deposit extra gold

check masteries

use up all the prac and trains (hprac skills, or drop into hp mana)

****Don't summon any pets until you're past the initial area/align changing mobs. They'll get stuck there.
This is an align remort. You can change align in the remort (if neutral), or before entering.

BRING INVIS POTIONS

Possible eq:

You are using:
<used as lights> (1vl 0) (Glowing) a divine sphere of light
<worn on fingers (1vl 93)

The Genji Glove ==

--== The Champion Belt ==--

[|1 Shinra Ultra [|]
[|1 Shinra Ultra [|]

Your equipment is stronger than expected for your level.

NESW 7273/7273hp 4417/4417[4693]mn 2073/2084mv 0 0 -1000 1991 97, NESW
city 2pm R Along Siege Road |
s




Cyborg Guard railroad spike
The Sheriff of Vastu rotting corpse

farmer sovard Denkar Nolt
a Thief Guard
these train tracks are in complete shambles
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center of vastu

heading north

entrance to vastus

south side of vastus (ben
western edge of vastus
northwestern intersection
northeastern intersection
southwestern intersection
a crater

desert road

before a chapel

the northern chapel

on the desert path

on the railroad tracks
toward a buildin

a bend in the road
toward the powerplant
bottom of a building
before the powerplan
west of vastus

on train tracks

toward a research facility
before a research facility
inside the research facilit
a shack along the tracks (
hidden tunnel (thief/scorp
walking near a building
an intersection

makeshift shelte

a tunnel

before the control station
inside the control station
train depot

storage room

the farm house
fields



First mobs you see are to change align with only via killing, but this doesn't work well and you should prepare your alignment prior to entering. Moving
around outside will cause you to take dmg periodically. Hyenas and Sandstorms can be aggroed, with high cha, anti-aggro, or invis type skills being useful
for avoiding them. So don't afk/regen outside unless on bench, get going on objectives straight away, and avoid outside/aggro as much a spossible. You
complete 4 tasks to earn 4 tokens to finish the remort. Different tasks based on your align. You'll need some gold (upwards of 20k), but there is a banker
inside. Use him as needed, and to sell off and deposit any extra gold gained inside before finishing. Fights can be fairly challenging. Prep decently.
Obviously bring sancs, cure poison for good align runs definitely, idk about evil. More Sanc, haste+giant+frenzy+bless, and cure blind pills can be bought
inside, but they're real expensive.

If Good_Alignment:

First, find Ravik and wait until he talks enough to give you the PPlant key.

Then go to the Powerplant N/NE/N of center to kill the guard (doesn't repop)

Then go get the Power Glove (5k+ in shop) on the way to Thief (kill for Power Crystal). Buy the Spike Hammer if you have enough already. There is a
banker if you need to withdraw/deposit money.

Wear the power glove to take less damage from Crystal while you move, Take crystal inside to engineer, say key, leave, come back, he takes crystal for first
token.

Go talk to the historian Emarda (east before Pplant), wait till he mentions the train tracks, say yes and head to Denkar (Southwest side) to kill 4 (hidden) rats
at once in the trains. (your pets will get stuck if you try to bring them here).

This is the hardest fight. Rats are all in porcupine. Keep the main one you are hitting destanced as much as possible or area nuke with mana shield, etc.
Cactus Stews (cure morts) will likely be saved for here. You'll get a long sanc and bless from her.

Head back to Denkar and he gives you a key to the storage room east + south of him, go get all and merge rail slat, and head towards the start and go all N,
W looking for a spike on the floor (get), go to broken train tracks (west from Center and then you can scan for them N or S), drop track at them
(replacement), try hammer spike, and head back to the Historian for your 2nd Token.

Go to farmer, say yes, talk to his wife 2s, go kill 4 of the 5 locusts all N and go back to the wife for 3rd token. Chair west of farmer for regen.

Now you head to the science lab (diff from power crystal building) where the Cyborg Guard waits. Hits hard, wears a badge if he ever repops that you need
to wear to get past again. | recommend coming back to do this part last then he won't repop ever in time.

Once in, then you give note from farmer to the Northern(western) scientist, WAIT, he will give you a plant.

Lab Manager must be killed on the way out of the lab with the plant in inv. She is the only caster and has e drain, but is still pretty easy. Then head back to
farmer, give plant, if prompted say it's free/no charge? Should have 4 tokens, bring all north of center to complete.



If Evil_Align:
spellup full, bring see through invis pots if need/want, enter

Summary:

You're going to make a bomb and blow it all up. Need 4 Hex tokens to do that, so you're collecting those first.

Token 1:

Find Ravik and wait until he gives you a key to the Power Plant, Get power glove from shop, Kill the guard out the front then go inside and kill the Chief
Engineer, wear power glove, then go and grab the Power Crystal, it is cursed and removes hp when you move. From the center of town you need to find the
Thief he is hidden behind a door

Token 2:

The Sheriff of Vastus, 2sw of The Crater (that's also an inside square), "A Tunnel"

Token 3:

Head southwest out of the main town until you find Farmer Soward. Say Yes to get an item off him then go back to the train tracks and head all north to the
entrance of the Research Facility. Kill the Cyborg Guard and wear the badge and go inside and get the Plant Formula from the Scientist. Run back to the
Farmer and say 1000 gold to get your token.

Token 4:

You'll get it just before the end. The last walk is cut-and-pasted below. Go see the Historian in the house then look for Denkar 3sw,2s,sw,e from the center
of town and smack him up. Go east, unlock and open south, grab the wireless transmitter and the detonator.

EVIL ALIGN:

remort enter

A Desolate Road

[Exits: west]

BE INVIS
gt unalias g;w;w;sw;nw;n;w;w;w;w;g all cactus;
gt May want to kill a hyena or two here for their cactus merge and/or corpse, but most should be fine.



Let your soul guide you. Stay true to the path you choose.
Only neutral players make change their alignment.

Remember the 'try' command. It will be used.

Read everything. Take notes. Be patient.

Do your best. Don't let failure discourage you.

Entrance to Vastus

[Exits: north east west southeast]

NEWSe 7451/7506hp 7477/7477[9203]mn 2246/2345mv 0 0 -1000 1 97,
desert 9am R S Entrance to Vastus
Cactus |- A Large -|- Cactus -|

NEWSe 7451/7506hp 7477/7477[9203]mn 2246/2345mv 0 0 -1000 1 97,
desert 9am R S Entrance to Vastus

NEWSe 7427/7506hp 7477/7477[9203]1mn 2246/2345mv 0 0 -1000 1 97,
desert 9am R S Entrance to Vastus |

A fierce burst of sand wails through the air, stinging your bod

c invis

w;w;w;g all prickly;w;n;n;ne;s;buy glove;buy pipe;n;sw;s;s;e;e;e;n;n;fol ravik




gt If not at ravik, hunt/scan nearby, or always at room A Crater at start hopefully?
gt Do additional prep here while waiting for key, summoners in particular. Could be a few mis.

[Exits: north east south]

NES 7475/7506hp 7477/7477[9203]mn 2243/2345mv 0 0 -1000 1 97, NES
desert 1lpm R S A Crater |
says 'An oasis from the gods! The eighth wonder of the world they sai

says 'Nothing more than a beach without water.'

NES 7475/7506hp 7477/7477[9203]mn 2243/2345mv 0 0 -1000 1 97, NES
desert 1lpm R S A Crater |

gt Ravik at A Crater will give a key after some time when following him, Ravid does move, directions are from A Crater;

'You know... You seem like a shady fellow. Maybe you can go give the Chief'

'Engineer a piece of your mind on my behalf! I've been holding onto the key'

'for a while now, but I'm too old to be picking a fight. You should be able'

'to break into the powerplant and tell him off. Just rough him up a bit, ya know?'
A Key to the Powerplant

gt After getting key from Ravik
gt from A Crater;fol self;e;e;n;e;u

Second Story




[Exits: down northwest]

Emarda the Historian says 'Ahh hello traveler. Not a familiar face to me.'

Emarda the Historian

Emarda the Historian says 'Oh... did you know.. Denkar.. Sweet Denkar.. He's going to fix up our train'
Emarda the Historian says 'tracks nice and good. We haven't been able to trade with anyone outside the'
Emarda the Historian says 'desert in a long time.. but the new train tracks are almost done! What a'

Emarda the Historian says 'gift from the gods to have them back. It was such a tragedy when we lost them.'
Emarda the Historian says 'I hope our good deeds please the gods and we are never punished like that again.'

DNw 6794/7506hp 7477/7477[9203]mn 2318/2345mv 0 0 -1000 1 97, DNw
inside 6pm R Second Stor

gt you're at Emarda, this is an inside square;

gt we're heading to the guard, you'll need to spellup, summon, prep for first fight at basic guard (has reflection);

d;w;gt get ready for fight to the north. he's resist weapons, sanc'd, and doesn't die easily. Best are physical attacks? not hand, puncture?

Toward the Powerplant

[Exits: north east south]

NES 7331/7506hp 7477/7477[9203]mn 2336/2345mv 0 0 -1000 1 97, NES

desert 3am R Toward the Powerplant |

You tell the group, 'get ready for fight to the north. he's resist weapons, sanc'd, and doesn't die easily. Best
physical attacks? not hand, puncture?'

n
Before the Powerplant




[Exits: south (west)]

BLASPHEMOUS

bench is... in the sun. so rest at historian (Emarda) or somewhere inside
gt once dead,;
g corpse;unlock west;open w;w;w;w;w;nw;open n;gt get read for fight to the north

Inside the Powerplant

[Exits: (north) southeast southwest]

SeSw 5427/7506hp 6689/7539[9265]mn 2340/2345mv 0 0 -1000 1 97, SeSw
inside 2am BFghS Inside the Powerplant |

NSeSw 5427/7506hp 6689/7539[9265]mn 2340/2345mv 0 0 -1000 1 97, NSeSw
inside 2am BFghS Inside the Powerplant |
You tell the group, 'get read for fight to the north'

gt SPELL UP;
alias ff action flee south;
gt north when ready




n
The CE's Office

[Exits: southl]
'What the hell? Who let you in!?'
MUTILATES

DISMEMBERS
PULVERIZES

DEMOLISHES

UNSPEAKABLE

'Only in the cruelest of worlds do the sinister outlive the righteous.'
'"My ghost will haunt that petty thief for the rest of his life.'

once dead
c invis
g corpse;s;sw;w;wear 'power glove';g all;e;ne;se;e;e;e;e;s;s;w;w;n;n;w;w;sw;s;open down;d;se;u;e;nw;w;ne;drink puddle;sw;s;o comp sleep ben;sleep bench




Power Core

Power Crystal
[Exits: east]
E 2851/7506hp 1148/7539[9265]mn 2343/2345mv 0 0 -1000 1 97, E
inside 8am BFghS Power Core |
* Sci lating ud *
Power Gloves
E 2851/7474hp 1148/7018([8744]mn 2343/2327mv 0 0 -1000 1

inside 8am BFghS Power Core
Glowing Power Crystal

[Exits: east down]

exclaims 'The crystal! You found it!'

says 'Come back when you've killed the bloody Engineer. '

says 'Well... word travels quick, Lebhaft. As promised, here's your reward.'
says 'Many consider it a punishment, but I collect these like they're good luck charms.'
Hex Token

Northeastern Intersection




[Exits: east southwest]

ESw 148/7474hp 1148/7018[8744]lmn 2250/2327mv 0 0 -1000 1 97, ESw
desert 8am BFghS Northeastern Intersection |

South Side of Vastus

[Exits: north east south]

NES 1324/7474hp 1148/7018[8744]mn 2315/2327mv 0 0 -1000 1 97, NES
desert 8am BFghS South Side of Vastus |

gt WATCH THE SUN

desert 2pm BFghS South Side of Vastus |
group

7425 4836 4836
2585 4423 2327

NES 2585/7474hp 4423/7018[8744]mn 2327/2327mv 0 0 -1000 1 97, NES




desert 2pm BFghS South Side of Vastus |

NES 2695/7474hp 5187/7018[8744]lmn 2327/2327mv 0 0 -1000 1 97, NES
desert 3pm BFghS South Side of Vastus |
group

gt underground is safe, from bench wake and go n sw sw;wake;n;sw;sw
wake;n;sw;sw;rest;0 com sleep
gt this also puts you at the Sherrif for token number 2.

gt We got Token 1

Token 2: Southwest from the sign is the Sheriff Vastus, go bash his head in for a token.

[Exits: northeast southwest]

o com engage

NeSw 7474/7474hp 5977/7018[8744]mn 2327/2362mv 0 0 -1000 1 97, NeSw
underground 10pm BFGHS A Tunnel |




DISMEMBERS
DISEMBOWELS
MANGLES
PULVERIZES

NeSw 4971/7474hp 1250/7018[8744]mn 2165/2362mv 0 0 -1000 1 97, NeSw
underground 12am BFGHS 9340 (76%) A Tunnel |

BLASPHEMOUS

The Sheriff of Vastus asks 'How can you have no conscious? No morals?'
The Sheriff of Vastus says 'Just as well... The Keeper of Destiny must have no conscious either'
The Sheriff of Vastus says 'to let this happen'

A Desert Eagle
A Desert Eagle
A Desert Eagle

gt We got Token 2

gt heal up;o com sleep;sleep,gt then for token 3

gt now to farmer (from sheriff);
gt be invis;c mass;
gt be invis;g corpse;sw;nw;n;w;w;w;s;s;w;w;w;s;say yes;n;e;e;e;n;n;n;ngt spellup, hard guard to the north;

[Exits: northeast southwest]

NeSw 7474/7474hp 6956/6956[8682]mn 2362/2362mv 0 0 -1000 1 97, NeSw
underground 7am FGH A Tunnel




NeSw 7474/7474hp 6100/6956[8682]mn 2362/2362mv 0 0 -1000 1 97, NeSw
underground 7am FGHS A Tunnel |
shr

NeSw 7474/7474hp 5412/6956[8682]mn 2362/2362mv 0 0 -1000 1 97, NeSw
underground 7am  FGHS A Tunnel |
pc fade

NeSw 7474/7474hp 5372/6956[8682]mn 2362/2362mv 0 0 -1000 1 97, NeSw
underground 7am  FGHS A Tunnel |
c mass

NeSw 7474/7474hp 5479/6956[8682]mn 2362/2362mv 0 0 -1000 1 97, NeSw

underground 8am  FGHS A Tunnel |
g corpse
sw

nw

n s £ s 0ns £ g8




NeSw 7474/7474hp 5479/6956[8682]mn 2362/2362mv 0 O -1000 1 97, NeSw
underground 8am  FGHS A Tunnel |
On the Railroad Tracks

The Farm House

[Exits: south west southwest]

Farmer Sovard

Farmer Sovard asks 'Hey der' Lebhaft! We finally got da crops to grow well! Ain't dat somethin'?'
Farmer Sovard says 'Da new formula from da scientists is workin' great! Hey... You think you'
Farmer Sovard says 'could go fetch some more for meh? It would really help me out.'

NSWSw 7474/7474hp 5479/6956[8682]mn 2305/2362mv 0 0 -1000 1 97, NSWSw
inside 8am FGHS The Farm House |
You say 'yes'
Farmer Sovard says 'Swell! Thanks Lebhaft. Here's da re-order invoice dey said to use.'
Farmer Sovard A Reorder Invoice

Toward a Research Facility

[Exits: north south]




gt 4 south of Cyborg, (3 south of the square where you should be now) is an inside square to rest if needed;

gt n when rdy to fight Cyborg, hardest fight, and aggro;

ol
Before a Research Facility

[Exits: south west]

DECIMATES A Cyborg Gu

Cy
Cy
Cy
Cy DEVASTATES
MAULS
MANGLES A Cy g Gu

A Cy g Gu

SW 6112/7474hp 5886/6956[8682]mn 2346/2362mv 0 0 -1000 1 97, SW
desert llam FGHS Before a Research Facilit

SW 1257/7474hp 1843/6956[8682]mn 2159/2362mv 0 0 -1000 1 SW
desert 2pm FGHS 5030 (40%) Before a Research Facility |

A Cy g Gu
A Cy g Gu
RIDICULOUS

A Shiny Axe




once dead,
c invis
g all cyborg;g corpse;w;nw;n;w;e;s;se;e;s;s;s;s;s;w;w;w;s;say 1000;n;e;e;e;n;n;e;e;se;se;s;s;SwW;s;e

Before a Research Facility

[Exits: south west]

SW 1561/7474hp 2186/6956[8682]mn 2341/2362mv 0 0 -1000 1 97, SW
desert 6pm FGHS Before a Research Facility |

sac cor

SW 2860/7474hp 3248/6956[8682]mn 2341/2362mv 0 0 -1000 1 97, SW
desert 6pm FGHS Before a Research Facility |

SW 2922/7474hp 3374/6956[8682]mn 2362/2362mv 0 0 -1000 1 97, SW
desert 7pm FGHS Before a Research Facility |

C mass

SW 2907/7474hp 3351/6956[8682]mn 2362/2362mv 0 0 -1000 1 97, SW
desert 7pm FGHS Before a Research Facilit

all cyborg
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SW 2907/7474hp 3351/6956[8682]mn 2362/2362mv 0 0 -1000 1 97, SW
desert 7pm FGHS Before a Research Facility |

SW 2907/7474hp 3351/6956[8682]mn 2362/2362mv 0 0 -1000 1 97, SW
desert 7pm FGHS Before a Research Facility |




Inside the Research Facility

[Exits: east southl]

A Lab Scientist says 'Hi Lebhaft! Farmer Sovard mentioned that you would be stopping by. Normally I have to'
A Lab Scientist says 'charge 1000 gold coins for this formula, but I think I'll do this one for free.'
A Lab Scientist asks 'You know... to help him get back on his feet. Can you take this back to him?'

A Special Plant Formula

The Farm House

[Exits: north south west southwest]

Farmer Sovard
Farmer Sovard exclaims 'Lebhaft! It looks like you were able ta get over to da research fuh-cill-it-ee!'
Farmer Sovard asks 'How much do I owe ya for da plant food?'

NSWSw 2892/7474hp 3351/6956[8682]mn 2310/2362mv 0 0 -1000 1 97, NSWSw
inside 7pm  FGHS The Farm House |

You say '1000'

Farmer Sovard says 'W... Wow. Dats almost everything dat I earned wit the last batch...'
Farmer Sovard says 'But I guess I could pay. I'll have to raise prices.'
Farmer Sovard says 'Dis ain't gon' go well wit da people of Vastus.'

A Special Plant Formula Farmer Sovard

Farmer Sovard A Special Plant Formula

Farmer Sovard

Farmer Sovard exclaims 'Hey!! you scoundrel! Dis was supposed to be free!'
Farmer Sovard exclaims 'CURSE YOU!'

Farmer Sovard Hex Token

the Control Station




[Exits: east west]

gt We got Token 3
gt BUT, we're burning in the sun.

gt e and quickly order all to sleep, Denkar will expel us from the room, but the comp stays sleeping in the room

gt go EAST and kill him, quickly attack before he kicks you out.

e
Inside the Control Station

[Exits: east west]

Denkar
Denkar says 'Mofashi... Just what are you doing in this town anyway? You seem like'
Denkar says 'you're up to no good. I think it's best for you to leave.'

EW 5632/6578hp 4502/4677[5249]mn 2212/2277mv 0 0 -1000 1816 97, EW
inside 6pm GHS Inside the Control Station |
o all k den
Denkar exclaims 'You vile filth. I knew you were trouble!'

Denkar

Denkar
Denkar

Denkar
Denkar

Denkar
INSANE
Denkar
Denkar mutters with his final the heavens curse our spirit be damned!'




A Shiny Axe

/*\ /*\

Power Gloves

Cactus
A K t




After Denkar
c invis
g corpse;e;unlock s;open s;s; g all;n;w;w;w

get sanc case
eat sanc

EW 6822/6822hp 4390/4677[5249]mn 2277/2277mv 0 0 -1000 1816 97, EW
inside 6am GH Inside the Control Station |

EW 6822/6822hp 4390/4677[5249]mn 2277/2277mv 0 0 -1000 1816 97, EW

inside 6am GH Inside the Control Station |
Inside the Control Station

[Exits: north (south) west]

NW 6822/6822hp 4390/4677[5249]mn 2276/2277mv 0 0 -1000 1816 97, NW
inside 6am GH Inside the Control Station |

NW 6822/6822hp 4390/4677[5249]mn 2276/2277mv 0 0 -1000 1816 97, NW
inside 6am GH Inside the Control Station |




NSW 6822/6822hp 4390/4677[5249]mn 2276/2277mv 0 0 -1000 1816 97, NSW

inside 6am GH Inside the Control Station |
A Storage Locker

[Exits: north]

N 6822/6822hp 4390/4677[5249]mn 2275/2277mv 0 0 -1000 1816 97, N
inside 6am GH A Storage Locker |

Wooden Slats
A wireless transmitter

N 6822/6822hp 4390/4677[5249]mn 2275/2277mv 0 0 -1000 1816 97, N

inside 6am GH A Storage Locker |
Inside the Control Station

[Exits: north south west]

NSW 6822/6822hp 4390/4677[5249]mn 2274/2277mv 0 0 -1000 1816 97, NSW

inside 6am GH Inside the Control Station |
Inside the Control Station

[Exits: east west]




EW 6822/6822hp 4390/4677[5249]mn 2273/2277mv 0 0 -1000 1816 97, EW
inside 6am GH Inside the Control Station |
Before the Control Station

[Exits: east west]

EW 6822/6822hp 4390/4677[5249]mn 2270/2277mv 0 0 -1000 1816 97, EW

desert 6am GH Before the Control Station
On Train Tracks

[Exits: north east south southwest]

sw;w;n;s;merge bomb wireless;drop bomb;n;try detonate bomb

merge bomb wireless
drop bomb

n

try detonate bomb
On Train Tracks

[Exits: west northeast southwest]




WNeSw 6641/6822hp 4574/4677[5249]mn 2274/2277mv 0 0 -1000 1816 97, WNeSw

inside 8am GHS On Train Tracks |
On Train Tracks

[Exits: north east southwest]

NESw 6641/6822hp 4574/4677[5249]mn 2273/2277mv 0 0 -1000 1816 97, NESw

inside 8am GHS On Train Tracks |
On Train Tracks

[Exits: north south west]

NSW 6641/6822hp 4574/4677[5249]mn 2272/2277mv 0 0 -1000 1816 97, NSW
inside 8am GHS On Train Tracks |

On Train Tracks

[Exits: north south west]

NSW 6641/6822hp 4574/4677([5249]mn 2271/2277mv 0 0 -1000 1816 97, NSW
inside 8am GHS On Train Tracks |
A wireless transmitter

NSW 6641/6822hp 4574/4677([5249]mn 2271/2277mv 0 0 -1000 1816 97, NSW
inside 8am GHS On Train Tracks |




NSW 6641/6822hp 4574/4677[5249]mn 2271/2277mv 0 0 -1000 1816 97, NSW
inside 8am GHS On Train Tracks |
On Train Tracks

[Exits: north south west]

NSW 6641/6822hp 4574/4677([5249]mn 2270/2277mv 0 0 -1000 1816 97, NSW

inside 8am GHS On Train Tracks |

A loud explosion booms in the near distance, violently throwing you to the ground.
Pieces of the train tracks go flying by, barely missing your head.

The is thrown from your hands, shattering as it lands.

gt You will get the fourth token in the walk:
gt this will take you back, deposit all gold, and turn in all 4 hex tokens:
n;e;e;e;e;e;e;n;ne;e;n;e;u;d;w;s;w;sw;w;nw;dep all;se;e;n;n;n;n;s;n;s;n;s;n

Done.

A loud explosion booms in the near distance, violently throwing you to the ground.
Pieces of the train tracks go flying by, barely missing your head.
The is thrown from your hands, shattering as it lands.

NSW 5853/6822hp 4192/4677([5249]mn 2270/2277mv 0 0 -1000 1816 97, NSW
inside 8am GHS On Train Tracks |

A powerful gust of sand prickles your body!

NSW 5795/6822hp 4164/4677[5249]mn 2270/2277mv 0 0 1816 97, NSW
inside 8am GHS On Tracks |

A powerful gust of sand prickles your body!

NSW 5764/6822hp 4150/4677[5249]mn 2270/2277mv 0 0 -1000 1816 97, NSW
inside 8am GHS On Train Tracks |

Sand whips through the air, violently stinging you!




NSW 5717/6822hp 4128/4677[5249]mn 2270/2277mv 0 0 -1000 1816 97, NSW
inside 8am GHS On Train Tracks |

A fierce burst of sand wails through the air, stinging your body!

NSW 5730/6822hp 4266/4677[5249]mn 2277/2277mv 0 0 -1000 1816 97, NSW
inside 9am GHS On Train Tracks |
n
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On Train Tracks




[Exits: north east south west]

NESW 5730/6822hp 4266/4677[5249]mn 2274/2277mv 0 0 -1000 1816 97, NESW
desert 9am GHS On Train Tracks |
On Train Tracks

[Exits: east west]

EW 5730/6822hp 4266/4677[5249]mn 2268/2277mv 0 0 -1000 1816 97, EW
desert 9am GHS On Train Tracks |
On Train Tracks

[Exits: east west northeast southeast]

EWNeSe 5730/6822hp 4266/4677[5249]mn 2262/2277mv 0 0 -1000 1816 97, EWNeSe
desert 9am GHS On Train Tracks |
On the Railroad Tracks

[Exits: north east south west]
An old corpse, now a skeleton, lies here.




NESW 5730/6822hp 4266/4677[5249]mn 2256/2277mv 0 0 -1000 1816 97, NESW
desert 9am GHS On the Railroad Tracks |

NESW 5713/6822hp 4259/4677[5249]mn 2256/2277mv 0 0 -1000 1816 97, NESW
desert 9am GHS On the Railroad Tracks
West of Vastus

[Exits: east west]
get herb
EW 5713/6822hp 4259/4677([5249]mn 2250/2277mv 0 0 -1000 1816 97, EW

desert 9am GHS West of Vastus |
Western Edge of Vastus

[Exits: north east west]

NEW 5713/6822hp 4259/4677[5249]mn 2244/2277mv 0 0 -1000 1816 97, NEW
desert 9am GHS Western Edge of Vastus
Center of Vastus

[Exits: north east south west northeast southwest northwest]



NESWNeSwNw 5713/6822hp 4259/4677[5249]mn 2238/2277mv 0 0 -1000 1816 97, NESWNeSwNw
desert 9am GHS Center of Vastus |
Heading North

[Exits: north south west northeast]

NSWNe 5713/6822hp 4259/4677[5249]mn 2232/2277mv 0 0 -1000 1816 97, NSWNe
desert 9am GHS Heading North |
Toward a Building

[Exits: east west southwest]

EWSw 5713/6822hp 4259/4677[5249]lmn 2226/2277mv 0 0 -1000 1816 97, EWSw
desert 9am GHS Toward a Building |

A Bend in the Road

[Exits: north west]

NW 5713/6822hp 4259/4677[5249]mn 2220/2277mv 0 0O -1000 1816 97, NW
desert 9am GHS A Bend in the Road |
Toward the Powerplant

[Exits: north east south]




NES 5713/6822hp 4259/4677[5249]mn 2214/2277mv 0 0 -1000 1816 97, NES
desert 9am GHS Toward the Powerplant |
Bottom of a Building

[Exits: west upl]

WU 5713/6822hp 4259/4677[5249]mn 2208/2277mv 0 0 -1000 1816 97, WU
desert 9am GHS Bottom of a Building |
Second Story

[Exits: down northwest]

Emarda the Historian exclaims 'You... You wretched, nefarious, SCOUNDREL!'
Emarda the Historian asks 'You destroyed our train tracks! How could you!?'
Emarda the Historian says 'May you be forever cursed. May the gods smite you.'
Emarda the Historian

DNw 5713/6822hp 4259/4677[5249]mn 2205/2277mv 0 0 -1000 1816 97, DNw
inside 9am GHS Second Story |
Bottom of a Building

[Exits: west upl]




WU 5713/6822hp 4259/4677[5249]mn 2202/2277mv 0 0 -1000 1816 97, WU
desert 9am GHS Bottom of a Building |
Toward the Powerplant

[Exits: north east south]

NES 5713/6822hp 4259/4677[5249]mn 2196/2277mv 0 0 -1000 1816 97, NES
desert 9am GHS Toward the Powerplant |
A Bend in the Road

[Exits: north west]

NW 5713/6822hp 4259/4677[5249]mn 2190/2277mv 0 O -1000 1816 97, NW
desert 9am GHS A Bend in the Road |
Toward a Building

[Exits: east west southwest]

EWSw 5713/6822hp 4259/4677[5249]mn 2184/2277mv 0 0 -1000 1816 97, EWSw

desert 9am GHS Toward a Building |
Heading North

[Exits: north south west northeast]




NSWNe 5713/6822hp 4259/4677[5249]mn 2178/2277mv 0 0 -1000 1816 97, NSWNe

desert 9am GHS Heading North |

The Scenic Route

[Exits: east southwest northwest]
Ravik is here, wandering around town.

ESwNw 5713/6822hp 4259/4677[5249]mn 2174/2277mv 0 0 -1000 1816 97, ESwNw

forest 9am GHS The Scenic Route

Vastus' Currency Exchange

[Exits: southeast]

Se
Vastus' Currency Exchange |

Se 5713/6822hp 4259/4677[5249]mn 2172/2277mv 0 0 -1000 1816 97,

inside 9am GHS

Se 5713/6822hp 4259/4677[5249]mn 2172/2277mv 0 0 -1000 1816 97, Se
inside 9am GHS Vastus' Currency Exchange |

The Scenic Route

[Exits: east southwest northwest]
Ravik is here, wandering around town.

ESwNw 5713/6822hp 4259/4677[5249]mn 2170/2277mv 0 0 -1000 1816 97, ESwWNw

forest 9am GHS The Scenic Route

Heading North




[Exits: north south west northeast]

NSWNe 5750/6822hp 4396/4677[5249]lmn 2217/2277mv 0 0 -1000 1816 97, NSWNe
desert 10am GHS Heading North |
A Crater

[Exits: north east south]

NES 5750/6822hp 4396/4677([5249]mn 2211/2277mv 0 0 -1000 1816 97, NES
desert 10am GHS A Crater |
Desert Road

[Exits: north south]

get herb

NS 5750/6822hp 4396/4677[5249]mn 2205/2277mv 0 0 -1000 1816 97,
desert 10am GHS Desert Road |
Before a Chapel

[Exits: north east south west northeast]

NESWNe 5750/6822hp 4396/4677[5249]mn 2199/2277mv 0 0 -1000 1816 97, NESWNe
desert 10am GHS Before a Chapel |
The Northern Chapel




[Exits: south]

says 'A fair start Mofashi. That's one token. Three to go.'

Hex Token

S 5750/6822hp 4396/4677[5249]mn 2196/2277mv 0 0 -1000 1816 97, S
inside 10am GHS The Northern Chapel

Before a Chapel

[Exits: north east south west northeast]

NESWNe 5750/6822hp 4396/4677[5249]mn 2193/2277mv 0 0 -1000 1816 97, NESWNe

Before a Chapel

desert 1l0am GHS
The Northern Chapel

[Exits: south]
says 'Most cruel you are, Mofashi. Two tokens to go and your fate shall be renewed.'
Hex Token

97, S
The Northern Chapel

S 5750/6822hp 4396/4677[5249]mn 2190/2277mv 0 0 -1000 1816

inside 10am GHS
Before a Chapel

[Exits: north east south west northeast]




NESWNe 5750/6822hp 4396/4677[5249]mn 2187/2277mv 0 0 -1000 1816 97, NESWNe
desert 1l0am GHS Before a Chapel |
The Northern Chapel

[Exits: southl]
says 'Sinister work indeed. One more token will show me your greed.'
Hex Token
S 5750/6822hp 4396/4677[5249]mn 2184/2277mv 0 0 -1000 1816 97, S

inside 1l0am GHS The Northern Chapel |
Before a Chapel

[Exits: north east south west northeast]

NESWNe 5750/6822hp 4396/4677[5249]mn 2181/2277mv 0 0 -1000 1816 97, NESWNe
desert 1l0am GHS Before a Chapel |
The Northern Chapel

[Exits: south]

says 'Faithful vessel, how cruel you are. As promised, I'll renew your fate.'
Hex Token

You are gently pulled upward into a column of brilliant
light. As you look down, you can see your physical body
lying prone, lifeless. As if alive beneath the divine
radiance, the earth absorbs your spent body into itself.
Unencumbered by a physical anchor, your spirit is free
to roam all creation until you next choose to take on a
material form.




(Golems are not recommended for new players. See 'help golem')

Half-E1f

Half-Ogre

Half-Orc

Hobbit

Human

Leprechaun

Mutant

Myrddraal

avian drow dwarf elf gimp goblin golem halfelf halfogre halforc hobbit human leprechaun mutant myrddraal ogre pixie saurin troll amazon
centaur khan nymph orc satyr zombie cyclops dunedain highelf mantis martian skaven draconian drider phreak sprite vampil
ahazu djinn dryad gargoyle lich
android naiad phantom tengu titan voadkin

EXTRA NOTES

Merge the pipe-bomb and the wireless transmitter to make the remort control bomb. Head to the train tracks where there is a Broken Train Tracks NPC in the
room.

Drop the bomb go south and type try detonate bomb. Once it explodes head back to the historian for the last token.

Sell cactus stew, hyena pelt, gloves back to vendor, find Morrigan the banker to deposit all, thin finish




Go all north from the center to hand in the 4 tokens and your finished.
NE from town is a puddle you can drink from every so often does 700 moves heal and almost 300hps?

merge 1 cactus skin (get all cactus) with 1 hyena heart (mob drop) for

quaff stew

You try to figure out what ** Cactus Stew ** is.

You say 'The potion is rotdeath burnproof remort.'

You say "It weighs 4, and its level of power is 97.'

You say 'lt has level 100 spells of: ‘poison’ ‘cure mortal' ‘cure mortal’ 'sanctuary".'

Forest Room is at Scenic Route (N, W From Center)
Bench is 1s from Center

Bring SANCS, cure poisons (gate katalina e;n;w;w;w;w;buy*30 combat), weapons (detect invis for the fire mace weight 0 in the corpse) for the vulns (see
below). Ranger won't really need this. Couple sancs for emergencies.

A Spotted Hyena is a medium-sized good-looking male wolf.

This being is level: 120

Str: 112(112) Con: 112(112) Vit: 115(115) Agi: 110(110) Dex: 115(115)
Int: 114(114) Wis: 120(120) Dis: 116(116) Cha: 113(113) Luc: 120(120)
Hp: 12500/12500 Mana: 5000/5000 Move: 5000/5000

Armor: pierce: -810 bash: -810 slash: -810 magic: -810

Hit: 167 Dam: 193 Saves: -120

Damage: 4d60 Type: slash

Knows how to: berserk dodge fast dirt_kick tail

Fights in stance: rage

Immune to: summon

Resistant to: none

Vulnerable to: none

A Sandstorm Elemental is a medium-sized pretty sexless being.



This being is level: 130

Str: 117(125) Con: 119(119) Vit: 124(124) Agi: 120(120) Dex: 124(124)
Int: 141(141) Wis: 122(122) Dis: 121(121) Cha: 125(125) Luc: 124(124)
Hp: 11704/14595 Mana: 5670/5670 Move: 5670/5670

Armor: pierce: -982 bash: -982 slash: -982 magic: -982

Hit: 190 Dam: 231 Saves: -132

Damage: 4d65 Type: sting

Knows how to: dodge fast parry

Fights in stance: anklebiter

Immune to: summon

Resistant to: bash fire negative energy mental

Vulnerable to: holy drowning sound

Melina is a medium-sized good-looking female djinn.

This being is level: 120

Str: 118(118) Con: 118(118) Vit: 112(112) Agi: 118(118) Dex: 118(118)
Int: 110(110) Wis: 113(113) Dis: 111(111) Cha: 115(115) Luc: 115(115)
Hp: 27500/27500 Mana: 5000/5000 Move: 5000/5000

Armor: pierce: -827 bash: -827 slash: -827 magic: -827

Hit: 168 Dam: 132 Saves: -120

Damage: 4d25 Type: punch

Knows how to: dodge fast parry

Fights in stance: default

Immune to: summon charm

Resistant to: fire

Vulnerable to: drowning sound

Ravik is a medium-sized good-looking male human.

This being is level: 120

Str: 117(117) Con: 112(112) Vit: 111(111) Agi: 110(110) Dex: 119(119)
Int: 119(119) Wis: 111(111) Dis: 119(119) Cha: 120(120) Luc: 117(117)
Hp: 27500/27500 Mana: 5000/5000 Move: 5000/5000

Armor: pierce: -808 bash: -808 slash: -808 magic: -808

Hit: 169 Dam: 131 Saves: -120



Damage: 4d25 Type: pound
Knows how to: none

Fights in stance: default
Immune to: summon charm
Resistant to: none
Vulnerable to: none

Benetus is a large pretty male gargoyle.

This being is level: 130

Str: 124(128) Con: 127(131) Vit: 120(124) Agi: 113(117) Dex: 123(127)
Int: 119(123) Wis: 126(130) Dis: 120(124) Cha: 126(130) Luc: 120(124)
Hp: 14595/14595 Mana: 5670/5670 Move: 5670/5670

Armor: pierce: -1067 bash: -1067 slash: -1067 magic: -1067

Hit: 191 Dam: 231 Saves: -130

Damage: 4d65 Type: slash

Knows how to: dodge fast parry circle

Fights in stance: blade dance

Immune to: summon

Resistant to: bash

Vulnerable to: light

The Sheriff of Vastus is a large pretty male ahazu.

This being is level: 130

Str: 122(122) Con: 121(121) Vit: 125(125) Agi: 119(119) Dex: 119(119)
Int: 117(117) Wis: 117(117) Dis: 124(124) Cha: 121(121) Luc: 123(123)
Hp: 25278/25278 Mana: 5670/5670 Move: 5670/5670

Armor: pierce: -906 bash: -906 slash: -906 magic: -906

Hit: 183 Dam: 157 Saves: -130

Damage: 4d32 Type: acidic bite

Knows how to: bash disarm dodge fast parry

Fights in stance: finesse

Immune to: summon charm

Resistant to: none



Vulnerable to: charm (IMMUNE MAKES CHARM DAMAGE MUCH WORSE THAN VULN)
Treat as human!

hasted, sanc'd

A Cyborg Guard is a large good-looking sexless cyborg.

This being is level: 130

Str: 132(140) Con: 126(126) Vit: 117(125) Agi: 117(125) Dex: 127(135)
Int: 108(108) Wis: 126(126) Dis: 127(127) Cha: 118(118) Luc: 121(129)
Hp: 21440/21667 Mana: 5670/5670 Move: 5670/5670

Armor: pierce: -986 bash: -986 slash: -986 magic: -986

Hit: 176 Dam: 230 Saves: -123

Damage: 4d48 Type: charge

Knows how to: berserk dodge fast kick parry trip

Fights in stance: blade dance

Immune to: summon charm

Resistant to: charm cold poison negative holy mental disease

Vulnerable to: acid drowning

Can be disarmed! Do it!!

A swarm of locusts is a small good-looking male being.

This being is level: 110

Str: 98(98) Con: 106(106) Vit: 112(112) Agi: 111(111) Dex: 106(106)
Int: 111(111) Wis: 103(103) Dis: 103(103) Cha: 106(106) Luc: 106(106)
Hp: 18515/18515 Mana: 4255/4255 Move: 4255/4255

Armor: pierce: -735 bash: -735 slash: -735 magic: -735

Hit: 174 Dam: 215 Saves: -110

Damage: 4d83 Type: contamination

Knows how to: berserk disarm dodge fast parry

Fights in stance: default

Immune to: summon

Resistant to: fire

Vulnerable to: holy



(before powerplant)

A Guard is a large pretty male human.

This being is level: 130

Str: 139(139) Con: 127(127) Vit: 117(117) Agi: 112(112) Dex: 123(123)
Int: 109(109) Wis: 123(123) Dis: 126(126) Cha: 122(122) Luc: 119(119)
Hp: 21199/25278 Mana: 5670/5670 Move: 5670/5670

Armor: pierce: -884 bash: -884 slash: -884 magic: -884

Hit: 179 Dam: 219 Saves: -130

Damage: 4d51 Type: punch

Knows how to: bash dodge fast parry

Fights in stance: rhino

Immune to: summon charm

Resistant to: weapon

Vulnerable to: none

has reflect and sanc

fear will not make him move so intim is possible, but not necessary...took mirc most the fight to land it starting maybe 5-6 rounds in with fear

The Chief Engineer is a large good-looking male human in the elemental blade stance.
This being is level: 120

Str: 121(121) Con: 119(119) Vit: 117(117) Agi: 107(107) Dex: 110(110)
Int: 111(111) Wis: 115(115) Dis: 118(118) Cha: 112(112) Luc: 116(116)
Hp: 14450/27500 Mana: 4999/5000 Move: 4959/5000

Armor: -1550

Hit: 293 Dam: 186 Saves: -219 Physical: -220

Damage: 4d50 Type: slice

Knows how to: bash dodge fast kick parry circle

Fights in stance: elemental blade

Immune to: summon charm

Resistant to: slash

Vulnerable to: none



hasted and sanc'd

A Thief is a medium-sized good-looking female sprite.

This being is level: 120

Str: 119(136) Con: 113(113) Vit: 112(112) Agi: 120(120) Dex: 112(129)
Int: 117(117) Wis: 117(117) Dis: 116(116) Cha: 115(115) Luc: 113(113)
Hp: 21875/21875 Mana: 5000/5000 Move: 5000/5000

Armor: pierce: -832 bash: -832 slash: -832 magic: -832

Hit: 195 Dam: 195 Saves: -140

Damage: 4d35 Type: peck

Knows how to: dodge fast parry

Fights in stance: finesse

Immune to: summon charm

Resistant to: magic

Vulnerable to: bash negative mental disease

A Desert Rat is a medium-sized pretty female skaven.

This being is level: 135

Str: 129(129) Con: 126(126) Vit: 129(129) Agi: 135(135) Dex: 141(141)
Int: 125(125) Wis: 111(111) Dis: 127(127) Cha: 124(124) Luc: 127(127)
Hp: 17094/17094 Mana: 6020/6020 Move: 6020/6020

Armor: pierce: -990 bash: -990 slash: -990 magic: -990

Hit: 178 Dam: 214 Saves: -134

Damage: 4d53 Type: bite

Knows how to: bash dodge fast crush assist_vnum

Fights in stance: porcupine

Immune to: summon acid poison

Resistant to: magic

Vulnerable to: disease drowning

The Lab Manager is a medium-sized pretty female nymph.
This being is level: 130
Str: 112(112) Con: 115(115) Vit: 117(117) Agi: 127(127) Dex: 118(118)



Int: 137(137) Wis: 122(122) Dis: 118(118) Cha: 123(123) Luc: 118(118)
Hp: 24125/32501 Mana: 5670/5670 Move: 5670/5670

Armor: pierce: -926 bash: -926 slash: -926 magic: -926

Hit: 173 Dam: 143 Saves: -130

Damage: 4d32 Type: pound

Knows how to: dodge fast parry trip

Fights in stance: eagle

Immune to: summon charm

Resistant to: magic

Vulnerable to: fire acid

Denkar Nolt is a large good-looking male dunedain.

This being is level: 120

Str: 119(119) Con: 111(111) Vit: 119(119) Agi: 115(115) Dex: 113(113)
Int: 113(113) Wis: 115(115) Dis: 116(116) Cha: 111(111) Luc: 118(118)
Hp: 25000/25000 Mana: 5000/5000 Move: 5000/5000

Armor: pierce: -822 bash: -822 slash: -822 magic: -822

Hit: 153 Dam: 183 Saves: -120

Damage: 4d50 Type: chomp

Knows how to: disarm dodge parry

Fights in stance: finesse

Immune to: summon charm

Resistant to: poison disease

Vulnerable to: none

sanc'd

Emarda the Historian is a medium-sized good-looking female human.

This being is level: 100

Str: 98(98) Con: 101(101) Vit: 95(95) Agi: 102(102) Dex: 98(98)

Int: 100(100) Wis: 100(100) Dis: 102(102) Cha: 104(104) Luc: 100(100)
Hp: 8925/8925 Mana: 3675/3675 Move: 3675/3675



Armor: pierce: -642 bash: -642 slash: -642 magic: -642
Hit: 130 Dam: 146 Saves: -100

Damage: 4d50 Type: pound

Knows how to: none

Fights in stance: default

Immune to: summon charm

Resistant to: none

Vulnerable to: none

| Let your soul guide you. Stay true to the path you choose.|

| Only neutral players make change their alignment. |

| Remember the 'try' command. It will be used. |

| |
| Read everything. Take notes. Be patient. |

| Do your best. Don't let failure discourage you. |

Holy version

first aggro mob: sandstorm, vuln soak it seems
Hyenas don't aggro me

buy hammer, glove, pipe bomb at vade (10+K)?
merge slat steel
Kill sandstorms (SW? till you find spike)

The Northern Chapel

A thick piece of beautifully stained glass is embedded high up in the
northern wall, in the shape of a cross. The entire building is illuminated
as beams of light burst through the glass. Several rows of withered wooden
benches are lined up in the back of the chapel.



[Exits: south]

The Keeper of Destiny is here.

Zombie has arrived.

The Keeper of Destiny says 'Four tokens of gratitude and your fate shall be renewed.'

A Shack Along the Tracks

This little shack nestled amongst the train tracks is actually a shop
where Vandar of Vastus peddles his wares. He keeps everything stored on a
few shelves mounted on peg boards in the back. The floor is constructed from
some kind of worn, but heavy pieces of wood. As Vandar walks back and forth
behind the counter, you can hear a hollow sound from the floor boards.

[Exits: north]
(Charmed) (White Aura) A mindless zombie is here, groaning in agony.
Vandar is leaning up against the counter trying to sell his wares.

7687/7687hp 5107/5107m 3999/3999mv 1692etl 0gt0 [Urban Wasteland] list
[ Lvl Price Qty] Item

[97 240250 --]A Cureall Pill

[97 68062 --] A Sightseeing Pill

[97 60062 --] A Sanctuary Pill

[97 108781 --] A Spellup Potion

[97 625000 --] A Spike Hammer

[97 125  --] Spirit of the Desert

[0 1500 --]asmall metal pipe

[90 625000 --] Power Gloves (can sell once done with this)

7687/7687hp 5107/5107m 3999/3999mv 1692etl 0gt0 [Urban Wasteland] browse 1.
Vandar says 'Ah, excellent choice.'

Vandar says 'The pill is glow hum inventory rotdeath burnproof remort.'

Vandar says 'It weighs 3, and its level of power is 97.'

Vandar says ‘It has level 100 spells of: ‘cure disease’ ‘cure mental' 'breath of god'.'



7687/7687hp 5107/5107m 3999/3999mv 1692etl 0qt0 [Urban Wasteland]
The white aura around your body fades.
gt {WSanc down!

7687/7687hp 5107/5107m 3999/3999mv 1692etl 0gt0 [Urban Wasteland] browse 2.
You tell the group, 'Sanc down!'

7687/7687hp 5107/5107m 3999/3999mv 1692etl 0gt0 [Urban Wasteland] Vandar says 'Ah, excellent choice.'
Vandar says 'The pill is glow hum inventory burnproof remort.’

Vandar says 'It weighs 2, and its level of power is 97.'

Vandar says 'It has level 100 spells of: ‘cure blindness' ‘cure blindness' ‘cure blindness' ‘reserved'.'

7687/7687hp 5107/5107m 3999/3999mv 1692etl 0gt0 [Urban Wasteland] browse 3.
Vandar says 'Ah, excellent choice.'

Vandar says 'The pill is glow hum inventory rotdeath burnproof remort.'

Vandar says 'It weighs 2, and its level of power is 97.'

Vandar says 'It has level 100 spells of: 'sanctuary’ 'reserved’ ‘reserved' 'reserved'.’

7687/7687hp 5107/5107m 3999/3999mv 1692etl 0gt0 [Urban Wasteland] browse 4.
Vandar says 'Ah, excellent choice.'

Vandar says 'The potion is glow hum inventory rotdeath burnproof remort.'

Vandar says 'It weighs 3, and its level of power is 97.'

Vandar says 'lIt has level 100 spells of: 'haste' 'bless' 'frenzy’ 'giant strength'.'

7687/7687hp 5107/5107m 3999/3999mv 1692etl 0gt0 [Urban Wasteland] browse 5.
Vandar says 'Ah, excellent choice.'

Vandar says 'The weapon is inventory rotdeath burnproof remort none(123).'
Vandar says 'It weighs 0, and its level of power is 97.'

Vandar says 'The weapon is a mace or club.'

Vandar says ‘It does pierce damage of 2d73 (average 74).'

7687/7687hp 5107/5107m 3999/3999mv 1692etl 0gt0 [Urban Wasteland] browse 6.
Vandar says 'Ah, excellent choice.'

Vandar says ‘'The light is glow hum inventory rotdeath burnproof remort.’

Vandar says 'lt weighs 2, and its level of power is 97.'



Vandar says 'It has 500 hours of light remaining.’

7687/7687hp 5107/5107m 3999/3999mv 1692etl 0gt0 [Urban Wasteland] browse 7.
Vandar says 'Ah, excellent choice.'

Vandar says 'The explosive is inventory no_lore.'

Vandar says 'It weighs 8, and its level of power is 0.’

7687/7687hp 5107/5107m 3999/3999mv 1692etl 0gt0 [Urban Wasteland] browse 8.
Vandar says 'Ah, excellent choice.’

Vandar says 'The armor is inventory rotdeath burnproof remort.'

Vandar says 'It weighs 4, and its level of power is 90.'

Vandar says ‘It is worn on the hands.'

Vandar says 'It provides an armor class of 20 pierce, 20 bash, 20 slash, and 20 vs. magic.'

You try to figure out what Plazik's Leg is.

You say 'The weapon is invis remort.’

You say 'It weighs 0, and its level of power is 97.'
You say The weapon is a mace or club.’

You say 'lt does inferno damage of 4d36 (average 74).'
You say 'Weapons flags: exhaustion’

You say 'Affects dexterity by 4.'

You say 'Affects vitality by 4.

You say 'Affects intelligence by 8.’

You say 'Affects wisdom by 8.

You say 'Affects constitution by 8.'

You say 'Affects mana by 100.'

You say 'Affects hp by 100.’

You try to figure out what Dervish Power is.

You say 'The weapon is hum remort.'

You say "It weighs 3, and its level of power is 97.'
You say 'The weapon is a dagger.'

You say 'lt does pierce damage of 4d36 (average 74).'
You say 'Weapons flags: exhaustion'



You say 'Affects damage roll by 3.’
You say 'Affects hp by 25.'

You say 'Affects mana by 75.'

You say 'Affects luck by 4.’

You say 'Affects charisma by 4.’
You say 'Affects discipline by 4.’
You say 'Affects wisdom by 4.’
You say 'Affects intelligence by 4.’
You say 'Affects agility by 4.'

You say 'Affects vitality by 4.'
You say 'Affects constitution by 4.’
You say 'Affects strength by 4.'

Thief behind this shop wields 2 daggers, circles, blind it/disarm
does decent damage, but moderately easy, punctures, finesse

Has a power crystal that drains your health every time you move by 700+ hps, head north then east from town center to powerplant (wait for guy to give you
key)

r8 evil!

buy powerglove, buy pipe bomb

find ravik and wait at him until you get power plant key

kill guard to plant, kill chief engineer, bring crystal to thief (token 1)
find and kill sheriff (token 2)

talk to emarda before killing denkar

Kill denkar, tell sovard the stuff cost 1000 gold

give power crystal to thief

blow up the train tracks
stand 1 room away from them when you detonate’

r8 good
buy powerglove, hammer



kill thief for crystal, then wear powerglove to bring to engineer (kill guard before engineer still)
Kill vermin for the farmers

talk to emarada, denkar, kill 4 rats at once (tough, need area skills/spells), pets get stuck outside
repair the train tracks



