won’t get you XP immediately but will when you speak to Nathaniel again.

Suffice to say that a battle ensues.  She’ll be surrounded by a few Winter Wolves, an Ice Golem Champion, and plenty of Aurilites Priestesses.  

This was one battle where Alliria made creative use of her powers to considerable effect.  The party stayed in the room south of Lysara’s quarters.  Sir Tirion ran ahead and took care of the dialogue.  As he did so, Alliria planted a Wall of Moonlight right at the door.  Sir Tirion runs back.  Emerson sends a Fireball through the door.  Meanwhile, everyone is obliged to run through the door and take some damage from the Wall of Moonlight.  

Once everybody is through the door, the fighters single out the Ice Golem first and foremost.  Once the Golem and the Winter Wolves are gone, Alliria then transforms into a Winter Wolf.  Since the Aurilites are not much to speak of physically, this is an instance where Alliria can compromise the ability to defend herself in favour of extra attacking power.  It becomes a matter of mopping up.

One note on Lysara herself, she can take an unreal amount of damage.  She is also inclined to sacrifice herself once things turn against her, leaving the party no chance to collect a little more XP for her death.  Akutagawa however, stops her cold by landing Stunning Blow after Stunning Blow.  Sir Tirion and Stygar crank up Power Attack and chop away.  She’ll also leave behind her key, which you need later on.

9) Continue west and you’ll find the Dias.  This in fact serves several turning points throughout the whole Temple.  For now, remember Nathaniel’s clue.  Make the Dias face west, then east.

Come back to Nathaniel.  He’ll now provide clerical services, and also provide a safe resting place when you need.

You’ll also get an XP reward for telling him about the use of human sacrifices to sustain the glacier.

10) There are three doors north of the dias.  The clue they provide is L-North, R-North.

How the dias really works is that when a character stands to its left and turns it, it is considered a left turn.  Stand on the right side, and you can twist the dias to the right.  So the instruction for the three doors means stand first on the left side and spin till the dias faces north, then stand on the right side and spin some more till it faces north again.

On the other side are some Lesser White Abishai (minor devils capable of dealing extra cold damage) led by Xaan.  He warns you to not approach his fellows while you’re wounded, otherwise they’ll be overcome with a thirst for blood.  Normally, his type would be hostile.  But the fact is, he was trapped here by Sherincal and would like nothing better than to escape.  The bloodlust and imprisonment is because of a strange presence that goes by a really weird name (I don’t remember offhand) which is not affiliated with Auril.  Rid the Temple of this presence and the Abishai are free.  There is an XP reward for this so it can’t hurt to make a deal with them.

11) Come back to the room south of Nathaniel’s cell.  There will be a secret door on the northwest wall.  Follow the hallway all the way north, where you’ll meet an Aurilite and some Winter Wolves.

12) Continue east and then kill the Storm Sisters and Winter Wolves.  

13) Continue north and then east, where you’ll meet more Aurilites and an Ice Golem Champion.

14) Continue south, killing the Aurilite and Winter Wolf along the way.

15) Continue south, and then northwest.  You’ll find a secret door at the end of the hall.

16) Huddling around in two rooms in the southeast corner are a number of Aurilites, Barbarians, Barbarian Shamans, and a couple of Polar Bears.  Alliria’s Hold Animal comes in handy here.

17) Through the door at x2575 y1775 will be more Aurilites, a Barbarian, and a Winter Wolf.

18) Northeast along the hallway will be another Ice Golem Champion.  At the end of the hallway are two doors.  

The door to the east leads to what appears to be a simple oil painting.  The fact is, it is a magical teleportation device which is triggered by passwords.  In your mind refer to this location as THE PAINTING because you’re going to have to come back to it several times.

19) The door to the north leads to a room full of crates.  Most of them contain minor treasures.  The north crate is trapped and contains a Scroll of Confusion.

20) Step through the door at x1375 y2100.  You’ll now meet the beefiest of the three sisters, Caithin.  This is not an overly difficult fight.  Besides a Winter Wolf, she’ll have two other Aurilites with other.  Since they’re huddled together, they’re easy pickings for spells like Fireball and Silence.

Caithin leaves behind:

Leather Armor +2

two Ice Axes +1 (50% chance of 1d6 cold damage)

her key, also needed for the level below.

21) Continue through the northeast corner of Caithin’s chapel.  There will be a door on the left hand side.  You’ll find the clue ALeft-SW, R-NW@.  So you know that means standing on the left side of the Dias, rotating it so that it faces southwest, then standing on its right side, and then rotating it so that it faces northwest.

Inside the door will be a variety of priestly scrolls, as well as a Scroll of Dominate Person.

22) Through the next door will be a number of history books.

23) Through the next door will be an Ocean Genie who serves Talos, the god of the destructive aspects of nature.  He is busily enjoying himself with cowing some Aurilites.  Whether you kill them to avenge the crash of Oswald’s ship.  Meanwhile, you can with some prodding learn from him how to dislodge the presence that is holding the Abishais prisoner.  The key is to speak its true name ‘Caged Fury’ in the presence of its altar.

24) Through the north door will be the stairs leading down to the next level.  There are however a whole bunch of Ice Trolls that you’ll have to slaughter first.

Aurilite Temple, Level 2
1) Continue southwest along the corridor and do battle with more Aurilites.

2) Continue northwest.  The door on the south side is ice over, and you won’t be able to open it.  No need to fret for the time being.  The door on the north side leads to Lysara’s bedroom, guarded by an Ice Golem Champion, where you’ll find her journal which hints at other things which exist on this level.  You’ll also need to read the journal to understood how the sisters worshipped Lysan almost as much as Auril and therefore make use of THE PAINTING.

You’ll need Lysara’s key for this.

3) The next door on the northside leads to an alcove where you can find some mundane weapons and magical bolts.

4) Continue northwest and kill the Aurilites, Barbarians, and Polar Bears.

5) In the northwest corner you’ll notice a mirror.  There are several of them throughout this level, and they actually do serve a purpose.

6) At x650 y850 you’ll find a secret door which is locked.  You also get the message ‘Embrace the Shadow!’.  You won’t understand the meaning until later.

7) The next door to the southwest leads to a room with some minor treasure.

8) Contine to the southwest corner and then southeast.  Proceed through the first south door that you see and kill the Aurilite Storm Sister.

9) Go through the first west door that you see.  You’ll see what looks like a whole bunch of adventurers trapped inside of a long mirror that runs the breadth of the north wall.

You’ll also see two mirrors on the west wall.  The south mirror leads to some darts and other equipment, but will also temporarily inflict bad luck.

The north mirror releases the adventuring company.  By now they’re a pretty deranged lot, and you’ll have to do battle.  The henchmen are nothing special, but there are a lot of them.  The ones to watch out for are the Warrior (heavy hitter), the Mystic (a sorcerer), the Bishop (who has a lot of healing spells), and the Assassin (who can score a lot of sneak attack damage).  Because of the numbers, summon help beforehand.  In the first round of combat, Emerson hits them with a Confusion spell.  After that, do what you can to disable the four advanced members of the company.

They leave behind treasure as follows, the Mystic:

Adventurer’s Robe (+1 A.C. vs. blunt weapons, +1 to Fortitude saves)

Shroud of Flame - Can be a really devastating spell, not least for yourselves.  A tactic that can be recommended is to have the Rogue (with Improved Evasion and excellent Reflex saving throws) step forward, and then have the Wizard nail one of the monsters with the Shroud and let it take its toll.  Can be a hard tactic to set up safely since you also have to give thought to how the Rogue can defend himself safely.

Tithian should be able to manage since he can defend himself with spells and also has Spell Resistance to boot.

The Bishop:

Flail of the Defender +1 (+1 to Deflection Bonus)

The Warrior:

Bastard’s Son +2 - an enchanted Bastard Sword

The Assassin:

Ring of Regeneration - regenerates 1 hit points every 10 combat rounds.  Not a big deal, but you may as well equip it now that you’ve got it.

To the south will be a door that has been charred by lightning.  This plus the mirrors should clue you in on what you’ll have to do at some point.

10) Come back to the hallway leading southeast.  You’ll have to do battle with Barbarians, Aurilites, a Cult of the Dragon Necromancer, and Soarsmen.

11) Through the door at x1575 y1975 will be a whole bunch of Shadows.  Fireball them and then mop up what’s left.

At x1075 y1925 will be a secret door.  It is important to find and disable this door in order to be able to make progress.

12) Through the door at x2225 y2150 will be another Ice Golem Champion.

13) There will also be a door at x1875 y2100 which has a lot of traps around it.  On the other side  will be some Aurilites and a Polar Bear.

You’ll notice a lot of switches along the walls, and several squares in the middle of the floor.  The explanation of this will come in the section titled ‘Battlesquares Challenge’.  For now, I’ll refer to this as The Game Room.

14) Continue to the southeast corner and then northeast along the hallway.  You’ll have to fight an Aurilite and a Polar Bear.  You’ll also notice stairs which lead up to the PAINTING.

15) Continue northeast to the corner, and then northwest.  Through the first door on the northside will be several Aurilites.

16) Continue on where you’ll fight another Aurilite and Polar Bear.  The next door on the north side is apparently Oria’s bedroom, which also gives the clue ‘Battle Master’.

17) Now its time for the central room, where you’ll have to kill yet more Aurilites.  In the center of the room you’ll notice a large Prism, which in fact is a device to shoot out lightning bolts.

In order to work it, there are two switches in the topmost corner of the room.  The bottom switch rotates the Prism into the direction you desire.  The top switch shoots out the lightning bolt.

18) Remember that door charred by lightning?  Remember that secret door referred to in paragraph 11?  Make sure its open.  Rotate the Prism so that its facing south, and then shoot the bolt.

Go through the door at x375 y1775.  You’ll find a whole bunch of items, mostly cursed, in the crates.  Among them you’ll find Nathaniel’s Bag of Holding, and a Scroll of Fire Shield: Blue.

19) Come back to the central room.  There will be a door at x2525 y1650.  Disarm the trap first.  You’ll then have to kill a couple of Necromancers.  In the container at the west end of this room will be a Scroll of Vitriolic Sphere.

20) At the north end of the room will be a secret door.  There is also a trap nearby.  You’ll have to kill a couple of Necromancers and Soarsmen.

Among the bookshelves you’ll find a whole bunch of priestly scrolls.

21) Through the door at x1600 y1550 you’ll find the sleeping mage, Nickademus.  He takes some prodding to wake.

In short, he’s willing to do you a favour if you’re willing to do him a favour.  His favour he won’t collect until much later.  Your choices are 1) spell protections for Caged Fury 2) magical items 3) an XP bonus.  You can do without as far as Caged Fury is concerned.  The magic items are rather paltry.  So really the best choice is the XP bonus.

If there’s anything on this level that you don’t understand the workings of, come to Nickademus and he’ll explain it to you.

22) Now go through the stairs on the east end, and come back to THE PAINTING.  The way the painting works is that you speak the right words to it, and then descend the stairs to arrive at the corresponding location.

Here is a list of the words and the locations they take you to:

Andora - Andora

Bedroom – Nickademus’ room

Death to Kuldahar ... - back down the stairs you came from

Auril, shower me with strength - The Game Room

Sherincal’s long winded speech before you killed her - the Abishai room

Hmmm ... interesting ... Beginning of Temple.

For the moment, the word that needs to be spoken is ‘Lysan’.

23) The party finds itself inside the room near the northwest corner.  On the north wall is a shadowy figure.  The west door is locked.  Now the meaning of ‘embrace the shadow’ should become apparent.  Have a character stand in the shadowy figure (taking damage) just long enough for another character to open the west door.

There is still the problem of the north door over which the shadowy figure appears.  This is where the prism comes in again.

24) Go to the mirror at x2475 y950.  Turn it to the left so that the lightning bolt will bounce in that direction.

25) Rotate the prism so that it faces north, and then shoot the lightning bolt.

26) The door over which the shadowy figure appeared is now opened.  On the other side is Caged Fury.  I had Akutagawa step forward by himself.  He then speaks the true name ‘Caged Fury’ in the presence of the Altar.  Caged Fury is now banished, and the party gets an XP bonus.

In a last dying effort at revenge, Caged Fury is going to turn into a vortex before being banished.  Akutagawa runs quickly out the door before it closes again.  The Shadow Figure appears again.  Again, stand in it long enough to open the west door.

27) Once you leave the room, you’ll have to defend yourself against another assault from Aurilites, Barbarians, and Polar Bears.

Back to Level 1
1) Go to the room with Xaan and his fellow Abishai.  Bring him the news for an XP bonus.

2) Also bring the Bag of Holding back to Nathaniel for an XP bonus.

The Battlesquares Challenge
By now the party has made as much progress as it could without using The Game Room.  It needs only perform one task to progress the game further.  However, completing the Battlesquares challenge in full is worth the time and patience required, for the rewards are great.  As such, this merits a section unto itself.

First, an explanation of the switches.  You select a rank by pulling one of the ten labelled switches along the north wall.  Two switches in the bottom corner determine whether the Mode is Inner Sanctum, Temple Maintenance, or Battlesquares.  Set the mode to Battlesquares.  The very bottom switch is used to activate the selected mode.  Once you’ve pulled the activator switch, select one of the nine squares in the middle of the floor.  A monster, whose difficulty depends on which rank switch has been pulled, appears for a one on one battle.  The rest of party is kicked out of the room leaving only the character that pulled the game switch.  If the character wins within 60 seconds, he has conquered that square and it is marked differently.

The ultimate goal of Battlesquares is to obtain all five levels of all ten ranks.  A level of a rank is designated by how many squares you have conquered AT THE TIME you get three squares in a row.  I’ll provide some diagrams to give an example of what getting each level would look like.
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Complete each level in a rank, and you have obtained that rank.  Complete all ten ranks and you’re officially the Battlesquares Master in addition to being rewarded tremendously.

My approach was to have Akutagawa do all the fighting.  Before he starts a level, the rest of the characters layer him with these spells; Armor (an Armor Bonus without taking away his hindrance bonus), Bark Skin (generic bonus), Protection from Evil (Deflection Bonus), Champion’s Strength, Emotion: Hope, and Haste.  Haste won’t last long, but it makes winning the early battles for the 4th and 5th levels of each rank easier.

1st Rank - Monsters that you fight include:

Carrion Crawler

Elite Neo Orog

Giant Viper

Greater Boneguard

Otyugh

Salamander

Skeleton Archer

Spotted Lion

Yeti

All of these monsters can be easily stunned and killed without using a healing potion.  The first time you complete a level in the Battlesquares challenge, you obtain *** Oria’s key ***.  Any time you complete any level in the game, you get a random reward.  You’ll also get a spell effect cast on the character corresponding to the Rank of the game.  Here, it’s Armor of Faith.  It is not very often that this spell rank will be worth the need to go straight to another level without resting.

Each time you complete a rank, you get a prize.  The prize for the 1st Rank is the Dragon’s Belt (+3 to Reflex saving throws).  Stygar is rather weak for his Reflex Saving Throws, so he gets this belt.

2nd Rank - Monsters you fight include:

Beetle

Giant Viper

Greater Boneguard

Otyugh

Phase Spier

Salamander

Shadow

Sword Spider

Zombie Lord - this and other corporeal undead tend to ignore bludgeoning damage, while piercing and slashing damage scores bonus points.  Akutagawa switches over to his Sure Striking Short Sword.  Once in a while, this and other undead will score enough damage to force you to reload the game.  It is usually preferable to fight them while you’re still hasted.

The spell effect for completing a level is Luck.  The prize for the 2nd rank is the Potion of Holy Transference (permanent -1 to Dexterity and +2 to Wisdom).  Akutagawa drinks this potion.  This in fact was the real point to wearing the Chameleon Ring of Dexterity.  It makes up for the point of dexterity lost by drinking the potion, and keeps the dexterity modifier at +4.  The wisdom increase in turn improves A.C., Will saving throws, DC of both Stunning Blow and Quivering Palm.

3rd Rank - Monsters you fight include:

Beetle

Cyclops

Greater Boneguard

Phase Spider

Rhinoceros Beetle

Scrag

Shadow

Shambling Mound

Sword Spider

Umber Hulk

Zombie Lord

Most these can still be stunned and killed.  The spell effect is Strength of One.  The prize is the Abishai Hide Armor (A.C. +3, damage reduction of 5/+1).  Alliria didn’t bother.  She already has better armor.  This and other items which provide damage reduction which can be overcome just for having a +1 weapon will be useless in the latter stages of the game.

4th Rank - Monsters you fight include:

Barrow Wight - not particularly dangerous.  So far as I know, they have just too many hit points to kill in 60 seconds.  May as well reload.

Cyclops

Frost Giant - This bad boy will usually level you quite quickly.  I usually just reload.  Once in a while, if it’s a fight to finish a level, I’ll go all the way and try to Stun then Power Attack it.  Even so, Stunning Blow doesn’t work very often.

Mummy King - same deal as Zombie Lord.

Red Abishai - Would be dangerous but for the ability to Stun and then Power Attack them quickly.

Rhinoceros Beetle

Scrag

Umber Hulk

The spell effect is Stoneskin.  The prize is the Boots of Grounding (+6 to electrical resistance).  Alliria gets this by default since I have other boots in mind for the other characters.

5th Rank - Monsters you fight include:

Barrow Wight

Drownded Dead - also blunt weapon resistant

Frost Giant

Greater Feyr - Hard to hit.  It will become even harder to hit once it lets off Emotion: Despair.  I don’t bother for now.

Greater Werewolf - Just reload the game.  This beast will shred a character apart one- on-one faster than you can blink.

Red Abishai

Remorhaz - same deal as the Greater Werewolf, and even worse.

Rhinoceros Beetle

Shadow

Water Elemental - same deal as Barrow Wight.

The spell effect is the Shield of Lathander, which only lasts for three rounds.  The prize is the Throwing Axe of Shocking Burst (+5 enchantment, +1d6 electrical damage, 10% chance of another 1d10 electrical damage).  Definitely an improvement for Stygar.

6th Rank - Monsters you fight include:

Cornugon - with the Monk’s Evasion ability, this devil is actually quite killable for Akutagawa.

Drownded Dead

Elder Air Elemental - see below

Frost Giant

Greater Feyr

Greater Werewolf

Red Abishai

Remorhaz

Shadow - these became actually quite tough, and take some fair damage before dying.

Water Elemental

The spell effect is Regeneration.  The prize is the Club of Disruption (+3 to attack bonus and damage, +5 enchantment, outsiders and undead must make a fortitude save or be disrupted).  Stygar will be packing this weapon for most of the rest of the game.  Alliria already has an anti-undead weapon, her moonblade.  In melee, I don’t want Sir Tirion using anything other than the Holy Avenger.  Tithian has a far different weapon in mind.  Akutagawa will be fighting with his bare hands.  That leaves Stygar, who switches from axe to club whenever there is undead, demons, or monsters vulnerable to blunt damage.  In the meantime, Akutagawa uses the Club for the rest of the battlesquares challenge.

7th Rank - Monsters you fight include:

Cornugon

Drownded Dead

Elder Air Elemental

Elder Earth Elemental - this and the other elemental will surely pound a lone party member into mush unless killed quickly by the Club of Disruption.  Take a few swipes, it occasionally works.  If it doesn’t, you may as well reload.

 
Greater Feyr - with the attack bonuses of the Club, killing the Greater Feyr within 60 seconds 

is now doable.

Shadow

Remorhaz

The spell effect is Seven Eyes.  The prize is the Ice Spear +4 (Ice Lance 1/day).  Alliria packs this for when she needs to reach over her comrades in tight quarters.

8th Rank - Monsters you fight include:

Cornugon

Elder Air Elemental

Elder Earth Elemental

Fire Elemental - no better

Gelugon - same deal as the elder elementals.

Glabrezu - same deal as the Cornugon, and even easier now that you have the Club.

Greater Feyr

Remorhaz

The spell effect is Divine Shell.  The prize is the Composite Long Bow of Empowerment (whenever character is struck, a random ability score is improved by 4.  You can’t have more than one such bonus at a time).  I didn’t bother.  There’s bows out there that are better at doing what bows were designed to do in the first place, nail an enemy at a distance.  The bonus could come in handy in the heat of melee combat.  That is precisely the moment when the character should not be having her hands on a bow.  What it does have going for it is that it can be sold for a wad of cash.

9th Rank - Monsters you fight include:

Apocalyptic Boneguard - if the Club doesn’t work, you may as well reload.

Cornugon

Elder Earth Elemental

Fire Elemental

Gelugon

Glabrezu

Remorhaz

The spell effect is Aegis.  The prize is a wand with 50 charges of Animate Dead.  I keep this on hand, since it comes in handy for really tough fights and you need to summon help instantly as opposed to the waiting time normally involved with summoning spells.

10th Rank - Monsters you fight include:

same as for the 9th rank.

The spell effect is Executioner’s Eyes.  The prize is the Brilliant Short Sword +5 (ignores the armor and shield bonuses of the target).  This is Tithian’s weapon for the rest of the game.  This also allows him to crank his Expertise feat to the max for 5 bonus points of Armor Class.

The GRAND PRIZE for the Battlesquares challenge is the Bracers of Icelandic Pearl (+4 bonus to Armor Class, -2 penalty to dexterity, Lesser Planar Binding: Water Elemental 1/day, Cone of Cold 1/day, Horrid Wilting 1/day).  The dexterity penalty is well worth the tradeoffs for Emerson.  It still improves his Armor Class. It also allows the casting of Cone of Cold and Horrid Wilting once a day, thereby freeing up valuable 5th and 8th level spell slots.

*** HofF ***

A monk just can’t hack the melee for the HofF version of Battlesquares.  My wizard has since piled up on a whole bunch of spells though.  I had Emerson stack up on multiple Mirror Images, Fingers of Death, and Wails of the Banshee.  Emerson can always keep himself securely defended with Mirror Image.  The nice thing about Finger of Death and Wail of the Banshee is that they don’t have have any respect for hit points, only saving throws.  
Back to Level 2
1) Now go to Oria’s door on the north side of the level.  Inside you’ll find Oria and four Winter Wolves.  This is not a hard fight so long as you keep your Hit Points high.  Once you’ve hurt her enough, she allows her Staff of Power to explode in a retributive strike.

Now her ethereal form, the Essence of Oria, resumes the attack on the party.  She is herself invulnerable while you’re still in the material plane.  

2) Run to Nickademus.  He’ll tell you that you need to join her in the ethereal plane.  This is done by going back to the game room.  Manipulate the switches so as to bring about the Inner Sanctum Mode. Then hit the activator switch.  She’ll then fall easily.

As soon as she dies, quickly hit the Activator switch again to bring yourself back into the physical world.  Loot her body for:

Wand of Magic Missiles

Traveller’s Robe

Scroll of Ice Storm

Scroll of Cloud Kill – 
*** H of F *** Given enough levels,  Tithian will find spells such as these quite useful for monsters that won’t move forward to the party once they’ve been hurt (i.e. archers and spellcasters). 

3) Now go back to THE PAINTING.  Repeat the words Oria spoke to commence her battle with you, ‘In Auril’s name ...’.  You’ll get transported to her treasure vault, the only part of level 2 left unexplored.

Inside will be an Ice Golem Champion.  Most of the crates are trapped.  It will mostly be magical missile weapons.  In the southernmost crate you’ll find Nathaniel’s Ring of the Ram.  Keep it for an XP reward.

Back to Level 1
1) Come back to Nathaniel, and let him know that you’ve killed all three High Priestesses and rid the Temple of the Altar Spirit for an XP reward.  With that, he now has a free hand to destroy the unnatural glacier.  He does however wish that he had his magic ring to make the job easier.  Give him the Ring of the Ram for another XP reward.

Back to Glacier Wall
1) Upon leaving the Temple, you’ll immediately be taken to where Nathaniel blows a fissure through the southern portion of the Glacier wall.  He bids you taken the southern pass to Kuldahar since that is now a target of the Legion of the Chimera.

You’ll also meet Luskan and Neverwinter forces, the latter led by Captain Mariner.  Now it’s time to hand the explosive letters over to Captain Mariner.  He and the others expose themselves as Dopplegangers, for which you get an experience reward.

CHAPTER 3
The Wandering Village
1) To the east you’ll meet an Aurilite named Thvara Baelm.  Despite the fact that you just tore down her temple, and killed her superiors while you were at it, she promptly attacks you.  Assisting her are a Fomorion Giant named Bogrob and Barbarian Warriors.  A shot of Confusion and Slow cast together by Emerson and Tithian should decide the battle rather quickly.

In fact, once monsters have been weakened with such spells, it is usually the queue for Alliria to shapeshift into a Polar Bear or other such ferocity and start shredding everything in sight.  Under such circumstances, the risk involved with the lower Armor Class of the animal shape has become minimal.

Thvara leaves behind a Wand of Fear.

2) To the east is the Wandering Village, so-called because of their semi-nomadic hunter and gatherer lifestyle.  In the center of the Village is a Drow Merchant named Nym.  He warns you that the pass will be choked by the Legion of the Chimera’s troops.  He suggests a different way, beneath the pass through the Underdark.  He also recommends some rope to enable your descent.

In the meantime, he has some items to sell.  The ones I bought were:

Chaos - When you add up the -4 saving throw penalty for this spell, Emerson’s Intelligence Modifier, and the Greater Spell Focus: Enchantment feat, this is probably the best spell there is for sowing division in a massive onslaught of foes.

Bracers of Defence +3 - a handy way for Akutagawa to avail himself of an Armor bonus, and without losing his Wisdom bonus for A.C.

Avarine Decanter - What this item does is summon a powerful genie to act as a bazaar of magical items and supplies.  None of it in truth is that big a deal, so it well worth it to release him immediately.  In appreciation, he leaves you a Star Sapphire, a Cloak of Protection +1, and the Brazen Bands (+5 generic bonus to Armor Class).  Alliria, Emerson, Tithian, and Stygar all have magical methods of defending themselves against physical blows.  That leaves Sir Tirion and Akutagawa.  Akutagawa will already be wearing Bracers of Defence.  Sir Tirion then takes advantage of the awesome combination of Full Plate Armor and the Brazen Bands.

3) In the southeast corner is Venla the Healer.  She’ll provide temple services, but if you need to rest in this area, she’s the one to talk to.

4) Around the northeast corner is Tahvo the Huntmaster.  He’ll sell some magical items, most of which will end up getting replaced by something else.  What I did buy from him was the Bracers of Archery (+2 to attack bonus with missile weapons).  With these gloves, Alliria augments her already formidable ability with the bow.

5) After the party has rested up, it is time for some more combat.  In the northwest corner of the map is a lair of Dire Wolves, and Ferocious Dire Wolves.  Prepare yourself beforehand.

6) After resting up again, it is time to see the village elder, Souma.  She’s on the north end of the village.  Only she knows the path through the haunted Fell Wood, but she won’t tell you until you’ve helped her out with a few things.  For the first task, she sends you to Venla the Healer.

Souma also sells spell scrolls.  The ones I bought from her were:

Feeblemind - As with Chaos, this spell in Emerson’s hands is as sure a way as there is of preventing an otherwise powerful wizard or priest from becoming a factor in a battle. 

Lower Resistance - Once in a while you’ll meet a singularly powerful monster that merits getting hit with this spell.  The Black Dragon of Chult comes readily to mind.

7) Venla tells you that several of the children have gone missing.

8) Time to take the east exit from the map.

Fell Woods, Outskirts
1) Straight east is a crossroads of sorts.  Some Snow Trolls are in waiting including a Snow Troll Shaman.  The Shamans will often cast Protection from Fire upon themselves.  This means that they’ll be shielded from fire spells during their recuperative trance.  For this reason, have a Melf’s Acid Arrow on hand.

2) In the northwest corner of the map is a grave.  Nothing can be made of it until later.

3) Straight east are some Barbarian Warriors who will not be happy with you for having killed their fellow tribesmen on the way to the village.

One of them leaves behind Wroth +1, an enchanted and cursed Bastard Sword that has a 25% chance of inducing Blood Rage whenever its wielder is struck in combat.

4) In the northeast corner of the map is Limha’s tent.  Enter inside.  Do not have a Paladin talk to her if you want to buy something from her.

What I do buy from her is the Ring of the Warrior (+1 to attack bonus).  I had Alliria wear this since at some point, she’ll be using a different weapon than the moonblade.

Now Sir Tirion talks to her, and reveals the evil of her soul.  Thereupon, a boy named Little Hannu comes out and blabs what Limha’s scheme is.  She teleports away, Hannu runs, and the party will have to gang up on her pet Ogre.

5) As soon as the party leaves the tent, she and several Snow Trolls attack the party.  My comment regarding the Feeblemind spell is put to the test for the first time here.  Sure enough, Emerson sentences her to death with it.  The party promptly dispatches the Trolls, who have been slowed by Tithian.  Limha awaits her turn.

She’ll leave behind her Scroll Case, which has all the scrolls that she had for sale.  Among them is a Scroll of Summon Shadow.  A word of advice on summoning spells, favour those spells which summon more powerful monsters as the caster increases in level.  Stygar has been doing it all along with Animate Dead as a 3rd level domain spell.  Alliria has been doing it with Giant Vermin.  Emerson now has Summon Shadow.  It represents a far more economical use of spell slots than for example, Monster Summoning IV and such.

Back to the Wandering Village
1) Bring the news to Venla for an XP reward.

2) Souma now tells you to speak to Tahvo the Huntmaster.

3) Tahvo tells you of a Barrow Wight to the south who keeps rising night after night.  He would like you to find a way to put it to rest.

4) Sordirsin the Tusked is in the southwest corner of the area.  With some patient questioning, you can glean from him that somebody stole his horn.  Therein is the reason for the unease.

Now its time to make your way past Limha’s tent and enter the Fell Wood in earnest.

Fell Woods
1) The Hunter’s Ghost warns you against going on in the wood.  It is filled with the Restless Dead, trapped here in unlife by Ghost Lights.

He’ll also tell you that going west will always lead safely out of the wood.

2) As far as you’re concerned, this area is a whole series of forest clearings linked together by various paths.

In the one you’re in, there are paths leading northwest, northeast, and southwest.

3) As a side trip, the path to the northwest leads to a den of Greater Winter Wolves.

4) The one to the southeast leads to an area with several Snow Trolls.

5) The one to the northeast leads to a small clearing with a tree stump in the middle.  It contains three Elixirs of Health.  This is in fact the first of a series of such small clearings that look nearly identical.  If you have developed the Wilderness Lore skill, it can often tell which is the right way to go.  In this case, north.

6) Now it’s east.

7) East again.  Thereupon, you’ll meet Carynara the Dryad.  With a little prompting, she’ll tell you how to reach the heart of the forest.  When you see a pond, go southeast, northeast, then northwest.  This leads to a small creek, where you then go northwest, northeast, and then southeast.

This clue in fact does not come into play until the next quest.

8) In the meantime, the two paths leading northeast and southeast by and large lead to the same place.

9) After going northeast, you’ll fight two Snow Trolls.

10) After going southeast from here, you’ll arrive in a large clearing where you would have arrived had you gone southeast from the Dryad’s clearing.

This is also the first of a series of nearly identical clearings.  You’ll have to fight some Restless Dead.  Wilderness Lore reveals northeast is the way to go.

11) Now its southeast.  Here Wilderness Lore is of no help, so you’ll have to guess.  Northwest and northeast lead back to the clearing where you first encountered several Restless Dead.

12) Southeast is the direction you want to take.  You get an XP for discovering the clearing where the thief of the Wight’s horn met his untimely end.   Take the horn.

You’ll also find Sulo’s Hook (-2 attack penalty, +3 Deflection Bonus).  The attack penalty is well worth the deflection bonus where Alliria’s off-hand is concerned.  This weapon is sort of a lesser version of the Dagger of Warding.

Back to the Wandering Village
1) Bring the Horn back to Sordirsin.  He’ll give you permission to loot his tomb and then goes to rest.  The tomb contains:

Wight’s Blade +1 (66% chance of inflicting Bane)

Hammer of Bludgeoning (causes bleeding wounds)

2) Speak to Tahvo for your XP reward.

3) Souma has yet another task for you.  This time, go and visit Kurttu, who will be at the west wall of the village.

Incidentally, Nym warns you to flee since the Legion is now making a move against you even as he speaks.  He promptly slinks away.  Do you catch a whiff of treachery?

4) Kurttu is the stepdaughter of Carita, Leevi’s surly girlfriend.  Her ex-husband disappeared while on a hunting trip, but now his spirit has come back.  She wants you to find out why.

5) Carita and Leevi for their part aren’t very helpful.  As you’ll see, there’s a reason why.

Back to the Fell Wood
1) Go back to the first clearing in the Fell Wood.  The Hunter’s Ghost will help you, but only if you extinguish the Ghost Lights that have entrapped the souls of the Restless Dead first.

2) Retrace your steps to where you found the Wight’s horn.  Now you can travel east.

3) You find the pond that the Dryad referred to.  Follow her instructions.

4) You then find the creek.  Follow her instructions.

5) Now you’ve arrived for a confrontation with a Death’s Candle, and two Witch Lights.  They can be quite hard to land a hit on, and they also inflict electrical damage.  Otherwise it is just a matter of persistence.


I’ve since learned that this battle gives trouble to some.  Spell preparation beforehand is essential.  This includes Haste, especially Haste.  Use your tab key to learn which one is closest to dying, and guide your attack decisions thereby.  Protection from Electricity will help as well.

6) Leave west and make your way to the first clearing.  The souls of the Restless Dead have gathered to offer their thanks.  You’ll get their remains as an item.  Hold on to them for an XP reward later on.  In the meantime, the Hunter’s Ghost tells you of a ghost that lurks over its own grave to the west.

Back to Fell Wood, Outskirts
1) Make your way to the grave west of Limha’s tent.  You’ll find Kyosti’s Ghost.  With some cajoling, you can get him to speak again.  He’ll reveal that Carita murdered him, and Leevi then cut out his tongue to prevent his spirit from speaking afterwards.  Now that somebody knows the truth, he can now rest.  You’ll get Kyosti’s Spear +1 (1d6 piercing damage, 10% chance of an additional 1d10 piercing damage).

Back to the Wandering Village
1) Now go and see Kurttu for an XP reward.  Notice that Carita and Leevi are conspicuously absent.

2) Now go and see Souma.  You’ll get another XP reward for completing all of her tasks.  She reveals that you must confront the Dark Treants of the Fell Wood in order to pass through, because they have been twisting the forest to block your path.

However, the ultimate villains, the demonic Isair and Madae now appear at the gate of the village.  Madae is pining to kill you (and it this point they could).  Isair however decides that it better suits his purposes to use you as a message to the rest of the northlands.  He turns the hunters at the gate into Possessed Corpses.  Alliria’s Moonblade does wonders here.

Once the battle is over, Venla uses her priestly magic to bring them back to life.

3) Before you go off to the Fell Wood though, bring the Remains of the Fell Wood Dead to Souma for another XP reward.

Back to the Fell Wood
1) Upon entering the wood, you’ll see a Dark Treant wander off down the southeast path.

2) Upon taking the path, you’ll get attacked by several Dark Treants, including an Elder Dark Treant.  Fireball will soften them up considerably, after which hacking them up becomes pretty easy.

3) Upon their defeat, the path you need to take opens up at the north end of the clearing.

Cold Marshes, the Stone-Gate
1) To the northeast will be a horde of Frost Spiders and Ettercaps.  There are also web traps nearby.  I had Tithian creep forward in search of the traps, and then lead the monsters back to the party.

2) Straight east will be several Snow Trolls.

3) Southeast through the palisade gate will be more Snow Trolls.  The nearby pit has minor treasure.

4) Continue east and you’ll run into the Barbarian Shaman, Hadbruki.  He and several Barbarian Warriors attack.  Chaos and Slow is immediately recommended for the Warriors.  Sir Tirion, Stygar, and Akutagawa can then safely meet them head on.  After that, Emerson, Alliria, and Tithian can easily rip Hadbruki apart with spells and missile weapons.

5) North of where Hadbruki was is a gate comprised of four rows of large stones.  The key to getting past this gate is to get the stones of the third row to the left.  This involves a lengthy process of getting stones from the first two rows pushed to the right, and then pushing a third row stone to the left, one line at a time.  The last stage then consists of finally pushing the last stone of every row to the left so that the path is clear through the right hand side.

In the meantime, Barbarian Warriors and Shamans will be constantly attacking the party.

*** HofF ***


The intensity of mass combat reaches an all new high at around this point.  At around the same point, I started making extensive use of the Mass Dominate Spell.  I often use the spell to turn as much as half the horde towards my side.  We then all gang up on anything that is still ‘red-circled’.  Once they’re all dead, I then haved the dominated monsters gang up on each other one by one.  As simple as it is effective.  Yes, it’s cheesy.  But as far as I’m concerned, HofF monsters deserve all the cheese you can throw at them.
6) On the other side of the Stone Gate will be several Wyverns.  Not overly difficult as long as you’re prepared to undo poisoning, and more than once.

Cold Marshes, entrance to the Dragon Lair
1) At the east end of the area is the entrance to the Dragon’s Lair.  You’ll confront an adult White Dragon and a few White Wyrms.  The breath weapons of the Dragons can also slow down your characters.  Be prepared to guzzle a few Healing Potions.  Summoned help is recommended.  As dangerous as this was, I went to work on the White Wyrms first, simply to reduce the number of attackers and cold breathers.  Fire spells are recommended as well; Fireball at a distance, Flame Arrow, Melf’s Minute Meteors.  Alliria does wonders here with her Flame Blade spell.
White Dragon’s Lair
1) Before entering this area, prepare yourself to the maximum.  You’ll be immediately set upon by more White Wyrms and an adult White Dragon.   

2) Straight east you’ll find a Studded Leather Armor +2.  An improvement for Alliria.

3) In a pit near the northeast corner you’ll find the White Wyrm’s Maw, a helmet that can once a day unleash a blast of cold that scores 6 to 24 damage.  I had Alliria wear this, being a ranger and all.  Since she is not quite concerned with melee combat to the same degree as Sir Tirion and others, I figured she would use it more often.

4) You’ll also see the entrance to the Underdark.  Hope you brought some rope.

Duergar Outpost
1) Walk a little ahead and you’ll get ambushed by Hook Horrors.  What these cretins have going for them is sheer numbers and the ability to drop from the ceiling upon either side of the party.  Do not assume the first bunch in front of you is all there is and leave your poor Sorcerer behind by himself.

Your advantage of course is the ability to waste them with magic, so deal with their numbers accordingly.  Have one or two characters who can at least hold their own in physical combat stick close to your wizard or sorcerer, so that he has a free hand to go to work.

2) Continue east and then southeast.  Go through the tunnel.

3) You’ll get ambushed by Ice Trolls.  Not a big deal anymore.  

4) At the west end of this cavern will be some items, including Arrows of Disruption which allow you to kill undead or demons at a distance.

5) East along the cavern you’ll run into a Shambler and some Ochre Jellies.  The Jellies like to split up and tend to be immune to physical damage.  Cold damage (from Sir Tirion’s Long Sword, Stygar’s Ice Axe, and Emerson’s spells) and magic damage from Alliria’s Moonblade do a fine job of eventually dispatching them.

*** HofF ***


This battle can get really tricky, and forced me to reload a few times.  By now, you should have plenty of fire spells memorized.  Use them, but not all at once.  Use just enough of them to get all of them to split apart.  Once you’ve made sure all of them have split, (indicated only by a MASSIVE horde of the buggers) then paste them over and over again with fire.  Of course, it can’t hurt to have plenty of summoned monsters to act as meat shields in front of you.

6) At the east end of the cavern you’ll find a key.

7) Go back out through the tunnel.  Make your way to the northwest corner and use the key to open the door you find.

On the other side are some Orc slaves, some Deurgar Dwarves, and their leader, Dagrab the Slavemaster.  Do not have a Paladin talk to him, who will pick a fight over the issue of slavery.

Provided you stay calm, Dagrab refers you to Barud.

8) Barud will be on the other side of the first east door.  For finding the key in the cavern he lets you take some mining tools from a nearby crate in order to tunnel an exit out of the caves.

He would also like you to rid the caves of all the Hook Horrors and another monstrosities lurking in the caves.

9) Now journey along the tunnels leading east.  You’ll periodically find doors on either side of the tunnel with one or two Hook Horrors in them.  Once in a while, you’ll have to fend off a massive Hook Horror ambush.  

The very last door on the south side contains a massive swarm of Fire Beetles.  At this point, my party has gone up too many levels for killing them.  They are also not necessary to fulfill Barud’s task.  Unless you get XP for killing them, there is absolutely no incentive whatsoever to open this door.

10) Continue east and slaughter some more Hook Horrors.

11) Go through the door to the southeast, where you’ll find their egg nest.

You know have to survive a huge onslaught of them, including Guardians and their Matriarch.  Go through as much of your spell arsenal as you can.  If you can, try to incapacitate the Matriarch with something like Chromatic Orb (which worked for me).

At the south end of the cavern is some gold and a pair of Winter Wolf Gloves.

12) Come back to Barud for your XP.  In reward he gives you some treasure, a non-magical Deurgar forged axe (+1 attack bonus and improved critical chance), and a Shield of Fortitude (A.C. +2, +10 hit points).  

He now has another task for you.  He wants you to slaughter the Black Raven Monastery later on.  If any point in the game represented a true-roleplaying decision based on alignment, this is it.  There is a reward for falling in with the request.  Yet there are also benefits for siding with the Monastery.

I’ve decided not to as a good party.  In any event, it is advisable to say yes, unless you want to take on the whole Duergar outpost right then and there.

13) In the north side of the outpost will be a female Deurgar who will offer clerical services.

14) Further east into the outpost will be Dragu Ironbreaker.  A character with high intelligence can help him design a new crossbow.  The rewards are an XP bonus and the Doom Bolter (+2 damage, +3 to attack bonus, fires twice a round) which is a welcome improvement for Tithian.

15) At the very east end of the outpost, you’ll find a skeleton still bound to a rack.  A spectre then appears intent on avenging itself upon whoever is handy.  If you kill it normally, the Duergar turn on you.  Sir Tirion, if and when I find it useful, is actually quite good at turning undead due to his Charisma modifier.  He turns the Specter, and then convinces it to depart.  A substantial XP bonus is the reward.

16) In a crate at x700 y400, you’ll find the mining tools you need.  You can also find minor treasures and items in the surrounding crates.  

17) Make your way to the northeast corner of the caverns.  Use the mining tools to clear the way.

Umber Hulk Caves
1) At various points in these caves, three Umber Hulks jump out and attack.  Other than their irritating confusion gaze and high strength, they’re pretty much easy experience points by now.

2) At the north end of the caves, you’ll run into a wizard from the Hosttower in Luskan named Beastlord Harshom.  He found you because Carita and Leevi told you where to look for you.  Incidentally, he had them fed to his bears for their troubles.

When all has been said, he attacks you.  Assisting him are two other mages, four archers, and four War Bears.  This can be a really tough fight, especially if Harshom gets going with his repertoire.

My strategy is best described in phases;

Phase One - Preparation.  The party casts defensive spells before the fight.  Stygar calls in an undead creature and Alliria will call up a Beetle.  There is a reason for this.

Phase Two - Sir Tirion, Akutagawa, and Stygar simply hold ground against the oncoming War Bears.

Emerson casts Chaos and Tithian casts Slow to tip the scales of physical combat.

I sure miss the flexibility of Jaheira’s Insect Plague.  Alliria nonetheless uses it in this situation.  It won’t affect Harshom, but it does take his two sidekick mages out of the battle.

Beastlord Harshom in the meantime will cast Banishment to get rid of the summoned creatures.  This was the point behind summoning them.  It forces Harshom to relinquish the initiative.

Phase Three - Sir Tirion, Akutagawa, and Stygar are still duking it out with the War Bears.

Tithian now starts to take aim at Beastlord Harshom with his crossbow.

Alliria now casts Ice Storm and Emerson casts Cloudkill so as to constantly inflict damage upon the spellcasters and the archers.

Phase Four - Sir Tirion, Akutagawa, and Stygar are still going at it.

Tithian and Alliria now start to rip Harshom apart from afar.

Emerson blasts away with spells to kill off both the spellcasters and the archers.

Once these phases are executed, it becomes a matter of mopping up.  Loot Harshom’s corpse for:

Shield Ring (Shield spell 2/day)

Bracers of Defence +2

Raven Gate Key

Open the gate beyond and leave the caverns.

CHAPTER 4
Vale of the Black Raven Monastery
1) Journey north.  Cross the bridge one at a time, taking care to avoid where pieces of plank have gone missing.

2) Around this area will be a White Wyrm.  She  won’t attack the party unless you take eggs from her nest.  In fact, if you lure Yetis into her view, she’ll gladly help you out against them.

3) To the southeast is another bridge.  On the other side is a large pack of Yeti.  Do not try and win across the bridge.  This can easily lead to the frontmost characters getting overwhelmed. 

Instead, lead them a few at a time across the bridge so that you can do the ganging up.

4) Once they’re dead, take the tunnel entrance.  You’ll arrive on the front door of the monastery.

Black Raven Monastery, Main Floor
1) Upon entry, you meet one of the monks, Salisam.  Apparently you have to get permission to use the Underdark passage from the acting head of the order, Aruma.  He doubts that you’ll get it though, and bids you to come back to him afterwards.

2) In the room just west of Salisam in the Monastery’s librarian, Bered.  From him you can buy a number of spell scrolls, including the awesome Chain Lightning spell, which is user friendly.

He’ll also sell you the book How to be an Adventurer.  It bestows 10,000xp on its reader and then disappears.  I had Tithian read this book to help overcome in large part his two level penalty.  Message to all you gamers out there, it is to your advantage to include at least one of the high powered races in your party for this very reason.

3) In the storage room south of Salisam, you’ll find the thief Ven.  With some Intimidation (courtesy of Sir Tirion’s Fighter levels) you can bully him into giving you a ring with the initials ANN@ on it. 

You could also pick it out of his pocket.

In truth, what Ven wants is to raid the tomb below.  Since I want that treasure for myself, I preferred to send him packing since he’ll try and double cross you anyway.

There are various mundane items in the crates, as well as the Harmless Staff which while not able to bypass damage reduction, can inflict all sorts of nasty effects on its target.

4) In the northwest corner is a class being taught by Svaltid.  He is not one for conversation.

5) Along the west wall in the kitchen is Nonin.  Give him the ring you took from Ven and get an XP bonus.

6) In the southwest corner you’ll meet Sersa, who is having trouble with her fist technique.  Svaltid won’t help her out.  A character with both Intelligence 9 and Diplomacy 9 can convince him to change his mind.  

However, Akutagawa can simply show her himself for an XP bonus.

7) In the southeast corner you’ll meet Aruma and her companion, Dolon, who is apparently of some sort of extra-planar heritage.  Aruma’s reply is that only associates of the Monastery are allowed entry to the Underdark passage.  The way to become an associate is to pass a series of tests called the Eight Chambers.  However, she won’t allow you to undertake the tests.

8) Return to Salisam.  The problem is that Dolon is an envoy of the Legion of the Chimera, and is corrupting Aruma.  He wants you to expose Dolon and thereby convince Aruma to step down as head of the Monastery.

He cautions you against attacking either of them, as you are then on your own against the whole monastery.

*** After hearing this, there are two possible paths you can take.  You can sell out Salisam to Aruma and get him ejected from the Monastery for an XP reward and permission to undertake the Eight Chambers.

9) I prefer the other way though, just to spite Dolon.  The locked door to this chamber is along the southern wall.  Now pick the lock on his chest and find his revealing memoirs.

10) Bring the letters to Aruma.  She’ll then step down in shame.  Yet under these circumstances, she ‘rides off into the sunset’ with the duplicitous Dolon.  Love conquers all.  Whatever.

11) Bring the good news to Salisam for an XP reward and permission to undertake the tests of the Eight Chambers.

12) The stairs to the level below is at x1300 y600.

The Eight Chambers
The keeper of the Eight Chambers is Morohem.  Before you can enter any of the chambers, you must have ABSOLUTELY NOTHING in your inventory.  These chambers were obviously easier for me just for having a Monk in the party.  For those of you not so inclined though, my suggestion would be a spellcaster.  He can defend himself, dish out damage, and summon monsters to his aid without having any items.

*** HofF ***


The monk no longer qualifies for the Chambers.  Emerson my wizard is up to the task.  The strategy is pretty routine.  Start of with Mirror Image.  Run around to stay away from the enemy monks as much as you can.  Whenever you get the chance, use Animate Dead as often as you can.  Once you tie the monks up with your undead, and you should, you can use Mordenkainen’s Sword upon them at a safe distance.

Chamber of Stone
The goal here is to pull the levers in the correct order, and defeat the Stone Monks who appear after you’ve pulled each lever.  Look on the patterns of squares on the west wall.  Divide it into 3 x 3 grids, and you should then be able to figure out the correct order of levers.

Each time you complete a Chamber, you get an XP reward.

Chamber of Shadows
The goal here is to enter the portals in the correct order.  I won’t give out the exact order here.  I will say this much, if you select the wrong portal, they all flash lightning, a Shadow Monk appears, and then you have to start over again.  If you select the right portal, the portals twinkle with a beige colored light and no Shadow Monk appears.

Chamber of Sorcery
You have to defeat two Crystalline Monks who will crank out Lightning Bolts.  Apparently one of the symbols on the floor is supposed to be able to protect you.  I’ve never bothered to find out though, because they can’t touch Akutagawa with his Spell Resistance and Evasion ability.

Chamber of Clockwork
You have to defeat three Clockwork Monks in a room filled with spikes and spinning blades.  When you bring one close enough to death, it starts to count from 10 to 1 before exploding.  At the same time, a button will appear somewhere in the room which you can press to stop the explosion.

Chamber of Sand
Two Sand Monks attack.  Each lever activates a beam of fire that runs across the floor.  It’s a simple matter of luring the Monks across the beams enough times to kill them.  Of course, unless you have Spell Resistance or Evasion, you have to account for the fact that the beams can burn you as well.

Chamber of Silk
Rather straightforward, simply kill of the Poisonweb Spiders in the room.

*** HofF ***


Mirror Image, followed by repeated casting of Wail of the Banshee.

Chamber of Battle
An Iron Monk appears.  There is a switch on the east side of the room.  You can’t use it though while the pod in the middle of the room is shooting light upwards.  The only way to prevent that is to leave the Iron Monk overtop of it.  So, beat him unconscious so that he drops over the pod.  Hit the switch.

The door to the west opens.  Another Iron Monk appears, while the other one will revive.  Bring them into the west room.  Bring each of them to ‘Near Death’.  Then drop each one over each of the two pods in the west room.  Once they’re both down, hit THE OTHER switch in the east room.

Chamber of Immolation
The goal here is to defeat two Brass Monks, who also inflict fire damage with each hit.  Flamestrikes constantly manifest at random throughout the room.  If you don’t have a Monk, again, a spellcaster may be the way to go.
*** HofF *** 


I have Emerson immediately start with Animate Dead.  He’s hoping to tie the monks down as soon as possible with a Zombie Lord (bludgeoning and fire damage).  The ideal becomes to always have two or three undead (preferably Zombie Lords) holding them up, and peck away with Mordenkainen’s Sword.  Keep your eyes peeled both on your Mirror Images and the red circles that indicate a pending Flamestrike.  Once you’re down to two Mirror Images, cast another one.
Once you’ve mastered all Eight Chambers, go to Salisam for your XP reward and his permission to use the Underdark passage.  Stairs will open southeast from where Morohem is.

Passage to the Underdark
1) After opening the first gate, you’ll notice the Black Raven’s tomb, which is guarded by four Iron Golems.  The question is, are you willing to take the risk for the treasure and the XP for killing the Golems?

After preparing to the max, I had Tithian unlock the tomb.  Akutagawa then loots it and runs quickly back to the rest of the party.  It is absolutely imperative to try and take down one at a time to reduce the number of attackers one at a time.  Even so, I ended up drinking up most of my healing potions.  It was well worth the effort though.  From the tomb we get:

Shackles of Roa +1 (flail, 33% chance of a +2 strength bonus to the wielder after a hit)

Bracers of Defence +4, Akutagawa wears these for the rest of the game.

2) Continue south and then east.  Climb up the narrow trail to the gate.

3) On the other side of the gate are some Duergar.  Since I didn’t wipe out the Duergar Outpost earlier, they now appear at the bottom of the narrow trail I just scaled up.  Yes, it’s an ambush in reprisal for not eliminating the Monks.

Numbers are against you, yet the terrain affords you an advantage.  Sir Tirion and Stygar go to work on the Duergar to the north.  Alliria puts a Wall of Moonlight at the top of the trail, so the Duergar to the south have to take some obligatory damage to reach the party.  While they’re scaling the trail almost single file, Emerson is blasting away.  Akutagawa stays nearby.  Since the Duergar can usually reach you only one or two at a time, he can use his Stunning Blows to awesome effect.

They’ll leave behind a variety of items:

Skirling Skull -  +1 flail that has a 33% chance of dispelling magic (will save), 33% chance of deafening the target (fortitude save) and a 33% chance of deafening the wielder (fortitude save).

Battle Axe +2

Black Urchin Shield, upon its bearer being struck - a 25% chance of casting Poison on the attacker

 
Valorfoe +2, 33% chance of causing fear on the target unless a will save is made.

Now that they’re all dead, its time to move on.

The Underdark
1) Upon arrival, you’re greeted by a Drow wizard named Malavon.  Go with him to his enclave and he’ll explain his agenda.  The nearby Driders have allied themselves with the Legion of the Chimera.  The reason is they now have some sort of magical resource that allows them to mass produce themselves.  This in turn means the Driders are now constantly threatening the Drow in an  effort to capture more specimens for transformation.  One more thing, Malavon’s sister Ginafae is among them.  He would like her to come back to him alive.

Malavon himself has some magical items for sale.  I bought:

Ring of Freedom of Movement - As in BG2, I find that having the Cleric wear this ring is logical.  When battling monsters capable of paralyzation, the Cleric is the one who has to bail out his teammates.  He cannot though if he himself has been paralyzed by those same monsters.

Mass Haste - Will work on every member of the party.  Necessary for those really epic battles in the later stages.

2) For those of you who need it, Viizra Arabani will offer temple services.

3) Kadresh Olonrae has quite the shop.  Items of interest are:

Lyre of Progression - for those of you with Bards, this will increase Strength by +3.

Swing from the Masts (+1 generic bonus to Armor Class, +2 Charisma) - Tithian buys this since it is head gear designed specifically for Rogues.

Shifter’s Boots (cast Blink 1/day) - Of all the characters in the party, Sir Tirion and Akutagawa are the only ones left who can’t use magical defences on themselves.  I had Akutagawa wear these, since I plan on having Sir Tirion wear Boots of Speed.  In really intense battles, the 20% chance of missing an attack is well worth the 50% chance of monsters missing you.


*** HofF ***


There’s also a HofF version of the boots available.  Sir Tirion no longer needs his Boots of Speed since he’s hasted by his Golden Heart sword.  No I have both Akutagawa and Sir Tirion able to blink themselves in the heat of melee combat.

Ring of Hearty Strength (+1 Strength, +1 Constitution) - After adding a single point to Strength and Constitution at the 12th and 16th levels, Akutagawa improves himself with admirable economy.

4) Now it’s time to leave the Drow enclave through the south gate.

5) In the southwest corner of the area will be three merchants.  Wode the Guileful is mostly into missile weapons.  Myrvek is mostly into potions and such, although he does have a staff that provides a +1 bonus to Intellgience.  Heggr Splitsteel has a lot of armor and equipment which is tempting to buy.  If an item will ultimately be replaced though, there is no need to waste gold on it.  You can wait.  The one item I did buy from him though was:

Balance - (Enchantment +3, Ability: +6 to attack bonus and no bonus to damage, Ability: +6 to damage and no bonus to attack)  Stygar has found his axe for the rest of the game.  I love the concept behind this weapon, perfectly adaptable to the situation at hand.  For the most part, I had him use the +6 attack bonus ability.  He already has a +4 bonus to damage on account of his Strength score, which can be improved even more by Tempus’ Strength.  In a roundabout way, this actually means more damage inflicted in the long run since he’ll be landing more blows for it.

When monsters have been significantly impaired by spells (slowed, blinded, stunned, etc.), it is then high time to turn on +6 to damage and let the carnage begin. 

The one concern here is that the enchantment is +3.  If and when a monster requires a +4 or better weapon to avoid damage reduction (and this will be very rare), Stygar can simply resort to his Club of Disruption.



*** HofF ***

The accuracy feature provides a +10 bonus to hit.  As such, Stygar is more than able to use his Power Strike feat on an ongoing basis.  The bonus 5 points of damage in turn augments the improved chance to land a critical hit provided by the accuracy feature. 

6) Around the pool on the north side, you’ll find Blue and Red Myconids.  Other than their irritating mental effects, they’re pretty easy.

7) In the middle of the pool on the south side, you’ll meet the Mind Flayer, Oinchack’olp.  He wants you to retrieve a stone of his that is now in the Drider caves.  

8) Around the south fringes of the same pool, you’ll run into Shadow Druids and Sword Spiders.

9) In the northeast corner of the area is the entrance to the Zhinda Citadel.  You won’t be able to enter for the time being.

10) On the east side are two relatively amiable Driders, Sorn and Nadal.  The entrance to the Drider Caves is just behind them.

Drider Caves
1) Throughout these caves are Driders, which come as Priestesses, Wizards, and Fighters.  A tactic I often employed was to have Akutagawa and Tithian step up to the Wizards and kill them.  Assuming they’re aren’t any Wizards, they do the same for the Priestesses.  This leaves the rest of the party free to go to work on the less dangerous Fighters and/or Priestesses.

Also scattered throughout these caves are web traps, which Tithian always looks ahead for.

2) In the northwest corner is Malavon’s sister, Ginafae.  It won’t take much to convince her to go back to Malavon.

3) In the soutwest corner you’ll find some Myconids.  At x1175 y2600 you’ll find:

Incandescent Blue Ioun Stone (+2 Wisdom)

This is the stone that the Mind Flayer is looking for.

4) In the northeast corner will be a large number of Viciscamera Cocoons, each of which will at some point or another spawn a Viciscamera Drider.  This will eventually turn into a very large scale battle that makes repeated spellcasting necessary.

5) At x3700 y1000 you’ll find the Viciscamera Heart which turns Drow into Driders.  For the time being though, you can’t touch it.  Or at least, not without great risk.

6) In the southeast corner will be a pool, and a massive Drider ambush.

7) In the cave in the middle you’ll find the Red Wizard transmuter named Imphraili Asserbai.  Apparently what you’ve found in these caves have been her grotesque creations.  She also has in cages three special Driders which are her test subjects.  

You won’t be able to make progress without killing her (she forbids use of her laboratory) so its time to prepare to the max.  Start the combat by ‘force attacking’ her and killing her quickly.  Then kill off the three special driders and the Enhanced Flesh Golems.  The one to watch out for is the Cradodrider, who can cast spells.  When she dies, she’ll also explode into a horde of Spiders called Cradodrider Spawn.  Nonetheless, if you succeed in killing Imphraili and then the Cradodrider quickly, it becomes a straight melee which you should win.

Loot Imphraili’s body for:

Robe of Absorption (reduces blunt, piercing, and slashing damage by 1)

Dagger +2

Ring of Protection +2

Scroll of Stoneskin, Emerson has been waiting for this one.

8) Now it’s time to investigate her lab.  Some of the things here can only be done by a Transmuter.  If not being able to cast Abjuration spells, which includes Stoneskin, is worth it to you for being able to take full advantage of this laboratory, that’s your judgement call and not mine.

Use the alt- key to find out the various places around her bed where you can dig up her various notes and journals.  

The bare essentials of what you need the lab for can be performed by someone with sufficient Alchemy.  In my case, its Emerson.  One of them is being able to turn Potions of Healing into Potions of Extra Healing.

The other one is to construct a poison to kill the Viciscamera Heart.  Take the Vials of Spores and the Vial of Silvery Fluid from the north table.  Click on the lab (the mouse pointer will look like ?) and you’ll get the poison.

9) Put the poison into the Viciscamera Heart and collect your XP reward.  Now its time to leave these caves.

Back to the Underdark
1) Upon leaving the caves, Sorn, Nadal, and a few other Drow attack the party.

2) Pay a return visit to the Mind Flayer.  You can give him his Stone back for an XP reward.  However, I prefer to refuse and also get an XP reward.

The Flayer and his Minions attacks.  Mind Flayers can be really dangerous, since they have psionic powers that can stop a character cold in his tracks.  Once disabled, that character is vulnerable to having his brain sucked out by the Flayer and instantly dying.  Sir Tirion and Akutagawa, with their high Will saving throws bonuses, step up to the Flayer and attack.  Spells like Chaotic Commands and Impervious Sanctity of the Mind can also help.  The rest of the party keeps a safe distance.  Once the Flayer takes enough damage, he’ll Plane Shift away.

Akutagawa gets to keep the Incandescent Blue Ioun Stone, which raises his Wisdom by another two points.

3) Bring news of your success back to Malavon.  You’ll get XP rewards both for destroying the Viciscamera and bringing Ginafae back to him.  Ginafae will give you a House of Despana Cloak (+2 to both fire resistance and Hide) and a House of Despana Insignia (Blur, Melf’s Acid Arrow, and Otiluke’s Resilient Sphere each once a day).

With that, the Drow depart.

4) Now go to the northeast corner of the area.  The entrance to the citadel is guarded by a Mind Flayer named Beelthot.  With him are two Drow Wizard Thralls, four Fomorian Giant Thralls, and some Duergar Fighter Thralls who are currently invisible but will surprise attack you.

First and foremost I have Sir Tirion and Akutagawa go straight for Beelthot before anyone else.  Allliria and Tithian take aim at each of the Drow Wizard Thralls.  Once Beelthot and the Wizards are gone, it becomes a straight melee against the Giants and the Duergar.

Zindha Citadel
1) Upon entry, another Mind Flayer named Abdoshanheth attacks along with Minotaur Thralls, Duergar Thralls, and Drow archer thralls on the other side of the west wall.  Sir Tirion and Akutagawa go straight for the Mind Flayer.  Stygar finds another target till the Flayer is gone.  Tithian casts Slow.  Alliria goes to the other side of the west wall, turns into a Dire Bear, and then rips apart the relatively weak Drow.  Once the Flayer is gone, the other fighters mop up the Minotaurs and Duergar.

2) You’ll often find Minotaur, Duergar, and Drow Thralls scattered throughout the citadel.  On their own, none too difficult.

One other inhabitant is worth mentioning, the Mind Golem.  They are not hostile unless you attack them first.  Whatever you do, do not take on a Mind Flayer in the presence of one of these Golems.  They have a habit of emitting a fog that temporarily saps Wisdom, and thereby makes you much more susceptible to psionics.

It is worthwhile to kill them though for XP.  Just make sure you have +3 weapons packed, and Mass Haste cast beforehand.

3) Another frequent occurrence is Lightning Generators.  I simply have Akutagawa scout ahead to find them.  Tithian, with his Spell Resistance and Evasion, can safely approach, disarm it, and then collect a Diamond.

4) On the west side will be a magical forge, which you can use to construct an axe of varying degrees of strength depending on your characters abilities and skills.  Not a big deal.

Nearby in one of the closets will be a Great Axe +1, which Stygar can use in cramped combat situations.

In a trapped closet at the east end of the hall, you’ll find magical missile weapons as well as a Knock scroll.

5) On the east side, you’ll find four Mind Flayers whose names are all so long and otherworldly I’m not even going to bother.  Anyway, the same Sir Tirion and Akutagawa up front while everybody shoots from the rear approach still works here as well.

6) In the very center of the complex is the Elder Brain.  The Brain is capable of using the same psionic powers as the Mind Flayers, but with a higher Difficulty Class.  My approach was to converge on the Brain from all sides so that the pisonic blast won’t catch everybody.  At the same time, party members must be prepared to come to one another’s aid if somebody does get stunned.

Once all the Thralls have been dispatched, it is time to gang up on the Elder Brain, who doesn’t have melee attacks.  Once it dies, its control over the door to exit the Citadel disappears.

7) On the north end you’ll find the door out guarded by a Mind Flayer named Mirhizulosh.  After telling him you wasted the Elder Brain, he’ll Plane Shift away.  The party gets an XP bonus.  While you’re at it, waste the Thralls he left behind.

Before going through the door, prepare yourself with long term defensive spells because there’s another battle just around the corner.

Oswald’s Landing
1) On the other side of the door are another two Wizards of Thay, Mirabel and Majrash.  Helping them will be a horde of Harpies, and some Earth Elementals.  Battle ensues.

First round - Stygar revs himself up with Tempus’ Strength.

Akutagawa activates his Shifter’s Boots.

Emerson and Tithian zip off their Chaos-Slow combination.

Alliria casts Insect Plague at the south end of the area to nullify Mirabel and Majrash.

Once this plan is executed, most of the party goes to work on the Harpies.  The Earth Elementals are left to Stygar, who changes over to his Club of Disruption.  Once they’re all gone, only the helpless Mirabel and Majrash are left.

Majrash leaves behind:

Bracers of Defence +4

Cloak of Mystra (damage reduction 5/+1).  Tithian may as well wear it now that he’s got it.
*** HofF ***


Tithian keeps the HofF version of this cloak, since it allows him to cast Stoneskin once a day.  This in turn frees up a 4th-level spell slot for something like Malison or Fire Shield.

Mirabel leaves behind:

Adventurer’s Robe (+1 Armor Class against blunt weapons, +1 bonus to Fortitude saves)

Bracers of Defence +3

Mirabel’s Pendant (+3 to Knowledge Arcana)

2) Go east and then speak to Oswald.  Get as much info as you want from him before boarding his good as new airship.

CHAPTER 5
Kuldahar Valley
1) After a brief talk with Oswald, an Orog Cleric of Bane named Heipherus shows with plenty of brag and bluster to send in your direction.  When all is said and done, he summons several Wights to attack the party.  Other than that you may have to cast Restoration on level-drained characters, there is no real danger involved.

2) Oswald and Maralie have gone back into their airship, where Oswald resumes potion-selling duties.

3) Your imminent priority is to find a safe place to rest.  Journey north.  You’ll notice a narrow trail leading up to the top side of an overlooking cliff.  There are a lot of undead of various sorts at the top.  I had Alliria erect a Wall of Moonlight (which scores 5d10 damage to undead) at the bottom of the trail and allowed them to come to me.  This battle is much easier for having the Moonblade of Selune and the Club of Disruption.  Emerson pelts the Black Archers with Melf’s Minute Meteors.

4) Make your way up the trail and then east.  You’ll find a Watchtower.  Of course, before you can get in, there are more undead to send back to the grave.

5) Inside you find your old buddy Nathaniel, and a very grumpy Ranger named Jermsy.  You now have a reliable resting place to come back to.  In the meantime, Nathaniel wants you to kill the Banite priest and ALL of the undead that he has raised up.  This includes a glen north of the area you’re in, where the Banite is now sealed.

While you’re here, see what Nathaniel has for sale.  I bought from him:

Every God Ring (Wisdom +5) - Stygar buys this ring, enabling him to cast 9th level spells.  He then hands the Ring of the Wise over to Alliria, allowing her to cast 9th level spells as well.


*** HofF ***


During the second trip through the game, Alliria certainly doesn’t mind buying this ring to augment the Difficulty Class of her spells.

Wizard’s Ring (Intelligence +1) - Tithian buys this ring to get an Intelligence Modifier of +5.

Druid’s Stone (Stoneskin once a day on its wearer, Druids only) - Alliria buys this amulet.  At the start of each new day, she can now layer herself with both Barkskin and Stoneskin.  The best thing of all is that the protection of the Stoneskin spell remains even when she is using an animal form.  That’s right, Dire Bear form with a damage reduction of 10/+5!

6) Now that you’ve rested, scour every corner of this area in order to kill every single undead creature still in existence.

7) The gate to Hrothgar’s Glen will be a little north and west of the Watchtower.

Hrothgar’s Glen
1) Upon entry, you’ll get swarmed by a massive horde of undead.  Alliria of course plants a Wall of Moonlight at the gate.  Stygar of course pounds away with his Club of Disruption.

2) The gate to Heipherus’ Lair is in the northeast corner of the glen.

3) Upon entry, a fight is inevitable.  Assisting him will be some Wraiths, and several Neo-Orog Marauders.  

Off the bat, Emerson nails Heipherus with Feeblemind.  Tithian casts Slow upon the Neo-Orog Marauders.  The rest of the party takes out the Wraiths as quickly as they can to prevent level draining.

Once the Wraiths are gone, its time for the Neo-Orogs.  Stygar now starts to display some prowess as an offensive spellcaster.  He stops the Neo-Orogs cold in their tracks with Holy Word.  When I first created my party, I made everybody have a good alignment (e.g. Stygar is Chaotic Good, Alliria is Neutral Good).  This is the reason why.  Holy Word is then guaranteed to stun your enemies for at least one round (short of having Spell Resistance) without affecting party members.  It gives the party a free round of combat.

Having bought himself time, Stygar then follows through with Power Word: Blind.  The Neo-Orogs just don’t stand a chance.  The beauty of all this is that neither is hindered by saving throws, another reason why I wasn’t concerned with Difficulty Class for Stygar.  Emerson of course is also blasting away.    

Once the Neo-Orogs are all dead, it is time to wrap things up with the oh so helpless Heipherus.  

Loots his body for:

Poisoned Blood Flail - a +2 flail that causes minor poisoning and bleeding wounds.

Amulet of Protection +1 - +1 to both Deflection Bonus and saving throws.

Tower Shield +1, +4 vs missile weapons - Keep in mind that four different weapon combinations are available.  I had Sir Tirion equip this alongside his sling.  The rationale is that when he is using a sling, it will often be against archers and the like.

Visions of Heipherus - a note that portends your discovery of the Holy Avenger.

5) Underneath the Hand of Bane altar will be a treasure trove which contains clerical scrolls, and a Chainmail +1.

Back to Kuldahar Valley
1) Tell the good news to Jermsy and you’ll receive an XP bonus as well as:

Eye of the Hunter +2 - a bow

Farmer’s Cloak (+3 Deflection Bonus) - I had Sir Tirion equip this Cloak.  I have a habit of casting Magic Circle Against Evil at the start of each new day, which provides a +2 deflection bonus and +2 to saving throws.  Even so, it is advisable to have items which provide deflection bonuses in place should the spell run out or be dispelled.  Whenever possible, have items which provide a Deflection Bonus which is higher than what the spell provides.  When I do get the items though, I still always cast the spell for the saving throw bonuses and to prevent mental control of party members.

Jermsy would now like you to retrieve the key to the Watch Tower from somebody named Gerbash.  Apparently he went into Kuldahar but hasn’t been seen since.

2) Speak to Nathaniel again, he’ll tell you that Egenia’s spirit is not at ease.

3) Her house in the northwest corner of the area.  Egenia, you’ll discover, is a rather Gandhi like personality who still loves her two adopted children even after she hears what you have to tell.  Have a character with an Intelligence of 15 hold the conversation so that you’ll get XP bonuses for telling her what’s become of Isair and Madae, for learning the weakness of the twins, and for learning your future.  With that, Egenia now departs for her final rest.

4) Bring the good news to Nathaniel.  You’ll get an XP reward and:

Wand of Entanglement

Ring of Protection +3 (+3 deflection bonus) - Now Tithian has a deflection bonus as well.

Now its time to liberate the village of Kuldahar.

Kuldahar
1) Upon arrival, you’ll get ambushed by a pack of Yuan-ti, including some Archers.

2) At x1000 y1800 you’ll find the door to Conlan’s hideout.  He has a lot of equipment for sale.  Wait until you’ve found his son Sheemish and told Conlan where he is.  That way, Conlan gives a discount.  Here’s what I bought from him:

Sparrow +3 - A sling for Sir Tirion.  Chances are I may find a better sling by way of a random drop from a monster.  Be that as it may, the chances of finding what you want through a random drop are rather remote and a character shouldn’t be planned around finding it.

Dagger of Warding (+5 enchantment, +3 deflection bonus, improves critical range by 1) 

This will be Alliria’s offhand weapon for the rest of the game.  It does provide a great defensive benefit.  With the Improved Critical feat, its critical hit range becomes 17-20.  In conjunction with the Dirty Fighting Feat, its power as a second attack weapon is actually considerable.

Full Plate Mail +1 - the second best armor in the whole game and I buy it for Stygar.

Tower Shield +2 and Large Shield +2 - the best shields in the whole game and I buy them for Sir Tirion and Stygar respectively.

Cloak of Protection +2 (+2 deflection bonus, +2 to saving throws) - I now buy this for Stygar so that he has a deflection bonus as well.  Of course, the saving throw bonuses are nice to have as well.

Cloak of Displacement (+4 armor class bonus against missile weapons, +2 bonus to Reflex and Fortitude saving throws) - Emerson once again improves his protection against the main threat to him, missile weapons.  It also improves his relatively weaker saving throws.

Girdle of Piercing - (+3 armor class bonus against piercing weapons) - Emerson buys this,  and again it is to improve his protection against missile weapons.

Little Giant (+4 to Strength) - Sir Tirion buys this girdle to improve his Strength to 19.

Boots of Speed - The ability to move quickly from monster to monster is always valuable 

for a warrior type.  Sir Tirion with these boots, his high saving throws, and the Spell Resistance he’ll later get from the Holy Avenger, will become a mage killer in much the same fashion as Akutagawa.

Ring of Freedom of Movement
2) Continue north from Conlan’s place.  As you come up the path, there will be groups of Yuan-ti on either side.  Now I’ll describe a strategy I sometimes employ for large numbers of foes spread out over a large area.

Sir Tirion, Alliria, and Stygar veer off to the left to kill the smaller group of Yuan-ti.  Akutagawa and Tithian, after having used the Shifter’s Boots and Mirror Image respectively, run off to the right to the larger group of Yuan-ti.  Once the Yuan-ti crowd around them, Emerson cranks it up big time with spells like Fireball and Cone of Cold.  Between their Spell Resistance and Evasion, Akutagawa and Tithian emerge unscathed.

*** Warning *** Horrid Wilting does not work here since it involves a Fortitude and not a Reflex saving throw.  Spell Resistance would then be then only resources for the decoys.

3) Continue to the northwest corner of the village.  You’ll find the door to what was once Orrick’s Tower.  Inside is Conlan’s son, Sheemish.  He’ll have a number of scrolls for sale.  I bought from him:

Improved Invisibility - In large scale combats, Tithian will often cast this on himself.  His opportunities for scoring surprise attacks are enhanced considerably.

*** HofF ***



Even in HofF, Tithian can make quite the decoying little mouse out of himself.  With Improved Invisibility, Fire Shield, a high A.C. that still sometimes works, Greater Evasion, spell resistance, and more than one Mirror Image ready to go, he often absorbs the brunt of an attack while Emerson and Alliria pound away.

Stoneskin - Tithian has also been eager to get his hands on one of these scrolls.

*** If you bought the bonus CD or otherwise activated the needed file(s) ***

To the left of Sheemish is a desk with some mysterious words written on it.  Ask Sheemish about the words enough times, and a Strange Apparition appears.  Earn an XP reward by convincing it to pass on its inventory to Sheemish.

Now Sheemish will have the bonus items for sale.  What I do plan on buying though are:

Cold Refection - A ring that confers +4 to resistance to magic damage.  One of the great interrupters of mage spells is a Magic Missile spell from another mage.  Ideal for Emerson.  It also helps resist a few other things as well.


*** HofF ***



The ring will have the added ability to cast Globe of Invulnerability once a day.

Sash of Shadows (Non-Detection on wearer) - This will prevent Tithian’s Improved Invisibility spell from being undone by See Invisibility or Invisibility Purge.

Snow Leopard Charm (+2 to Dexterity) – I’ll buy this for Sir Tirion.  The point is to let him take full advantage of a Mithril Field Plate armor found in the Severed Hand which allows a maximum dexterity bonus of +2.

Flame Dance Talisman (+1 generic bonus to armor class, Fireball once a day) - I bought this for Tithian.

4) Of course, the rest of the village is still crawling with Yuan-ti, including near Gerbash’s hideout which is at x2925 y825.  Gerbash hands over the key to the Watch Tower.  Give him a healing potion for an XP bonus as well.

5) Take the time to bring the key to Jermsy in the Kuldahar Valley for another XP bonus.

6) The Crossroads that Iselore referred to is at x1425 y600.  Yes, it’s guarded by a Yuan-ti war party.

Jungle of Chult
1) You’ll still run into the odd Yuan-ti party, which may now include the odd Pureblood sorcerer or Yuan-ti Priest.

2) At x1975 y950 you’ll find a Religious Stele.  Hold on to any Steles that you find. Their purpose will become clear later on.

3) In the southeast corner you’ll find some human warriors from a place called Mezro.  They despise the Yuan-ti.  While they won’t help you storm their Temple, they’ll be kind enough to suggest infiltrating it by subterfuge.

4) At x1350 y1000 you’ll find a Shrine of Sseth.  If you’re willing to soak a Tremor spell, loot the idol for some gold and two Emeralds.  On either side of the idol, you’ll also find two more Religious Steles.

5) On the west side of the area you’ll find Shashkta instructing some initiates.  Pay attention, for he’s teaching them passwords to allow them to move freely around in the Temple.  At some point, he’ll notice you and order everyone to attack.  This fight is easy to the point of overkill.  For the fun of it, I had Stygar instantly kill all of the initiates with Holy Word.  The party then wasted the helpless Shashkta.

Each of the initiates leaves behind an Initiates Robe.  If you wear these, you’ll be taken by the Yuan-ti within for Purebloods.  This of course means having to remove your armor.  If you tread carefully enough though, you won’t need the armor until or when you decide to slaughter everyone inside the Temple.  In the meantime, there is plenty of XP rewards to be earned by pretending to be a Pureblood.

Yuan-ti Temple
1) Scattered at various points in the chamber, Yuan-ti Archers will ask you questions from their canon.  The answers are those that Shashkta was trying to teach to the initiates.  If you get it wrong, the whole temple turns on you.

There are also several traps in the area.  Since there is no immediate danger of an ambush, its perfectly safe to have the Rogue search ahead for traps.

2) In the northwest corner, you’ll find a Priest.  This, and other priests throughout the Temple, will with careful questioning reveal two things:

1) The Guardian can be released by placing all six Religious Steles in their proper places in the altar, through which the party first entered this temple.

2) an emmisary from the Yuan-ti of Dragon’s Eye, Jazrael, is here trying to convince the locals to provide assistance in an attack upon Kuldahar.

3) Through the door at x575 y1400 is a room that periodically heats up.  There will be a switch at the east end of the room.  Disarm it, and you’ll no longer take damage.

4) Continue south and you’ll find Ashra and Inhatri teaching class to their Viper’s Fang Assassins and Coiled Cabal Disciples respectively.  Do not start a conversation with either of them, since they’re both very easily provoked.

There are however two adjoining rooms to both the east and the west.

4) In the west room you’ll find a couple of Viper’s Fang Assassins.  A Diplomatic character like Sir Tirion can learn from him part of a combination to unlock the temple treasury and get an XP bonus.

5) The east room has a couple of Coiled Cabal Disciples.  An intelligent character like Emerson can trick him into revealing information about the Guardian and the crossroads for an XP bonus.

6) In the southeast corner you’ll meet Jezrael, who eagerly explains her agenda.

7) Through the door at x2300 y1775 is a room similar to the one that scored fire damage.  This time, its acid damage.  The switch is at the north end.

8) Continue east and you’ll find the vault that the Viper’s Fang Assassins referred to.  There are in fact 11 switches, the 11th one being the one that resets everything to off.  The goal is to get all of the stones depressed to open the door.  The hitch though is that pressing one switch often resets other switches.  The clue from the Viper’s Fang Assasins was 10th, 3rd, and 5th.  

If you want to figure it out the rest yourself, go ahead.  If you’re still stuck, I’ve encrypted the remaining numbers according to the place of a letter within the alphabet.  The remaining three are h, i, then f.

The door then opens.  Within the vault, you’ll find:

Scimitar +3 - now Sir Tirion has a +3 sword.

Milton’s Armor of Absolute Self (A.C. +4, immunity to charm) - Alliria can wait for better.

Heavy Crossbow +4 - a welcome improvement for Tithian.

Bastard Sword +2: Black Adder - a bastard sword with extra poisoning damage.  Money in my pocket.

Ring of Protection +2 (+2 deflection bonus)

Power Word: Stun - Stuns a monster with no saving throw.  The only qualifier is that the monster must not have too many hit points.  A tactic I often used was to tab over a powerful monster to see if it was ‘hurt’ or ‘badly wounded’ and then nailed it with the spell.

Finger of Death - Combine this with Emerson’s Intelligence modifier and his Greater Spell Focus: Necromancy feat, and you have a great way to snuff out even powerful monsters in one shot.

Mordenkainen’s Sword - a powerful way to inflict physical damage at a distance.

9) A little northeast of where you first entered is a room where the Yuan-ti frequently hold prayer rituals to their god, Sseth.  In the Snake Idol are some Dessicated Hearts which can be used to lure out the Heartless Dead that you’ll meet later.  Problem is, the nearby Yuan-ti Elites will attack you.  No need to bother.

10) At the north end you’ll meet the High Priest of the temple, Ojaiha.  Speak with him to learn as much as you can about the temple and what’s going on.  In the room there are also three chests.  If you want, you can wait till the Yuan-ti priesthood gathers in the nearby ritual room and then loot them.  They contain:

Corrosive Club +2 - scores extra acid damage obviously

Bracers of Defence +4

Thunder Clap - bracers which provide a Monk with one extra attack.  I simply don’t consider this worth losing the Armor bonus provided by Bracers of Defence.

11) Through the door at x3150 y2150 is the Pit of the Heartless Dead.  Flick the nearby switch to raise the pit and then kill them.  The Yuan-ti won’t go hostile.  

Across the other side of the pit at x2675 y2150 is the last remaining Religious Stele.

12) Now I leave the temple.  I ditch my Initiates Robes and put my armor back on.  It is now time to wipe out the Temple for the XP.  Whenever possible, take on only one group at a time.  Probably the only bunch that presents a real challenge will be when the Viper Fang’s Assassins and Coiled Cabal Disciples attack together.  Aside from shooting bows and using surprise attacks, the Assassins will often evade area-effect spells.  My method was to have Akutagawa hide, mark their location, and then Emerson get in the first blow with Horrid Wilting (fortitude as opposed to reflex save).  Even so, single out Arsha before all others for she remains a dangerous opponent.

Once you get everybody, you get a message saying that the power of the Yuan-ti has been broken and you get an XP bonus.

Back to the Jungle of Chult
1) Even though you only had to wipe out the Yuan-ti or kill the Guardian in order to nullify the threat to Kuldahar, why not do both for the XP?

Place all of the steles in the right places in the altar, and you bring forth the Guardian, a very big Black Dragon.  Just like my first few go-rounds with Dragons in BG2, this thing slaughtered my party over and over and over again during my first trip through IWD2.  

I’ve seen postings saying that you can cheap out the Dragon by having one character go at him while under the Improve Invisibility spell (without the 2.01 patch).  At this time, Tithian had not quite yet reached the 7th level as a Wizard.  Even so, doing it this way wouldn’t have felt like succeeding at a challenge.

My successful strategy consisted of leaving five members of the party safely beyond reach of the Dragon at the bottom of the stairs.  The idea is to have the Dragon break himself like water on a rock against one super-tanked up character.  Everybody layers Sir Tirion up with the following: Barkskin (generic bonus which stacks on top of the Brazen Bands), Stoneskin, Mass Haste, Emotion: Hope, and Champion’s Strength.  Tithian trades over his Brilliant Short Sword +5 for this special occassion, as well as his Flame Dance Talisman for an even greater generic bonus.

Battle begins.  Emerson first casts Lower Resistance on the Dragon.  He then constantly pumps the Dragon with Mordenkainen’s Force Missiles, Magic Missiles, and whatever else he can think of.

Alliria, Tithian, and Akutugawa are flinging arrows, bolts, and darts from a distance.  Alliria has saved her pack of +5 arrows for this very occassion and indeed tears up the Dragon from afar.

Sir Tirion is hacking away with the Brilliant Short Sword +5.  The Dragon will still sometimes land a hit, which can be really nasty even with Stoneskin in place.  He must be ready to guzzle Healing Potions and use Lay on Hands on himself.  Alliria and Stygar are ready to come up and revive him with Heal spells.

All of this takes a good while, but he will fall.  Once he does, everybody gets 12 additional hit points added to their maximums.  

Now everybody must hustle back to the portal before it closes.

*** HofF ***

Now matter how much you buff up anybody, any kind of long-lasting combat is just plain hopeless against the Black Dragon.  Lower Resistance, Malison, followed by Disintegrate, and cross your fingers that it fails the saving throw.  If it doesn’t work, reload, reload, reload, and keep on reloading until it works.  I can’t think of any other way.

Kuldahar
1) After a cutscene involving Iselore and Madae, the party must beat back a massive assault.  I mean MASSIVE.  It comes in several waves and involves Neo-Orog Maruaders, Harpies, Half-Breed Priestesses, Half-Breed Sorceresses, Yuan-ti Archers, Yuan-ti Abominations, an odd Neo-Orog general, and a couple of Neo-Orog Priests of Bane.

It is certainly winnable.  The way I see it, you have two imminent priorities.  The first is to get up some sort of defences for each character quickly.  The second is to summon help.  Stygar’s Animate Dead brought up a Barrow Wight, which really did a number on the Orogs and Yuan-ti.   Not bad for a 3rd level spell.  What is important to keep in mind is that the party must be careful not to expend its whole spell repertoire too early.  At most, try to keep it to two to three spells with each wave.  

*** HofF ***

By and large the same principles apply in HofF.  You’ll by then have more spells to work with.  And as always, summoned creatures as meat shields are imperative.  Mass Dominate should be able to save your hide.

Cedra can get pretty dangerous if you let her go to work.  I had Emerson plant a Horrid Wilting that included both Neo-Orogs and her.  After that, he is able to kill her rather quickly.

She’ll leave behind:

Scimitar of Acid +2

Ring of Protection +3 (+3 deflection bonus) - now Emerson has a good deflection bonus.

2) Speak to Iselore when it’s all done.  In short, the way to the Severed Hand, the stronghold of Isair and Madae, is through the Dragon’s Eye caverns.

Entrance to Dragon’s Eye
1) You’re immediately beset by Frost Salamanders.

2) The ramp leading north is filled the whole length through with traps.

3) At the top and at the mouth of the entrance is High Sorceress Izbelah, who can dish it out fairly good.  She can also keep party members off balance with spells like Beltyn’s Burning Blood and Confusion.  I found having Akutagaw sneak up to her and start pounding on her worked fine.  Once she’s taken enough damage, she’ll flee and claim she has more pressing business to attend to.

She’ll leave behind a scroll of Suffocate.  I had Tithian scribe this one.  Emerson has better things to be doing with his 7th level spell slots.  I reason that when the expansion comes out (and I fully expect one), Tithian can make better use of this spell via his Greater Spell Focus: Transmutation feat.

Dragon’s Eye, Level 1
1) Upon entry, you’re immediately assaulted by a horde of Purebloods and Lizardmen of varying classes.

2) In the southwest corner you’ll have to battle Histachii and Wyverns, which can poison a character.  Pick up a few of the Wyvern Stingers they leave behind.  You’ll need them later.

3) In the same corner will be three chests, all of which are trapped.  Between them, they contain:

Studded Leather Armor of Horror (+3 A.C., immunity to Horror)

Icy Bastard Sword +1

Bracers of Defence +3

Greatsword of Flame +1

Throwing Daggers +2

Arrows of Dispelling

Bullets of Corrosive Burst

Reflexive Short Sword +1 (Minor Mirror Image once a day) - You know that I’m a power gamer (to some degree) when I can have the Paladin using Mirror Image on himself.  Between himself and Akutagawa, they have roughly equal Armor Classes.  As it was, Sir Tirion was the only character left in the party without a magical method of defending himself.

Tower Shield of Charm Protection +1, I had Sir Tirion wear this with his bludgeoning weapon as part of his second weapon combination.

Iron Arbalest, Tithian’s crossbow for the remainder of the game.

Hemp Rope, hold on to this any the others that you find.  It makes a certain point in the game much easier.

4) In the web at x2050 y2500 you’ll find missile weapons, and a scroll of Acid Storm.

5) Down x1775 y1950 you’ll find an Ancient Wyvern which takes some whacking before dying.

6) Now it’s time to make your way to the northwest corner, and then head southeast.  You’ll have to slaughter Lizardmen and Purebloods along the way of course.

7) In the center of the area is a trapped bridge.  There are more enemies on the other side of course.

Press the alt- key and one of the ropes of the bridge gets highlighted.  It is another length of Hemp Rope that you should stow in your pack.

8) Continue southeast.  You’ll find a swinging pair of Pendulums.  There are foes on the other side.  Common sense dictates letting them come to you.  If they don’t want to play, oblige them with spells and missile weapons.

9) Continue southeast and you’ll find a bridge that leads to a Torture Chamber.

10) South of this chamber is a gate that leads to the prison.  You hear the voice of somebody named Nheero who provides the clue that whenever the gate opens, it is immediately after someone has been tortured on one of the racks.

11) Come back to the Torture Chamber.  The west rack can be turned, and this will open the gate.

12) Now charge through the gate and slaughter the guards.

13) You’ll notice that a Wizard Prisoner starts beefing up himself and another Troll Prisoner with protective spells.  The reason becomes apparent when he attacks your party.  A problem exists in that both he and the Troll will be under Improved Invisibility and Non-Detection.  With Improved Invisibility ‘decheesed’ by the 2.01 patch, you should be able to take them both out with fighers with the Blind-Fight feat.  First the wizard, then the troll.
At any rate, the Wizard Prisoner leaves behind:

a poisoned dart that always returns to its thrower.

Ring of Regeneration

Dagger +4

scroll of Malavon’s Rage.  The beauty of this spell is that it can be unleashed with a speed factor of 1.  This means that Emerson can often step ahead by himself, let the monsters close in for a bit, devastate them with a telling first strike, and then run back to the rest of the party.

14) In the southwest corner of the prison is somebody named Nheero.  In short, he has two agendas:

1) helping him concoct a modified Histachii brew that lets him experience a transformation into a Histachii, but without losing his mind.  This involves a modified Mandrake root.

2) finding his companion Mandal, who was supposed to be doing this work to begin with.

15) Now it’s time to go through the Pendulum.  Its much easier if everyone is Hasted.  Time it so that your start walking through once the pendulums are overtop of each other.

16) At the end of the hallway is High Commander Grishum.  Helping him will be several Pureblood Thieves, Lizardmen Warriors, and a few Lizardmen Shamans.  Emerson steps ahead and gets in first strike with Malavon’s Rage.  He then runs back down the hall to the rest of the party.  The monsters follow.  Only they split into two groups.  The Lizardmen Warriors stride ahead for hand to hand combat.  The thieves and shamans hang back.  So, Emerson hits them again with Horrid Wilting and whatever else he needs to.  He even took out Grishum with Finger of Death.

Grishum leaves behind:

Short Bow of Life +2 (+10 hit points)

Chainmail +1

Cloudkiss +3 - a +3 throwing axe that inflicts electrical damage upon anything caught in its path.  This is now Stygar’s throwing axe for the rest of the game.

17) At x2310 y615 is the switch that turns off the pendulums.  I earnestly recommend doing so since you’re going to have to trek back and forth several times between the different levels of Dragon’s Eye.

18) Place a Fire Agate gem in each of the braziers of Grishum’s Chamber.  The snake statue now splits in half to reveal the way to the next level.

Dragon’s Eye, Level 2
1) First I’ll explore the west side of this level.  There are a couple of traps to your immediate left.  You’ll also run into the odd Half-Breed Sorceress or Priestess.

2) In the northwest room of this level will be several Histachii, Sorceresses, and Priestesses.

3) At x260 y1200 you’ll see Nathaniel.  Only, it’s not Nathaniel.  Sir Tirion catches a whiff of evil.  More on this later.

4) Continue south and you’ll run into a small ziggurat.  More Histachii, Sorceress, and Priestesses to kill.

5) Continue southeast and you’ll happen upon a laboratory.  On the table at x2025 y2425, you’ll find:

Mandrake Root, leave it here for the time being.  This is part of Nheero’s quest.

On the table at x2175 y2425 you’ll find:

scroll of Elemental Barrier

scroll of Seven Eyes, a useful spell for Emerson when I anticipate a really intense battle ahead of time that involves both melee attackers and magic users.  Finger of Death and Malavon’s Rage are ahead in line though.

The table at x2150 y2525 is trapped and locked.  It holds:

Cat Tail +1 - a sling

a variety of missile weapons and potions

The table west of these holds Flasks of Baehrg and Antidotes.  Leave it be for the time being.  The various bookcases at the west end of the lab hold a variety of priestly or protective scrolls.

6) Make your way back to the entrance.  Straight east will be a couple more traps.

7) I ignore the tunnel leading south for now and head straight for the northeast corner of the area.

8) Once you start south down the tunnel, a huge boulder will come rolling down a la Raiders of the Lost Ark.  Damage is unavoidable.  I had Stygar go by himself, and then dig himself into a niche to the left.  As relatively painless a way as I can do it.

9) At the south end of the tunnel, you’ll discover Mandal’s remains, for which you get an XP bonus.

10) In the nearby chest you’ll find among a few other things:

Owain’s Lullabye - a Bard’s instrument that allows him to use Cone of Cold.

5 Potions of Extra Healing

Hemp Rope, hold on to this.

Zuvembie (armor class +6, maximum Dexterity bonus +5, -2 penalty to Charisma, cannot be removed without Remove Curse spell, Death Ward upon the wearer)

The best leather armor in the game, and Alliria dons it despite the minor drawbacks.

Now you have something to tell to Nheero

Back to Dragon’s Eye, Level 1
1) Bring the bad news back to Nheero.  Nheero gives you his next clue.  Mandal’s spirit won’t be able to rest until his remains are reunited with the sword that he lost, the Sword of Myloch’s Vale.  Bring the sword to the remains, and his spirit may be willing to reveal the location of the Modified Mandrake Root.

Back to Dragon’s Eye, Level 2
1) Continue east a little and take the tunnel leading south.  You’ll have to fight a lot of spiders of various sorts.  There are also plenty of web traps.

2) Continue on to the south end.  You’ll find the cave entrace as well as some Half-Breed Priestesses and Sorceresses.  

3) Just around the entrance is a trap that inflicts damage and dispels magic.  It won’t stop working until you get around to disarming it.

Dragon’s Eye, Level 3
1) A little to the south at x3025 y1325 will be the Hydraulic Door, the entrance to the level below.  You won’t be able to get it open for some time.

2) To the west, there will be a room surrounded by doors of blades which constantly stab towards the center.  In the middle of the floor is an Iron Golem.

Underneath where the Golem had been standing will be the Sword of Myrloch Vale that you’ve been looking for.  But first, explore this level as much as you can.

3) Continue north from the entrace.  You’ll now find some new foes, more powerful Yuan-ti Priests, Yuan-ti Champions, and Armored Skeletons.

4) Keep going north and you’ll find a room which has a table and a fountain.  The table as some Bolts +4, as well as three dead bodies.  I already have the bodies of a dead woman, and a dead man.  I take the Child’s body.  The reason is to spring a nasty surprise on an ‘old friend’ of yours when you meet again in the Severed Hand.

Also nearby will be a fountain on which can be found traces of Wyvern Poison.  This should be your first clue as to what those Wyvern Stingers will be for.

5) Continue south and west.  More Yuan-ti and Skeletons.

6) Take the first door east and kill the Armored Skeletons.  

7) There will be a door to the north.  Once a character steps through, the door is slammed shut and the character is shut in with two Armored Skeletons.  His comrades have to break in by attacking the stone slab.  Stygar, with his Club of Disruption, is the one to step through.

8) Continue back south along the tunnel you came from.  There will be a large room in the center of the level.  It is crawling with Monstrous Snakes, who by now aren’t much trouble.

9) The party continues along the tunnel to the southwest.  You’re going to get ambushed by Mustard Jellies and Olive Slimes.  Fire and magic damage are reliable methods of killing them.  I’m certainly glad Alliria has the Moonblade of Selune.  Horrid Wilting does a fine job on the Mustard Jellies.

10) Have your Rogue (or whoever has the Search skill) search the room to the west.  You’ll find a switch at x750 y1485.  Click it and doors open to the south, west, and north.

11) Continue along the south hall, crushing anything you run into.  The room at the end of the tunnel has a table filled with assorted potions.

The room has another fountain laced with Wyvern Poison.

12) Come back to the room where you found the switch.  Now take the west door and make your way to a room in the northwest corner of the area.  There are a few bookcases with some scrolls.

There is also another fountain laced with Wyvern Poison.

13) Continue southeast.  There is a room with stone doors on the north and south sides.  Step in the middle and the doors will open.  To the north is an Armored Skeleton.  To the south is an Iron Golem.

14) Continue southeast and you will have arrived on the other side of those trapped doors that you couldn’t open.

15) To the northeast is a chamber guarded by an Eye of Sseth.  It compels anyone who isn’t Yuan-ti to run away from the chamber.  You can’t do anything about this until you find the right item.  In the meantime ...

Back to Dragon’s Eye, Level 2
1) Make your way back to where you found Mandal’s body.  His spirit appears and explains where he left the Modified Mandrake Root.

Back to Dragon’s Eye, Level 1
1) The root is in fact where I fought and killed the Ancient Wyvern.

2) Bring the news the Nheero.  He’ll tell that you must switch the Modified Mandrake Root with the real Mandrake Root, then either get the concoction made without the Yuan-ti alchemist (I’m not even going to bother with his name) knowing or intimidate him into it.  Once the concoction is made, switch the roots around again to maintain the deception.

Back to Dragon’s Eye, Level 2
1) Wandering around between the ziggurat and the lab will be the Alchemist.  Since I’ve already cleared out everything on this level, there isn’t that big a deal to him being aware of my presence.

2) Make your way to the lab.  Look for the same table where you found the Mandrake root.  Now switch it with the Modified Mandrake Root.  You can now either let the Alchemist go to work, or you can pull the switch south of the ziggurat yourself.

You’ll then see green lights flashing around in the lab.  Once they stop, your Sabatoged Histachii Brew is now complete.  Switch the Mandrake Root back for the Modified Mandrake Root.  You’ve completed Nheero’s quest, and you get a big XP reward.

3) While were at it, I’ve brought along four Wyvern Stingers.  I place them at the westernmost bench of the lab.  I then crank the south switch again.  I now get four Wyvern Poisons off the bench.  You’ll need them to open the Hydraulic Door.

Back to Dragon’s Eye, Level 1
1) Give the Brew to Nheero.  He says meet him in the northwest corner of the level below.

Back to Dragon’s Eye, Level 2
1) Once you get there, he looks every bit a Histachii.  Rest a couple of times, and he’ll revert back to normal.  

Tell him that you need some of that Sabotaged Brew to get past the Sseth’s Eye, and he’ll oblige.  

If you’ve encountered Feyrs by now (which can happen when you rest), you can ask him about them.  He’ll reply that he needs an adequate library in order to research what you’ve encountered.  Tell him that there is a library right next to the alchemy lab.  He then tells you to meet him there in four hours.

2) On my way, I went to see Nathaniel and ‘force attacked’ him.  The reason is that he is actually a Rakshasa.  He also calls in a lot of Ferocious Jaguars out to help him.  A Rakshasa is immune to any and all spells lower than 9th level, and can themselves cast spells.  So logic dictates that all of the fighters gang up on the Rakshasa.  Tithian and Emerson unleash the Chaos/Slow combination.  Emerson then blasts away at the Jaguars while everybody else takes down the Rakshasa.

Back To Dragon’s Eye, Level 4
1) I put the Wyvern Poison in the fountain in the northeast corner.

2) I do the same thing for the southwest corner.

3) And then the northwest corner.  In the same room I now find Nheero.  He can explain information that hints at what will happen in the next level.

4) Now its time to have a single character drink the Sabatoged Histachii Brew and go through Sseth’s Eye.  There will be a couple of Histachii within in.  Ignore them.  Click on a north shelf which can be highlighted with the alt- key.  The drawbridge to the south now opens.  Rest so that the Histachii transformation wears off.

5) At the other end of the bridge will be a lot of Efreeti.  In BG2, Efreeti were rather easy two or three at a time.  Here, you can find out what they are capable of in large numbers.  Melee combat is not recommended since they all have Fire Shield: Red in place.  They will also constantly churn out Burning Hands as well.

After my daily preparations are done, I had Akutagawa activate his Shifter’s Boots and Tithian cast Mirror Image.  They step only as far as the middle of the bridge.  On the other end is a dispel trap.  Once the Efreeti are gathered around, Emerson and Alliria go to work with offensive spells.  Akutagawa and Tithian do not lift a finger in attack because of the Fire Shields.  Once the numbers have been reduced enough, it is safe enough for the rest of the party to march in and deliver the coup-de-grace.  

6) Inside the room you’ll meet a little boy named Thorasskus.  In a while he reverts back to his natural form, the High Priest of the Yuan-ti.  All those spears that are lying around on the floor turn into Monstrous Snakes.  Plan A is for Emerson to get him with Feeblemind.  This sometimes works and sometimes it doesn’t due to his high Wisdom.  Plan B is then Power Word: Silence.  The party then hopes to cut a path through to Thorasskus quickly enough.  At any rate, the snakes are nothing compared to the High Priest if he’s allowed to go to work.

He’ll leave behind:

Bracers of Defence +4

Ring of Protection +3

Ring of Freedom of Movement

7) Take the exit at the southeast corner of the room.

8) You’ll arrive into the room in the southeast corner that was previously inaccessible.  Search all the piles of treasure to find among other things:

Red Fang’s Tomb - a shield with a +3 bonus and casts Agganazer’s Scorcher once a day.  Sir Tirion now uses this next to his bludgeoning weapon.

Ring of Invisibility - Invisibility once a day.

Hemp Rope - the fourth and last set of rope to bring along.

Scroll of Anti-Magic - Confers total immunity to magic, while rendering that character unable to use magic himself.  I have this in mind for a certain pair of evil twins at the end of the game.  Incidentally, you can also find one among the bookshelves near the lab on level 2.

Medallion of the Lost Followers - this is the medallion that you need to find the Holy Avenger.  The medallion tells quite a fascinating story of how an elderly duke and paladin used his Holy Avenger to bring to justice six thoroughly evil and thoroughly powerful villains.  This is a portend of your next battle.

Also nearby is another fountain.  Put a Wyvern Poison into it, and the Hydraulic Door opens. 

First though, now that the medallion has been found, it is time to make straight for Hrothgar’s Glen without delay.

Back to Hrothgar’s Glen
1) Duke Khosa Ehld’s grave will be in the southeast side of the Glen.  If you can find the grave of somebody named Jizabel, you’ll now that Ehld’s grave is the one just to the right.

Before you click on it though, a description of the six fiends that you’ll have to face is in order:

Inhein-Who-Was-Taken - The medallion may have left you with the impression that she was the easiest for him to vanquish.  This is a little misleading.  If you let her summon enough undead, you’re pretty much dead.

Atalaclys - Name any arcane spell that you can think of, and he can cast it.  Can devastate any party if he is allowed to live long enough.  Fire damage is apparently best, but his hit points are low enough to justify melee attacking him.

Kaervas’ Death’s Head - A Dwarven king who is immune to slashing, piercing, and fire damage.  He can deliver some really horrific damage once he lands a blow with his axe.  Blunt and magic damage are reliable though.

Jaiger - a Barbarian archer who is a dead shot, and is pretty much impossible to hit with your own missile weapons.  Getting into his face is the key.

Broken Khree - A monk who in addition to the standard Spell Resistance and Evasion, is also immune to blunt damage.  Piercing weapons do the most harm.

Veddion Kairne - Another heavy hitter.  Slashing damage is your only real chance.

It is important to note the locations at which they appear around the grave.

Atalaclys

Veddion


Jaiger

Broken Khree


Kaervas

Inhein

Preparing to the max is obviously essential, especially Mass Haste.  I summoned a Barrow Wight, a Creeping Doom (Alliria), and a couple of Sword Spiders and positioned them around where Veddion and Broken Khree appear.  The point is to tie them both up and afford the party a chance of dealing with more immediate threats first.  I click on the grave and battle begins.

Phase 1 - Stygar heads straight for Kaervas with his Club of Disruption in hand.  Protected by Iron Skins, having the most hit points in the party, and having the Heal spell, he stands the best chance of surviving Kaervas head on.

Emerson immediately goes to work on Kaervas with Mordenkainen’s Force Missiles, Magic Missiles, and Chain Lightning (which still scores plenty but is reduced somewhat by Kaervas).

Alliria heads straight for Atalaclys.  Strange as it may sound, her Moonblade stands the best chance of disrupting his spells, and getting past the Aegis he has set up on himself.  She is protected by the Death Ward provided by her Zuvembie armor.  She can also cast Heal if he inflicts enough damage on her.

The rest of the party heads straight for Inhein, and kills her as quickly as they can to prevent her from summoning undead.  Akutagawa switches over to his Sure Striking Short Sword for the occassion.

Phase 2 - Next on the list is Atalaclys.  The party gangs up on him as soon as Inhein has been taken care of.

Emerson and Stygar do not join with the rest of the party unless and until Kaervas has been killed.

Phase 3 - Next is Jaiger.  Since he’ll continue to use a bow even in melee combat, he’s the relatively easiest to hit.

Phase 4 - Next is Broken Khree.  Between him and Veddion, he has fewer hit points.  This is another way of saying that attacking Broken Khree first is the shorter route to having only one opponent left.  Akutagawa changed over to his Sure Striking Short Sword.

Phase 5 - Now its Veddion’s turn.  Stygar obviously changes over to his Balance axe.

On the ground, Sir Tirion picks up his:

‘Cera Sumat’ Holy Avenger +5 - +2d6 magic damage against evil creatures, +15 Spell Resistance, Dispel Magic without limit.

Now it’s time to go through the Hydraulic Door and resume the quest.

*** HofF ***

There’s something quirky about the AI whereby almost all of the Six can be distracted by summoned monsters besides Veddion Cairne and Kaervas.  So … plant summoned creatures all around the north side of the grave.  Head straight south for Inhein and finish her off as quickly as you can.  Then go to work on Kaervas and then Veddion, one at a time.  Just as this starts, have your main spellcaster spin out an Executioner’s Eyes to maximize the chances for critical hits.  Keep an oh-so diligent eye on your hit points, and be prepared to spin out Heal and Mass Heal in advance.  Once those two mega-hitters are gone, go for Atalaclys, then Jaiger.  I then had summoned creatures swarm around Broken Khree.  Emerson pasted him at a safe distance with Mordenkainen’s Sword.
The reward will be the Light of Cera Sumat, a Holy Avenger with +10 combat bonuses, and +25 to spell resistance.

Chamber of Magma, Day 5
1) The reason for the ‘Day 5’ will soon become apparent.  In the meantime, in both the northwest and northeast corners of this area you’ll see some lingering magical effects owing to a recently fought war.  They will wear off after a little while.

2) Continue east.  Turn south and then west.  You will find a broken bridge.  Place the four pieces of Hemp Rope that you’ve found.  You can now cross the bridge without falling down and taking damage.

3) Continue west and you’ll run into a Pureblood Cleric named Inquisitor Venomin.  He is deeply in regret over his murder of Lord Pyros which started a full blown war between the Yuan-ti and the inhabitants of the Chamber of Magma.  He then casts himself into the molten lake.

4) Continue north and west.  Then taking the sloping trail eastwards.  You’ll find the ferryman of the molten lake, Archon.  He’ll transport your party to wherever it needs to go in exchange for an item out of your inventory, or for 300gp.  You can Bluff him into thinking you’ve already paid the first time around.  Since Bluff allows for untrained skill checks Sir Tirion, with his high Charisma modifier, pulls it off.  Naughty Paladin.

5) Archon brings us to Lord Pyros’ Domain.  A Remorhaz will attack the party.  Nearby will be Ambassador Jasper.  Ask as many questions as you can to find out what’s going.  Keep a mental note of how things stand at this moment; Venomin killed Pyros, High Sorceress Izbelah was killed during an escape attempt from her cage, a war between the Yuan-ti and the inhabitants of the Chamber of Magma has left both sides decimated.

6) I now have Archon bring me to Jasper’s Embassy.  You’ll have to kill a few Apocalyptic Boneguards.  

In the chest at x2525 y1975 you’ll find:

2 Spirit Essences

Hold Person Wand

scroll of Suffocate

7) Now ask Archon to bring you to the Fields of Slaughter exit.  Problem is, there’s a Beholder named Zil-t’yor waiting for you, along with a lot of Hell Hounds, Lava Mephits, Trolls, and some Flamewalkers.

He won’t let you take the exit, so a fight is inevitable.  One problem here is that your party is going to get hit with Dispel Magic right away.  Wait for it to hit, and then your immediate priority becomes bringing up a defence or two.  The preference should be for ones that can be brought up in a moment’s notice, like Stoneskin and Mirror Image.

Zil-t’yor can of course cast spells.  His most dangerous ability though is that he can use Telekinesis to split the party up.  This means fewer characters able to support each other against numerous foes.  Kill the Beholder at the earliest opportunity if you can manage it.  Emerson got him with Finger of Death.  Once the Beholder dies, the party can start to regroup together so as to gang up on monsters one at a time, or heal each other.
8) Once everything is dead, you can take the exit.

Chamber of Magma, Day 4
1) Only, you’re not in the Fields of Slaughter.  You’re back in the Chamber of Magma.  You’ll start to notice a few differences soon enough.

2) Go the long way around to where you first found Archon.  There’s a landslide trap if you go left.  Archon, at the start of this new day, can be bluffed again into free passage the first go round.

3) If you go to the Guard Post, you can talk to King Lothar and learn that he objects to being subordinate to Lord Pyros.  Lord Pyros still alive?

4) Go to the Embassy.  Question Jasper.  Apparently some events haven’t occurred yet, such as Pyros’ death, and the fire dweller vs. yuan-ti war.  Other events are described as having happened more recently than what you heard when you were first in this Chamber of Magma.  Yes, you’re in the middle of a Time Loop which was created by Izbelah’s attempt to magically halt the eruption, her approach being to lock the Chamber of Magma in a state of temporal stasis.  

5) Go to Lord Pyros’ domain.  You now witness Venomin’s poisoning to death of Lord Pyros.

6) Go back to the Embassy.  Venomin seeks sanctuary in the embassy.  He then contacts High Priest Thorasskus, who promptly chews out the Inquisitor for his rash actions.

In the meantime, you’ll also witness King Lothar setting the war against the Yuan-ti in motion, including sending Efreeti assassins after Thorasskus.

7) Now you must come to ‘the upper levels’.  Make for the southwest corner, where you’ll witness Venomin committing suicide for a second time.

8) Now can take the ferry to the Fields of Slaughter exit, where you’ll have to battle some yuan-ti of various sorts.

Chamber of Magma, Day 3
1) Now make your way back to Archon.  If you visit King Lothar and Ambassador Jasper, you’ll learn that both Lord Pyros and High Sorceress Izbelah are alive and well, as ruler and prisoner respectively.  You’ll also pick up other clues that you’re going backwards in time.

2) Visit the Amphitheatre, and one of the Flamewalkers will tell you that trials and plays are a regular occurrence in the place.

3) After the amphitheatre, visit Lord Pyros and ask him whatever you want.  When the conversation closes, he’ll then recommend seeing a play in that same amphitheatre.

4) Go straight north from Lord Pyros.  Venomin then comes straight south to have a word with Pyros.  Apparently, the two of them are agreeable to Izbelah’s release.

5) Follow Venomin north to Izbelah’s cage and have a word with him.

6) Now see King Lother again.  Once you’re done talking, Lord Pyros arrives and commands King Lothar to release Izbelah on the next day.  He also invites the King to a play.  The King declines, saying he has work to do.  You don’t need Sherlock Holmes to tell you what he means by work.

7) Now its time to go back to the Amphitheatre.  Now you have available as a dialogue option the choice of seeing the Flamewalkers putting on a play.  It is evidently a bad enough play to put the party to sleep.  Upon waking, they’ll witness King Lothar murdering High Sorceress Izbelah.

Venomin runs past the scene after Lothar has departed.

8) Make your way back to King Lothar’s Citadel.  You’ll witness the King lying to Venomin and passing the buck on to Lord Pyros, both to set up Pyros for a coup-de-tat and to have a free hand to start a war against the Yuan-ti.  Once Venomin leaves, King Lothar notices you eavesdropping and a battle ensues.

Since my opponents depend almost solely on melee attacks, a Chaos-Slow-Power Word: Blind combination ends the fight before it has even started.

9) Once you’ve defeated King Lothar, you may now go to the Fields of Slaughter Exit.

Chamber of Magma, Day 2
1) Yes, make your way to Archon.  Now things are relatively simple.  You only need to ask him to take you to the Lava Mephit lair southwest of the Amphitheatre.

2) You’ll then witness the trial of High Sorceress Izbelah.  Kill off the little Lava Mephits.  Nearby is a trapped and locked chest which contains:

various gems and rings

almost 10,000gp

Dykhast Long Sword +2 (+4 to damage, 1% chance to cause blindness unless a Fortitude save is made)

3) Now have Archon take you to the Fields of Slaughter exit.

Chamber of Magma, Day 1
1) You’ll notice Izbelah prepare for the casting of her Temporal Stasis spell.  The key is to kill her before she gets it off.

First and foremost, run to the west as soon as your party appears at the entrance. 

You’ll sooner or later see Izbelah dig herself into a corner of the Embassy.  As soon as that cutscene is over, I have Emerson immediately cast Mass Haste on the party.

The party continues west and southwest.  Yes, even through the landslide trap.  You only need one character to make it through and hustle over to Archon.  Once one party talks to Archon and buys passage to the Embassy, the whole party gets taken over.

The point behind all of this is to get to Izbelah as quick as you can before she’s had a chance to bolster herself with defensive spells.  Hack her to death, and you will have prevented her from creating the Time Loop.  *** HofF *** Finger of Death and hope it works.
2) Now the volcano is about to blow.  You could try and warn Nheero up above, but this is far more trouble then its worth and very hard to pull off.

Simply tell Archon that you need to go the Fields of Slaughter exit.

Back to Aurilite Temple, Level 2
1) Remember that favour that Nickademus asked of you?  Now he calls it in.  He’s trapped a whole bunch of demons in here and now teleports the party in to help him out.  First up is a Gelugon.  By now the party is easily powerful enough to gang up on it.

It’s now a matter of searching every room and killing every demon in sight.  Once the job is done, the game tells you.  Now you can take the stairs on the east side.

*** SIDE NOTE ***

DAILY PREPARATIONS
Before I move on to the Fields of Slaughter, I think it’s worth a pause to discuss the concept of preparing yourself at the start of each new day.  If you look carefully through the manual, you’ll notice that many of the preparatory spells in the game last a good while.  10 minutes a level or even an hour a level is typical.  Once a party is rested, it is well worth your while to take a few moments and layer party members with such spells ahead of time.  At this point, my routine was as follows:

1st step - Stygar casts Iron Skins

Alliria casts Barkskin on herself

Tithian casts Armor on himself

Emerson casts Stoneskin on himself

2nd step - Sir Tirion casts Magic Circle Against Evil

Stygar casts Champion’s Strength on Akutagawa.  Sir Tirion is already at Strength 20.  Stygar can use Tempus’ Strength when he has to.

Alliria casts Stoneskin (via her Druid’s Stone)

Tithian casts Stoneskin on himself

Emerson casts Emotion: Hope on the party.

Obviously, I couldn’t do all of these at earlier points in the game.  And I’ll also be getting more powerful ones later on (like Mind Blank).  It is an illustration of the idea that the party should be buffed up beforehand.  In Icewind Dale 2 a battle is rarely, if ever, further than just around the corner.  By already coming prepared, your party can immediately take the offensive and seize the initiative in your battles.

Fields of Slaughter, Dread Orc Camp
1) Saablic Tan exchanges a few words with the party.  He then leaves some monsters behind to deal with you.  They are a Half-Dragon, an Elite Neo-Orog, a Yuan-ti Half-Breed, a Neo-Orog Priest, a Guard, a Half-Goblin Elite, and a Red Wizard.  If you can take out the Red Wizard and Priest early, you should be fine.  Throw in some debilitating spells for good measure.

2) Due north will be a camp of undead orcs called Dread Orcs.  Tithian can use Bluff to gain an audience with their shaman, Kratuuk.  In short, Kratuuk wants you to take out an elven lich named M’Dorfein.  There’s xp rewards involved, so why not?
3) Continue through the east gate with Kratuuk’s key.  You’ll have to fight a horde of undead that includes Cold Bones, Cold Zombies, and Festering Drowned Dead.

4) Continue east and you’ll find Orc Dread Warriors led by Gorog fighting with Elven Dread Warriors.  After I’ve killed the undead Elves, the undead Orcs will help you against M’Dorfein.
5) Continue south and you’ll find the Elven Cleric Saralon in an argument with an Elven lich named M’dorfein.  Just for happening by, you get an XP bonus.  The lich kills the cleric, and then of course turns on you.  His first move is to cast Improved Invisibility on himself.  After that, he plans on really letting loose with spells like Wail of the Banshee, Horrid Wilting, and Power Word: Kill.  I had everyone gang up on him before anybody else.  In the meantime, Emerson casts See Invisibility to break the lich’s Improved Invisibility.  Once he comes into view, the party gangs up on him to the exclusion of everything else.  Once he falls, the rest of the undead naturally follow.

Search Saralon’s body for:

War Hammer +2

Chainmail +1

Boots of Speed

Vial of Elven Holy Water, hold on to this one.

There are two tents in what was M’dorfein’s camp.  The west tent holds various missile weapons, and some Potions of Extra Healing.  The east tent is trapped and holds:

Delnar’s Delight +2 - a staff that allows the casting of Protection from Arrows twice a day.

scroll of Delayed Blast Fireball - a hard spell to use.  It should certainly be behind in line for the sake of other 7th level spells.

6) Come back to Kratuuk.  You’ll get an XP award for the news.  Problem is, Saablic Tan dropped by and told him him who you are.  Yes, a fight ensues.  A very real danger is that Kratuuk can use Blasphemy repeatedly.  Orc Dread Warriors hacking away at stunned party members is not something that you want to sit through.  Obviously Kratuuk must be singled out before all others.  Alliria has been saving her Arrows of Disruption for this occassion, and fires them at Kratuuk in an effort to kill him outright.  Once he falls, his Warriors naturally follow.  As the fight starts, she also plants a Sunray right on top of the party.  The point is is that the party will take minor damage, and still be able to fight via-the Blind-Fight feat.  The undead orcs by comparison will roast in the Sunray.

Loot Kratuuk’s body for:

Ring of Protection +2

Black Goat Girdle (regenerates 1 hit point every 3 rounds), Alliria’s belt for the game.

Staff of Greater Spell Resistance +5 (+3 resistance to magic damage, 2 points of poison damage each second for 6 seconds unless a Fortitude save is made)

This is Emerson’s staff for the rest of the game.  It augments the protection of his Cold Reflection Ring and indeed renders him immune to Magic Missiles.

Orc Encampment Key

Gorog leaves behind:

Backblighter +2 - 50% chance of Fear (will save), 50% chance of Slow (will save)

A two-handed axe that Stygar can use in cramped quarters.

*** HofF ***


Summoned creatures are absolutely essential to keep the Dread Orcs separated for as long as possible.  As soon as one dies, summon another one if you can.  In the meantime, Kratuuk still comes first before all others.

Kratuuk leaves behind a HofF version of the Black Goat Girdle, which in addition to regeneration also adds a +2 bonus to all saving throws.  This will replace Stygar’s Dragon Belt.

Gorog leaves behind Coward’s Blight, a +5 two-handed axe that has either a 50% chance to cause fear with no saving throw, or a 50% chance of slow with no saving throw.  This becomes Stygar’s weapon for the duration of the game.  Sort of IWD2’s replacement for the Flail of Ages.

7)  In the southeast portion of the Dread Orc camp are some elves, for which you get XP for rescuing.

8) In the northwest corner of the Dread Orc Camp, amongst the tents and bone piles, you’ll find various items including:

scroll of Control Undead

Darts +5

Geloise +3 - a crossbow

9) Continue east and kill the Festering Drowned Dead.

10) Continue north and you’ll find a waterfall on the right hand side.  Put the Vial of Elven Holy Water into it for an XP bonus.

11) Ahead north is another Legion ambush comprised of a Half-Orc, a Half-Goblin Elite, a Yuan-ti Half-Breed, an Elite Neo-Orog, and a Neo-Orog Priest.  The Priest obviously comes first.

Fields of Slaughter, Saablic Tan
1) Now it’s time for the big showdown with Saablic Tan.  Helping him out are:

- another Red Wizard

- two Guards (archers)

- a Neo-Orog Priest who can cast Blasphemy

- a Half-Orc

- a Greater Feyr

- a Wanmok, the toughest Orog yet.  But even he pales in comparison to ...

- Slayer Knight of Xvim.  Packing a +5 greatsword and a strength score that I can only guess at, this bad boy takes the term ‘heavy hitter’ to a whole new level.

It’s easy to get overwhelmed, and blasted into oblivion, by this horde.  Some careful planning is obviously encouraged.  My plan went as follows:

Phase 1 - Sir Tirion uses his Reflexive Short Sword.

Akutagawa activates his Shifter’s Boots.


Stygar gets the oncoming warriors with Power Word: Blind.

Alliria casts Insect Plague to keep the spellcasters out of it after the 1st round.

Tithian casts Slow.

Emerson launches an early Fireball in an effort to interrupt Saablic and the Priest.

If all goes well, and it won’t necessarily, it’s time for Phase 2.

Phase 2 - Sir Tirion attacks anything within reach.  Wanmok and the Half-Orc are both worthy targets for a Smite Evil.

Akutagawa looks to plant a Quivering Palm on the Slayer Knight.  If it doesn’t work, the Slayer Knight must be the priority to kill off first.

Stygar now casts Holy Word to give the party a free round of attacks.

Now that the monsters have been slowed down and blinded, Alliria transforms into a Dire Panther and starts to shred everything in sight.

Tithian casts Improved Invisibility on himself and looks for surprise attack opportunities.

Emerson adds Chaos for that final touch.

Phase 3 - Sir Tirion and Akutagawa are doing their usual thing.

Stygar casts Holy Word a second time.  This may sound cheap.  But as someone who has been held still by Madae casting Blasphemy spells in sequence, I say to myself ‘If she can, then so can I!’
Alliria is tearing and raking away.

Tithian is busily looking for opportunities to flank and then surprise attack something.

Emerson now starts to churn out the damage.  In particular, he hopes to catch Saablic, his Red Wizard cohort, and the Guards together in area effect spells.

Once I’ve executed these phases, victory becomes a matter of course. 

Wanmok leaves behind:

Bastard Sword +3: Cold Fire - inflicts both cold and fire damage

Plate Mail +1

Saablic Tan leaves behind:

Xvimian Fang +3 - a dagger that raises Intelligence by 2 and has a 5% chance of casting Flesh to Stone on the target.  Good characters can’t use it.

 
Shroud of Bankao - A Cloak that allows Ghoul Touch once a day, and confers immunity to 

Skull Trap and Glyph of Warding.  Not a big deal.

2) You’ll find various items in the now slaughtered Barbarian camp.  On the dead body you’ll find a returning Throwing Hammer of Thunder +2 (+1d6 electrical damage).

3) Continue east and you’ll have to battle two Half-Dragons and two Half-Goblin Elites.

4) On the body north of the battle you’ll find:

Flail of Veranon +3 - +1d6 fire damage, 10% chance of additional 1d10 fire damage.  Useable only by evil characters.

Time to get to the Severed Hand.

CHAPTER 6
Entrance to the Severed Hand
1) As soon as you arrive, you’ll get accosted by a Guard Commander.  It is worth your while to try and trick him into letting you inside by saying that you’re here for negotiations.  It won’t work, but you’ll get an XP bonus for learning that there is a Minister of Affairs within.

You’ll now get attacked by some Guards led by their commander, an Apocalyptic Boneguard, and two Chimeras.  If you survived Saablic Tan, you should surely be able to deal with this.

At x485 y250 you’ll find a spear, Impaler +2 that inflicts bleeding wounds and also drains 1d4 hit points each strike and adds them to the wielder’s hit points.

2) Go through the door and you’ll get ambushed by another pile of guards.

Layout of the Severed Hand
The Severed Hand at its center is a large tower consisting of four levels.  From the fourth level sprout four smaller towers; the Officer’s Tower to the south, the Cleric’s Tower to the east, the Mage’s Tower to the west, and the War Tower to the north.

The material here will be organized differently for this chapter.  This is because there are so many quests that involve hopping back and forth between different locations within the Severed Hand.  The material is instead organized by quests, so that the reader can more easily reference the solutions to them.

Locations in the Severed Hand will be notated as follows:

1st Floor - 1F

2nd Floor - 2F

3rd Floor - 3F

4th Floor - 4F

Officer’s Tower - OT

Even within the smaller towers, there are multiple levels.  These will be referenced as OT1, OT2, etc.

Cleric’s Tower - CT

Mage’s Tower - MT

War Tower - WT

Freeing the Slaves
1) In the south room of 1F, you’ll meet the foreman of the slaves named Jerre Stoh.  He would like you to free the slaves.  The obstacle to their freedom is a nearby Glabrezu demon that is invulnerable to dying.  Even if you should seemingly kill it, it is renewed shortly thereafter.  He wants you to find a way of killing it permanently.  For learning of its invulnerability, you get an XP bonus.

2) The demon is at 1F x1325 y1500.  Speak with it to confirm its invulnerability, and you get another XP bonus.

3) For making the demon vulnerable, see the notes on the Destroying the Globe of Essence quest.

4) Once that quest is completed, come back and kill the Demon.

5) Speak to Jerre Stoh for your XP reward.

Acquiring a Delegate Pass
1) Go through the door at 1F x1060 y550.  You’ll find the Minister of Affairs, Xavier Torsend.  It doesn’t take a lot of effort to convince him to give you a Delegates’ pass, for which you get an XP bonus.  The pass allows you to by and large move around in the Severed Hand without getting attacked by Guards and such.

With some thorough questioning you can also get XP rewards for finding out the names of the mayor of Bryn Shander and his Priest of Helm adviser, for learning that the envoy sent by the Mayor has been imprisoned, and for getting Xavier to resign his post by convincing him that the nearby workers are enslaved.

Construction Plans
1) In the west room of the 1st Floor, you’ll meet somebody named Ysha.  She’s in trouble because she’s gotten the construction plans wrong.  She needs them altered so that they conform with the work that has already been done.

2) In one of the nearby containers you’ll find:

Rage of Chaos +3 - a bastard sword that is cursed, can make its wielder go berserk, and inflicts an extra 2d6 damage against lawful creatures.

3) At 2F x1100 y500 you’ll find Kav Lathram.  He has the necessary magical ability to alter the plans.

4) Bring the plans back to Ysha for your XP reward.

A Food Thief
1) In the northeast corner of the first floor, you’ll meet Vashti Zerran.  Apparently food has been going short of late.  She hasn’t been able to either catch a thief, and convince the cook to ration out more food.  She would like you to speak to the cook.

2) Nearby at 1F x2600 y1150 you’ll find an axe:

Spiritcaller +2 - Inflict Critical Wounds 3 times a day, Shadow Conjuration once a day.

3) The cook, Miram, can be found at 4F x535 y815.  No haggling or artful diplomacy will cause her to budge though.

4) Bring the news back to Vashti.  She then devises a plan of you watching from within the shadows of a nearby scaffold as she doles out the rations.  Sure enough, a lizardman like creature helps himself.

5) You’ll find him at x2600 y1250.  With Diplomacy, you can convince him not to steal anymore in exchange for a promise to try and help sate his hunger somehow.

6) Bring the news to Vashti for an XP reward.

7) At 2F x950 y450 you’ll find (along with an item for another quest) a Ring of Nourishment.

8) Bring it back to the creature for another XP reward.

Red Wizard Murder Mystery

1) After talking with the creature, you’ll suspect something was up with his creator Zaem.  Zaem’s Diary is found at 2F x575 1450.

2) Speak to the nearby Red Wizard librarian, Cedrin Zil.  This conversation sets in motion the quest to prove that Zaem’s death was something other than a suicide.  He points the way to two people who may know something more.  One is his apprentice Kav Lathram.  The other was his consort, Jaebrilla.

3) You’ll find Jaebrilla at 4F x1450 y375.  What you get from her is that only his superior, Saablic Tan whom you left for dead, and his apprentice Kav would know anything about his work.

Nearby at x1125 y300 you’ll find:

scroll of Monster Summoning IX

scroll of Executioner’s Eyes.  The main benefit of this spell to greatly improve your fighters’ chances of scoring a critical hit.  Certainly a top notch spell, though you must keep in mind that it is all but useless against creatures immune to critical hits (e.g. elementals)

Black Hands of Shelgoth (Death Ward on wearer, Inflict Wounds 1/day) a helmet which Sir Tirion wears since it is consistent with his role as a mage slayer.

*** HofF *** There’s also a HofF version of this helm, which Stygar certainly doesn’t mind donning as well.
4) At 2F x1100 y500 you’ll find the apprentice, Kav Lathram.  The inevitable conclusion is that Cedrin Zil murdered Zaem.

5) Come and speak to Cedrin again.  You’ll get XP for accusing him.  Ask him why, and in his complete idiocy he cannot help but brag about how he accomplished it.   

6) Go to the acting head of the Red Wizards, Vese Nejj, and tell what you know.  Cedrin Zil is then summarily executed.

7) Bring the news to Jaebrilla, Kav Lathram, and the creature which he created, and you’ll get XP rewards each time.

Membership with the Red Wizard’s Enclave
1) At 2F x2725 y925, you’ll find the acting head of the Red Wizards of the Severed Hand, Vese Nejj.  The Mage’s Tower has been guarded against entry by a wizard named Orrick.  He would like you to figure out how to enter the tower.  He offers membership in the Red Wizards Enclave in exchange for services rendered.

2) Make your way to the first level of the Mage’s Tower.  You’ll see five points of light.  It’s one of those puzzles that should have been so simple that you’ll pinch yourself if you didn’t get it right away.  Well, enjoy a laugh at Vese’s expense in his absence.  All you need to do is draw a star, starting with the top point and making the first line to the bottom right point.

3) Report your discovery to Vese for an XP bonus.  He now has another task.  He wants you to retrieve three items from Orrick’s tower; Larrel’s Bones, Book of the Mythal, and Orrick’s Spellbook.

4) Back to Orrick’s Tower.  At MT2 x575 y235 you’ll find Headknocker +3 (33% chance of +1d6 blunt damage, 20% chance of confusion)

5) At MT2 x575 y425 you’ll find Orrick’s Spellbook.

6) The stairs to the next level are at x950 y775.

7) At MT3 x575 y425 is the Unstrung Harp, which allows a Bard to use Heal once a day provided that his Wisdom is at least 13.

8) At MT3 x810 y225 you’ll find the Book of the Mythal.

9) MT4 is Orrick’s sanctum.  At MT4 x775 y350 you’ll find Larrel’s Bones.

10) Bring everything back to Vese Nejj for an XP bonus.  They aren’t willing to grant membership.  If you speak forcefully enough, they’ll bestow upon a party member one of three feats; Great Fortitude, Iron Will, or Lightning Reflexes.

11) Even though you’ve worked against him, don’t be afraid to speak to him and obtain his pardon.  With enough diligent conversation, Orrick will reveal that the Radiant Pool can be made to work against Isair and Madae by a priest.  You’ll get an XP bonus.

12) Speak to Orrick again for another XP bonus when he discusses the changes being wrought upon the Severed Hands’ Mythal by Isair and Madae.

Roga Thulc’s Construction Delays
1) In the south room of the second floor, you’ll meet the dwarven assistant foreman named Roga Thulc.  In short, he subcontracted to a wizard to summon three Earth Elementals to help out with the construction work.  All was well until for reasons unknown one of the workers, named Vylu Prehv, started manipulating the elementals and causing the disappearance of tools and other supplies.  Roga wants you to find her and talk to her.

2) You’ll find her at 2F x485 y975 with the three Earth Elementals.  She is in a rather distraught state of mind and communicating with her is impossible.

3) Break the news to Roga.  He’ll then suggest seeing one of the priests on the fourth floor.

4) At x2525 y825 you’ll find Ruinlord Eradru.  You’ll get a potion for her mental ailment, and an XP bonus.

5) Bring the potion to Vylu for an XP bonus.

6) Tell the news to Roga for more XP.

Baatezu on the Third Floor
1) As soon as you go up the stairs to the 3rd floor, immediately west will be a horde of devils from the Nine Hells.  A diplomatic character can talk his way out of a fight.  Sir Tirion however is not one to smooth talk to fiends.  A fight ensues in which I collect some more XP.  Sir Tirion actually makes short work of the Gelugon by planting a couple of Smite Evils on him.

Class on the Fourth Floor
1) This is not so much a quest as it is an opportunity for more XP for slaughtering a class whose students consist of demons, Orogs, an Orog Priest, and the teacher who is a Cornugon.  They’ll be in the room in the southwest corner of the fourth floor.

Clearing the Guard Barracks on the Fourth Floor
1) At 4F x1160 y760 you’ll find a Drow woman named Riki.  While she is covertly undermining the Legion of the Chimera, that doesn’t stop her from hawking a few wares.  If you feel you need first class missile ammunition, this is the place to come to.  What I did buy from her was:

Arc of Gold +6 - the best bow in the whole game, and for Alliria (or Mithral in HofF).

Cloak of Displacement - now Tithian has one as well.

In the meantime, she has a task for you.  She impresses upon you that it is in your best interests to clear out the Guard Barracks in the south part of the 4th floor.  She recommends using some sort of poison.  The pure ‘kill them outright’ kind of poison if you’re willing.  Since she notices that Sir Tirion is a Paladin, she is also willing to recommend a less painful sleeping poison.  She lists the ingredients you need; a Bonding Agent, a Virulent Agent, Demon’s Blood if you want the immediate poison, or Tainted Demon’s Blood if you’re wanting the sleeping poison.

2) Speak with the cook, Miram, at 4F x535 y815.  She’ll tell you that the Guards’ food is kept in the sacks near the door (x875 y750).

3) For those of you interested in the swift acting poison, the Demon’s Blood is found in the same kitchen at x325 y900.

4) The Tainted Demon’s Blood can be found on the second floor.  At 2F x1635 y575 you’ll find a couple of wizards who beg for your help against a Demonic Construct.  Kill the Construct, and it then turns out that they were using you to test the efficacy of their artificial demon.  You get an XP bonus.  The Construct leaves behind a vial of Tainted Demon Blood.

While you’re in this room, you’ll find:

Diary of Garuk Katah - a vague hint of clerical rivalries in the Severed Hand

scroll of Gate - can be a two-edged spell.  Make sure Magic Circle against Evil is in place.

scroll of Meteor Swarm - can be a really devastating spell if it is used for a first strike, or if you’re VERY careful with its aim.

scroll of Mind Blank - lasts a whole day.  Emerson can use it on himself at the start of a new day, or on one of the fighters to set up a tank against Mind Flayers or other monsters that rely heavily on mental attacks.

Master’s Robe (+2 Intelligence, +3 Charisma) – Emerson’s Robe for the rest of the game.

5) Make your way through the door at 3F x300 y1150.  In the bookcase at x400 y750 you’ll find the Bonding Agent.

6) At 2F x950 y450 you’ll find the Virulent Agent, where you also find the Ring of Nourishment for another quest.

7) Now its time to take the ingredients to the Red Wizard alchemist laboratory through the door at 2F x2350 y1600.  On the other side is a Half-Dragon and her pet Chimera.  A diplomatic character can get her permission to use the lab.  Place the ingredients into the table at 2F x2700 y1350 and you’ll get the appropriate poison.  


You’ll also find a variety of items in the room.  At x2825 y1200, you’ll find:

scroll of Mass Dominate, Emerson definitely looks forward to being able to use this.

scroll of Summon Fiend

Plate Mail +1

Robe of Enfusing (+5 to Knowledge Arcana, +1 Intelligence, +2 Deflection bonus)

At x3000 y1400 you’ll find:

Chimandrae’s Slippers (+5 to Dexterity), wearing these improves Tithian in so many ways.

8) Return to the 4th floor, and put the poison into the sacks in the kitchen.  You’ll get an experience bonus.  However ... Depending on your party level, and if you’re willing to take a risk, you may decide instead to slaughter the whole barracks yourself for the sake of getting more XP out of it.

Obviously maximum preparation is the key.  I might also recommend the Holy Aura spell, which adds +25 Spell Resistance to all of your party members.  Once you’re prepared, it’s a matter of getting in the first blow.  I found that Alliria’s Whirlwind actually makes a good first strike spell, since it can also stun (and therefore divide) the opposition.  She gets off that spell, and Emerson gets off Horrid Wilting.  Now the party safely waits outside the room and waits for them to come.  The Whirlwind goes to work in the room.  Once they do arrive, spare no spell in levelling them.  Stygar indeed keeps them frozen for a couple of rounds with Holy Word spells.

Once they’re all dead (one way or another), there are three chests to loot.  The one at x1715 y1915 has:

scroll of Power Word: Blind

scroll of Wail of the Banshee, possibly the most lethal spell of all.

The one at x2015 y1835 has:

Chain of Drakkas (armor bonus +7, no limit on Dexterity bonus, no armor check penalty, 0% chance of arcane spell failure) Tithian has found his body armor for the game.

The one at x2200 y1675 has:

scroll of Great Shout

Quite a useful spell.  There are occasions where the monsters will appear right behind Emerson.  He can spin this out in a flash to stop them in their tracks.  If you’re careful with the aim, it can also set up foes for the fighters to chop up.

scroll of Aegis, the best and swiftest way for Emerson to defend himself in a pinch.

9) Bring the news back to Riki for an XP reward.  Her next task is to search for an imprisoned Cleric of Ilmater in the War Tower, and this is a quest unto itself (see Destroying the Globe of Essence quest).

Sending Puddy Talltale Home

1) Upon entering the first level of the War Tower, you’ll get attacked by some Half-Goblin Elites and Elite Neo-Orogs.

2) On the table in the middle of the floor is the key that you need to open the locked gates to the north.

3) In the left corner you’ll notice a Greater Feyr.  Kill it.

4) Open the left hand gate and you’ll find a gnome named Puddy Talltale.  Speak with him to learn that he was the envoy sent by the mayor of Bryn Shander for an XP bonus.  He wants to escape, but can’t make it very far on his own.

5) Speak to Orrick, who can teleport the gnome back to Bryn Shander.  You’ll get an XP bonus.

6) Bring the good news to Puddy for another XP reward.
Destroying the Globe of Essence
1) In the 2nd floor room where you helped out a couple of mages against a Demonic Construct (at the north end), you’ll find a Diary of Garuk Katah.  This Garuk is apparently smug over having beaten somebody named Drothan to a promotion.

2) Hatemaster Drothan can be found at 4F x2225 y950.  Showing him the Diary prompts him to air out his laundry.  With enough questioning you can get XP rewards for discovering a new Holy Symbol of Iyachtu Xvim is needed to reach the priest’s chambers in the priest tower, destroying the Globe of Essence on the second floor is necessary to end the invulnerability of the Glabrezu Guards, and that there is priest of Ilmater imprisoned in the War Tower who may know the secret to destroying that Globe.

3) You’ll find the priest of Ilmater, Toral Sorn, on the first floor of the War Tower.  For the early details on this level of the tower, refer to the Sending Puddy Talltale Home quest.

4) You’ll find Toral Sorn on the othe side of the right hand gate.  The key to you destroying the Globe of Essence is to first weaken the aura of evil in the Severed Hand.  This is done by performing a ritual of Ilmater in the presence of a statue of Ilmater in the Cleric’s Tower.

For the ritual, you’ll need four items:

Bonds of the Faithful

Tome of Ilmater

Ilmater Holy Symbol

a Tear of Suffering

5) Continue on your way to WT2.  You’ll have to battle Pustule, Harcourt, and some Lemures.  Don’t underestimate these sickly looking brothers.  They take a lot of damage, and can inflict some pretty nasty effects on their targets.  Sustained melee, enhanced by spells if need be, will drop them.  Pustule leaves behind:

Pustule’s Flail +3 (15% chance of casting Contagion on the target, 2 points of poison damage every second for six seconds (fortitude save for none), Charisma -5 penalty, Cursed).

you may also get one or two more items as a random drop

6) At MT3 x205 y235 you’ll find the Tome of Ilmater.

7) At 3F x1650 y1825 is a door.  On the other side is a trap, as well as two Slayer Knights of Xvim.  In the northeast corner of the room you’ll find the Ilmater Holy Symbol.

8) In the southwest corner of 1F, go see Jerre Stoh again.  He’ll glady provide you with a Tear of Suffering.  You’ll get an XP bonus for it.

9) Make your way to CT1.  If you co-operated with your old friend Yqoug, you’ll see him here again as a full grown Barghest.  This time there is no deal to be made and he is intent on killing you.  If you brought along the bodies of a man, woman, child, and a dead cat, you can get an XP bonus for flustering him.  If your Initimidate skill is high enough, you can even get him to flee (Official Guide).

Yqoug now has the ability to churn out Sunfire spells, and remains formidable in physical combat.  Nonetheless, the party is powerful enough to first slaughter his Whelp helpers, and then gang up on him.

10) Click on the statue of Ilmater in this room.  Begin the ritual.  The statue of Iyachtu Xvim now takes a very sudden interest in what you’re doing.  He offers his own deal.  Instead of the ritual, he would either like you to kill ten innocents or Toral Sorn (either suffices).  If you comply, he’ll ensure that Isair, Madae and their allies cannot summon demons during your confrontation.

Whether you accept or not is a matter of your alignment (if you actually roleplay according to your alignment) and which you find most to your advantage during the final confrontation; unable to use the Pool of Radiance, or unable to summon demons.

Playing a good party, and finding my winning the game easier for tainting the Pool, I told him off.  He then sends an avatar of himself to kill the party.  He can dish out a lot of damage with his melee attacks, which also inflict energy drains.  He’s also fond of spells like Meteor Swarm and Fiery Cloud, which can be pretty aggravating since it is within a small space.  Needless to say, this is one horrific battle.  To make things worse, he summons up a bunch of demons to help him.

Preparation to the max beforehand is obviously essential.  Include Holy Aura and Mass Haste if you can.  I also placed summoned creatures along the south wall to hold up the demons.  Blunt weapons of +3 or greater damage are your best bet for bringing him down.  It can be hard to avoid the area of his spells, but do your best to stay out of them.  If you’re still having trouble, it may be worth your while to reconfigure your spells so that you have multiple instances of Heal and Mass Heal.  Once he falls he leaves behind:

Scimitar of Souls +3 (Energy Drain: -2 to attack bonus and damage, -10 to maximum hit points, fortitude save to avoid) This is Alliria’s weapon for the remainder of the game.  This is what I meant by Alliria having a more subtle fighting style.  With each hit of her scimitar, there’s a chance of an energy drain.  With each hit of her Dagger of Warding, there’s a chance of Slowness or Blindness.  A dangerous woman indeed.  Of course, I save Moonblade + Sulo’s Hook as a combination for undead.
Now that Xvim’s avatar has been destroyed, it is time to complete the ritual and get the XP bonus for it.  The Globe of Essence is now weakened.

11) Tell Toral Sorn in WT1 that you have completed the ritual to get an XP reward.

12) The Globe of Essence is in the northeast corner of 2F, guarded by Ruinlord Garuk Katah, another Neo-Orog Priest, two Slayer Knights of Xvim, and several other monsters like Half-Goblin Elites.  Since they’re not hostile to begin with, get in the first strike with high caliber spells.  The Slayer Knights here drop:

Greatsword of the Soulless +5 (2d4 hit points taken from target and added to the wielder, fortitude save to avoid) As good a two-handed sword as you’ll ever find in the game.

*** NOTE *** Among the dead bodies here, you’ll find a couple of Holy Symbols of Iyachtu Xvim.  Hold on to them.  They’re pertinent to the Ormis Dohor quest.

Once they’re done, ‘force attack’ the Globe itself.  Once it shatters you’ll get an XP reward.  The two Glabrezu Guards in Isair and Madae’s throne room now depart.

*** HofF ***


There are several Slayer Knights of Xvim here.  They become a real nuisance here because they possess so many immunities, and have their two-handed weapon damage augmented grossly by HofF conditions.  Plenty of summoned monsters beforehand of course.  Mass Heal for the very purpose of keeping your meat shields alive and fighting is recommended in earnest.  Have the fighters gang up on the one closest to your actual party members.  A tactic I often employed was to have Stygar poke one Slayer Knight with his Coward’s Blight enough times to produce the Slow effect a couple of times, and repeat upon another Slayer Knight.  Executioner’s Eyes is also very beneficial of course.

The Pool of Radiance
1) Now that the Globe has been destroyed and you’ve been gifted with a Vial of Elven Holy Water, it is time to do something about that Pool of Radiance that Isair and Madae use.

2) At the east end of the third floor, you’ll find Guards, Slayer Knights of Xvim, a Neo-Orog Priest, and some Half-Goblin Elites.  

3) The bridge and the hallways leading east from here are trapped.

4) On the other side of the bridge, at the east end of the third floor, you’ll find the Pool of Radiance.  Pour in the Vial of Elven Holy Water so that the evil twins can’t use it, and collect an XP reward.

Ormis Dohor and his Potion
1) Ormis Dohor is through the middle tower of WT1.  For details on the first level of the tower, see the Sending Puddy Talltale Home quest.

Ormis’ problem is that he has been transferred into a Lemure.  To return to his natural form, he needs a potion that is being held by an evil cleric named Tyrannar Brutai.

2) On CT2 is a massive battle against several Clerics of Iyachtu Xvim as well as a couple of Demon Knights.  Holy Words in sequence would be well in order here.  It will hold them still where your other spellcasters can blanket them with fire and such (at this point Alliria can also dish out Firestorm).

In the middle of the floor you’ll notice a very large skull-like mosaic.  This is the teleport circle to reach Tyrannar Brutai.  The problem is, every party member needs to carry a Holy Symbol of Iyachtu Xvim to be allowed through the portal.

Search among the dead bodies that are strewn about, and you’ll find two of the Holy Symbols.

3) At CT2 x590 y575 you’ll find some potions and a Dead Cat.

4) On CT3 is another massive battle which now includes Half-Dragons, Ruinlords, Elven Dread Warriors, Hatemasters, a Half-Orc, and Ruinlord Mayzom Col.

The usual cranking out high caliber spells first works here as well.  Mayzom will tend to hang back and cast spells.  This is where you can found out what the Arc of Gold combined with Arrows +5 is capable of (often 30+ damage).

5) There are two chests at the top part of CT3.  The one on the left has a returning poisoned dart, 2 Scrolls of Meteor Swarm, and a Cloak of Protection +2.  Now Akutagawa has a deflection bonus from an item as well.

6) Two more Holy Symbols can be found on 2F.  Check out note #12 of the Destroying the Globe of Essence quest.  

7) Another Holy Symbol can be found through the door at 3F x1125 y1750.  On the other side is a trap and two Slayer Knights of Xvim.  In the container in the room you’ll find:

the Holy Symbol

scroll of Iron Body

scroll of Black Blade of Disaster, if turning your wizard into a warrior is your thing then these spells are for you.  Mind you, the whole reason for including a wizard is to have an artillery piece firing at a distance.  These should probably be further back in line.

8) With enough Holy Symbols, you can now go through the teleport circle.  Prepare yourself beforehand obviously.  You now have to fight Tyrannar, a few more clerics of Iyachtu Xvim, and the ghosts of Sherincal, Guthma, and the Beastlord Harshom.

This battle can take a good while, because it is often necessary to spread the party out among the several spellcasters present in order to disrupt their spells.  Have someone with Heal closeby to Tyrannar, since he himself likes to use Harm.  Once they all fall, loot Tyrannar’s body for:

Brilliant Flail of Wounding (+5 enchantment, bypasses armor and shield bonuses, causes bleeding wounds)

Brutal Impact +3 (33% chance of +2d6 acid damage, 10% chance of 2d10 extra damage,   improves critical range by 1) Even though Sir Tirion’s abject preference is for the Holy Avenger, once in a while there is a monster that just won’t take slashing damage.  Brutal Impact is as good a weapon as any.

Tyrannar’s Band (+2 Wisdom, +2 Charisma) - Sir Tirion wears this ring.

Mithral Field Plate +2 (Armor bonus +10, maximum dexterity bonus +2) - Sir Tirion’s armor for the game, in combination with the Snow Leopard Charm.

Monk’s Antidote - what Ormis needs.

9) At CT4 x740 y800 you’ll find a Heavy Crossbow of Accuracy.

10) At CT4 x750 y340 you’ll find a Composite Shortbow of Endurance +2.

11) At CT4 x900 y325 you’ll find:

Morningstar +5

Fiery Spear +2 (improves critical range by 1, +2d6 fire damage)

a random powerful ring,

you can insist on forcing the ring of your choice by reloading the auto-save before you face Tyrannar.  My choice was Tymora’s Band (+3 luck bonus to all rolls).  I gave this ring to Sir Tirion, which will greatly improve his chances of landing critical blows as well (a suggestion I received from former SPer Anakha the Almighty)

12) Bring the antidote to Ormis Dohor.  You’ll get an XP reward, as well as his assistance in the final battle against Isair and Madae.

Intercepting the Half-Dragon Envoy
1) This quest is set in motion by telling Riki that you’ve completed the Ilmater Ritual.  She now tells you that Isair and Madae have been busily trying to forge an alliance with the Cabal of Dragonkins.  It is incumbent on you to intercept the arrival of the envoys from that Cabal.  With that, she departs.

2) The envoys plan on arriving on the top of the War Tower.  But you need a key to progress further into that Tower.  For the key, you must go to the Officer’s Tower.

3) On OT1 you’ll find two Chimeras guarding a doorway.  Inside is a whole bunch of Legionarres.  So far as I can tell, they are comprised of every foe you have thus far encountered within the Severed Hand.  Their teacher is a huge Orog named Sprawg, who leaves behind:

Monkey Paw of Discipline +3 - (extra attack, 15% chance of Emotion: Fear, 5% chance of Confusion)

4) On OT2 you’ll find two Greater Boneguards at the door.  On the other side is a class of evil Monks being taught by Morvyn.  If you’re feeling up for it, and you must be wary of getting Stunned and Quivering Palmed, Morvyn leaves behind:

Gohoin’s Secret Charm - +3 deflection bonus, regenerate 1 hit point every 10 rounds.

5) OT3 has various containers with items which by this point are rather mediocre.  Two notable exceptions:

x415 y635 Bolts +5

x505 y460 2 scrolls of Banishment

6) On OT4 you’ll find the Half-Goblin Captain of the Guard, Pudu, putting the moves on a Half-

Dragon named Vyxein.  A high enough bluff skill can convince Pudu to hand over the key.  Otherwise, a battle ensues.  You really have no choice but to fight them along the narrow spaces in between the benches.  This is a situation where packing two-handed weapons can help.  What I found was:

Pudu’s Blight +3 - a halberd that has a 25% chance of stunning for 2 round, a 50% chance of 2d6 damage, and a 10% chance of an extra 1d10 damage.

Gauntlets of Weapon Expertise - This is a random drop which is possible with several opponents within the Severed Hand, including Ruinlord Garuk Katah for example.  You’re bound to find one or more of them during the Severed Hand.  It was at this point that I found them.  I had Stygar wear them, which clearly enhances the Accuracy ability of his Balance axe.

his key

7) At OT4 x590 y360 you’ll find:

Heavy Crossbow +4

Bullets +5

8) At WT3 is another assortment of Slayer Knights, Orogs, Boneguards, and Demon Knights.  The tunnel leading west leads nowhere.  The gate can be unlocked with Pudu’s key.

9) At WT4 you’ll have to meet a vast array of forces split into two guards.  At the south end will be the usual run of Severed Hand forces lead by T’rsosl Malign.  At the north end will be a group of Half-Dragons led by Nalakora, who can dish out some pretty good damage with her fiery breath.  The Red Wizard, Nalakora, and the Slayer Knight should probably be singled out first before the others.  T’rsosl leave behind among other things:

School Cap (Intelligence +1) - Only the highest bonus can apply at a given time, but Emerson may as well wear it now that he’s got it.

The Climax
1) It is now time to prepare for your final confrontation.  To my usual daily preparations, I now add two more spells:

Mass Haste - it is obviously in your interest to maximize your number of attacks.

Holy Aura -  Isair and Madae are extremely high level as sorcerer and cleric respectively.  What is perhaps the biggest danger to the party is that Madae can hold the party still with Blasphemy spells in sequence.  This will allow the twins and their helpers to get a huge initiative on the party.  The point behind Holy Aura is the +25 spell resistance to the party members.  What this means is 42 SR for Sir Tirion, 50 SR for Akutagawa and Tithian.  

Go back down the stairs to WT3 and a mage named Buvai will teleport everybody to ...

1) It’s now time for the big showdown with Isair and Madae.  Helping them out will be some Drow elves of varying professions (monk, rogue, mage, and fighter), a Demonknight named Serak and Buvai.  Most of these will be at the south end of the throne room.  The twins will be at the north end.

Phase 1 - Sir Tirion, Akutagawa, and Tithian head north and attack Isair.  Once you bring one of the twins hit points to one third, it obliges them to flee for their Pool of Radiance. My personal preference is for Isair.  Enhanced by the Holy Aura spell, my Paladin, Monk, and Drow rogue/wizard are able to absorb anything the twins have to offer.

I appreciate that not everybody will have three characters with considerable Spell Resistance.  In this respect, a suggestion I can make is try using the Scrolls of Magic Protection found on the 3rd level of Dragon’s Eye if you’re confident that they can take on the twins in physical combat without the aid of magical buffers.  Don’t underestimate the twins in this respect though, since neither are slouches when it comes to using their scimitars and maces.  

The rest of the party goes to work in the south end.  First and foremost the party should seek out and kill Buvai who will summon monsters non-stop if you allow him to.  They then go to work on the others.  If you helped out Ormis Dohor, he and the other monks now appear to help out.

Phase 2 - The twins flee.  It’s now a matter of killing off everything else that remains in the room.  You then open the south door.

Phase 3 - If you completed the sanctification ritual and poured the Holy Water into the Pool of Radiance, the twins can’t use it.  If however you sided with Iyachtu Xvim, the twins can use the pool but during the course of the whole battle, demons could play no part (including the Glabrezu Guards tied to the Globe of Essence).

For my part, I found that I could handle the initial phase just fine with or without demons involved.  The fight is then much easier for not allowing the twins to bring themselves back to full strength.  Besides which, my party is on the side of good.

Now the objective is to bring one of the twins down to one quarter hit points.  Common sense dictates going straight for the one that you picked on earlier.  In my case, it is Isair.  Madae will again try to hold everyone in place with two Blasphemy spells in sequence.  Since the Holy Aura spell will likely have worn off by now, Sir Tirion and Akutagawa will have used Scrolls of Anti-Magic on themselves beforehand and step forward to absorb the Blasphemy spells.    

Phase 4 - Once the objective is achieved, Orrick shows up.  He explains what is going on even as the twins are getting pulled into Limbo along with the rest of the Severed Hand.  The only thing remaining is to get out through the stairs leading down in the center of the level.  Once you reach it, your mission is complete and Icewind Dale has been saved.

*** HofF ***


I have two Mass Hastes and two Holy Auras ready to go.  There’s an important reason why.  


This time, Sir Tirion, Akutagawa, and Tithian go straight for Madae instead of Isair.  The 

reason is that they’ll kill themselves on Isair’s Fire Shield: Blue.  Whenever Madae targets one of the

characters, have him run around and force Madae to follow around while the others hack away.  It 

sort of amounts to playing “tag, you’re it”.  It also reduces the game to arcade type action.  But hey, it’s HofF after all.  

In the meanwhile, Stygar and Alliria go straight for Buvai.  Emerson casts Mass Dominate on the Drow and forces them to turn on Isair.  The ideal is to have as many summoned creatures/allies as possible keeping Isair occupied while the rest of the party gangs up on Madae.  Once Madae is ‘Badly Wounded’, her and Isair will flee for the pool of radiance.


Before you leave the throne room, cast Mass Haste and Holy Aura again.  Now make for the Pool of Radiance, where the twins are with four Slayer Knights of Xvim.  You won’t last long if you stay in the room.  Make straight for the west side of the tower as fast as you can.  Any summoned creatures that were left in the throne room will now come out to help you.  Summon more if you need to.  As the Slayer Knights approach, Emerson casts Executioner’s Eyes.  With the help of your summoned fodder, take out the Slayer Knights instead of the twins.  Once they Slayer Knights are gone, I then go all out for Isair.  The problem with Madae is that she’ll cast Heal on herself, putting you back to square one.  On the other hand, Isair’s Fire Shield: Blue has worn off.  He’ll also take full damage from the Light of Cera Sumat and the Coward’s Blight.  The ideal becomes playing tag with Isair and wearing him down, and holding Madae in place with summoned monsters.  With persistence, and luck, victory will come.
*** THE END ***

Appendix 1: Party’s Inventory
Often your quest is easier simply for investing some thought into how you distribute items amongst your party members, and who can make better uses of various items.  At various points in the walkthrough, I’ve explained why a certain party gets a given item and why.  For reference, the inventory of each party member is provided below.  The index can be used to locate comments on a specific item.

Sir Tirion, M Aasimar Paladin


Akutagawa
1st Weapon Set: ‘Cera Sumat’ Holy Avenger

1st Weapon Set: bare hands

   Tower Shield +2


2nd Weapon Set: Sure Striking Short Sword

2nd Weapon Set: Brutal Impact +3


3rd Weapon Set: Darts

   Red Fang’s Tomb


Helm: Winter Wolf Cap

3rd Weapon Set: Sparrow +3



Necklace: Incandescent Blue Ioun Stone

   Tower Shield +1, +4 vs. missiles
Cloak: Cloak of Protection +2

4th Weapon Set: Reflexive Short Sword +1

Gloves: Bracers of Defence +4

Helm:
Black Hands of Shelgoth


1st Ring: Ring of Hearty Strength

Necklace: Snow Leopard Charm


2nd Ring: Chameleon Ring of Dexterity

Cloak: Farmer’s Cloak



Belt: Sash of the Black Raven

Armor: Mithral Field Plate +2


Boots: Shifter’s Boots

Gloves: Brazen Bands

1st Ring: Tyrannar’s Band

2nd Ring: Tymora’s Band
Belt: Little Giant

Boots: Boots of Speed

Stygar, M Gold Dwarf Battleguard of Tempus
Alliria, F Human Druid/Ranger
1st Weapon Set: Balance



1st Weapon Set: Scimitar of Souls
  Large Shield +2




   Dagger of Warding

2nd Weapon Set: Cloudkiss +3


2nd Weapon Set: Arc of Gold

   Tower Shield +1, +4 vs. missiles 
3rd Weapon Set: Ice Spear +4

3rd Weapon Set: Backblighter +2


4th Weapon Set: Moonblade of Selune
4th Weapon Set: Club of Disruption




   Sulo’s Hook

   Barbarian’s Shield


Helm: White Wyrm’s Maw

Helm: Winter Wolf Cap



Necklace: Druid’s Stone

Necklace: Houndstooth Collar


Cloak: Nature’s Vengeance

Cloak: Cloak of Protection +2


Armor: Zuvembie

Armor: Full Plate Mail +1



Gloves: Bracers of Archery

Gloves: Gauntlets of Weapon Expertise

1st Ring: Ring of the Wise

1st Ring: Every God Ring



2nd Ring: Ring of the Warrior
2nd Ring: Ring of Freedom of Movement

Belt: Black Goat Girdle

Belt: Dragon Belt




Boots: Boots of Grounding

Boots: Boots of the North

Tithian, M Drow Rogue/Wizard

Emerson, M Tiefling Wizard
1st Weapon Set: Brilliant Short Sword +5
1st Weapon Set: Greater Staff of Spell Resistance +5

2nd Weapon Set: Iron Arbalest

2nd Weapon Set: Poisonfang +2


Helm: Swing from the Masts


Helm: School Cap

Necklace: Flame Dance Talisman

Necklace: Lucky Knucky

Cloak: Cloak of Displacement

Cloak: Cloak of Displacement

Armor: Chain of Drakkas


Armor: Master’s Robe

Gloves: Periapt of Wound Closure

Gloves: Bracers of Icelandic Pearl

1st Ring: Wizard’s Ring


1st Ring: Cold Reflection

2nd Ring: Ring of Protection +3

2nd Ring: Ring of Protection +3

Belt: Sash of Shadows


Belt: Girdle of Piercing

Boots: Chimandrae’s Slippers

Boots: Boots of Avoidance






Appendix 2: Heart of Fury Inventory

A look at my party’s inventory upon finishing Heart of Fury.  You may notice that some of these items are not specifically mentioned in the body of the walkthrough, or in the index.  The reason is that you should also notice that they’re Heart of Fury versions of an item already found in normal mode.
Sir Tirion, M Aasimar Paladin


Akutagawa
1st Weapon Set: ‘Light of Cera Sumat’

1st Weapon Set: bare hands

   Golden Heart of ‘Sir Tirion’
2nd Weapon Set: Sure Striking Short Sword

2nd Weapon Set: Brutal Impact +5


3rd Weapon Set: Darts

   Tower Shield +2


Helm: Winter Wolf Cap

3rd Weapon Set: Sun-kissed Sparrow


Necklace: Incandescent Blue Ioun Stone

   Tower Shield +1, +4 vs. missiles
Cloak: Cloak of Protection +2

4th Weapon Set: Reflexive Short Sword +1

Gloves: Bracers of Defence +4

Helm:
Black Hands of Shelgoth


1st Ring: Ring of Hearty Strength

Necklace: Medallion of Dawn


2nd Ring: Chameleon Ring of Dexterity

Cloak: Blessed Farmer’s Cloak


Belt: Binding Sash of the Black Raven

Armor: Celestial Aura




Boots: Nimble Shifter’s Boots

Gloves: Brazen Bands

1st Ring: High Tyrannar’s Band

2nd Ring: Tymora’s Band

Belt: Dwarven Ogre
Boots: Shifter’s Boots
Stygar, M Gold Dwarf Battleguard of Tempus
Alliria, F Human Druid/Ranger
1st Weapon Set: Coward’s Blight


1st Weapon Set: Scimitar of Souls










Dagger of Warding

2nd Weapon Set: Stormshifter



2nd Weapon Set: Arc of Mithral
   Tower Shield +1, +4 vs. missiles 
3rd Weapon Set: Ice Spear +4

3rd Weapon Set: Scales of Balance


4th Weapon Set: Moonblade of Selune



Large Shield +2




Baron Sulo’s Hook

4th Weapon Set: Club of Disruption




   Barbarian’s Shield


Helm: White Wyrm’s Maw

Helm: Horrific Black Hands of Shelgoth

Necklace: Druid’s Stone

Necklace: Vghotan’s Band



Cloak: Nature’s Fury
Cloak: Farmer’s Cloak



Armor: Zuvembie’s Impunity
Armor: Full Plate Mail +1



Gloves: Bracers of Archery

Gloves: Gauntlets of Weapon Expertise

1st Ring: Every God Ring

1st Ring: Every God Ring



2nd Ring: Ring of the Warrior

2nd Ring: Ring of Regeneration


Belt: Black Goat Girdle

Belt: Dragon Belt




Boots: Boots of Grounding

Boots: Boots of the North

Tithian, M Drow Rogue/Wizard

Emerson, M Tiefling Wizard
1st Weapon Set: Brilliant Short Sword +5
1st Weapon Set: Greater Staff of Spell Resistance +5

2nd Weapon Set: Mithral Arbalest

2nd Weapon Set: Poisonfang +2


Helm: Swing from the Masts


Helm: School Cap

Necklace: Sunfire Talisman


Necklace: Lucky Knucky

Cloak: Cloak of Displacement

Cloak: Cloak of Displacement

Armor: Chain of Drakkas’ Fury

Armor:  High Master’s Robe

Gloves: Periapt of Wound Closure

Gloves: Bracers of Icelandic Pearl

1st Ring: Wizard’s Ring


1st Ring: Cold Steel Reflection

2nd Ring: Ring of Protection +3

2nd Ring: Ring of Protection +3

Belt: Sash of Shadows


Belt: Girdle of Piercing

Boots: Chimandrae’s Slippers

Boots: Boots of Avoidance
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