
DUNGEON SIEGE 2 EXPANSION -- BROKEN WORLD

A WALK THROUGH PREPARED BY JARVISD

This walk through prepared with character strength of 45 at beginning for main character.

I started with three companions, Lothar, 45, Amren, 45, and Eva, 42. Amren equipped with bow, all others with two fast swords and playing as Mercenary. If your strength is not at 42 or above, I would recommend going through the south forest several times, exiting the game between times, so that you can get your strength up. Makes it easier as you progress through the game.

I have not described meeting mobs (monsters) unless significant, as they are everywhere. If you exit game they regenerate, except the principals.

Use the little map in the lower right corner of your screen. Red dots are mobs, Green dots are friendly, Blue dots are reagents. There are a lot of reagents in this game as you can make special tools/weapons from recipes which use reagents. There is limited storage space for collecting and storing reagents if you use only your people.  The other problem is, the recipes call for certain items of armor, weapons, or jewelry. If you wish to work with the recipes, I would suggest making a pack mule a member of your party for more storage capacity. NOTICE: the storage chests at the main Teleporters are behind, not in front of the TP. I did not notice this at first!!! 

I have listed the side areas that can be explored. Some have loot, some do not. Some have health or mana bushes, some do not. Some have structures or items that pertain to the story, some do not. Take a foray into each as you go, so you don’t miss something. Note: exploring as you go can lead to picking up something before you should, so if you don’t know it’s use, you can leave it until later.

Note: I played Dungeon Siege 2 on the original disk and killed Valdis to complete the game, but when I tried to use that character for Broken World, I received a message that I had not completed Dungeon Siege 2!!   I had to play the game again from the Broken World Disk before I could play Broken World!! 

During the Game, you will come across Teleporters which I abbreviate TP and Invocation Shrines which I abbreviate INS. 
R&R stands for rest and refit at a merchants area.

______________________________________________________________________________

The intro begins with a movie showing a mage teaching a young mage. The young mage goes nuts and the old mage turns into the Azunite Scholar/Dark Mage/Overmage. 

The title runs and the game begins with a cut scene  --  Dryad (Celia) talking to Burk -- says she will not help him to find his mage brother, Kanred. 
ACT 1 -- CHAPTER 1 -- Kanred the Mage

Fade to gameplay -- You address Burk, He says Dryads want to kill his brother, because after a visiting mage had taught him, he had set fire to buildings, seems to be out of his head and wants you to find and talk to him. Says he is somewhere south of here in Blighted Hills. You agree to find his brother.  QUEST 1.   Note; pick up Eva’s Journal from the ground behind Burk.

Talk to people around Dryad Outpost as follows:

Soram -- Does not want to talk, then does. He tells of his wife Eliza who left the Outpost to gather some berries for his son Alden. She has not returned and the Dryads will not help him or let him go out to look for her. She went to the river valleys south of here. Possible she might be at a travelers sanctuary. Agree to look for her.  QUEST 2
Tell joke to son Alden who is beside Soram. Note response for later.
Garin --Northern Reaches are in Chaos and Anarchy

Irene -- Came here with Burk but does not know his brother well, He seemed to be a bit off the last time she saw him.

Yoren Glitterdelve, Dwarf Miner -- came here to find his brother miners. They are at Glorydeep Mine. Asks you to keep an eye out for clues about their location. There should be a Rams Head Symbol carved in stone to denote their whereabouts -- will be in out of way places. QUEST 3
Go through gate into north part of compound. You will come to a large structure on your right which is the Dryad Headquarters -- enter and speak with Warden Celia. She has not changed, still the cynical outspoken dryad as in original game and wants to put you in jail but has no reason.

She and her assistant Sentinel Kirani are no help. Lelani is also in the room and she mentions that the human refugees are getting in the way and that the Dryads have outposts all over.  Talk to Dryad Sentinel outside at foot of ramp, and she mentions the “Great Leader” and that he says Valdis was just a Pawn.

Leaving the headquarters, turn to the right go east and find Trainer Verni  who will reset your skill points for a small fee.

Next find Pet Seller Neda and next to her is Arcanist Laenne, Dealer in Reagents.** 

Enchantress Lumilla is across the way and tells you about her new reagent recipes..

** She has a Quest - She will make a special liniment for you if you bring her certain reagents.

Next to her is the Innkeeper Leni, whose inn is a bunch of thatch tents. In this area as residents of the inn are: Elana, who says it is good that the refugees are here so they can keep an eye on them, that they are not interfering with “The Plan” but will not say what the plan is, but that they will not have to worry about the refugees once “The Plan” is complete.;  Olara who has no useful information;  Nari the Mage who says Historian Arisu was murdered in her tent and she is investigating ; Brida who says Greilyn sank, speaks of “The Great Leader” and will not talk about “The Plan”.  

Next to Innkeeper Leni is a book, “The Great Work” on the ground. It says the “Great Leader” has a “Plan” for the Dryads and that all will look with awe upon the Dryads when “The Plan” is complete.

Naturalist Ithara hears you are going exploring. She says there are strange creatures in the hills. Wants to find out what happened to Bound Terrak, Humans, Hyenas, Fellspines, and Hak’u. Needs samples from these bound creatures. Wants you to get some. QUEST 4    
Note: from various comments made by various characters thus far, it sounds like the “Great Leader” is the Overmage. He had stated that this would be “his age”.

Return to the main courtyard, cross the bridge and find the merchants in individual huts.

Mage Dusi deals in potions and spells; Weaponsmith Dima (Swords and Bows);  Armorsmith

Telinu, (armor and shields); and Kerth of the F&K Society (Fedwyr & Klars,Agallan Explorers) who will trade for ancient stone tablets. [he can also offer a special code for Throne of Agony for Playstation.]
There is a book titled “Letters from Helsa” on the ground by Mage Dusi which tells of the sinking and evacuation of Greilyn, of the escape of Dryads and Hak’u on the same rafts at the direction of the “Great Leader“. That Celia and her guards started a purge of the Hak’u because Celia had discovered “hak’u Plans” and that Tanzi had tried to stop them but was killed for interfering.

In act 1, there are two types of locked caverns. One has been locked by Mage Kanred, others by Warden Celia. Kanred’s unlock with his staff, Celia’s with a password.

There is a OUTPOST TELEPORTER here with the ever present Necromancer on duty. 



(note the storage chest behind the TP)

Leave Outpost by South Gate. Dryad Sentinel warns of dangerous creatures. Dryad Watcher warns against entering quarantined areas but does not explain what or where these areas are.

Enter the Blasted Valley -- meet Tomas the Merchant -- he curses Dryads because of their attitude. He says he had a partner named Anya who went on patrol with several other Dryads and went berserk and killed them all, came back, clawed him, took his pack & went south. Dryads refused to look for her. You agree to find her and recover his pack.   QUEST 5

Continue on down the path -- in the distance you may see a human like form with wings, attack and kill 2 Dryad Sentries and take off -- Fellspine attack you -- get Fellspine tail for Quest 4.

Continue south past another outpost (watchtower) on the left which is manned by 2 watchers.

Cross Bridge -- later you come to the BLASTED VALLEY NORTH TP.  Across from TP, go west to cavern with Kanred’s Magic Blockage. You can not open this at present.

Continue on trail -- to the right find a wide spot with a wrecked wagon with loot in a chest, boxes and barrels. This is a loop -- go around large promontory and get back on the path.

Continuing southward, find another outpost to the east with 2 watchers. Meet bound creatures and get bound human hand for Quest 4.

Take another side trip westward, find another cave with Kanred Blockage. Back on path, you come to a bridge. Accost and kill a bound Human Keener -- to the left is a path down a hill to the north -- go down and meet Anya -- get the backpack for the Merchant.    [Quest 5]
Back to the path and continue -- then come to the BLASTED VALLEY SOUTH TP.  -- To the west and behind an outpost with watchers, find Bound Creatures and Humans near a tent with some loot.

Return to the path and come to an INS -- then come to a loop around as before to the west of the path. Continue down the path and find another outpost except the 2 watchers lie dead on the ground.

Later off the path to the east, at the end of a cul-de-sac find “An Abandoned Mine” ( part of Quest 3). Enter and investigate. There is some loot and what appears to be a door with a round symbol on each side. You can light a torch on the wall to enhance visibility, and help find a “Unique Dryad’s Walking Stick Recipe”

Return and continue down the path and enter the Blighted Valley -- the path veers to the left --explore the area to the right and find a cavern with Celia’s Stone Statue Lock. You cannot enter without permission of Warden Celia or Sentinel Kirani.
Return to path and find Bound Creatures who think they own a bridge. Dispatch them and crossover to find the BLIGHTED HILLS NORTH TP. The trail branches to the left to arrive at another cavern with Kanred Blockage.. You cannot enter, so return to the path and continue southward.

You are attacked by a bunch of Bound Terraks and get a Bound Terrak Beak. Quest 4
You come to another outpost with a dead dryad watcher on the ground. There is a Health Bush nearby. Next to the left of the path, is a wide area which is full of Bound Creatures and has several barrels and boxes with loot. You get a Rose of Frozen North Recipe in this area.  

Further south is another outpost with a dead dryad by a bridge. Explore the wide area to the east or right of the path for barrels and boxes with loot. (There are creatures in the area too!)

Cross the bridge. There is an open space to the left which is the start of a loop which contains 1 reagent and creatures. The path continues southward. There is a side trip to the left which yields some loot. You then come to the BLIGHTED HILLS SOUTH TP.  The area across the road contains a chest with some loot.

Go through a small pass and meet Kanred the Mad Mage. You can not understand what he is saying, although you try to speak with him. You will end up killing him which takes some time as he has 54000 health. When he is dead, a cut scene kicks in and shows 4 dryads running up and sucking rays of light from his body. The leader then gives you heck for interfering in a Dryad Matter and tells you to return to the outpost. End of scene. 

Pick up Kanred’s broken staff. Look around,  this is the end of the trail so go back down the path and take the BLIGHTED HILLS SOUTH TP to the OUTPOST TP.

R&R then find Burk and talk to him -- he has the other piece of the staff. You reassemble it and he suggests that it could be used to unseal the locked cavern near the Dryad Bridge at the North edge of the Blighted Hills. [If it works on that one, it should work on the others, you found 3.] QUEST 1 complete.
See Tomas the Merchant. Tell him of your meet with Anya. Give him the backpack. He rewards you with a gift of the Unique Fusillade Recipe. QUEST 5 complete. Tomas will also sell and buy goods. 

CHAPTER 2 --The Mage’s Tutor

Talk to Yoren -- tell him of the Abandoned Mine that you found. He wants to go with you and see for himself. Put him off until later. He’s waited 150 years, another day or two shouldn’t matter.

Port to BLIGHTED HILLS NORTH TP and go to the right of the TP to the east to the sealed door. Use the staff and enter the cavern. Enter A Dusty Cavern which has a lot of spider-like creatures. Work your way through the cavern to a Y intersection. Go to the Left. This is a dead end. Return to the Y. Loot the camp there. Take the path to the Right. Soon you exit to the Kelvaran Waste Land. You find Dryad Watcher Jorena who will actually talk to you. She wants help in killing a beast called Greyloch of the Kurgan that has attacked and killed her fellow Dryads. She gives you a hunk of meat to lure him out of  his den so you can do him in. His den is East on North side of a canyon.  QUEST 6
Her station is by the KELVARAN WASTE LAND WEST TP.
Go in an easterly direction from the TP. When you come to the “rock forest“, there is a wide area to the left of the path with mana plant near the path, and at the far end are boxes and barrels with loot. Path continues -- further along you come to a space on the right which is the friendly Morden Camp. Enter and talk to Lorksul the Leader. He tells you the Morden have been wasting away ever since the cataclysm. They are starving and helpless but they are not the only Morden left. There is another group further north who have made a pact with the Dark Wizards and have the power to counteract the decay. They raid these Morden constantly and they are too weak to fight back. He wants you to go to the Dryad Quartermaster and get some “travel bread” to sustain them. QUEST 7
Return to the Dryad Outpost via TP s and talk to the Dryad Quartermaster. She gives you poisoned bread. Return and give the un-poisoned portion to Lorksul. [Complete QUEST 7] He then tells you that the other Morden who call themselves Ravagers have a vial of the Overmage’s blood which sustains them. He wants you to get the vial for him. The Ravager’s Camp is Southeast through a narrow valley. QUEST 8
Travel onward easterly and find a branch area to the left with a chest at the end.

Continue on path -- kill bound creatures -- then kill bound Morden .  Arrive at INS.  A short distance away is the KELVARAN WASTELAND CENTRAL TP.   Path forks just past TP Go to the right, find a mana bush. You are also passing Morden Banners along the path. Go thru a pass and come to the Morden Stronghold Gate. Kill the Morden. Search the buildings for loot. Find the Stormhood Recipe in one building and the Unique Champion Defender’s Recipe in another. Clear at the end is a platform in the open with the vial on it. 

Secure the vial and return to Lorksul. Give him the vial.  QUEST 8 Complete. Cutscene -- The fool uses it to summon the Overmage, who says he wasted it, that the Morden got their strength from Valdis Sword and since it is broken, they are doomed to die . He then leaves. End of Cutscene -- Larksul rewards you for your efforts with a Unique Ceremonial Shield and a Unique Bone Helm Recipe. Leave Morden Camp. [If you return later, everyone is dead.]  

Continue east -- on the right is a cul-de-sac with a few barrels -- further on, investigate the wide area to the left. You come to a rough path up  a grade,  at the top of which is the den of Greyloch of the Kurgan. He has friends, so massacre them, save Greyloch for last. Quest 6
You may return to Jorena at once or continue on up the path, finding exploration opportunities as follows: an area to the right , then another to the left , then find the KELVERAN WASTELAND EAST TP at a fork in the path. Take the left fork and find very little. 

Return and take the right fork -- you come to a clear area where you meet the OverMage of the Cinbri . You speak with him and find that he claims Aranna is the Cinbri’s Promised Land, the Elves have been defeated and he wants to bring the Cinbri here. He paints a picture of a paradise and wants you to join him. You refuse and a Cutscene begins. He flees and leaves behind two monsters -- Kikrak of the Morden with 64000 health and Voadyk Familiar with 8400 health for you to deal with. Cutscene ends and the fight begins. 

After you have defeated these two, you obtain the Meteoric Shield Recipe and return down the path to the TP and port to WASTELAND WEST TP and see Jorena if you have not done so. She will reward you with a set of Unique Executioner’s Gauntlets. QUEST 6 COMPLETE.
Port back to OUTPOST TP and R&R. Then if you have 4 in your party, dismiss one and pick up Yoren.

Might as well check in with the Commander of this place to see if there are any developments. Stop at the Dryad Headquarters. Warden Celia is not there but Sentinel Kirani is. She says Celia is hunting down a Mage in the North. Talk to her and receive the password to unlock the cavern in Arinth’s Gorge. [Peace and Order].

You now have Kanred’s Staff and Celia’s Password. You can visit and open all those caverns you passed earlier. 

Port to the BLASTED VALLEY NORTH TP. The cavern is across the path from the TP. Go to the cavern, use the staff and enter “A Dark Cave“. There are lots of spiders like creatures, large and small. In the far end of the cave you will find an “Ancient Tome” on the floor. The book is warm to the touch but is in ancient script which you can not read. You will also find chests with Loot.

Return to the TP and go south. Just before you come to the bridge go west to the “Winding Cavern”  Use the staff and enter. There is a fork a short distance in side. The path to the southeast leads to a room with some loot, the path to the west leads to a dead end, but to the north off of this corridor is a Celia Locked Door .  Give the guardian statue the password. Enter “A Ruined Traveller’s Sanctuary” and find Eliza who has been corrupted and is not friendly at all (Quest 2). After you have dispatched her and her friends, there are 4 sanctuary rooms to be searched. Each has a little loot, if you can get in them.

Back on the path, go south past the BLASTED VALLEY SOUTH TP and later an INS.  Past an outpost to the left is the location of the Abandoned Mine. Yoren finds a secret door and opens it. You find a book “The Wealth of Glorydeep Mine“, which lists various riches obtained from that mine. You still have to find the Glorydeep Mine. 
Port to the BLIGHTED HILLS NORTH TP . Go north across a bridge, then turn left off the main path and find a Celia Locked Door. Give the password and enter to find some creatures and loot.

Return to the Outpost and go tell Soram you found his wife. He is not at all happy with the results of your encounter and even accuses you of murder. Concludes QUEST 2.

Go see Nari the Mage. Show her the Ancient Tome. She says it is a spell book which can be used to summon a creature from the Empire of Stars named Nymphara. She is an ancient water spirit. She narrates some facts about her and wants to summon her. To do this she needs a mana infused stone,  a suspended soul , a vial of blessed water , a lonely voice , and a memento of the past.  You agree to search for these items. QUEST 9.

R&R  and replace Yoren if desired and leave by the North Gate. 

Path goes North and enters Arinth’s Gorge, continues past an unmanned outpost, across a bridge, turns east, goes downhill and then turns west to pass under the bridge which you just crossed. At bottom of hill, turn to the east and find a Hak’u Camp to raid. Continuing on the path, there is a chest to the right just before going down the next hill. 

To the left is a cul-de-sac with a wrecked wagon & some loot. On the right is another unmanned outpost and then the path goes downhill to the east. There is a convention of mobs at the foot of the hill which will keep you busy for a while. Get Helm of Nobility Recipe.
In this area in a cul-de sac is a broken mana shrine. Get a shrine stone for Mage Nari for Quest 9
Path continues across valley with large area to left for exploration, find a trash heap with a chest, and then up a hillside path.  At the top of the hill, there is another large area to the left for exploration, it has a mana bush. Finally you come to an INS.
There are lots of Bound Hak’u along this path and somewhere you will pick up a Hak’u body part to take back to Ithara for Quest 4

At the present the path is running east but presently turns north and runs downhill to a bridge.

Before the bridge is an exploration area to the left with a Val’kesh Figurine and a chest.

Cross the bridge and find ARINTH’S GORGE TP on the left. The path then goes up a cut in the side of the hill and at the top is a cavern with a Celia Lock. 
CHAPTER 3 -- In Search of Celia

Speak to the Stone Guardian. Choose Peace and Order and a cutscene shows the gate crumbling.

Enter the Hak’u Tunnels.  Encounter lots of Hak’u -- Guess that is why they are called the Hak’u Tunnels!! You will also encounter Bound Hyenas, which will yield a Bound Hyena Head for Quest 4.

You will come to a wye. There is a narrow path to the left and a wide path to the right. Go left. This is a short cul-de-sac with a camp at the end with some loot. Return to the wye and take the right branch. You go outside into Arinth’s Heights.  Go up hill, notice a health bush to the left and then you are attacked by LEAVES!! Fighting with leaves, for Pete’s Sake!! They are generated by leaf hives, kill the hives and they will stop generating. Otherwise you could be here all day!!

You then come to a wye with the ARINTH HEIGHTS LOWER TP at the right. 

Go to the left first and find a short cul-de-sac with nothing but more leaflings.  Return and go to the right and cross a bridge. 

Go past an unmanned outpost and where the road curves to the north, are old stone tower ruins.

You can not get to them. Wide area to right with leaflings. Outpost to left with Dryad Watcher Rena. She tells you that the rest of her group had gone on patrol to find a rogue mage. When they returned, they were all crazed and killed a bunch of refugees. QUEST 10 
There are two ways to go from Rena. One is left, toward a star showing on your map, the other is right, toward an INS.  Go left and find a wrecked wagon, some boxes, and some dead bodies. There is also a goodly number of Bound Dryads to dispense with. Continue northwest to meet more and then up a hill, you run into Jarden. He doesn’t like Dryads. Thought they would protect his group but they ended up killing everyone except him. You attempt to explain, but he leaves.

Return to Rena to Complete QUEST 10 and then take the other path past the INS. Wide place to the right has a campfire with Bound Dryads about, but no loot. 

You now come to ARINTH HEIGHTS UPPER TP . Past the TP is a wide spot to the left with some health potion bushes and a couple of lean-tos up the hill with barrels & boxes of loot.

The path continues north then turns northwest past a stone tower with a button on the wall inside that brings up a lift with a treasure chest. The trail comes around to the north again and to a wide area to the left where you can find a chest on a hill. 

There is a wide area to the right where you can acquire a Unique Chromatic Robe Recipe    
You now find ARINTH’S HEIGHTS SUMMIT TP.  Go up some steps and meet Celeb’hel, the Elder who is crazed. You attempt to talk with him but as in Kanred’s case, can not understand him except he does say kkkiiiillll mmmmmeeeeee. So  do it!!

Cutscene begins when Celeb’hel is dead. Celia and 3 of her co-horts come rushing up and absorb light rays coming from the body.  Then Celia gives you heck for “interfering”. end cutscene
You have a discussion with Celia and she agrees to open a path to Ama’lu for you. You are to meet her at the far end of the bridge north of the Outpost. Pick up Celeb’hel’s Soulstone. QUEST 11
Return to the ARINTH’S HEIGHTS SUMMIT TP  and port to the OUTPOST TP.
R&R if needed.

ACT TWO --- CHAPTER 1 -- Elves under siege.

Go north from Outpost and meet Celia. She does open a path to Ama’lu for you -- just blows a hole in the side of a mountain!! Proceed thru the passage, killing bound hyenas as you go. Pick up a Bound Hyena Head for Ithera  [Quest 4]
Shortly after you run into some Bound Naldrun, you come to a fork. Take the branch to the right and meet some Taxabani Familiars. You get “Ring of Slate” and other goodies but run out of tunnel. Go back to fork and take the left branch. This brings you out into Old Ama’lu.

The place has changed -- It was in bad shape before, but now everything is in shambles with bound creatures running every where. Even the teleporter is shattered. At least the bridge is still usable. Clean out the creatures and check the ruins for loot. When you have gotten rid of the undesirables, go to the gate between Old and New Ama’lu and talk to Danadel. 

He tells of loosing the Elven ability of visions and how the Familiars are dominating the Elves. He also mentions “Surgeons” who are corrupting the creatures and even the Elves. That the will of the Elves has been broken and you can probably expect no help from them. The Surgeons seem to be coming from the west beyond what is left of the Western Forest and they prefer underground facilities.

When he finishes his talk, the gate opens and you can enter New Ama’lu. 

CHAPTER 2 -- The Familiars

There are not many structures in New Ama’lu. You meet Kylis in the first building. He is trying to rebuild the town, but whenever he is scavenging outside, Minli, the Faerie, (who is corrupted), steals whatever he finds. He asks you to get rid of her. She is near the bridge in Old Ama’lu. He gives you some shiny metal scraps to use as bait. QUEST 12
Go to the bridge, drop the scraps in the middle of the bridge. Minli and her minions appear. Do away with them and get the Beastmaster Staff Recipe .  Return to Kylis & tell him Minli is no more. QUEST 12 is complete.    There is an elf behind the building named Libanth who will give you a vial of water, but talk to him later. 

Continue past this building and come  to the AMA’LU TP.   Danadel has taken up position in front of the TP.   The Necromancer is present and your storage chest is behind the TP.  Just past the TP is the entrance to the main structure of the town. 

Before you enter the building, return to the Outpost with your creature samples. Talk to Naturalist Ithara and give her the samples you collected. She finds fault with all five! QUEST 4 Complete 

She has heard similar stories about creatures around Aman’lu in the Vai’lutra Forest. She now wants samples from Bound Fettershin, Bound Tacklac, Bound Taugrim, Bound Naldrun, and a Bound Elf. You agree to try and collect them.  QUEST 13 
Return to Aman’lu and enter the building and meet Shopkeeper Derowyn who deals in everything except reagents.

Talk to Daesthai, Calris, Karaen, Govalas, Melenne, and Haesarah (not in that order) and hear no usable information. They all are bemoaning the fact that their world has been turned upside down and they do not know how to deal with it. One fellow even blames you for the situation.

There is a bookcase where you will find a book, “The Enemies of Edhel”

Next to Haesarah is an elevator which goes down to the Ama’lu Arena, where the same fellow runs it and collects the fees. If you win all 9 battles, the secret area contains a mimic chest, so beware.

Meglinder is not quite so negative. She says the blessed waters have run dry because the sword was broken. That the Crimson Hunters defended the Elves when the Familiars first came, but they are dead and buried in the north and she is afraid the fires in the forest will destroy their tombs.

Talain is the only positive in the bunch. He belongs to a group who have been fighting the Familiars, but they have been running into trouble lately because their arms are not good enough. A small group went out, traveling west through the Vai’lutra Forest, but have not returned. He wants you to search for them. They have green and gray armor.   QUEST 14A

Back outside, go see Libanth, who is behind the first building and get a vial of blessed water for Quest 9. Then go to the right of the TP and travel west. Pass the ruins of  a house on the left, then come to a bridge. 

When you cross the bridge, you are in the Western Vai’lutra Forest.  Up path to the west is a mana potion bush. Farther along, to the southwest, is a crypt with a dead Elf nailed to the door which will not open. You need a key which you do not have.  There is a large area to the left with an INS. 

There is a small area to the right where you will find Ressa.. Go over and talk to Ressa, the Assassin. She claims she can make a weapon to get rid of Familiars, but she needs a few ingredients. She needs 10 vials of innocent blood. You protest, saying you will not kill innocent people. She reminds you that there are a lot of Bound Elves, that their blood is still innocent, and they have to be put down anyway, so there is a ready and plentiful source. You agree to collect the 10 vials. QUEST 15A

Go back to the trail and head north to the WESTERN VAL’TURA FOREST (SOUTH) TP
which is in a fork of the trail. Go to the right (north), meet a bunch of  Bound Fettershein and Searing Bracken. Go further along and you will encounter Bound Elves in among the other Bound Creatures. Collect your ten vials of blood and take them back to Ressa. Complete QUEST 15A.
She is satisfied but also wants one vial of Child’s Tears. QUEST 15B. Where can you get Child’s Tears? Remember Arlen, back at the Outpost? Go to the Outpost via TP s and tell Arlen that joke again. He cries and you collect the tears. Return to Ressa, feeling real good that you accomplished this so easily, (QUEST 15B complete) but find out that she wants the Soul of Lorethal bound to a Bloodstone. You have to find Lorethal’s Tomb in which he is buried which is evidently in the Sepulcher of the Crimson Hunter which is on the very northern edge of the Vai’lutra Forest. QUEST 15C.

Leaving her, head north. You will come to places to explore as follows:

Wide area right; wide area left; cul-de-sac to the left; wide area to the right; wide to the left; land bridge; long cul-de-sac with health bush to the left; wide areas to both the right and left. 

The wide area to the east is the location of an underground tomb. This is “The Vault of Therayne” .

You enter and find you are facing a puzzle, consisting of four lights atop pedestals with a fifth setting off to the south side The fifth is a reset. In the center of these pedestals is a force field with a Girl trapped inside. You have to press the pedestals in proper order to turn the lights out. When the lights are extinguished the girl will be freed and the door to the east will open. As you enter, press the second pedestal on the left, then the first on the right, then the second on the right, and then the first on the left, and the door on the east wall should open, and the girl will be freed.

The girl says she has been trapped for 300 years. That her name is Meraliss and she works for the F & K Society. She entered this tomb to do research on Therayne. He caused a terrible plague to occur which caused people to change every few months and tear themselves apart with their own bare hands. There is supposed to be an ancient artifact here, but she is too tired to look. Says you do it. QUEST  16
Enter the next room and find another puzzle. This has eight pedestals. The layout is like the illustration below and you have to follow the designated paths in the proper order to solve it. The pedestals are numbered for identification.

In the center of this 8 pedestal puzzle is another force field with a creature called Treelus in it. Solve the puzzle and kill the creature when he is released. Pick up the artifact which he drops, and take it to Merliss. QUEST 16 Complete.  She is pleased and is off to see the F & K Man down at the Outpost.            There is a reset pedestal in the corner if needed.
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The Solution is: 3 - 6 - 1 - 2 - 1 - 4 - 3 - 5 - 1 - 6 - 7 - 1

After solving this puzzle, you enter the next room and discover another light pedestal puzzle with 12 pedestals and a creature in a force field in the center.  There is also a reset pedestal in the corner.
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     Entry Door

The solution to the puzzle is: 4, 5, 11, 9, 2, 7, 12
After solving, force field dissipates, Gronk, the Unforgiven is released and door is opened and you can proceed after killing Gronk who is not in the least thankful that you have released him. Pick up his gold and open the door to find ------------------

ANOTHER PUZZLE
!! This one has 16 pedestals and is more complicated than the others. As with the previous, there is a force field with a creature and a reset pedestal in the corner. 

The layout is illustrated below:
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The solution to this puzzle is: 6 - 11 - 13 - 11 - 10 - 1 - 6 - 2 - 12 - 11 - 8 - 11 - 12 - 8 - 6 - 2 - 9 - 15 - 16

This frees Ariko, the Unrepentant, who is also not a happy camper. Put him out of his misery and collect his gold. Open the door, and then the chest, and collect some loot.

Return to the path and then continuing, there is then a cul-de-sac to the left and then you go down a narrow defile where there are cul-de-sacs both left and right; you then go up a narrow defile and come to the WESTERN VAI’LUTRA FOREST NORTH TP.  

Continuing along, there is a small cul-de-sac to the southeast, and then a side trip left to another crypt with Elf body nailed to the locked door. Remember the location of this particular crypt, for this is the Crimson Hunters Crypt. Then there is a wide area to the left and then you come to a bridge

Crossing the bridge, you enter Calennor Wood. Just across the bridge is a Bound Dryad who gives up a Unique Treasure Seeker Recipe when killed. There is a branch to the east where there is a wind chime. Take it for Quest 9.

Proceed north and come to the CALENNOR WOOD SOUTH TP, and then downhill to the left is an INS.  You can find a Pixie Preserved in Amber in a cul-de-sac to the left. You need this for Quest 9.  

Further along is a branch to the right or east, where you will find a Ruined Shrine which is occupied by Celeb’hel. You state that you killed him and he replies that he split his soul into 4 parts or Simulacra and sent three out to seek the power to save the Elves. One was to go to the Vai’kesh in an area to the southwest, beyond the Vai‘lutra Forest, One to the Calennor Stronghold, which is north of here, and one to find the Overmage of the Cinbra. He stayed here as a beacon. The one sent to the Overmage is the one you killed, but his soulstone will suffice. (Complete QUEST 11) He needs help in finding the other two. QUEST 17
Back to the path and traveling north you will go down a narrow defile. To the left is an  area where you will find another wind chime. Back on the path go up a narrow defile and find a wide area to the left. You then come to the CALENNOR WOOD NORTH TP.  Just beyond an in a clearing which is the end of the road, is another of those crypts with the Elf on the door.

Now return to the North to continue your search for the Tomb of Lorethal and the items wanted by Nari and Ithara. Stop in Aman’lu for R&R if needed. Port to WESTERN VAI’KESH FOREST SOUTH TP where path forks. This time take the left hand path to the west. After a bit, you come to a wide area to the right where you find a reagent. Bracken are thick in this area, although they do not show on the map until they jump you. 

You then come to a fancy bridge which when crossed, puts you in the Western Vai’kesh Forest. A path to the left leads to the Vai’kesh. A Reaper wishes you a short life and a slow death. This is the normal greeting between the Vai’kesh! Talk to the leader Rinerel.  He says you have come for Benlir. Quest 14A His mind is broken but he can make the trip to Aman’lu. Rinerel says Benlir and his friends were trapped by the Familiar but the Manu Ostar (Vai’kesh) drove them off, but not before the friends were killed. He gives you a key so you can get the bodies of the Edhel for proper burial. Benlir says he is O.K. and will go to Aman‘lu and inform Talain. You are to meet him there after you have viewed the bodies. Quest 14A 
Behind Rinerel is a small Vai’kesh Sanctuary which you can explore. You can pick up a little loot and the Vai‘kesh do not seem to mind. One item is Unique Shadow Assassin Mask Recipe.. 

Return to the path and continue in the same direction. Go up two defiles and at the top of the second defile, turn east to find a doorway similar to that on the Vai’Kesh Sanctuary. Unlock it and enter “A Small Chamber”. Go in to find 20 bodies laid out and awaiting transport. There is a little loot in the body chamber and in the entry room. Quest 14A
Return to the trail and go west. There is an INS on the right, a wide area to the left with an Elven wind chime, and another narrower area with another chime to the left. This area is actually a loop which comes back to the main trail beyond the wind chime.  There is an area which lies to the left that goes pretty far and there is a health plant there.

You now come to the WESTERN VAI’KESH TP and west of this is another Abandoned Elvin Ruin in a clearing which is the end of the trail. The structure has plenty of crawlers and taclak to keep you occupied. Most of the floors are stained with blood, as though there has been a massacre in every room. 

Upon entering, you descend a stairway to a main room which has torches to light and chests and barrels to loot. It also has three doors, one southwest, one northwest, and one west. 

Take the southwest door first and find a bookcase with 2 spells. Take the northwest next and find nothing. Then passing through the west door you go down a stair and through another door  into a room where there is an armor rack. There is a door in the north wall which leads to a stair and a door at the bottom which opens into a T - shaped room with an armor barrel and a door at the north end which leads to another stair down and a door..

You now are in a big room with 2 doors on the west wall, 2 doors on the east wall, and a door on the north wall. There is also an armor rack against the north wall. The southwest and southeast doors lead to dissection rooms. The northwest has a lot of dissected limbs from creatures in it. The northeast has a chest and a deep crater. The north door leads to another stair down and a door.

Enter this room and you are greeted by some taclak which aren’t strong and a Krusk Familiar who has a health of 9533. After you are done with the Krusk, the door to the north is open and the room it leads to has a weapon barrel and two human bodies on two tables. When you pass through the door to the north out of the main room, you find yourself in a bloody amphitheater. 

Passing through the amphitheater, you come to a door in the north wall which leads to another stair going down into a room with three cells. Two of them contain loot. The room continues to the north, down some steps into a depressed area where Despular, the Surgeon lurks. In the far left hand corner is a cage with a female elf named Drianjul inside. 

This is a tough battle. As you fight with this big head, It summons Bound Crawlers, and then gains back health if you turn aside to fight the Crawlers. You need to be in Rampage Mode and get your companions to beat on the Surgeon while you kill Crawlers. This will take a lot of time and lots of potions. If you take time out to go back for more potions, the Surgeon regains all his health while you are gone, so you start over. You will also have to use your buttons for enhanced strength.

When you have defeated the Surgeon, use the Elvin Cell Key he has dropped to open the cell and free Drianjul . You have a little talk with her and find her to be pessimistic about the future of the Elves. She then returns to Aman’lu. You have also picked up the Calennor Stronghold key, an unidentified object which looks like the Stronghold Key, and the Purple Silver Ring of the Griffon. One of the keys will open the Elf Doors on the Crypts which you have found in various areas in the Val’utra Forest.

Return to Aman’lu via the TP you just passed and go see Talain to complete Quest 14A

You will see Drianjul standing by the TP, but you don’t need to talk to her.

Teleport to the Dryad Outpost. With all the travels and creature killing you have done, you should have all 5 items that Ithara wanted. Go to her and give her the items. QUEST 13 Complete.

She will examine them but is not through with requests as yet. She wants samples of any other bound creatures you can obtain. QUEST 18
Go to the VAL’UTRA FOREST NORTH TP  and travel north to the Elf Crypt close to the TP .

Use your new found key and enter The Sepulcher of the Crimson Hunters . As you pass through this and other tombs, there will be bookcases, barrels, armor stands, and chests scattered about in various rooms but not all rooms will have them, so keep your eye open, to pick up loot from these storage devices. 

Enter the Tomb and find yourself in a large room with 6 caskets to the left and six caskets to the right, and at the east wall, 3 doors. These doors open together, to allow you to pass through a hall with a casket on either side and another set of doors to the east. Through these doors is another hall with a casket to the left, three doors to the right or south, and triple doors to the east.

Go through the doors to the south. The room is not there, it is a big chasm, with parts of the floor still there, but inaccessible.  There is a torch to your right, which when clicked, turns on and opens a secret passage. This leads to a piece of floor on the north side of the chasm room. There is another torch and secret door here which leads to a passage to the southeast corner of the chasm room. Loot and leave this area.

Now go through the triple doors to the east and find another big room with 3 caskets to the south, three doors to the east, and one door to the north. Take the door to the north and you are in a big room with four sanctuary doors. Open those that you can, and obtain the loot therein. Return to the first big room and take the doors to the east.

This is a hall with caskets on each side, and triple doors to the east. Go through the triple doors and find a room with a casket in the center of the east wall and one door on either side of the casket. Go through the left door and find another room destroyed by a chasm with a small portion of floor left in the north-east. Go back to the original room and through the right door. You are in another large room with 4 caskets, one in each quadrant. To the south is a single door to a room with three caskets. To the east are three doors in the right portion of the wall. There is a unlit torch on the left portion, which when lit opens a secret panel. This leads to a passage which takes you to the northeast corner of the chasm room where there is some loot.

Returning to the large room, the three doors lead to a room with three caskets. The one in the middle is Lorenthal’s. Bind his soul, (Quest 15C) and his spirit talks to you. He is not happy that you have taken his soul. When you finish your conversation, you find that the rest of the Crimson Hunters are unhappy also, as they open their caskets and come out to attack you. This is not just the ones in this room. Remember all those caskets you passed on the way in? Every one contains a Crimson Hunter and every one of them is after your scalp!

After you leave the crypt, port to the VAL’UTRA FOREST SOUTH TP and go south to see Ressa. Give her Lorenthal’s Soulstone, and she makes the weapon. QUEST 15C Complete. She gives you the weapon and wants to join your party. (She was not as strong as any in my party, so I did not take her along. This may be the reason why I could not find the weapon in my inventory or my journal.)

Travel on and to the south, to the first Elf Crypt that you discovered. This is An Ancient Stockade where you will encounter a flock of Undead Azunites and not much else. You enter a large room. There are cells to the east and west with torches in the center, which when lit, causes various creatures to appear.

There are triple doors to the south, which lead to another large room. There is a door here in the south wall and one in the east wall. 

Go through the east door and find a series of rooms with torches, secret areas, destroyed floors, Krusk Familiars, and some loot. After exploring these areas, return to the large room and go through the door in the south wall. You are in another large room with a large chasm . There is a narrow walkway around the chasm to the north where you find a torch to light which opens a secret passage. This leads to the western part of the room where you find a mimic chest. 

This is all that is in this crypt so return to the surface and travel to the VAL’UTRA FOREST SOUTH TP and port to the CALENNDAR WOODS NORTH TP.

Chapter 3 - The Second Familiar Surgeon

Go north to the Elf Crypt and use your tool. A cutscene plays, showing the Elf falling off the door, and the cutscene ends. Kill the Elf, open the door and enter The Calenndar Stronghold. You enter a big room with a door in the north wall and one in the west wall. Go through the north door and find the corpse of a Estelath Warrior with a piece of a broken Vai’kesh sword in his chest. QUEST 14B
(You could leave at this point and go to Aman’lu to pursue this quest or continue on as follows.)

Return to the first room and go through the west door, down a stair, and meet with the Overmage of the Cinbri Construct. You have a conversation where he asks you to join him and after you refuse, the construct disappears. He was standing in front of a door, which you can now go through. Go down a stair and through a door to the west into a room with one door each in the south wall and north wall, another door in the east wall, and two doors in the west wall. The south door is inoperative. Try the unopened east door first. This leads to a destroyed room, but there is an unlit torch, which when lit, opens a secret room which has a purple stone pile in the corner. Take one. Quest 19
Now use the right door in the west wall to enter a room with a cell. This cell contains a Mad Morden. Open the cell, kill the Morden and return to the big room. Now use the left door, go into the room, light the torch on the west wall, go through the secret door and find a pile of green stones. Take one. Quest 19 Return to the big room so you can use the door to the north. 

When you pass through this door, you come to a large room with doors in the west, north, and east. 

Take the door to the west which opens into a room with several monsters. When you have killed them, the door to the next room opens to admit even more bad guys. The room from which they came contains nothing.

The door to the east is opened by lighting a torch located to the right of the door. In the room just opened, there are three Life Stone Sockets, green, purple, and yellow Quest 19. You have the green and purple stones which you can place, but you still need the yellow one. Return to the large room and open the north door, go down a stair and through another door into a room with cells. Explore the cells, but pay attention to the second cell on the left. Light a torch in the corner, then pass through to the second cell and light the torch in the corner of this cell. A secret door opens and behind it is a room with Celeb’hel’s body. Get his soulstone (Quest 17) & return to the main room. 

Go through the door in the north wall, down a stair, through a door, into a room which has a stair to the east and one to the west. Take the west stair and find the way blocked by a roof collapse. Now take the stair to the east and turn to the north, down a stair, through a door, into a room with two levels. At  the upper level to the right, is a torch to be lit to open a secret door. Pass through the door and down a stair.

Find a pile of yellow life stones in the corner. When one is picked up and taken back to the room with the sockets and deposited, a door opens and you find a  chest with some loot. QUEST 19 Complete. From the stone pile, continue to the north, through a door into a room which has a door to the west leading into the two level room at the lower level.

Go through the door to the north into a room with more doors. One each in the east, west, and north walls. Go to the east to a room with chest and bookcase. Go through the west door and enter a small room. A door to an adjacent room opens to admit some creatures. Kill them and go into the next room where you find another Morden in a cell. Open cell and kill it. 

Return to the main room, go through the north door into a room with some cells and a low area to the north with another Surgeon named Baelusar. Again you are in for a tough battle. Use the same strategy as before. When he is dead, return to the stone room, if you have not done so already, and then return to the surface.

Take the TP route back to Aman’lu. See Talain and Benlir. Tell them of finding the body with the Vai’kesh sword piece. Benlir wants you to go to the Vai’kesh Leader and ask him what he was trying to say. Quest 14B
Port to the VAI’LUTRA FOREST SOUTH TP and travel west to the Vai’kesh camp. Talk to Rineral, the Vai’kesh Leader. Tell him you found sword. He says you have to die and attacks. So do all the other Vai’kesh in sight and any others you meet afterwards. When you have killed Rineral, you get a key to the Vai’kesh Sanctuary rooms. (Quest 14B) Go into the Sanctuary and kill the Vai’kesh in the accessible areas, then unlock the locked door and progress through the rooms, killing the Vai’kresh as you go. Part way down, you find a room where the body of Celeb’hel is and obtain his soulstone (Quest 17). Continue down into these rooms and encounter Argir, the Vai’kesh Prophet. Kill him and get the Vai’kesh Cell Key. There are three cells containing the missing Estelath Warriors. Free them and they thank you and leave. Return to Aman’lu. Talk to Talain and Benlir. Tell them the truce is over. Now Benlir remembers that it wasn’t the Familiars who attacked them, but the Vai’kesh. They had drugged him. You are thanked for your efforts. QUEST 14B Complete
Port to the CALENNDAR FOREST SOUTH TP and go see Celeb’hel. The Ancestor of the Azunites is there with him. Celeb’hel asks for the soulstones. The Ancestor says the spell has only been cast twice and neither time had the results been what was desired. Celeb’hel wants to cast the spell no matter what the cost. You refuse to give him the stones. Cutscene - shows your party leaving and Celeb’hel chasing after you. End Cutscene. Now he says he was wrong and wants to join your party. He is a combat mage sorcerer, level 45. Take him if you wish, I did not. Now return to Aman’lu.
Chapter 4 - Solanum - Danadel Opens Portal

Talk to Danadel about magic, familiars, dryads, and the Great Leader. He opens a portal to Solanum for you. 

Go through the portal and arrive in Solanum. Cross the bridge and go through a door and a cutscene begins. The “Great Leader” speaks to a group of Dryads, and sends them through a portal, Celia doesn’t want to go unless you are punished but the “Great Leader” tells her to go on, he will handle the “mercenary”. She leaves and the “Great Leader” turns into the Overmage. He says he is tired of your interference and summons Keirok, the Devourer, Level 46, Health, 100,000 to take care of you and he leaves. End Cutscene. You battle Keirok and find his big weapon is causing the floor to split and fire to erupt from the fissures.

Act 3 - Chapter 1 - The Dwarves of Glorydeep   

When you are finished with Keirok, follow the Overmage through the portal, and find yourself in A Mysterious Cavern. Proceed forward and a cutscene begins showing a bunch of dwarves come running. End Cutscene. A dwarf named Stonepick talks to you. He tells you this is Glorydeep Enclave and they are slaves of the Glorydeep Mine. That the miners were made slaves years ago and they are excavating Cinbri City. They are under control of 6 Overseers who are very powerful. If you defeat them, they will open a bridge to Cinbri City. QUEST 20
There is a teleporter to the right with your storage chest, which you activated when you came up. GLORYDEEP ENCLAVE TP. Use it to return to the Dryad Outpost. Go to the Inn and get Yoren, and return here. Proceed toward Cinbri City. A short distance from the TP is a Merchant on the left. Further along, while still in the Dwarf Enclave, you will find two round huts, one each side of the road. In the one to the right is a book on a table. 

The hut to the left is the home of Rockmover, who will tell Yoren what happened to his family. End QUEST 3.  Also, get the “History of the Glorydeep Dwarves” from dwarf behind Rockmover’s house. Return Yoren to the Inn at the Dryad Outpost and pick up your party member, if you so desire, at this time.

Leave this hut and proceed through the gate and up the path to enter “The Halls of the Overseers” 
First you meet with Hopekiller, Familiar Overseer (Quest 20) and bound dwarves. When you kill these creatures, you get a bound dwarf crossbow (Quest 18). You then encounter Merciless, another Overseer which you must dispatch (Quest 20).  Now there is a path leading off to the left. Follow it and meet Strongspade who tells you there are miners locked up in cages up the trail, but there are too many bound dwarves guarding them for him to handle. He asks you to free his comrades. QUEST 21.

Of course you agree and proceed north and meet a Kierge Familiar and minions. Get rid of them and continue. You will come to a branch leading to the left. Go up this path and you will find a cage with a  dwarf in it. Free him. Quest 21.  Return to the path and continue to a fork.  To the right you can free Shortfuse and to the left is Stonecharger. Quest 21.  Return to Strongspade for a few words QUEST 21 Complete .

Now return to the main path and continue around a curve to the left. At the end of this curve, there is a scaffold on the right. Behind the scaffold is a dwarf named Pitforger. He tells you he has been a blaster most of his life, that he has placed a bunch of explosives under the Overseer’s camp which he had planned to blow up, but there are too many bound creatures in the tunnel for him to handle. He asks you to go in the tunnel, kill off the creatures and place a fuse in the explosives. QUEST 22
The tunnel is behind him. Go in, traverse the tunnel and place the fuse. Return to Pitforger and inform him the fuse is in place. He then says he will stay here and hide the entrance so it won’t be found while you go to the camp and set off the detonator. Quest 22
You proceed along the trail and come to a wide spot where a plunger detonator sets atop a hillock behind some scaffolds. Click on it and BOOM!!! QUEST 22 Complete 
In the area is Longwhip, Bloodgrin, Stench, and Rockfist, all Overseers who need a lesson in employee management. Administer the lesson and then travel on up the trail and meet Stonepick who says the Overmage is in the Gateway Chamber, east of here in the center of the City, and is becoming Zaramoth Reborn. He then extends the bridge into the City for you. (Cutscene) QUEST 21 Complete.

Chapter 2 - The Overmage of the Cinbri

Cross over the bridge and enter the outer Cinbri City. You meet some enemy dwarves and activate the OUTER CINBRI CITY TP. Go down a stair, through a gateway and meet several creatures. Get a bound half giant skin (Quest 18). Proceed through three doors then up a stair. Cross a rough area, then go south to another paved plaza. Going right, the plaza extends only a short distance. Going left is a stair down to the north. You enter a room with a door to the east, the large room beyond has a door in the northeast  corner. You then enter a small room, go through a door, a hall up a stair, and onto a plaza with two large statues of the Overmage. ( He loves himself ) 

Go down a rough path to another plaza, then go east on a paved road to a small plaza with another statue.

Turn north and go down a stair, through a hall, a room, and a hall, to a room with a door to the northeast. 

Proceed through halls and rooms until you come to a stair going up to a star at the top (see map). 

This is the Inner Cinbri City. Cross a bridge and activate the INNER CINBRI CITY NORTH TP. Go across a bridge to the north, fight creatures and get a bound Dryad head (Quest 18).  Explore the area to the left, then go down the stairs and through doors into a medium size room with three doors, east, north and west. The east and west doors open into what appear to be offices, with the expected statue in the corner. The north door leads to a corridor and another stair up to another plaza. Explore the whole plaza, then go down the next stair which is to the east and through a hall into a room with two more of those large statues.

Passing through the next room and a hall (taking care of creatures as you go),  another hall, then up a stair to a paved area. There is a wide road to the north with a couple of enemies, explore it first. There is a medium road to the south which is short and has nothing, and a narrow road to the east. Go east and you come to an intersection where a road branches off to the south. Arriving at this intersection, you are attacked by a horde of  creatures who come at you from the east. After the fight, explore to the east and encounter a few more bad guys and a blocked stairway, then return to the intersection and go south.

You pass two short streets to your left and a wide area to your right before you come to a wide area to your right with 1 creature and a stair down to the south. Go down the stair, pass through a hall and into a room with two more statues and two coffins that contain loot. In the next room are four of those statues which are no problem, and three Spinlar Familiars who are. There is one door to the east which you should take and then pass through a hall, door, and room with three Kierge Familiars and two Half Giant Shamblers. After entertaining these amusing hosts, go through the door in the east wall, a hall, up some stairs and to the right you activate the INNER CINBRI CITY EAST TP.

You have collected some items for Ithara’s Quest 18 so now would be your last chance to complete that quest, so port back to the DRYAD OUTPOST TP and go talk to Ithara and give her what you have and get a small reward. Conclude any other unfinished business, stock up on potions, etc. and return to INNER CINBRI  CITY EAST TP.
Final Battle ----

Go straight ahead across a path to a set of steps which lead to the Gateway Chamber . 
Start up the stairs and a cutscene begins. The Overmage is in the center of the room and there are a circle of Dryads surrounding him who are suspended in the air and appear to be unconscious. (He is draining strength from them for his enhancement). He says he has been more than patient with you. Cutscene ends

Now you can have a conversation with him. He chides you some more, and you select answer #2. He says he will become Zaramoth Reborn and you will die. Select reply #1, listen to some more of his prattle and select reply #4. The battle begins. You can not kill the Dryads although they are feeding him health. He will summon creatures to harass you. Go to Rampage Mode and let your companions beat on him while you take care of the summoned creatures. 

When you finally have him at death’s door, a cutscene kicks in. He says you are too late, the Dryads are blown away and he becomes Zaramoth Reborn with 120,000 health. The cutscene ends.  

This is a long battle, he keeps casting spells, fire, quakes, etc., but if you persist, you can kill him. When you have conquered him, another cutscene plays showing him exploding. You can see a Dryad in the background who is still whole. Cutscene ends. Pick up his loot and go talk to the Dryad who is your old acquaintance, Kirani. She is despondent that none of her sister Dryads survived but thanks you for her life.

The credits roll, and you have completed Dungeon Siege II: Broken World.
Note: I did not pursue the quest noted on page 2 for Lumilla but it should not be too difficult.

I did not find the Memento of the Past for Quest 9 so could not complete the quest.

I did not consider the Aman’lu Arena as a quest, but did complete all nine stages in the Arena.

Otherwise, all quests are listed and completed in the above walkthrough. Some items picked up are not specifically listed, but if all areas are explored and all creatures dispensed with, the items should be accounted for. 

