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This is a big book, for a big game.
There’s lots of useful information here,
but that means you might have to do a
little digging to find what you want.
Let’s see if we can help you get around.

Hints, Tips & Strategies

This chapter includes a wide array of sugges-
tions and information about various aspects of
the game. It begins with tips for new players,
and has an extensive chart comparing all fifty-
nine classes of player characters available to

you (pp. 8-9).

The last three pages of the chapter describe
each character stat, and tells you how the vari-
ous weapons, armor and other equipment you
find will affect your play.

Classes

The next five chapters (along with the Skills
chapter at the back of the book) cover every
class in the game. Each chapter describes one
of the races, and includes entries for:

* The starting village (completely keyed map)
¢ The starting dungeon (keyed and annotated)
e The available quests in the area

* The classes

Races and classes are organized the same way
they are in the game:

Human / Elf / Dark Elf / Orc / Dwarf

There is a page or two for each class, giving
tips plus its HP and MP progression. Fighters
are described first, followed by Mystics.

Equipment

This chapter lists the stats for every weapon,
piece of armor, shield, and other item that you
can find in the lands of Aden and Elmore. It

also includes a list of what every NPC vendor
sells, with prices.

Quests l

This chapter begins with a table of every quest
in the game, along with where you can get it,
and what rewards success will bring.

The remainder of the chapter includes a walk-
through for each one of the quests.

Beyond Your Village

We haven’t got a map of every location in the
game, but we’ve got the most popular ones.

We start with a large map of the entire world,
and then give smaller maps with the teleport
paths and Escape Scroll destinations marked.

After that are completely keyed maps of Aden,
Dion, Floran, Giran, Gludin, Gludio, Hunters’
Village and Oren, plus an Ivory Tower list.

And then we have completely keyed maps for
all the other dungeons in the game — the Ant
Nest, Cruma Tower, Forgotten Temple, Giant’s
Cave and Antharas’ Lair.

Creatures & NPCs

Another chapter of stats, with all the crucial
info on the monsters that you have to fight,
plus a list of every NPC in the game, and
(roughly) where each can be found.

Drops

Admit it — some of you got this book solely
for this chapter. Its got a list of what every
creature drops (with the chance it will drop),
and then another list of which creatures drop
each item. To top it off, we have the contents
of every recipe to be found.

Skills

A book in itself, this chapter describes every skill
available to every class, organized by class. The
order here is identical to the order in Classes.
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HINTS, TIPS & STRATEGIES

o
K‘ hen you first arrive in your homeland, it will take a while for you to become familiar
)’ 3 with your surroundings and comfortable with venturing beyond where you begin.

As a new player, you can benefit from the wisdom of others. Take a look at the tips in
this chapter. A little preparation can go a long way, and your early levels will pass more quickly
once you understand the basic principles of the game.

FIRST STEPS KEYS & GAME FUNCTIONS

e As soon as your character is created, equip
your items (double-click on them in your
inventory; you have upper armor, lower
armor and a weapon or two to choose
from).

e Talk to one of the masters around your
starting point and get the map quest. The
master asks you to kill Keltirs and get Keltir
Fangs. Keltirs should be very easy to kill,
and completing this quest gives you 50 SP
(skill points, used to learn skills) and a map
(Elmore for Orcs and Dwarves; Aden for
Humans, Elves and Dark Elves). The 50 SP
are a decent step toward your first new skill
(at Level 5 for Fighters, Level 7 for Mystics),
and the map will be useful throughout your
entire stay in this world.

* By now, you should be Level 2 or so. Hunt
more Keltirs and nearby creatures until you
reach Level 4.

* After this, go talk to the guide in your vil-
lage (marked with ® on each village map
in this guide) and listen to the advice he
offers. Especially pay attention to the details
he gives on quests — questing is nearly
always more profitable than regular hunting
until at least Level 10 — to find what NPCs
give quests near your level.
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* Any mouse with a thumbwheel can give
you a quick way to check for enemies while
you’re running away. Click the thumbwheel
to switch to a 180° rear viewpoint that
looks over your character’s back. Click it
again to resume your original view.

¢ If you like to switch weapons in combat,
put all of them on hotkeys. This makes it
much faster to switch in mid-fight.

¢ If you like to hunt mobs that aggro (that is
creatures that attack you first, rather than
waiting politely for you to attack them),
you definitely want to put several hotkeys in
easy order. Many players use F1 (Next
Target), F2 (Powershot, Mortal Blow, etc.),
F3 (Attack). That way, you can press F1, F2,
F3 in sequence each time you kill your cur-
rent target. It's much faster than clicking on
the new target, but only works when the
mobs are practically on top of you.

e Use the Pick Up action instead of visually
finding and picking up items. Put it on your
hotkey bar. Use it early, use it often, and
keep using it after each kill until you're sure
the area is looted. This way, you can pick
up things other characters miss, or some-
thing a mob is obscuring.

* Try using Pick Up when you’re traveling —
hit brushy areas where people may have
missed loot, or died before they could pick
it up.



TOP10 TIPS FOR NEWBIES

1. Do the map quest when you first start the
game. It's easy, and it will help you find
your way around.

2. Replace that newbie weapon as soon as
you can! Fighters should get a bow and
arrows, and Mystics should find a good
spellbook or staff. (You get a weapon
upgrade quest at level 10.)

3. Keep a healing potion on hand at all times
as soon as you can afford it. Lesser Healing
isn’t that expensive, and will heal you over
time. This often gives you the time you
need to run away, or make your way to
the dungeon exit.

The same can be said for Escape Scrolls —
why run when you can be whisked back to
town in several seconds?

4. Always make sure you know what direc-
tion to run to reach town. Nothing’s worse
than running yourself into a dead end!

5. Take on any weapon and armor quests
you find. You'll get something valuable for
your time, as well as XP.

6. Complete all coin quests, and repeat them
if you can. Very often. That’s a surefire way
to earn money when you’re young.

7. Use your hotkeys during combat! You can
set up multiple hotkey bars, so try setting
up one for combat, placing the keys in the
order of your most common actions (for
example, Next Target/Power Strike/Attack,
or Assist/Attack).

8. Learn to shout! Players are usually good
about answering questions. In the Chat
window, precede your comment with an
exclamation point (!) to broadcast it.

9. (Learn to whisper!) Precede your comment
with a double quotation mark, followed by
the character’s name, then your message
— for example: “Jaylina Let’s meet in
Gludin.

10. Until you fully understand karma and its
consequences, don’t hit anyone, even if
they hit you. Red players may try to lure
you into fights.

Who Are You, Anyway?

Lineage Il has nine initial character choices,
which grow into eighteen choices once you
get to Level 20, and then sprout another 32 at
Level 40. Which one are you? This time?

You can be a mighty warrior, a subtle sorcer-
ess, a crafty Dwarven artisan. You can summon
the elementals of nature, or lurk in the shad-
ows, striking unseen. You can be any of these,
and all of them.

To help you decide who you are, we’ve pre-
pared a chart on pp. 8-9 with details about
each of the classes you can choose. It is divided
into three parts, one for each level of profes-
sion. The first part lists the base stats for each
class; they won’t change as you develop.

Each part lists the Hit Points (HP) and Mana

Points (MP) for each class — at Level 20, Level
40 and Level 60. It also looks at how well each
class can fulfill various roles, and what skills it
can acquire.

The symbols used include ##x# (excellent),
#rivsr (good), #+ (workable), sx (minimal) and
X (don’t do it). “-” indicates something that is
not possible. (For example, only Dwarves can
craft, so all other classes simply list “-" for
crafting.) Some of it is purely subjective, given
to get you started toward forming your own
opinion — feel free to disagree.

DL.Sw. is Dual Swords expertise. DoT is dam-
age over time. LT.ARM. is Light Armor. SUMM is
Summoning expertise. MYsTIC is expertise with
Mystic weapons. FROM gives an abbreviated
list of where each upper class comes from.
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FIRST PROFESSIONS 200HP 20:MP STR DEX CON INT WIT MEN PDam M.Dam DoT Tank BurF  HeaL
Human Fighter 516 184 40 30 43 21 11 25 Rk - - Kk - -
Human Mystic 405 284 22 21 21 41 20 39 Yoo ek el X kiek kelek
Elven Fighter 464 187 36 35 36 23 14 26 ek - - R Yokt ek
Elven Mystic 392 286 21 24 25 37 23 40 oo od¥ekek - X kel ek
Dark Fighter 438 187 4 34 32 25 12 26 ek Sk - Wi wWRw -
Dark Mystic 389 2718 23 23 24 44 19 37 Yoo ek el X kiek kelek
Orc Fighter 577 188 40 26 47 18 12 21 Hedkk - - ¥k - -
Orc Mystic 456 291 21 24 31 31 15 42 Skl = Rk el ksl —
Dwarven Fighter 560 188 39 29 45 20 10 27 ek — - ¥k - -
SECOND PROFESSIONS 40:HP 40:MP From Stun Roor SiLeer Summ. DLSw. PDam M.Dam DoT Tank Burr  HeaL
Warrior 1649 459 HF s — - - e dekk - - Yok - -
Human Knight 1536 459 HF ek — - - PASH QA Ok ok R @ ¢ - ¥k — PAGAd
Rogue 1460 459 HF PAg e - - - o Wk - - % - -
Human Wizard 998 708 HM - —  dekk eksk ok o ek ey X PAGAd *
Cleric 1146 708 HM — ek ek - el Rl ey R Yoo Rk ek
Elven Knight 1380 466 EF - - - - Wi ok - —  dkk ok ek
Elven Scout 1312 466 EF PAg e - - - o Wk - - * Yok ek
Elven Wizard 966 713 EM - —  dekk eksk ok o Hkk - X PAGAd *
Elven Oracle 1109 713 EM — ek ek - el okl ek - Yo Rk ek
Assassin 1238 466 DEF k5% - - - Y HEE Ak wenek ok ol -
Palus Knight 1302 466  DEF - - - — e ek ek el ekl e —
Dark Wizard 957 694 DEM - —  dekk eksk ok Y #k ey X PAGAd *
Shillien Oracle 1100 694 DEM — ek ek - el Rl ey R Yoo Rk Hlek
Orc Raider 1855 470 OF e — - - wic Wk — - ¥Rk - -
Orc Monk 1775 470 OF e — - - o Wk — - RYeYr ok -
Orc Shaman 1308 727 OM  skikdy Sk ek — Wk WIok = sk oo sk Sokk
Scavenger 1799 470 DwF k& - - - Wi w"Rw - - Yok - -
Artisan 1722 470 DwF sk - - wir Yok ok - - Yok - -
THIRD PROFESSIONS 60:HP 60:MP From Stun Roor SiLeep Summ. DLSw. PDam M.Dam DoT Tank Burf  HeaL
Gladiator 3324 995 HEWr sk — - — ek ek - - Yok - -
Warlord 3500 995 HEWr sksksc - - - o Yokt - - Yok - -
Paladin 3123 995 HEK k% - - - * Yodkdr ek — ek - ol
Dark Avenger 3123 995 HEK k% — - dekk v Yol ek - Rk - *
Treasure Hunter 2871 995 HFR AS - - - o Wk - - * - -
Hawkeye 2959 995 HER ks - - - oo ek — - * - -
Necromancer 1966 1534 HM.Wz - — ek ek o Yo #EE e X * *
Sorcerer/ess 1966 1534 HM.Wz - - Bk - w w3k Yevrdy X w w
Warlock 2036 1534 HM.Wz - - B == oo G ¢ *k ok X * *
Bishop 2184 1534 HM.C — WYk ek - hlk Rk =< X X Kk sk
Prophet 2253 1534 HM.C — ek iy - Rl Rk PAe X Yk dkk Yo
Temple Knight 2806 1010 EFK - - - ¥k 5k PAQ e - — ¥Rk o e
Swordsinger 2886 1010 EFK - - - - PAe PAge - - Yevevr Ok Yoy
Plains Walker 2580 1010 EFS w - - - o ek — - * Kk ok
Silver Ranger 2659 1010 EFS sesesk - - - o Wk - - * *k ok
Spellsinger 1903 1544 EMW - — ¥k Sk o ek — X * *
Elemental Summoner 1970 1544 EMW - - B == oo G ¢ PAge - X * *
Elven Elder 2180 1544 EM.O — ek ek - ik Rk =< - X sk kR
Abyss Walker 2435 1010 DEFA <% - - - Yoo Wk ek ekl ok -
Phantom Ranger 2509 1010 DERA skvksc - - - Yo ¥k ek kR PAGAd -
Bladedancer 2723 1010 DEFK - - - — ek ek ek ekl kel ek
Shillien Knight 2648 1010 DEFK - - — ek % Yol ok ok kel ik -
Spellhowler 1887 1503 DEM.W - — ek ek Yo #EE e X *
Phantom Summoner 1953 1503 DEM.W - - Hdek vk K KR wRew X * *
Shillien Elder 2162 1503 DEM.0 -  sksk skkdy — el ok PAe X X sk kskek
Destroyer 3905 1018 OFR s - - - oo Wk — - kkk - -
Tyrant 3732 1018 OFR kvve - - - o Wk - - *k O W —
Overlord 2560 1575 OM.S skvkse #kk ik - R OWIok = sk ok sk Sokk
Warcryer 2560 1575 OM.S sevex vk deksk - Fh WTok = sk Rk kel Sokk
Bounty Hunter 3788 1018 DwES ks — - - o Yokt - - Yok - -
Warsmith 3620 1018 DwFA skskse - - ek % ek — - Yo%k - -
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FIRST PROFESSIONS Hero  Kite  CRAFT LT.ARm. Hv.ARm. RoBEs SworD BLuNT Fists DAGGER Bow  Pole  StAarF  MysTic
Human Fighter ok — ey ek X ESieR sk Yol sk ek Nk X X

X .
Human Mystic X ke - X X evede ok e e X PAQ e X HkE kskek ___n"'
Elven Fighter Xk - Rk oo X skl ek Yer Eeiek kR ol X X —
Elven Mystic X ¥k - X X evee ok v e X PAGAd X sk Rk
Dark Fighter X ety - Rkk iy X sk Yok e EeieR ek ol X X
Dark Mystic X ¥k - X X devede ok v e X PAGAd X sk Rk
Orc Fighter X X — ey ek X ek kR ek X *k Yk X X
Orc Mystic X X — ey X sedledr ek ok ey X X Yo Rk ek
Dwarven Fighter X X oo Yevewr ek X Tk dksk Yokok Kool hevedr ok X X
SECOND PROFESSIONS Hero  Kite  CRAFT LT.ARM. Hv.ARm. RoBEs SworRD BLunNT Fists DAGGER Bow  Pole  StarF MysTic
Warrior Fkk X — ey ek X ol ek % * Y #¥k X X
Human Knight X X - X Hsk X kR kR * * * X X
Rogue X ok - ¥k X X * * Yoo HEsk ek %W X X
Human Wizard HFdHE ek — X X oHk ok o el ek ok ol sk ek
Cleric X PAge — ekl X ek Yol il Teddr heledk T Rk et ek
Elven Knight X X - X Hsk X ok kR b * * * X X
Elven Scout X ok - k. X ok * * Yoo HEek ek %W X X
Elven Wizard HFdHE ek — X X ok ok o e ek ok ok sk ek
Elven Oracle X ok — skl X sk Kool e e Yekok ool e e Yok
Assassin X ¥k - Rk X PAGAd * * Yo sk HkE % X X
Palus Knight X X - X ok X deek Yo * * * * X X
Dark Wizard HFdHE ek — X X ok ok o el ek hk o sk ek
Shillien Oracle X ok — sk X sk Kool e e Yekok Solodl ke e Yok
Orc Raider wiede X - ey ok X wie Wk % * Y ¥k X X
Orc Monk X X - ¥k X X * PO S S ¢ * * X X
Orc Shaman PAGAS =< — skl okt ek Yot el e st ek sede ek skeslek
Scavenger wiewe X PAge o ¥k X e ddek vk * Yo #¥k X X
Artisan wiedr X ek % delsk ek ode ek s * Y ¥k X X
THIRD PROFESSIONS Hero  Kite  CRAFT LT.ARM. Hv.ARm. RoBES SwoORD BLUNT Fists DAGGER Bow  PoLE
Gladiator PAGAS X - Yer ok X el delsk % * * ok
Warlord ek X - ey ek X Wi ok * * o Hek
Paladin X X - X ok X ek Yol * * *
Dark Avenger X X - X ¥k X ek ok * * *
Treasure Hunter X PAGAS - ¥k X X PAe PAe Yo HEk Al %
Hawkeye X ey - ek X PAG e =< =< * Yok ¥k %
Necromancer Tevee WAk — X X ¥k Sk PAe PAe PAe pie pie
Sorcerer/ess Hdk Kk — X X ¥k 5x w w w w w
Warlock wie ok - RYedr X ek Yok et Yol ol sevesr ol
Bishop X =< — skl X dsek Yokt et Yol ool sedksr helek
Prophet X PAe — ek Yodr ek Yokt et Yol el sevdr el
Temple Knight X X - X ¥k X ek ok * * *
Swordsinger X X - X ok X ek Yol * * *
Plains Walker X PAGAS - ¥k X X =< =< Y sk Al %
Silver Ranger X ¥k - ek X PAge PAe PAe o Wk HkE %
Spellsinger Hesk ek — X X ¥k K * * * * *
Elemental Summoner Wik ek - RYedr X ek Yok et Yol ol sevesr ol
Elven Elder X w — skl X dsek Yokt et Yol ool sedksr helek
Abyss Walker X PAGAS - ¥k X X PAe PAe Yo HEk Al %
Phantom Ranger X ek - ekek X PAG e =< =< * Yok ¥k %
Bladedancer X X - X ¥k X PAge * * * * *
Shillien Knight X X - X ek X ek ik * * * *
Spellhowler Hedek Ak — X X ¥k % * * * * *
Phantom Summoner Wk ok — sy X dek Yokt et Yol ool sedksr helek
Shillien Elder X AS — ek X ek Yokt e Yol el sevsr ol
Destroyer Hdk X - ey ik X =< Y Kk Sk * *
Tyrant X X - ¥k X X wir ¥k % * Yo ek
Overlord ek Sovedy - ek Skt ek Yol ok ok e okt ek
Warcryer wie Akl - Sk ek delek Yol hele ek e okl ek
Bounty Hunter Wik X PAQ e X ek i Y Kk Sk * o Hek

Warsmith www X ¥k X sk Yo PAGIE v =  * PAS PAGIIEE &
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HUNTING BEYOND YOUR

VILLAGE

Abandoned Camp. By Level 20 or 25, you've
outgrown your starter dungeon, and when this
happens you want to move on to the
Abandoned Camp. You will last well into your
late 20s here. Monsters range from the easier
Ol Mahum Patrols and Stragglers, to the more
difficult Captains and Commanders (which usu-
ally require you to group with others). There is
also a profitable repeatable adena quest here,
which you can get from Leopold in Gludin.

After you've grown out of the Abandoned
Camp, you have plenty more spots where you
can move to. It's recommended that all of
these places be visited with a group only,
especially at lower levels.

The Orc Barracks north of Gludin feature
dungeon-type monsters (double HP, double
experience), and an adena quest, which you
can get from Piotur just north of the barracks.

The Wastelands are a great place to hunt and
the Punchers and Granite Golems there drop D-
grade Enchant Armor/Weapon Scrolls. (Archers
might want to hunt elsewhere, since most
golem-type monsters are resistant to arrows.)

The Forgotten Temple is great for experi-
ence, though dangerous for lower-level char-
acters.

If you’re looking to solo, you might try the
outer rings of Cruma Tower (Gray Ants,
Giant Mist Leeches), or the area around Dion
(Hobgobilins, Dire Wolves, Enku Orcs) or
Floran (Monster Eyes, Dire Wolves).

Later in your career you may wish to move to
Giran and hunt monsters around there
(Wyrms, Guardian Basillisks, Harpies).

Wyrms and Harpies are a good bet for archers,
since they are slow and take 10% more dam-
age from arrows.

If you’re in a group, go north from Giran into
Death Pass and hunt Fettered Souls, which
are also double HP/experience monsters.
They’re tough, but with a group you can kill
them quickly for large amounts of experience.
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The Execution Ground is also a good place
for experience, though easier than Giran.
Archers will find slow monsters here as well,
such as Ghouls and Hangman Trees (watch
out for their Dryad Root spell!).

You may also move back into the Wastelands
if you’re a dagger user; by this time you
should be strong enough to solo the monsters
there. There is another adena quest involving
Golems here; you can get it from Trader
Rolento at the southern entrance of the
Wastelands.

If you’re looking for a challenge, you may wish
to venture into the Cruma Tower. All mon-
sters inside the tower are above Level 40, and
have triple HP (and triple experience)! If you're
looking to hunt here between Level 35 and
40, it’s a good idea to form a full group of 9
people before hunting in here. You can contin-
ue to hunt in Cruma (first floor) until you
reach Level 40. Archers should think about
switching to a dagger when hunting in here;
there are plenty of golem type monsters and
you will find yourself running out of
arrows/MP very quickly, taking you out of the
group experience. For this reason experienced
Cruma-bound groups are often hesitant to
accept archers.

CAMPING

Camping is when a player or a group of play-
ers “take over” a room, initially killing all the
monsters, then killing them as they respawn,
thus cutting down on the risk of getting
ganged up on.

Etiquette of Camping. If someone is
already camping a room, leave them be.

If someone invades your room, remember that
they might not understand that you do not
want help.

If you are camping a monster needed for a
quest, give other people a turn. Not only is it
polite, but it saves you a scolding from a
Game Master!
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PLAYER vs. ENVIRONMENT

¢ Get your weapon of choice first — then
worry about armor!

* Mana Points and Hit Points are fully regen-
erated each time you gain a new level. You
can afford to drop way low, if you know
you can survive — you’ll be fully restored
as soon as the combat is over.

Before you go on a hunt, it’s helpful to
know what mobs will aggressively attack,
which ones will help those of their own
kind, and which ones will just stand by
while you whack its twin several feet away.

If you’re in rugged terrain and about to
attack a mob that you know might get
help, take a quick look around trees, boul-
ders and other obstacles. On occasion, a
second enemy is inconveniently hidden and
will attack once you hit the exposed one.

Always try to keep your Hit Points and
Mana Points evenly balanced. That gives
you the best chance at survivability. Low on
HP? Use an attack skill that requires MP.
Low on MP? Rely on your physical attack.

Don’t quaff potions before combat. Several
HoT (heal-over-time) potions apply a large
boost up front, then restore HP slowly for
the duration of the potion. If you're already
at full health, you’ll lose some of its effec-
tiveness. Try waiting until you're between
50% and 70% of full health.

Bandages stop bleeding effects, and
Antidotes stop poisoning effects. (But they
have to be powerful enough for the wound
you're trying to negate.)

If you fall below 25% or so of your HP, start
running away. Point and click somewhere
far off into the horizon, and click your
mouse thumbwheel to check your rear
view every once in a while. Running is a
better option than standing there and
dying. Plus, if other players see you run-
ning, they’ll often help you out by hitting
whatever’s chasing you.

Conversely, if you see someone running 4
away, you should always ask if he needs .
help first. If someone is kiting (running

away to regenerate HP or MP), he may get

upset if you attack his kill.

* When it's time to flee for your life, try this
trick. Find a sharp corner in the architecture
or the landscape and “scrape off” the
mob(s) chasing you. In many cases, the
enemy won't follow you down a side corri-
dor or around the bend of a hill.

* Some monsters start running back to their
camps when they hit 50% health — for
instance, Tureks and Mahums do this. You
may have to chase down your kills to finish
them off. But be aware that they might be
running for protection; try not to chase one
right into a nest of red mobs.

* Critters always seem to want to fight from
equal footing. If you attack from a set of stairs
or a platform, your enemy will usually try to
find a way to climb up before attacking.
Obviously, this can give you a great advan-
tage when you’re fighting something tough.

* You may notice some weapons have both a
soulshot and spiritshot rating. Fighters can
use soulshots before striking, to apply extra
physical damage. Casters can use spirit-
shots and then cast spells while wielding
that weapon to get a magical attack boost.
Before you use that weapon, click the
appropriate shot type.

KITING

Learn it, use it, live it. Here’s a quick tutorial:
using a bow (or attack spell) shoot at your tar-
get once. Before the arrow even makes con-
tact, turn tail and run a few steps (the chances
of you missing are slim to none at this point).
Now stop and fire another arrow. Rinse and
repeat until your target is dead. Because of
your speed you can effectively out run almost
anything from Levels 1 — 20, with a few excep-
tions such as spiders.
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¢ Just because you can attack something

doesn’t mean you should. Take some time
to figure out your fighting efficiency. If you
hit 10 times to kill creature X and get 500
XP, then you’re really only getting about 50
XP per hit. But, if you can kill another crea-
ture with three swift blows and get 270 XP
for it, you're earning 90 XP per kill.

Similarly, if you kite (attack, run away to
regain HP or MP, then attack again), your
fighting efficiency over time might be
reduced.

Don’t attack similar critters that are stand-
ing within ten or so paces of one another,
or they’ll probably help each other. (One
solution: find a buddy on the fighting field
and coordinate your attacks so that each of
you draws the attention of one monster.)
It’s easy to attack something without realiz-
ing its buddy is standing behind a boulder
or tree.

* Since combat is automatic, you can rotate
your view while you fight. This can be a
good way to get an early fix on your next
target (especially in the “get 50 of item X”
quests).

If you have Mortal Blow, Powerstrike, Iron

Punch, or another skilled attack, hit with it
first. You should always make your hardest,
most powerful hit first — while you're not
being hit as you wind up for your blow.

Power Shot (bow attack) does not consume
arrows; none of the special bow attacks use
arrows.

e If you're an archer, consider getting a dag-
ger along with your bow. Start with a
Powershot from your bow. Then, use
hotkeys to quickly switch to your dagger as
the creature rushes to attack you. The
advantage is that you’ll get in a major blow
and a couple of arrows before it reaches
you. The disadvantage is that even though
you can deliver a bunch of damage this
way, Powershot sucks up MP (which
archers need for normal attacks).
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e Even if you're not an archer by trade, a
standard bow in your arsenal helps you pull
a critter to your group or simply gives you
extra time to deal damage from afar before
you strike with your main melee weapon.
Many players camp an area this way.

e |f you're using arrows and a bow, you don’t
have to wait for your arrow to land. Fire,
then run. Archers have an inherent ability
to kite since they’re already able to strike
from a distance.

¢ Using a shield hurts your ability to evade a
hit from an enemy. If your class wears light
armor, consider just dropping the shield —
light armor is all about not being hit!
Spend your time dodging and attacking.

* Make sure you attack what'’s appropriate
for your level. Your XP will be low if you
hunt something that’s too easy, and you’ll
get slaughtered if you take on too much.

In general, you can accumulate more XP by
fighting blue and green mobs than white
ones. You don’t get quite as much per kill,
or quite as much adena, but you don’t
have to rest as often.

* Group for exp, solo for cash: Even once
you’ve reached grouping levels, you'll still
need to take time to farm cash alone

* Money is important: Don’t gain exp (with-
out cash) too fast and let your equipment
fall far behind, or you’re in big trouble.

¢ Killing lower-level monsters is better exp:
You kill greens faster with less downtime
than whites solo, so you actually get the
best exp over time by picking on high
greens.

Con Color Proximity to your level

Red 9 or more levels above you
Light Red 6 to 8 levels above you

Yellow 31to 5 levels above you

White +/-2 levels (above or below you)
Green 3 to 5 levels below you

Light Blue 6 to 8 levels below you

Blue 9 or more levels below you
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GROUPING vs. ENVIRONMENT

* When forming groups, mix races and class-
es for maximum benefit. Consider all of the
race and class advantages and disadvan-
tages when you're hunting with a group.
The best groups have a mixture of Fighters
from the strongest physical races and heal-
ers from the strongest magical races.

* When you join a party, look for the green
dots on the radar. They represent your
party members (useful if you’ve had to run
away, or if you've died and restarted in a
village).

e When you’ve got a group with several peo-
ple, and multiple mobs are in the area,
make sure the group concentrates on a sin-
gle mob at a time. The group’s priorities
will vary, but in general, you can focus on
eliminating the most dangerous mobs first.
One of the most common mistakes made
by young groups (and uncoordinated older
groups that should know better!) is attack-
ing multiple critters at once — the tank
draws one, just as an anxious Fighter or
Mystic is also getting off a first shot at
another one.

The easiest way to run as a party is to des-
ignated a leader. All party members can
then double-click the leader’s name (MP
and HP bar) in the upper left corner to
automatically follow the leader.

* If you're one of the weaker characters (e.g.,
a Mystic), don’t take the first hit on a crea-
ture. It goes after the attacking player first,
so leave the preliminary bashing to your
tank, and then use your spells to either buff
the Fighters, or harm the mob.

* In a group, be sure to follow the lead tanker
and attack whatever he designates as a tar-
get. Target your tanker, place the Assist but-
ton on a hotkey bar, and use it to get your
next target. If you don’t, you run the risk of
attacking the wrong enemy in a mob, or
possibly even someone in your group.

¢ Never, ever run away from the party during 4
battle, even if you're low on HP. Carry o
some Resurrection Scrolls if you're afraid
you’ll die, but don’t run away. The only
person that should run away — ever — is
the healer/rezzer. If that character dies, so
does the party. But, he or she will die with-
out tank and damage support. So, let them
heal you while you stand there and fight
like a man! Or woman!

¢ If you buff a Fighter in mid-battle, you may
draw the monster’s aggression. Monsters
are sometimes smart enough to figure out
who’s buffing, and attack that person.

* You can have up to nine people in your
party (including yourself).

* The best advantage of partying is that for
every kill, you get at least 7% more experi-
ence than you would normally. (Sure, you're
dividing XP with your party mates, but you
can hunt longer and more quickly in a party.)

e In party situations, never run away, even if
you’re low on HP or MP. The only one who
should ever run is the rezzer/healer/buffer.

¢ If you die and have to meet up with your
party, you won’t get experience again until
you see them on your radar again. But,
you'll still share adena they earn while
you're traveling back to them.

* Depending on your level, bigger/smaller par-
ties might be better. For example, while a
Level 30 two-person group can get the best
EXP in the Ant Nest, you need at least a four-
person group to start at Cruma Tower at 32.

e Different characters in parties fulfill different
roles. Know, before you go into combat,
what your duties are:

The Tank. Usually a Knight class, the tank is
the person who goes in and takes the hits,
whether by pulling or by simply charging in.

Pulling. Pulling is when you use a bow,
magic or careful movement to pull one
monster out of a group, usually a group of
aggressives or helpers.
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The Healer. Despite popular belief, it’s not
necessary to have a healer ... if the party
knows how to work together and stay alive.
As the name implies, the healer is in charge
of keeping the other party members alive.

The Damage Dealer. Most tanks do not
have a high attack power or many special
attacks, so it's always good to have a dag-
ger, bow, magic, or dual swords type along
to help kill the monsters. Remember, the
faster the monsters fall, the less HP your
tank loses!

e If you want to maximize speed and mini-
mize time between monsters, have some-
one call out the next target, e.g., “NW
Skel” (“northwest Skeleton!”).

e Stunning a creature, while not doing much
damage (for shield stun, no damage at all),
gives your tank a break from being hit.

* It's better to go for a collection of monsters
that you can kill nonstop then go for an
area that spawns too slow or a spot where
you need to rest a lot.

* Whenever your secondary meleers or even
an archer has extra HP, let them tank one
or two monsters. This gives the real tank
some time to regenerate, and then they
can regenerate while the real tank is tank-

ing!
* Healers, don’t heal the secondary tanks
unless they’re in trouble. Their tank time is

also a time for you to regenerate more MP
to heal the primary!

* And the most important one of all ...
Listen!

Listen to each other, and have someone lis-
tening to shouts/chats. You never know
when someone might shout that a PKer is
coming!
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PLAYER vs. PLAYER (PvP)

¢ Character name color indicates PvP status.
You don’t have to do anything special to
enter PvP mode, except hit another player
character (hold down the Control key while
striking). This can increase your karma level
(which is a bad thing, unless you like playing
bad guys), changing your color as follows:

You Your Action  OTHER Guy Your REsuLT

White Hit White Purple

White Kill White Red

White Hit Purple Purple

White Kill Purple Purple, then White
White Defend Self  Purple Purple, then White
White Hit/Kill Red White

Purple  Hit Any Color Purple

Purple  Kill White Red

Purple  Kill Purple, Red Purple

Red Hit Any Red

Red Kill Creatures Red decreases
Red Die Red decreases

e If your get karma, you turn red and
become an instant target for guards and
other PCs who won’t be penalized for
killing you. Also, if you turn red, you can’t
shop in towns.

* You also stand to lose items if you die and
your name is red. Even if an item is
equipped, you can still lose it!

e If you turn red because of bad (high) karma,
the only way to lower it is to hunt a /ot of
creatures, the higher the better. Or die a lot.

* You don't really have a way to evaluate
your enemy except by appearance (or rep-
utation). Take a look at the weapon and
armor listings in this guide and familiarize
yourself with the list. Discover at what lev-
els characters are most likely to be wearing
certain types of armor.

* Be wary of someone dressed in newbie
garb who's taunting you to start a fight.
That person may lure you into swinging,
then equip his or her real armor and
weapons (or even worse, may have buddies
lurking nearby).

¢ PvP may sound fun and powerful, but you
should really hold off until you get to high-
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er levels. If you strike out on the PvP path
too early, you can destroy your character’s
karma (and become a prime target for oth-
ers who won't be penalized for killing you).

e Some of the best PvP skills can only be
used on purple or red player characters —
root, snare, sleep, stun, and damage over
time (DoT) skills. If you plan on going that
route, make sure you pick the right profes-
sion and skill set.

e Silver Ranger (<- Elven Scout <- Elven
Fighter) is one of the best classes for PvP
because of its speed, which gives the ability
to kite enemies (continual hitting and run-
ning, while avoiding most return damage).

PARTY vs. PARTY

* Follow three general rules when fighting
with a group against another group in PvP:

1. Make sure one or more people in your
group have a bow to catch kiting or fleeing
characters. If that’s not possible, make sure
your Mystic has root or sleep abilities.

2. The more healers you have, the better.
Balance the number of Fighters with the
number of Mystics needed to keep those
Fighters buffed and healthy.

3. Keep your healers alive. If they die, the
Fighters usually follow.

* For success, your group needs either crowd
control (snare, root or sleep skills) or speed.
Speed is required to catch fleeing enemies
(or to run away), while crowd control slows
down opponents. A Mystic with both types
of skills is invaluable for group PvP battle.

* In PvP group fights, focus on killing Mystics
with healing and nuke skills first. Put your
other primary focus on rooting tanks.

e If you're on the opposite end of rooting
(i.e., you're a tank stuck in place), you're
going to want to acquire a top-of-the-line
bow. You will be the target of many, many
root spells, and a bow will be your only
method of attack during those times.

HUNT MODIFIERS R

This guide lists the base EXP and SP you earn
for each kill, but what you actually earn can be
modified by a couple of factors.

Hunting Deep Blue MOBs

* EXP and SP. When you kill a creature that
has a lower level than yours, your rewards
go down. For each level you are above the
creature, you lose 9% of the total reward.
Both EXP and SP round down, so that if
you kill a creature even one level below
yours, you’re giving up at least one SP.
(That makes a much greater difference at
lower levels than it does at higher levels.)

* Drops. When you kill a deep blue creature,
the chance for each drop is reduced to a
third of the normal chance. This applies to
both normal drops and Spoil drops.

Party Modifiers

* When you group together to hunt as a
party, you earn less per kill (because you're
sharing the EXP and SP with your group)
but there is a group bonus that increases
the total EXP and SP awarded.

* When two characters group together to
hunt, there is a 7% bonus. For each addition-
al member there is an additional 7% bonus.

e If all members are the same level, EXP and
SP are shared equally. If there’s a difference
in levels, you gain EXP and SP based rough-
ly on how many levels you have, compared
to the other characters in your group.

So (for example), if a Level 6 and a Level 4
group together, the Level 6 will get about
60% of the rewards, and the Level 4 will get
about 40%. (It’s not that simple — to get
the actual division, you square each level [6
X 6 =36, and 4 x 4 = 16] and add them
together [36 + 16 = 52]. The Level 6 charac-
ter gets 36/52 of the rewards, while the
Level 4 gets 16/52 of the rewards — that
works out to almost a 70/30 split.) However,
remember the 7% bonus for grouping that
adds to both characters’ rewards.
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SKILLS

* You don’t have a skill point cap — as long
as you can kill things, you can earn addi-
tional skill points (SPs) to spend on skills.

* Your skill timer only affects the skill you've
just used. A good tactic at lower levels, if
you don’t mind forking over a little extra
XP up front, is to acquire two attack skills
as early as possible. You can start your
attack with one weapon and power hit
type, and then switch to another weapon
and power hit for the final blow (to get
overkill and extra XP). This can help speed
up some of the earlier “Go get 50 of these

" quests.

* You can’t combine soulshots or spiritshots
with skills like Powershot or Powerstrike.

When getting skills, go for your high-level
attack first (so you can kill stuff). Then,
acquire your preferred masteries and other
passive skills. Then, expand your horizons
with other skills.

¢ In some towns, there are trainers for multi-
ple races, but in other towns, you can’t
train at all if you’re not native to the area.
You can find race-friendly trainers in Dion,
Floran, Giran and Gludio — but they won’t
be in the normal training buildings.

e If you're playing an Orc or Human, learn
Relax as soon as you can. It'll help you
regenerate your HP much faster (although
it consumes MP). This might not be the
best tactic for archers, who need MP for
their Power Shot strikes, but for most fight-
ing classes, Relax gives you a big payoff at

higher levels — eventually you’ll regenerate

MP even when you’re using Relax!

Before you buy a skill, make sure you're
going to get long-term use out of it. Check
out the character development paths early
on, pick a profession goal, and examine
what skills you’re going to need down the
road.

e Many players invest thousands of adena in
a particular weapon and skill set (for
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instance, a sword and its associated skills)
— only to discover that their chosen pro-
fession is built around a completely differ-
ent set of skills.

If you have a skill that supports overhit,
you’ll get more XP when you use it as the
killing blow. Overhit occurs when you strike
for more damage than a creature’s remain-
ing hit points. The excess damage will give
you additional experience. So, if you can,
use your power attack both first and last!

Blunts are powerful and consistently apply
high damage, but fewer critical hits. They
also get the benefit of stuns at higher lev-
els. Two-handed swords are slower, but are
better at penetrating shield defenses.
Polearms have nearly double the critical hit
chance and can hit multiple opponents,
but are less accurate.

Knight types got a big boost against
archers in Chronicle 1. Not only is the
Deflect Arrow skill boosted, but shields now
block arrows much more often. A character
with no shield masteries succeeds in shield
defense about 50% of the time. A character
with Shield Mastery 2, such as a Level 28+
Paladin, succeeds
in shield defense
against an archer
about 75% of
the time. A char-
acter with Shield
Mastery 4, avail-
able at Level 52
for some
Fighters, suc-
ceeds in shield
defense 99% of
the time! The
catch is that you
must be facing
the archer who is
firing at you,
which both adds
to realism and
gives the archers
a bit of a break.




SPELLCASTING

e Even if you're a Mystic with good healing
power, it never hurts to pick up a Heal
Potion or two for emergencies.

* Some spells (ones that don’t target yourself)
can be cancelled by hitting the ESC key.

* There’s a casting delay before each spell.
Start casting your second spell immediately
after the first, or you may be toast!

* Don’t move after you begin casting a spell,
or it will be broken. Similarly, if you're
attacked while casting, it can be interrupted.

e If your spell gets interrupted, immediately
switch to your staff, rod or whatever
weapon you have to beat the stuffing out
of your prey. Or again, you’re dead!

e Don’t brave the dungeons unless you’re
partying with high-level Fighters. Kiting is
difficult in close quarters, and you really
need a group to survive.

* You may decide to wear armor or other
Fighter gear, but note that you only get an
MP boost from robes, not other armor.

e Damage-over-time (DoT) spells don’t hit as
often as you want against mobs that con
white to you. Green mobs are better. And
to get your best DoT effects, use spiritshots
with your spells.

* As you approach Level 20, examine your
career paths. You can summon pets using
crystals (good for solo or small group
excursions), acquire area-of-effect spells
(useful for slow mobs), or root spells and
bow skills (best for healers).

* Although their magical abilities don’t quite
match that of other races, Orc Mystics are a
nice compromise between a Fighter and
Mystic. They can take a few extra hits, so a
common tactic is to hit hard with spells until
an enemy closes in, then fight with a sword.

If you go this route, keep your power levels
up (Ice and Wind). Try Wind, then Ice, then
your melee weapon.

QUESTING

¢ Creatures won’t drop quest items unless
you’ve accepted that particular quest.

* You don’t pick up quest items that are
dropped by monsters. These items will go
directly into your Quest inventory window.
(To view quest-specific items, click Quest
in your inventory window.)

e |f you’re running quests with friends,
organize the hunt. The person who strikes
the killing blow for a monster is the one
awarded the quest item. One effective tac-
tic is to have everyone deliver their power
attack first, then step back and let one per-
son finish off the critter.

e |f you're on a quest looking for drops, but
your hunt partner isn‘t doing that quest,
you need the last hit on the mob to make
the drop occur.

e Watch out for kill-stealers in quest areas —
many less scrupulous players will dive in to
make the last hit and steal your quest item.

* You can have multiple quests active at once.
Before you leave town, make sure you have
a quest appropriate for your level. Why go
kill a gaggle of Rakeclaw Imps strictly for XP
when you can get XP plus adena?

e If this guide won’t be handy, write down
who gives you a quest, where he or she is,
and what you need to get! The quest infor-
mation in your window isn’t always in-
depth enough to help you remember the
NPC's location.

e Early levels (20 and below) pass by way too
quickly to invest in buying a lot of critical
gear. At lower levels, quests are an incredi-
ble boon. You get to rack up XP and SP,
and you sometimes also get a valuable
weapon or piece of armor for your efforts.

* Repeatable money quests are very much
the way to go, especially when you hit
Level 10 or so. Find out which ones you
can perform multiple times, and keep
repeating them.
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BUYING, SELLING &
CRAFTING

Dwarves are the only race with a crafting
development path, and higher-level
Dwarves (Artisans and Warsmiths) can craft
unique items that are never dropped by
enemies.

To craft something, you need both the
recipe and the ingredients. Failure to craft
something destroys the ingredients (but
failure is possible with just a few recipes).

Item drops commonly differ by region
(e.g., Stems are fairly common on Talking
Island). It might make sense to run charac-
ters in different towns to collect the various
materials that you need, or team up with
other players and trade supplies via private
stores.

It’s usually more lucrative, but slower, to
sell item drops to players than local mer-
chants.

If you're really into crafting, join a clan or
solicit group help. Nobody wants to spend
the time and energy to gather 70 steel, and
many clans will collectively gather items to
craft something in particular.

If the store sells an item cheap, or if that
item is easily available through a quick
quest, it’s probably not worth selling in a
private store. Go ahead and dump it off to
a trader, or clanmate.

Player stores are most valuable for high-end
items, crystallized items (crafted by
dwarves), enchanted items, and for remote,
high-profile combat locations where players
don’t want to travel back to town.

Buying from a player at a discount is not
always better than buying from a trader.
For instance, say you earn 5K adena per
hour at Level 15 and spend 30 minutes
looking for 2000 in savings by buying from
a player. In the end, you’ve actually lost
500 adena by spending your time shop-
ping instead of hunting. Worse yet, even if
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you saved 4000, you still missed out on all
the XP you could have earned in the mean-
time. (Of course, everyone needs a break
from time to time, and shopping around
might make for a good break).

A good policy is to breeze by player stores
in the normal course of your travels, but
don’t necessarily spent a lot of time hunt-
ing down a particular item for sale.

You can make a load of adena by setting
up a “convenience store” at a popular
fighting site. Buy items in town, and trans-
port them to the dungeon. Desperate play-
ers will pay a nice mark-up for a convenient
supply of Soulshots, Heal Potions, Escape
Scrolls and other necessary combat items.

If you want to get rid of an item but can't
sell it, open your inventory. Then, drag the
item’s icon on top of the Recycle Bin icon
in your inventory window to permanently
destroy it. You can get rid of your starting
equipment that way, as well as any quest
items you don’t want any longer.

When buying items off of another player,
always check the item in the trade window
to make sure it’s what you think it is. (You
can click the item slot to view its stats.)
Some players may try to fool you into buy-
ing a junk item.

You can determine what a store will pay for
an item you’ve found while out in the field,
even if you're foolishly playing without this
guide by your side. Private Store cautions
you if the price you've set is far from store
price. Set up a Private Store, and then try
out different prices for the item. If you ask
40% (or less) for it, or if you ask 1000% (or
more) for it in the Private Store, you'll get
the caution. Find the price point where the
message changes, then do the math —
divide by 10 (if your price has been high) or
multiply by 2.5 (if your price has been low)
to find out what a store would pay for it.
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ACQUIRING EQUIPMENT

* For low-level Fighters, get the weapon you
want before you get the armor you want.
Armor is more important as you progress in
level.

Buy the first weapon, quest your second.
Buy the 768a weapon in your category
from the store in your starting town, but
don’t bother with the 25k weapon,
because there is an equivalent weapon
available through a quest at Level 10. Do
not buy this weapon from players — quest
it yourself. Purchase the 66k and higher
weapons from players as you get the
money.

You should perform all of the weapon and
armor quests available to you for your race
and profession. If you don’t want to spend
time questing for it, then you can resort to
adena — but realize that you’re missing out
on whatever XP you would have earned
while questing.

A twinked Fighter can reach Level 20 in
about 8 hours if lent a full set of bronze
armor and the best ungraded sword, plenty
of Heal Potions, and a ton of Soulshots.

If money is not a problem, running a new
character up is amazingly fast. The “XP
grind” is worst for your first character. After
you've leveled up a character, future char-
acters can benefit from the first character’s
inventory (if they can physically visit the
same areas).

Until you reach Level 10 and can take on a
weapon quest, fight with your starter
weapon. Fighters may also find it beneficial
to pick up a Short Bow and some Wooden
Arrows — this boosts your attack ability
because you can get in additional shots
before melee combat.

Always try to kill red player characters. You
won'’t be penalized, and they have the best
drops of any “mob” in the game! Any PvP

character who dies drops something.

USING WEAPONS & ARMOR

* You can right-click on weapons, armor and
clothing in your inventory window to
quickly equip them. (Putting them on your
keyboard shortcut bar is better.)

® Bows consume MP, even for non-Power
Shot attacks. This effect consistently curves
upward as you upgrade your bow. (The MP
cost for each bow is listed in Equipment.)

* Don't think that just because you're a
Mystic, or an archer, that you can’t use
heavy-duty swords and other weapons. You
can use any weapon, no matter what your
class — but you may not be able to learn
skills particular to that type of weapon.

* Pick a weapon class concentration based on
what you enjoy doing in the game.
Fighting other players? You’ll probably
want two-handed sword skills to overcome
their shields. Like pulling mobs? You'll
probably want bow skills. Hunting skeletons
and golems? Blunt weapons or staffs are
your best bet.

¢ Dual-wield weapons hit twice per round,
but do only half-damage per hit.

* The very large number in your character
status screen represents your maximum
encumbrance, or maximum weight you
can carry. You don't really have to worry
much at lower levels, but if you are carry-
ing too much, then you may regenerate
MP and HP more slowly, and you won’t be
able to run as fast. If you are completely
encumbered, you’re as good as dead until
you drop something — you can’t move,
and you won’t regain MP and HP.
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Weapons at Levels 1-20

* Remember the difference between
weapons. Daggers are faster and score criti-
cal hits more often, but also miss more
often. Blunts almost always hit, but hardly
ever score a critical. Swords usually hit, and
critical at a good rate. Bows do a lot of
damage, but are very slow to shoot.

¢ Think about what class you're going for. If
you intend to be a Knight, you might not
want to get caught at Level 20 with a dag-
ger and a bunch of Mortal Blow skills, as all
your Knight skills concentrate on swords
and blunts.

Armor at Levels 1-20

e Fighters, do not wear very low Mystic
armor (in particular, the Cotton Tunic quest
reward), as these actually lower your P.Def!

¢ Investing all your money in one piece of
armor is bad, because it might drop, and
then you lose it alll With your defense
spread through five items, it isn’t as critical
to drop one.

* Think before wielding a shield. At the lower
levels, it's probably better, but remember for
the future that a shield takes off 8 Evasion.

* When considering what armor to buy, take
the special sets into consideration (listed in
this guide on p. 128). Each one listed pro-
vides an extra benefit or two. For example,
while Bone Armor has better P.Def then the
Wooden set, the Wooden set gives you
more HP.

* If you're using a bow to kite, you don’t need
to put as much money into your armor.

* As people start to buy their 20k armor sets,
most of them get Bone armor because it
looks better. But Bone armor and Tights
armor have identical defense ratings, and
Bone armor weighs more. Until Lineage Il
introduces a wear-and-tear factor, Tights
armor is better.
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* Once you have the best armor that your
starting village vendors offer, you need to
go out into the world to get new armor.
While Gludin is easier to get to, it starts off
with a 20% tax rate, while the Giran tax
rate is only 10%. While the Giran rate is
subject to change once a clan controls its
castle, the lesson still applies: know global
tax rates so you can buy at the cheapest
convenient location.

Weapons at Levels 20-40

* Don't rush into the second recommended
weapon, as that gets you into the D Grade
weapons, and this means you have to buy
D Grade Soulshots. The big difference
between Non-grade and D Grade is that D
Grades must be player crafted, and thus are
harder to find and are more expensive, for
the most part.

* Hunting for a weapon drop can be a long
and grueling experience; while it’s some-
times worth it to try to get an armor drop,
weapons drop so rarely that you are usually
better off spending your time getting
money to buy it!

Armor at Levels 20-40

* Remember, you don’t have to buy all of
one set at once, or all the items in a recom-
mended set.

e Before buying something, look at what
drops it. Is it something that you can hunt?
Do you need it badly enough that you
want to buy it instead of trying to get it as
a drop?

¢ For the final sets (the hard ones), all of the
items are drop only. If you get the complete
set, congratulations, but don’t think this is
normal by any means! By the time you have
that set, you would usually be more then
rich enough to get C Grade stuffl
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EQUIPMENT GRADES &
EXPERTISE

¢ Be aware that weapons, armor and con-
sumable projectiles like arrows and soulshot
are graded to ensure proper use (and pre-
vent over-twinking of young characters).
Until you hit Level 20, you're limited to
non-graded items.

Twinking (giving unearned equipment to
lower-level characters) can be useful, but
there are balancing factors in Lineage Il to
avoid abuse. Twinking is especially helpful
to propel young characters through the
early levels. However, weapons and armor
are “graded” for certain levels, and only
provide best effect at the correct level
range. When you click on a weapon’s icon
and display its stats, a little letter in a box
immediately after its name tells you its
Grade. (If there’s no letter, it’s “ungraded,”
or “No-Grade.”) You can’t effectively wield
D-Grade equipment until you get the
Expertise Grade D skill at Level 20 (it’s free
and automatic). Expertise Grade C doesn’t
come until Level 40.

® You can’t combine weapons and acces-
sories of different grades. For instance, C-
grade Soulshot won’t work with a B-grade
weapon, and B-grade Soulshot won’t work
on a D-grade weapon. Ungraded bows will
only shoot Wooden Arrows; buying Bone
Arrows (Grade D) before you reach Level
20 is wasted money. Before you buy some-
thing, check out its grade to make sure you
can use it.

* Don’t mistakenly buy higher-grade
weapons or armor than you can use, or
you'll be severely hindered in terms of your
accuracy (for weapons) and attack/run
speed (for armor).

MAKING MONEY o

e Dwarves are the only class with a crafting
skill, and a lot of the items you find while
hunting can be used as materials in
Dwarven recipes. Often, Dwarves will often
pay more for ore, coal, twigs, stems, and so
forth than you can get by selling to NPC
traders.

® Ask (or look) around for item prices in
other cities. Something that sells for 40K on
Talking Island can net a nice profit in
another town. It might be worth going into
the export business — buy something in
one town, sell it in another.

¢ Look for repeatable quests that award you
adena. It may be tedious to kill the same
50 monsters over and over, but it’s a reli-
able way to build your assets.

e If you're able to enchant items, you can
make money. But enchant only the top
item of your grade.

* You can’t enchant non-graded weapons.

* You can safely enchant an item three times.
After that, it has a chance of blowing up.

¢ Enchant Scrolls are dropped by mobs and
can increase P.Def (armor), P.Atk (weapon),
or M.Def (jewelry). Scrolls of Enchant
Armor work on armor and jewelry, while
Enchant Weapon works on weapons. But,
the scroll must be the appropriate grade for
the item (C, D, etc.).




L[NFAGF

PRlMA OFﬁcnalGame GUlde -

PETS

* Pets can be summoned through spells, or
gained by questing for a collar (wolf) or
dragonflute (hatchling).

¢ Spell-summoned pets are temporary, and
can only be re-summoned every 6 hours
when using skills learned before Level 40.

e What they say about pets and their owners
is true, at least with regard to karma — if
you’re red, your pet will be red as well.

e As of Chronicle 1, any summoner under 40
got a major kick — summon refresh time is
now 6 hours until you reach Level 40!
Thus, even if you plan to go the summoner
route, be prepared to spend many hours
soloing, and get attack skills for just that. If
the idea of fighting without a companion
does not appeal to you, consider getting a
wolf or a hatchling. They eat a lot of food,
but your servitor buffs and heals work on
them, making summoners the most effec-
tive quested pet owners in the game.

Wolves & Hatchlings

* You can do quests to receive an item that
manages a certain wild pet — a Wolf collar
(when you reach Level 15) or a Hatchling
dragonflute (Level 35).

* Pets acquire skills as they progress in level,
and those skills appear in your active skill
window.

e If you dismiss your pet, you’ll have to do
the quest again to get it back (or buy one).

* Wolves and Hatchlings are expensive —
you have to feed them, and feed them
often, or they’ll return to the wild. Using a
pet increases its hunger, but it doesn’t need
food while “stored.” And ever-better armor
and weapons (to match its ever-higher
level) costs more and more, as well.

* To feed a quested pet, you must first put
the food into its inventory slot, then click
on the food. Pet food can only be bought
from Pet Managers (@ on town maps).
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* Quested pets act as burros. In other words,
they can carry lots of heavy stuff for you (at
least until they hit their weight limit).

* Quested pets can wear a piece of armor
and carry a weapon. But if the pet dies,
both will be dropped.

* You can resuscitate a dead quested pet
with a Resurrection Scroll, but you only
have a few minutes to do so.

¢ Quested pets can’t ride boats (but of course,
you can store it away while in transit).

* Pets consume soulshots if they’re using a
weapon that requires it, and have soulshot
in their inventory.

¢ To give a pet to someone else, give the
pet’s collar or dragonflute to another player.

* Only a pet’s master can resurrect it using a
scroll or spell.

e If you dismiss a pet while it’s in attack
mode, it will attack you. The pet will also
retain whatever upper armor and weapon
it was using.

* Tamed pets follow certain commands:
Follow. Causes pet to follow you.
Name. Gives your pet a name.
Attack. Instructs pet to attack your target.
Stop. Voids all commands you’ve previous-
ly given your pet.
Collect. Causes pet to pick up items on
the ground.
Return. Calls pet to your side.
Dismiss. Permanently releases the pet back
into the wild.

Cubics

* Temple and Shillien Knights can summon
cubics, pets that attack, buff or even heal.
To summon a cubic, you need to acquire
and use crystals, as well as master different
summoning skills (one per cubic type).

¢ An attack cubic will only attack your own
target, and is not capable of targeting on
its own.

¢ Cubics can’t be hit!
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CLANS: Why Have Them?

e Communication. Use the @ symbol
before your message (or just use the Clan
tab on chat) to effectively keep in contact
with friends, huntmates, fellow PKers or
team members. This is not only helpful in
clan wars and sieges, but makes for a great
coordinator for hunts, or just a simple chat
channel.

Crafting. With recipes that need upwards
of 300 Iron or rare and hard to find materi-
als, no single Dwarf wants to craft alone.
Having a clan on the lookout for basic
materials (Iron, Coal and so forth) or more
specific ones (e.g., Bone Gaiter Pieces,
Excellence Leather Gloves Lining) makes
crafting not only possible but profitable.

Clan Storage. A Level 1 clan can start
‘clan storage,’ a separate storage box from
the personal box, where all clan members
can access items stored within. This is good
for lending armor or selling items over long
distance, as well as making materials avail-
able to Dwarves, but it also forces you to
have a trustworthy clan.

Who's Online. Tired of typing “Bob over
and over? In the ‘clan’ status tab (alt-C,
click Clan) you can see who is online and
what level they are. This is a great way to
form a party!

Sieges. Lineage Il is based around sieges,
and sieges are based around clans. You
belong to a clan to siege!

Friendship. Yes, it sounds corny, but the
reason most of us play a MOG instead of a
single-player game is to spend time with
people. A clan gives you a good opportuni-
ty to spend time chatting and hunting with
old friends — or meeting new ones!

<

HOW TO CREATE A CLAN R

In order to create a clan, you must be at least
Level 10. Talk to a Grand Master or Grand
Magister (in just about any skill training area)
and you can create a clan. The clan name
must be under 16 characters, including spaces.

Clan Levels and What you Need for Them
Level 1 Clan. 30K SP, 650K adena
Level 2 Clan. 150K SP, 2.5 million adena

Level 3 Clan. 500K SP, Proof of Blood (an item
dropped by the Level 60 Bloody Queen in the
Valley of Dragons)

Level 4 Clan. A quest (Proof of Clan Alliance;
walkthrough on p. 172), 1.4 million SP

Level 5 Clan. A quest — a very hard quest.
First, three clan members must sacrifice their
lives, then the same three have to complete a
very complicated and high-level quest togeth-
er, while the rest of the clan keeps your clan
leader alive from a severe poison. See Clan
Quests, p. 172, for complete walkthrough.

CLAN BENEFITS
A Level 0 clan can have 10 members.

A Level 1 clan can have 15 members and clan
storage.

A Level 2 clan can have 20 members and can
purchase a clan hall.

A Level 3 clan can have 25 members and can
have titles, an emblem and warring
capabilities.

A Level 4 clan can have 30 members and can
participate in a siege.

A Level 5 clan can have 40 members and can
ally with other clans.
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BASE STATS

Base stats determine your character’s strengths
and weaknesses. Your base stats are chosen
when you choose your race and class at char-
acter creation. As of Chronicle 1, the only way
to change any of them is by equipping certain
armor sets (pieces of armor that have a special
bonus when worn together). A list of armor
sets and their effects can be found on p. 128.

Base stats also impact the success rate of some
skills. For example, skills like Stun (based on
CON) or Dryad Root (based on DEX) are more
effective with certain races than others
because the influential base stat isn’t the same.

Each base stat is listed below, with the other
stats it influences, and its modifiers. Stats that
also appear in your Character window are list-
ed before the “/”. Modifiers are used to deter-
mine the effects they have on other stats, as
described in the next section.

STR (STRENGTH)

Influences. P.Atk /

Melee damage, skills like Curse: Weakness
Modifiers

HF _ HM EF
-10% +13%

EM DEF _DEM OF OM DwF
1% +22% 8% +20% -2% +18%

+19%

CON (CONSTITUTION)

Influences. HP, Carrying Capacity /
HP regeneration, skills like Shield Stun

Modifiers

HF HM EF EM DEF DEM OF OM DwF
+58% +24% +42% +20% +34% +19% +67% +32% +62%
DEX (DEXTERITY)

Influences. Accuracy, Critical, Attack Speed,
Movement Speed, Evasion /
Skills like Dryad Root

Modifiers

HF HM EF
+10% +1% +15%

EM DEF DEM OF
+4% +14% +3% +6%

OM DwfF
+4%  +9%
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INT (INTELLIGENCE)
Influences. M.Atk / Magic damage

Modifiers

HF HM EF EM DEF DEM OF OM DwF
-19% +21% -15% +12% -12% +28% -23% -1% -20%
MEN

Influences. MP, M.Def /
MP regeneration, skills like Poison

Modifiers

HE _HM__EF_EM DEF _DEM__ OF OM DwF
+28% +48% +30% +49% +30% +45% +31% +52% +31%
WIT
Influences. Casting Speed / Skills like Sleep
Modifiers

HE_HM__EF_EM DEF DEM__OF OM DwF

-36% 0% -25%

CHARACTER STATS

Character stats are influenced by your base
stats, your level and your equipment. As you
gain experience, skills and items, you see these
numbers grow, and they help you decide
which equipment to use in certain situations.

+16% -32% -5% -32% -22% -39%

Listed below are all your stats on the Character
window, what contributes to that number, for-
mulas for how they’re determined and what
they mean.

Note that each class also has passive and
active skills that can affect their character stats.

Level Modifier is a percentage equal to
[your level — 11]

For example, a Level 30 character has a level

modifier of +19% (30 — 11), while a Level 1

character has a modifier of -10% (1 - 11).

Max HP anD Max MP

These are determined by your class, your level
and your CON (for HP) and MEN (for MP).
Higher CON and MEN give better HP and MP,
but since these base stats rarely change, you’ll
rarely see the direct effect of these modifiers.

Max HP =
Max MP =

[your current base HP] x [your CON bonus]
[your current base MP] x [your MEN bonus]
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PATK

P.Atk is an abbreviation for Physical Attack and
determines how much damage you will inflict
on a player or monster with a P.Def of 64.

[your weapon’s P.Atk] x [your level bonus]
X [your STR bonus]

P.DEF

P.Def is an abbreviation for Physical Defense
and determines how much damage your
armor can absorb when a player or monster
hits you with their weapon.

[your armor’s total P.Def] x [your level bonus]

ACCURACY

Accuracy affects your hit/miss ratio with your
weapon. The higher your accuracy, the better.

([square root of your DEX] x 6)
+ [your level] + [your weapon’s Hit Modifier]

Weapon Hit Modifier

Blunts, Dual Fists +4.75
Bows, Polearms -3.75
Others (Swords, Daggers, etc)  no modifier

CRITICAL

Critical affects your chance of a critical hit. The
higher your Critical, the better. While Critical
damage is usually double normal damage,
skills like Critical Power can increase the multi-
plier of a critical hit.

[your DEX bonus] x [your weapon'’s Critical bonus]
Weapon Critical Bonus

Daggers, Bows 120
Blunts 40
Others (Dual Fists, Polearms, etc.) 80

ATTACK SPEED

Attack speed determines how fast you strike
with your weapon. Attack Speeds are directly
comparable (for example, Attack Speed 500 is
twice as fast as Attack Speed 250), with one
exception. Bows have a delay period after
ever arrow is fired, which basically cuts a
bow’s Attack Speed in half. To figure a bow’s

functional Attack Speed, do just that — divide
the displayed number in half.

[your DEX bonus] x [your weapon's Attack Speed]
Weapon Attack Speeds

Daggers 433
Polearms, 2H Swords, 2H Blunts 325
Bows (effectively 146) 293
Others (Dual Swords, Blunts, etc.) 379

M.Atk (Magic Attack) helps determine the
amount of damage your weapon and a certain
spell will do on a player or monster.

[your weapon’s M.Atk] x [your level bonus]2
X [your INT bonus]?

M.Def (Magic Defense) determines how much
magic damage is absorbed by your accessories.

[your accessories’ combined M.Def]
x [your level bonus] x [your MEN bonus]

EVASION

The higher your Evasion, the less likely you are
to be hit by an attack. Shields can lower your
Evasion, but can also partially block hits.

([square root of your DEX] x 6)+ [your level]

SPEED

Speed determines how fast you can walk and
run. Like Max HP and Max MP, it is the product
of a base (unseen) value and a stat modifier —
in this case, DEX.

[your class’s Base Speed] x [your DEX bonus]

Class Actual Walk Actual Run
Elven Fighter 103 143
Dark Fighter 96 139
Elven Mystic 88 126
Human Fighter 88 126
Dwarven Fighter 87 125
Dark Mystic 87 125
Orc Mystic 72 125
Orc Fighter 74 124
Human Mystic 78 121
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PHysICAL ATTACK DAMAGE

CASTING SPEED

Casting Speed is how fast you cast spells. All Roughly speaking, if a strike hits, the damage
casting speeds are comparable to each other it inflicts is:
(Casting speed 500 is twice as fast as casting [attacker's PAtk] x 70 / [defender’s P.Def]
speed 250).

166.5 x [your DEX bonus]

This can be further modified by several factors,
including a purely random damage modifier
(of about +/- 5%) and of course, whether a
CARRYING CAPACITY critical hit is scored. (Dual Fist and Daggers
Carrying capacity is how much you can carry. have the lowest random damage variation.

As you carry more and more, you begin to be | Blunt weapons have the highest variation.)
penalized. This is represented by a color-
change from yellow to orange to red on your MAGICAL ATTACK DAMAGE

carrying capacity bar. For example, at 50% (square root of [attacker's M.Atk/defender’s M.Def])
capacity, your HP/MP regeneration rates are x [skill's Power] x 91

slower.
52,000 x [your CON bonus]

CREATURE * Aden guard P.Atk stats can ;‘3" ]gg\%] ]E%ngg M-;;tk 'V:-g;f
COMBAT STATS be as much as triple the 34 17819 162179 79 132
normal. 35 191-211  168-186 85 137
36 205226 175192 94 141
Most of the useful stats for * Boss stats tend to be higher. 37 220243 181187 101 146
each creature are listed in the 38 237260  187-194 109 152
Monsters chapter. However, il PAk __ PDel  MAk MDei o0 2228 820 108 19
those stats don’t include their ; 9_‘: . i?ig 2? g; 41 291-319  208-228 137 168
P.Atk, P.Def, M.Atk and M.Def. 5 {1}, 13 3 g 42 31342 214237 148 174
That's because these stats are 4 1213 4547 TR A e G S

: 5 13 48-49 4 38 - -
(in general) almost totally T p T 45  376-414 237261 183 193
determined by the creature’s 7 17-18 59-54 5 4 46 401-440  245-270 197 199
o 47 425468 252278 210 205
level, so we'’ve listed those val- 8 1819 55-57 6 4
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are very well balanced. In Lineage II,
Humans have the most choice in their special-
ized class. Humans land in the middle of the
pack when it comes to natural abilities with
weapons or magic.

Human Fighters can initially choose to be
Knights (heavy armor, swords/blunts and
shield), Warriors (flexible armor choice, blunt
and/or polearms) or Rogues (light armor, dag-
ger and/or bow). While Knights and

Rogues have counterparts in the

Dark EIf/Elf societies (Palus Knight,

Ranger, etc), the Warrior class line is

only similar to the Orc Tyrant, and then

only until 40. Human Knights get a

unique skill that can make Elves and Dark
Elves drool: Shield Stun. Compared to Stun
Attack or Stun Shot, Shield Stun has the high-
est stun rate. The only downside is that it does
no damage, while its counterparts do.

| Human Wizard | 20 Cleric

-orcerer/ess 40

I Necromancer
I Warlock

Bishop "l
Prophet il

The biggest disadvantage for a Human Fighter
is his lower MEN. However, the difference is
minor, and the impact on MP regeneration
(used when executing skills) and Magic
Defense is not very noticeable. Human also
have a slow movement speed.

Human Mystics can initially choose to be
Wizards (attack magic, mostly fire, and sum-
moned beasts, such as Kat or Mew the Cat) or
Clerics (support magic, such as buffs and
heals). While Elves and Dark Elves have healer
classes like the Cleric, they only have one class
choice at Level 40, a combined healer/buffer.
The Cleric, on the other hand, gets to choose
between Bishop (powerful heals) and
Prophet (amazing buffs).

| Warrior

Human Knight |

Rogue |

- Gladiator
[ Warlord

Paladin "l
Dark Avenger

Treasure Hunter
Hawkeye
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TALKING ISLAND VILLAGE
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KEY

® High Priest Biotin
Priest Yohanes &
Magister Baulro ¢
Magister Harrys
Priest Petron &
Lilith

Master Gwinter %

NA

Master Pintage %t
Master Minia s

Grand Master Bitz

Bonnie

Cristel

Lighthouse Keeper Rockswell
Sir Collin Windawood
Obelisk of Victory

Elias, Darin,

Guide Kensley

@

@ VLo

NA

% Fighter Trainer

primagames.com

@ Cedric’s Training Hall
Grand Master Roien
Master Maslin
Master Carlrin

Master Guts
Master Langut
O Einhasant’s School of Magic
Grand Magister Gallint
Magister Riak
Magsiter Rianon
Magister Guprang
Magister Daefian
@ Magic
Trader Silvia (Jewelry)
Trader Katerina (Books)
© Smithy
Blacksmith Altran
© Gatekeeper Roxxy

& Mystic Trainer

@ Warehouse

Warehouse Keeper Wilford
Warehouse Keeper Rolfe
Warehouse Keeper Rant

€ Weapons & Armor
Trader Lector
Trader Jackson

@ & Lighthouse, NE shore
Guard Leon
Captain Gilbert

@ 3 Obelisk, Elven Ruins
Guard Kenyos
Guard Hanks

® 9 Sir Cedric’s (HF start)
Guard Arnold
Guard Abellos

@ > Einhovant’s (HM start),
Obelisk, Elven Ruins

Guard Johnstone
Guard Chiperan



Talking Island is the Human Fighter and Mystic
starting spot. Though the island is isolated, it
is often highly populated with young Humans,
especially at the start of a new server. Elves
and Dark Elves sometimes travel to the island
as well, for the good hunting in the Elven
Ruins dungeon.

Also found on Talking Island is a village with a
blacksmith, a weapon/armor shop, a potion
shop, a warehouse, a teleporter and a town
guide. Outside of the town, some of the
hotspots include the Mystic and Fighter start-
ing spots (Einhasant’s School of Magic and
Cedric’s Training Hall, respectively), the light-
house, the obelisk and the docks.

Appropriate Levels. 1-18

Good Locations. The best spot you can find
on Talking Island is an uncrowded one, and
the least crowded spots are the ones farthest
from town. The west side of the island, while
not empty, is usually less crowded then other
areas. Here you can find monsters ranging
from level 11 to level 17, as well as a repeat-
able spider-hunt quest.

Another good spot is the north tip of the
island. This is farther away from town, which
means the creatures are tougher and the
crowds are thinner. That makes this a good,
generally uncrowded spot for level 16-18s.

Landmarks. Obelisk of Victory, Talking Island
Waterfall, Elven Ruins

Slow Monsters (for kiting). Giant Toads, Orc
types, Goblin Scouts, Werewolves, Crashers
(note: resistance against arrows)

What Monsters Help. Giant Toads, Orc
types, Stone Golems, Pirates, Goblins,
Werewolf types, Blade Spiders, Talon Spiders,
Crashers

What Monsters Aggro. Orc Fighter, Orc
Fighter Leader, Vrykolakas, Werewolf Hunter,
Werewolf Chieftain, Giant Spider, Blade Spider

Bosses. Vrykolakas (who has 4 Vrykolakas
Wolfkin minions)

Things to Watch For

Magic Users. Stone Golems. Here’s a quick
Golem tip: most golems with names such as
<<rock type>> golem are magic casters, while
<<attack verb>> golems aren’t. So while a
Granite Golem will cast, a Puncher or Crusher
won’t.

Archers. Orc Archers

Pako the Cat. He might
look cute and harmless,
but trust me, you don’t
want to hit him; he is a
match for a level 36+!

Karma Spots.
Because of the large
amount of crowd- ¢
ing on Talking '
Island, it is extra
hard to find a spot
to work your karma
off. If you are lucky,
the north or west
sides of the island
might be clear, but
your best bet is to
make a dash for
the mainland.
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©® 2 Tunath Orc Marksman (10)
2 Relic Werewolf (9)

2 Vampire Bat (10)

1 Skeleton (12)*

2 Tunath Orc Marksman (10)
1 Vampire Bat (10)

1 Skeleton (12)*

3 Tunath Orc Warrior (12)*

2 Monster Eye (10)

2 Skeleton (12)*

1 Skeleton (12)*

2 Tunath Orc Marksman (10)
2 Tunath Orc Warrior (12)*

2 Relic Werewolf (9)

1 Vampire Bat (10)

3 Skeleton (12)*

2 Drill Bat (11)

2 Skeleton (12)*

3 Stone Giant (13)

@® 2 Tunath Orc Marksman (10)
2 Tunath Orc Warrior (12)*

2 Monster Eye (10)

2 Skeleton (12)*

1 Skeleton Marksman (14)

1 Skeleton Marksman (14)

3 Skeleton (12)*

2 Skeleton Marksman (14)

3 Stone Giant (13)

1 Skeleton Marksman (14)

2 Tunath Orc Marksman (10)
2 Tunath Orc Warrior (12)*

1 Monster Eye (10)

2 Skeleton (12)*

1 Skeleton Marksman (14)

2 Dungeon Spider (15)*

3 Skeleton (12)*

2 Skeleton Archer (13)*

2 Drill Bat (11)

2 Skeleton (12)*

2 Dungeon Spider (15)*

2 Skeleton Marksman (14)

3 Stone Giant (13)

3 Misery Skeleton (14)*

o0 ©0 o0

© e

®6 ®© e @68

088

primagames.com

®e

0080 O

Mﬂp caurtesy
of Duncan

1 Skeleton Archer (13)*

2 Dungeon Spider (15)*
2 Skeleton Lord (15)

3 Stone Giant (13)

3 Misery Skeleton (14)*

1 Skeleton Archer (13)*

1 Skeleton Marksman (14)
2 Skeleton Lord (15)

1 Dre Vanul (20)*

1 Dre Vanul Scout (21)*

3 Tunath Orc Warrior (12)*
2 Monster Eye (10)

2 Monster Eye (10)

3 Cave Blade Spider (17)*
4 Silent Horror (16)*

3 Skeleton Lord (15)

3 Misery Skeleton (14)*

4 Wererat (16)

2 Stone Giant (13)

2 Wererat (16)

2 Dre Vanul Scout (21)*

3 Relic Spartoi (21)

2 Dre Vanul Scout (21)*

3 Silent Horror (16)*

2 Drill Bat (11)

1 Tunath Orc Marksman (10)
1 Tunath Orc Warrior (12)*
2 Stone Giant (13)

3 Salamander (17)

3 Undine (17)*

Every 5 hours or so,
spawns at 1 of 4 locations:
1 Oblivion Watcher (17)

4 Discarded Guardian (20)*
Quest for dungeon boss:

1 Nerkas (22)

Nahir (35) also appears for a
quest.

* Asterisks indicate
aggressive monsters.



Elven Ruins

(Talking Island Dungeon)

The Elven Ruins is one of the best starter dun-
geons because of the quests and, even more
importantly, because of the x2 EXP/drops. Sadly
though, the price to pay for it being such a good
dungeon is a large number of explorers.

Appropriate Levels. 14-26
Nearest Town. Talking Island Town

Good Locations. The entire dungeon is set up
so well that it’s hard to find the ‘best’ spot, but
there are certainly some spots that are more pop-
ular then others. People tend to avoid rooms
with aggressive skeleton archer types. On the
other hand, especially in the later levels, the
Undine/Salamander room and the Nerkas room
are particularly crowded.

Quick Tip. If you cannot find a free room else-
where, try the north side of the dungeon (contin-
ue north on the path past the library).

Landmarks. Library

What Monsters Help. Orc types, Skeleton

types, Wererats, Stone Giants, Drill Bats, Relic
Spartoi, Salamanders, Relic Werewolves, Dre

Vanul types, Silent Horrors, Vampire Bats

What Monsters Aggro. Tunath Orc Warrior,
Skeleton, Skeleton Archer, Misery Skeleton,
Cave Blade Spider, Dungeon Spider, Silent
Horror, Undine, Dre Vanul, Dre Vanul Scout,
Discarded Guardian

Bosses. Nerkas, Discarded Guardian

Things to Watch For

Magic Users. Stone Golems, Undines,
Discarded Guardian

Archers. Tunath Orc Sniper, Skeleton Archer

Karma Spots. The northeast corner of the
dungeon is hardly ever touched, as there are
so few (6) spawns there.

——— S S——

TALKING ISLAND REGULAR QUESTS

QUEST Lv.  RAce/CLAsS WHAT? WHo Gives I1? WHERE? Rp1? REWARD

Human Fighter’s Tutorial 1 H.Fighter Hunt/Collect ~ Any NPC in Start Area  Fighter Starting Area N World Map

Human Mystic’s Tutorial 1 H.Mystic Hunt/Collect ~ Any NPC in Start Area  Mystic Starting Area N World Map

Deliver Goods 2 Al Delivery Guard Arnold TIVillage N Lesser Healing Potion
Letters of Love 2 Al Delivery Darin Tl Vilage N 450a

Sacrifice to the Sea 2 Al Hunt/Collect  Lighthouse Keeper Rockswell NE of Tl Village N 400a, 1100exp
Bring Wolf Pelts 3 Al Hunt/Collect ~ Trader Lector TlVillage Y x50a

Find Sir Windawood 3 Al Delivery Guard Abellos TIVillage N 100a

Recover Smuggled Goods 5 Al Hunt/Collect ~ Warehouse Keeper Wilfred TlVillage N 1500a

The Guard is Busy 6 Al Hunt/Collect ~ Captain Gilbert TIVillage Y xb5a,x10a,x 15a
Sword of Solidarity 9  Human Hunt/Collect  Grand Master Roien Fighter Starting Area N Sword of Solidarity
Collect Arrowheads 10 Al Hunt/Collect Master Minia Tl Village Y 1000a, 1200exp
Shards of Golem 10 Al Hunt/Collect ~ Magister Harrys Tl Vilage N Cotton Tunic

Spirit of Mirrors 10  Human Hunt/Collect ~ Grand Magister Gallint  Mystic Starting Area N Wand of Adept
Millennium Love 15 All Delivery Lilith Tl Vilage N Haste Potion
Rancher’s Plea 15 All Hunt/Collect Edmond NW Tl Shore Y x25a

Save My Sister 15 All Hunt/Collect  Elias Tl Vilage N Haste Potion
Crystals of Fire and Ice 17 Al Hunt/Collect ~ Trader Katerina TiVilage Y x60a

Seed of Evil 21 Al Hunt/Collect ~ High Priest Biotin Tl Village N Sickle

“HUMAN: ELVEN RUINS |
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HUMAN FIGHTER (1 - 20) HP / MP By LEVEL

(STR )(wn )(CON )

(INT )(DEX )(MEN )

PROS

Lots of CON, therefore lots of hit points
Decent damage dealing
High carry capacity

Fighters of other races only have two paths
they can follow: tank or damage dealer.
Human Fighters, while they can become
tanks (Knights) or damage dealers (Rogues),
can also become a hybrid tank/damage
dealer (Warrior), which does decent dam-
age and can take hits.

CONS

While they have plenty of hit points, Human
Fighters are weak in mana points, and their
regeneration rate is slower.

Low Accuracy and Evasion

Slow runspeed! If you plan to do a lot of
PvP, be warned — archers will be impossible
to catch and hit. This also works the other
way around; a Human archer does not do
very well, as she cannot run and kite.

GETTING STARTED

You get access to your first new skills at
Level 5, and can learn these from the mas-
ters in Talking Island Village. Here are a few
recommendations for your first choices.

Relax! While it takes a lot of MP to begin
with it, it can really be a lifesaver in some
situations, and if you don’t use special
attacks often it reduces your downtime.

primagames.com

LEVEL HP MP LEVEL HP MP
1 126 38 1" 322 m
2 145 45 12 343 119
3 163 52 13 364 127
4 183 59 14 385 135
5 202 66 15 406 143
6 221 74 16 428 151
7 241 81 17 450 159
8 261 88 18 472 167
9 281 96 19 494 175

10 302 104 20 516 184

One level in your special attack(s) of choice
— if you're partial to daggers, get one level
of Mortal Blow. Power Strike for sword, or
Power Shot for bow.

Weapon Mastery 1. This adds 2 damage to
your normal physical attack with any
weapon. This may seem small, but it’s a big
difference in the long run.

Armor Mastery 1. This adds 9 defense to
your normal physical defense when wearing
armor. This is a big help when fighting
monsters with physical attacks.

The next two levels in your special attack(s)
of choice — though it costs more mana to
use, it does more damage; fair trade.

You get the next skill batch at Level 10.

Weapon Mastery 2. This adds 1 damage to
your normal physical attack (P.Atk) with any
weapon.

Armor Mastery 2 and 3. AM2 adds 2
defense to your normal physical defense
(P.Def) when wearing armor, AM3 adds
another 1.

The next three levels in your special
attack(s) of choice. (Mortal Blow, Power
Strike, Power Shot)

You get the next skill batch at Level 15. This
is the last batch of skills before your class
change.
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e Weapon Mastery 2. This adds 1 damage to
your normal physical attack with any
weapon.

e Armor Masteries 4 and 5. These each add 1
defense if you are wearing armor. If you're
wearing light armor, AM4 adds 3 Evasion.

* The next three levels in your special
attack(s) of choice. (Mortal Blow, Power
Strike, Power Shot)

GOOD HUNTING GROUNDS,
GOOD TARGETS

e Levels 1-4. Stick to the south, the east,
and the southwest of town for Keltirs (1)
and Elpys (1). Note, you can do the
Sacrifice to the Sea quest here.

¢ Levels 5-6. Do you have your bow by

now? If not, head northwest from town to
fight Wolves (4) and Elder Keltirs (3). If you
have your bow, head to the river north of
the Einhovant’s School of Magic and kite
the Giant Toads (5). Note that you can do
the Bring Wolf Pelts or Recover Smuggled
Goods quests here!

* Levels 7-9. If you don’t have a bow, head
on over to the Giant Toads (5) or northwest
of town to find Elder Wolves (5). With a
bow, though, run north out of town, then
follow the coast northwards until you see
Orcs (6) and Orc Grunts (7). While these
are faster than the toads, you can still kite
them. Note that you can do the Bring Wolf
Pelts, Recover Smuggled Goods, or The
Guard is Busy quests here!

* Levels 10-13. If you don’t have a bow,
find a friend and work on Werewolves (9)
and Werewolf Hunters (10) who live just
north of the Obelisk of Victory. If you do
have a bow, find a friend with a bow and
head north from the Obelisk as well, but
keep going until you see Orc Lieutenants

(11), Orc Fighter Leaders (12) and 4
Werewolf Chieftains (12). One of you hit -
the monster first, then run in circles around

the other while he hits it with the bow.

Note, you can do The Guard is Busy quest

here!

Levels 14-20. Get some good friends (a
group of three to five should be good), and
head into the Elven Ruins (Talking Island
dungeon). In here you find monsters rang-
ing from Level 9 to Level 21 — the differ-
ence is, all these monsters have twice the
normal HP of their level and give twice the
EXP/money/drops. This is extremely help-
ful, as you now have Level 9 monsters that
hit like Level 9s but give EXP like Level 18s!
Note that you can do the Sword of
Solidarity, Shards of Golem, Collect
Arrowheads or Crystals of Fire and Ice
quests herel!

Near the Final Levels. don’t leave the
island until Level 19.5. At this point, head
to Gludin to start your class change quest.
Find several other people heading over
there too, and group up to help each
other. By the time you all finish, you will
have likely leveled.

Important Note. If you aren’t going
Rogue, this is a great point to get a free
bow. Talk to the NPC who starts the Rogue
quest, who will then send you to Neti. Neti
gives you a bow and a dagger that you are
supposed to use on the quest — but if you
never complete the quest, you get to keep
the bow and the dagger! While the dagger
isn’t that great, the bow is a 45 P.Attack
weapon; not bad, for at least a few levels.
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WARRIOR (<€ HUMAN FIGHTER)

The Warrior is a splicing of the Knight and
Rogue class: high damage, but also tank-capa-
ble. In essence, it's a mid-level tank, a mid-
level damager, and perfect for a two-man
fighter/healer party.

Even if you intend to go Warlord, think
about using a blunt/shield combo for
Levels 20-40. Until 40 you don’t get the
most important polearm skill (mass stun)
and the herding can be quite difficult, as
most 20-40 groups like to take on monsters
one at a time.

Warriors get a lot of HP skills, such as Fast
Recovery (faster regen rate), Vital Force
(faster regen rate when sitting), and HP
Boost (higher maximum HP). They also get
the active skill, Battle Roar, which increases
max HP by 10% for 10 minutes. When
tanking, the high HP can make up for their
lower physical defense.

War Cry is a very useful skill. Lasting for 1
minute, War Cry increases your P.Atk by
20%. Though a lot of Warriors consider this
an emergency skill, like Ultimate Defense
for Knights or Ultimate Evasion for Rogues,
remember that their emergency skills have
10-minute recharge times while yours is
just 2 minutes. Unless you are pressed for
mana, use War Cry every time it’s
recharged.

If you’re using a spear, don't try to use it
like it's a sword — that is, don’t go one-on-
one with monsters. Gather up a group of
monsters (lower levels, so you don’t get
pummeled!), turn to face them, and use
the full range of the spear to your advan-
tage. Remember, polearm weapons trade
damage for multi-hit, so if you aren’t using
that multi-hit, it's not worth giving up the
damage.

Detect Insect Weakness is the first in a long
line of Detect ... Weakness skills. These
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skills increase damage by 10% against the
monster they are aimed at, and while they
aren’t drop-dead awesome skills, take
advantage of them; if it's a choice between
Level 32 Ant Overseers and Level 32 Toad
Lords, go for the Ants since you have +10%
P.Atk on them!

e Stun Attack can be very, very useful ... if
used correctly. With Chronicle 1, stun lasts
8 seconds (longer then it did in Prelude)
but has a chance of being interrupted
when hit. When it’s just one person hitting
the monster, the chance is very small, but if
it's a big group pummeling away, the
chance is quite high. Therefore, when solo-
ing, go with Stun Attack, but when in a
group, use your MP on Power Smash.

e If acting as a group tank, remember that
you don’t have all the skills of a ‘real” tank
class. You don't get the added Magic
Defense skills, and you don’t have any shield
masteries. More importantly, if something
aggros to your healers or nukers, you have
no Hate skill to pull the monsters to you.

¢ When making the choice between
Gladiator and Warlord, remember that it
isn't just polearm vs. duals; Gladiators also
get blunt skills. While blunts are lower
damage, they have the added benefit of
shields and stun skills. Take this alternative
into consideration.

HP / MP By LEVEL
LEVEL HP MP LEVEL HP MP__
21 568 196 31 1116 330
22 621 209 32 1173 343
23 674 222 33 1231 358
24 728 235 34 1289 372
25 782 248 35 1348 386
26 836 262 36 1407 400
27 891 275 37 1467 415
28 947 288 38 1527 430
29 1002 302 39 1588 444
30 1059 316 40 1649 459



GLADIATOR (< WARRIOR <€ HUMAN FIGHTER)

The Gladiator is a high-damage, high-HP class
with plenty of active attack skills, many of
which are special high-damage ‘Focus’ attacks.

Blunts or Duals. The age old battle — peo-
ple often argue over whether blunts or
duals are better for a Gladiator, but it really
depends on your style. For sheer brute
damage, you are going to want to have the
duals, but in a duel or when fighting strate-
gically (grouping up on higher-level mon-
sters, for example) the stun power of the
blunt is invaluable. Also, if you consistently
hunt with a Knight or another stunner in
the group, go for the dual swords, just
because of how fast you can drop things!

In order to use one of the powerful sonic
attacks, you must have used Focus Sonic
beforehand. If you use it once, you get
Force Level 1, twice Force Level 2 and so
forth. The more force you have, the
stronger your attack. Also, note that once
you have used a sonic skill, you must re-
focus in order to cast another one.

Sonic Blaster. This is a surprisingly useful
skill, both for pulling monsters and just as a
regular opening attack (it does a lot of
damage for so little MP).

Double Sonic Slash. while you might think
that the name connects to the fact that you
have a dual sword, it’s really there for
“double sonic” ... as in, you need two
sonic charges to use it.

Don’t be afraid to focus sonic or use a buff
mid-fight. All of the Gladiator buffs take
mere seconds to cast, and they can often
be a huge help. For example, six seconds
of focus sonic means you can use another
awesome sonic attack!

Special attacks. while it’s tempting to use
two or more special attacks per monster
(after all, you have more then two skills to
use!), in order to preserve MP, it is wise to
only use one. Remember, if your MP is

more full then your HP, you can always use
it on Relax!

¢ Soloing or Grouping. Almost every 40+ who

knows what they’re doing will hunt in a
group, because of how much better the
EXP is. But there is something to be said for
the solo Gladiator, especially if you are a
dual wielder and 46+. (Double sonic slash
or even better, triple sonic slash takes dam-
age to insane heights.)

e Tanking. Even if your party has a primary

tank (a Knight type, or a heavy armor Orc),
whenever you have full HP, tank one or two
monsters. With all your HP and your regen-
eration skills, it makes life much easier for
the tank to have a backup to take a few
swings.

o Detect Weakness skills. There is no reason

that you should not always have a weak-
ness skill on! Even if you do not know what
your monster is, you can take a guess and
are usually right! If it’s leafy, it’s probably a
plant. If it resembles an animal from the
real world, it’s likely a beast. If it resembles
a dragon ... and so on!

HP / MP By LEVEL
LEVEL HP MP_ LEVEL HP MP
41 1727 484 61 3414 1024
42 1806 509 62 3505 1053
43 1885 535 63 3596 1082
44 1965 560 64 3688 111
45 2045 586 65 3780 1141
46 2126 612 66 3874 171
47 2208 638 67 3967 1200
48 2290 664 68 4061 1231
49 2373 691 69 4156 1261
50 2457 7117 70 4252 1291
51 2541 744 7 4348 1322
52 2625 1 72 4444 1353
53 2711 799 73 4542 1384
54 2796 826 74 4640 1416
55 2883 854 75 4738 1447
56 2970 882 76 4837 1479
57 3058 910 77 4937 1511
58 3146 938 78 5037 1543
59 3235 966 79 5138 1575
60 3324 995 80 5239 1607

"HUMAN FIGHTER: WARRIOR, GLADIATOR |
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WARLORD (<€ WARRIOR <€ HUMAN FIGHTER)

One of the few melee classes that can effec-
tively herd, the Warlord is often overlooked.
Contrary to popular belief, the amazing skills
of the Warlord (such as Thunderstorm and
Whirlwind) make it one of the best levelers in
the game.

* You have less power, especially in your spe-
cial attacks, then the average Level 40.
Why? Because your specialty is not in doing
a concentrated amount of damage to one
target, but taking on a collection of weaker
targets. Thus, you do end up in huntspots
under your level ... but killing four or five
monsters at a time!

e Don’t be afraid to use Howl or Warcry
whenever they’re ready. Each regenerates
so fast, it really isn’t worth saving for a
“tough spot.” Just use it when it’s ready!

* Make sure not to use Thrill Fight when you
might have to run, as it decreases your
movement speed. It's best for when you're
facing off against a monster you are confi-
dent you can beat, and Thrill Fight is just
there to make it die faster!

e When you have six monsters smacking you
at one time, don’t worry about saving MP.
Use Thunderstorm as often as possible, and
intersperse some Whirlwinds as well. To get
the monsters together in the first place, run
around hitting them — run in a circle to
get them all together, then turn to face
them. Remember, if they aren’t in front of
you, your normal attacks won't hit.

* PvP is one really bad point about Warlords.
If you are a PvPer, you might want to
reconsider your class choice. Because of the
style of the special attacks for Warlords
(they hit anything around them, but no
one particular target) it is impossible to
dependably hit someone, even if she’s red.
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* Revival is, as the name implies, a last grab
at life. The skill has a 3-hour recharge time
and can only be used when you’re under
10% of your HP, but when used, it's a 1685
HP heal. This makes it fall into the Good To
Have But Not Often Used Skills category.

e Detect Weakness skills. There is no reason
that you should not always have a weak-
ness skill on! Even if you do not know what
your monster is, you can take a guess and
are usually right! If it’s leafy, it’s probably a
plant. If it resembles an animal from the
real world, it's likely a beast. If it resembles
a dragon ... and so on!

FRCEEETD G
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HP / MP By LEVEL
LEVEL HP MP LEVEL HP MP__
41 1735 484 61 3600 1024
42 1822 509 62 3700 1053
43 1910 535 63 3801 1082
44 1998 560 64 3903 1M
45 2087 586 65 4005 1141
46 2177 612 66 4108 "N
47 2267 638 67 4211 1200
48 2358 664 68 4315 1231
49 2449 691 69 4420 1261
50 2542 7117 70 4526 1291
51 2634 744 Al 4632 1322
52 2728 7 72 4739 1353
53 2822 799 73 4846 1384
54 2917 826 74 4954 1416
55 3013 854 75 5063 1447
56 3109 882 76 5173 1479
57 3206 910 77 5283 1511
58 3303 938 78 5394 1543
59 3402 966 79 5505 1575
60 3500 995 80 5617 1607



HUMAN KNIGHT (<€ HUMAN FIGHTER) * \

One of the top 20-40 tanks, the Human
Knight is a welcome addition to any party and
not that bad at soloing, either. Be prepared to
do less damage then your Warrior counterpart,
but your tanking skills (Hate, Majesty, etc,)
make up for your lower damage.

e You are the ultimate mid-level tank, with
high P.Def, lots of hit points, Hate skills,
and Shield Stun. Remember though, that
the trade-off for soaking up damage is that
you don’t do as much damage.

* If you are a soloer at heart, make sure to
upgrade both your weapon and armor as
often as possible. If you group most of the
time, though, remember that your key
role in a party is taking damage; don’t
ignore weapon upgrades, but concentrate
on getting some really good armor as fast
as you can!

* A lot of people underrate Ultimate Defense
because it takes away your ability to run
away or chase a monster, and it has such a
long recharge time. In a fight, if a monster
switches to another party member, you
must stand still and watch them get pum-
meled. In a duel, if your opponent realizes
you are using Ultimate Defense, he will like-
ly just step away and wait for it to wear off.
So where’s the value in it? The true value of
UD is when you get attacked by a large
group of monsters. When you have 4+ foes
beating at you, the elevated P.Def and
M.Def is often what gives you and your
buddies the time to kill the monsters before
your time expires!

e Whenever you’re hunting, have your
Maijesty buff on! You use Heavy Armor and
a Shield, so your Evasion is already low;
might as well lose some more to boost
your P.Def!

¢ Shield Stun is what really separates Human
Knights from Elven or Shillien Knights. This
skill has a high-success rate stun which lasts
for up to 8 seconds (it can be interrupted).
This is the best use of your MP as a Knight.

¢ Hate pulls aggressive monsters off of
another target and onto you. This is very
helpful when an NPC archer decides that
your healer or dagger friend looks like
easy meat!

¢ Drain Health might look like a cool skill, but
it is heavily reliant on M.Atk (for damage)
and WIT (for casting speed), both stats that
the Human Knight lacks. Put off getting
this skill in favor of some of the more
important skills, such as
armor masteries!

* Divine Heal is an emer- _ B
gency self-heal. It takes a '
lot of MP and a lot of time
to cast, especially consid-
ering how very little it
heals you. Basically, it’s a
good thing to have for
those near-disaster
moments, but if you are in
a group with a healer... let
him do his job. He’s much
better at it then you!

HP / MP By LEVEL
LEVEL HP MP LEVEL HP MP
21 563 196 31 1056 330
22 610 209 32 1107 343
23 658 222 33 1159 358
24 706 235 34 1212 372
25 755 248 35 1265 386
26 804 262 36 1318 400
27 854 275 37 1372 415
28 904 288 38 1426 430
29 954 302 39 1481 444

30 1005 316 40 1536 459
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PALADIN (<€« HUMAN KNIGHT <€ HUMAN FIGHTER)

Even though the Dark Avenger is thought to * Invest in Magic Defense items; a lot of the

be more of a tank then the Paladin, especially undead and upper-level monsters use

in the lower levels, Paladin doesn’t rank far magic, and it’s good to be prepared for

behind Avenger. Though you don’t have the that! Another thing — the higher your

panther, you still have Hate and UD, and of Magic Defense, the more effect Iron Will

course the signature Paladin heals and undead has. The same with Physical Defense and

fighting skills. Maijesty.

¢ While you might think of the Paladin as a e Where Hate pulls one monster onto you,
tank healer, try using your MP to shield Hate Aura pulls all monsters around you to
stun, not heal, except in extreme situations. attack you. This is very good when a Cleric
By Level 40 you should be grouping most or a Rogue type finds himself being chased
of the time, and healers use less MP and by leaders or a group spawn.

heal more HP in less time then you can!

* Majesty is an awesome skill! It improves
your P.Def by 7-15% (depending on level)
which, for a Knight, is well worth the 2-6
Evasion loss!

* As you can tell from the Paladin’s skill list,
their forté is undead. Between the active
Holy Strike and the passive Holy
Blade/Armor, you are a skeleton and ghost
killing machine. Seek out undead.

e Sacrifice is an amazing skill, especially if
you aren’t a frontline tank. This skill heals | HP/MP By LEVEL
the target for about 900 HP, using your HP | —LEVEL HP MP_ _Level HP MP_

. .. 41 1610 484 61 3208 1024
instead of your MP. This is useful when 19 1684 509 62 3294 1053
your healer already has an aggro or two 43 1759 535 63 3380 1082
pounding at her, or when she’s fresh out 44 1835 560 64 3467 m
of MP. 45 1911 586 65 355 1141
46 1988 612 66 3643 1n
* Flashy and quick to cast, Sanctuary makes a 41 2065 638 67 3132 1200
; : 438 2143 664 68 3821 1231

good opening to a fight versus several
. ) . 49 2222 691 69 3911 1261
undead, as it has an area-effect radius. This 50 2301 717 70 4001 1291
is especially good when facing an undead 51 2380 744 71 4092 1322
leader; pull it close, flash your Sanctuary 52 2461 m 72 4184 1353
spell, and throw Ultimate Defense into 33 2541 799 B 1276 1384
PEl, 56 2623 826 74 4369 1416
effect. 55 2705 854 75 62 1447
. . 56 2787 882 76 4556 1479
¢ A character with §h|eld Masteljy 4, _such as 57 2870 910 7 4650 1511
a Level 52+ Paladin, succeeds in shield 58 2954 938 78 4745 1543
defense 99% of the time when facing an 59 3038 366 19 4841 1575
60 3123 995 80 4937 1607

archer.
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DARK AVENGER (<« HUMAN KNIGHT <€ HUMAN FIGHTER) * \

This is the ultimate Human tank class, so be lure if you want, and then hotkey over to
prepared to lead the hunt. Know where you your bread and butter (sword and shield)
are going and what you are doing at all times! e Life Scavenge is a boon to soloing
e The fearsome, armored Black Panther is Avengers. It works like a Life Drain, draining
now your most honored friend. This coura- the HP of a monster and giving it to you ...
geous pet is pixel art in its finest format ... the catch is that the target must be dead!
scary to look at and an amazing kick-your- When you finish a hard battle, there’s no
booty ally. better way to get back at the monster then

. o hitting it again while it’s down.
¢ Depending on how the situation sets up, ) ]
you can play fetch the foe or charge right * A character with Shield Mastery 4, such as

in. Let your cat take some of the aggro, a Level 52+ DA, succeeds in shield defense
especially when soloing, to save down time 99% of the time when facing an archer.
and maintenance costs. You heal much o

Corpse Plague isn’t really the most useful of
spells, because of how fast corpses disap-
pear and how long the spell takes to cast.
It's nice to have every now and then, but it
isn’t worth its weight in SP.

faster than the panther, but it’s no bad tank
when you’re in a crunch. You can pretty
much go nonstop, killing fighting critters at
your level or just below.

* If you need to farm for some cash, don't
forget to figure in the cost of the crystals to
keep summoning the panther; it might be

better off soloing alone. «)q(.)y_

e Hamstring, one of your Level 43 spells,
sounds like a good ‘run away!’ tactic; the
sad truth is, the spell takes a full 3 seconds
to cast, and if you are desperate enough to
use it, you likely don’t have 3 seconds to HP /MP By LeveL

LEVEL HP MP_ LEVEL HP MP

spare. N 1610 484 61 3208 102

e Horror, which also takes 3 seconds to cast, 42 1684 509 62 3294 1053

is a bit more useful then Hamstring. If you ﬁ };gg ggg gi gigg }?ﬁ
have two or three monsters on you, cast a

. 45 1911 586 65 3555 1141

quick Horror on one of them, and they 46 1988 612 66 3643 1N

will run away and wait their turn to get 47 2065 638 67 3732 1200

beat up. 48 2143 664 68 3821 1231

) 49 2222 691 69 3911 1261

e If two or more monsters sud_denly decide 50 2301 7117 70 4001 1291

your magician/light armor friend looks 51 2380 744 71 4092 1322

tasty, a quick use of Hate Aura can attract 52 2461 771 72 4184 1353

their attention. Just make sure that there 93 2541 799 13 4276 1384

are no other nearby monsters that you gg g%g ggﬁ ;‘5‘ ﬁgg mg

don’t want smacking you. 56 2787 882 76 4556 1479

e This class is very versatile. It can solo 5 2810 910 77 4650 1511

58 2954 938 78 4745 1543

decently and is a major boon to any group. 59 3038 966 79 1841 1575
In PvP you can own. You can use a bow to 60 3123 995 30 4937 1607
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ROGUE (<€ HUMAN FIGHTER)

The Rogue is a damage-focused class that uses
big-hit attacks to finish its enemies quickly
before getting mowed down. Remember
though, that you are in Light Armor, so you
cannot take as many hits as the other Human
Fighter classes.

Humans have lower MP than some races
and slower foot speed, so be careful with
special moves and don’t expect to be able
to always run away. Dash helps, but it’s
short-lived with a moderate cooldown.

Rogues get plenty of passive skills, some
very useful, some not. Think about getting
skills that will help you in combat before
getting skills that will help you in traveling;
5% more P.Atk speed is much more useful
in the heat of battle then an extra three
minutes on your underwater breath bar!

Power Shot is a wonderful opening move
— and it doesn’t consume any arrows.

Decide early on which weapon you want to
focus on, and keep it maxed. Both dagger
and bow are useful, but one can follow the
other in due time.

A lot of Rogues feel that Levels 20 to 36 is
a very slow, boring process, but at 36 it
spices up a lot with an attack speed boost.
The 5% extra attack speed means a quick
shoot-and-reload for bow Rogues, and even
more importantly, it makes dagger Rogues
the fastest attackers in the gamel

Bleed is a fairly substantial damage over
time (DoT) move, but should be done early
in the combat for maximum effect. In PvP,
the move is good at any time, but especial-
ly towards the end should your opponent
decide running would be the better option.

Don’t bother getting Unlock 2 or above. As
of Chronicle 1, there are only Level 1 doors
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in the game, and Unlock 1 works well
enough.

e Daggers have a higher critical chance, but

have a higher chance to miss. Accuracy is a
skill which you will either love or hate; it
raises your chance to hit but sucks away
MP. Still, it is fairly inexpensive to keep run-
ning, and you shouldn’t hesitate to turn it
on going into PvP combat.

* Mortal Blow is a high-damage, high-risk

skill. 1t only works on a critical, so it is more
likely to work if you use it flanking or
behind the monster. Luckily for the Rogue,
you get a Critical Chance skill which ups
the chance of Mortal Blow hitting.

¢ Ultimate Evasion is very short-lived, with a

long cooldown time, but it can save your
life when needed.

e Stun attacks in general are powerful things.

Stun Shot doesn't hit hard and uses a lot of
MP, but the chance to make your oppo-
nent stand around dazed is worth the
effort. It's expensive for Humans, but fast.

- b g g Lo
HP / MP By LEVEL
LEVEL HP MP LEVEL HP MP
21 560 196 31 1016 330
22 603 209 32 1064 343
23 648 222 33 1112 358
24 692 235 34 1160 372
25 737 248 35 1209 386
26 783 262 36 1259 400
27 829 275 37 1309 415
28 875 288 38 1359 430
29 921 302 39 1409 444
30 968 316 40 1460 459
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TREASURE HUNTER (<€ ROGUE <€ HUMAN FIGHTER)

With the fastest attack speed in the game (due
to passive skills), the Treasure Hunter is some-
times thought of as the best dagger class —
slower, but with higher HP, P.Atk and P.Atk
speed than other classes.

* Primary strengths include: excellent pas-
sive abilities. Largest drawbacks: slowest
run speed of all Rogues, few active com-
bat skills.

e Even though you are a dagger user, invest
in a shield. Why, you might ask? You will
likely find yourself in at least one PvP
encounter with an archer who is faster then
you. As of Chronicle 1, Shields have a very
high chance of blocking an archer’s arrows,
so long as you are facing said archer. Even
if all you buy is a kite shield, that’s an extra
142 defense about 50% of the time!

* The Treasure Hunter trades in Mortal Blow
for two new attacks: Backstab and Deadly
Blow. Deadly Blow works just like Mortal
Blow, it is simply more powerful. Backstab,
on the other hand, works 100% of the time
from the back and never from the front or
the sides. Therefore, when attacking from
the front or the sides, always use Deadly
Blow. When attacking from the back,
always use Backstab.

¢ While you only have 3 levels of Stun Shot,
a lot of Treasure Hunters carry around a
low-level bow, at least for the first few lev-
els. Even with the high MP cost, stopping
an enemy in its tracks is quite helpful, espe-
cially for such a slow class.

e With a Level 6 HP regeneration spell, the
Treasure Hunter has a clear advantage in
PVvE over the other Rogue classes.

* Fake Death is useful, fun and very danger-
ous, all in one! Useful, because if you have

a large group of monsters chasing you,
playing dead will cause them to go find
something else to do. Fun, because who
doesn’t like to fall down in the middle of
town for no apparent reason? And danger-
ous, because when the monsters decide
that you are done for and they can go
bother someone else, that someone else
might be your party!

Silent Move is a good skill to use when you
are traveling through monsters that you
don’t want to fight. This skill consumes 5
MP every 5 seconds to remain active,
though, so when in the heat of battle, it
might be wiser to use a skill like Veil,
Switch or Trick, which only have a one-
time MP cost and get the monster off you
just the same.

B > S

HP / MP By LEVEL
LEVEL HP MP_ LEVEL HP MP
41 1526 484 61 2947 1024
42 1592 509 62 3023 1053
43 1659 535 63 3100 1082
44 1726 560 64 3177 111
45 1794 586 65 3255 1141
46 1862 612 66 3333 171
47 1931 638 67 3412 1200
48 2000 664 68 3492 1231
49 2070 691 69 3572 1261
50 2140 7117 70 3652 1291
51 2211 744 7 3733 1322
52 2282 1 72 3814 1353
53 2354 799 73 3896 1384
54 2426 826 74 3979 1416
55 2499 854 75 4062 1447
56 2573 882 76 4145 1479
57 2646 910 77 4229 1511
58 2121 938 78 4313 1543
59 2795 966 79 4398 1575

60 2871 995 80 4484 1607
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HAWKEYE (<€ ROGUE <€ HUMAN FIGHTER)

Many think that the Hawkeye is handicapped ¢ Burst Shot does much less damage then

by its inability to kite; it’s hard being the Double Shot, or even Stun Shot, but it does
slowest archer in the game! But, for every shower damage, hitting several monsters at
bad side there is a good: the Hawkeye’'s lost once. This is a good skill to use if a tank
speed is put into power, making it the best draws too many monsters at once — just

siege archer.

Compared with its Elven and Dark Elven
counterparts, the Hawkeye has the highest
accuracy, hit points and power of the three.

The disadvantage to a Hawkeye is that you
are not as fast as Dark Elves or Elves, and
thus cannot kite monsters or people half as
well. Overall conclusion: Hawkeye is the
best siege archer, but not the best PK/kiting
archer.

As it already takes MP to shoot a bow (the
better the bow, the more MP it takes) a lot
of archers find it a waste of MP to use the
special attacks. If you find yourself with full
MP, though, feel free to let off a Double
Shot or Stun Shot.

Hawk Eye, the signature move of
Hawkeyes, is not as good as one might
expect. The skill is entirely useless when
soloing — that extra 10% P.Def keeps you
alive — but as long as you're sure that you
won'’t get hit, it can be useful in a group.

If you find yourself out of arrows with a
monster chasing you, remember that spe-
cial attacks do not use up arrows. While it
burns a lot of MP, you will likely need a
town run soon anyway, so Double Shot the
bugger to death!

Stun Shot is especially useful when a PKer
realizes you are too strong and begins to
run away. This attack stops your target
dead in her tracks (if it works) and gives
you time to knock her off. The downside? It
uses a lot of MP and does little damage.
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make sure the monsters don’t turn on youl!

¢ A big debate among archers is whether you
should have a secondary weapon. While a
dagger can come in useful when attacked
by a player or fighting a monster in close
quarters, it is a big drain on the pocket-
book to support two weapon upgrades.

e The combined high attack power of the
bow and the attack power of a Human
makes the Human Hawkeye a good PK
character. While some might argue that the
Treasure Hunter is better suited to high-
damage hits and quick kills, the Hawkeye
has the advantage of being farther away
from the target, having attacks that always
hit, and doing more damage with a single
regular attack.

HP / MP By LEVEL
LEVEL HP MP LEVEL HP MP__
41 1530 484 61 3040 1024
42 1600 509 62 3121 1053
43 1671 535 63 3202 1082
44 1743 560 64 3285 111
45 1815 586 65 3367 1141
46 1887 612 66 3451 171
47 1960 638 67 3534 1200
48 2034 664 68 3619 1231
49 2108 691 69 3704 1261
50 2183 7117 70 3789 1291
51 2258 744 Al 3875 1322
52 2334 1 72 3961 1353
53 2410 799 73 4048 1384
54 2487 826 74 4136 1416
55 2564 854 75 4224 1447
56 2642 882 76 4313 1479
57 2720 910 77 4402 1511
58 2799 938 78 4492 1543
59 2879 966 79 4582 1575
60 2959 995 80 4673 1607
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HUMAN MYSTIC

PROS
e Good INT, M.Atk., M.Atk Speed

e Good HP, CON and DEX for a Mystic

(STR )(wn )(CON )
(INT )(DEX )(MEN )

reach Level 5, go talk to
Warehouse Keeper Wilford,
who gives you a quest to

CONS

¢ Least Accuracy, Critical chance, Evasion,

P.Atk Speed of all
e Low MEN, WIT, DEX and STR for a Mystic

GETTING STARTED

e Human Mystics get some good low level
quests; you can quickly get over 1,000
adena within the first few levels, but the
first quest you should do is the map quest,
so you know how to get around! Find one
of the Magisters in your starting area and
talk to him, then do what he asks.

When you reach Level 2 (which takes about
five minutes of hunting) go to town and
talk to Guard Arnold. He’s got a job that
he’s willing to pay good adena for, and it
helps you get familiar with the village.
Another quest you should do right away is
the one Lighthouse Keeper Rockswell gives.
Go talk to him (he is at the Lighthouse
marked on the map), kill Keltirs for keltir
Fur. Take the fur to Cristel who is by the
well in town and get the keltir furs sewn
together. Then go talk to Warehouse
Keeper Rolfe and go back to Lighthouse
Keeper Rockswell. (Walkthroughs for all of
these are available in the Quests chapter.)

Now you have made a quick 1000+ adena
for some early shopping. It’s a good idea to
get your first new weapon, an Apprentice
Rod, as apposed to your Apprentice Wand.
Now you should try kiting Giant Toads near
the river. Cast at them with Wind Strike
and run a bit before casting again. If this
feels too hard, kill more Keltirs. Once you
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recover his Adamantite that
the Giant Toads have eaten.
Kill Giant Toads until you get
20 Adamantite and go back
to Wilford to get paid.

You can start learning
new skills when you reach
Level 7. Talk to one of the
Magisters @ in town to
learn skills; get any nec-
essary books from the
Magic shop @.

Now you have
done the first few
quests and can
level up a bit until
you reach Level 9.
Killing Giant Toads
and possibly Orcs and
Werewolves should do
the trick. Check your
map and go to
Cedric’s Training Hall.
Talk to Roien who
gives you your next
quest. Go talk to
Blacksmith Altran and
then if you don’t have
Heal yet, go level up until
you get Heal. You should
try searching for a Fighter
of the same level to do the
quest with you to make it
easier. One tank and one
Mystic at small levels like
this isn’t very good for expe-



HUMAN MYSTIC |

rience or SP, but the quest is the important
thing now. You should heal the Fighter
until he gets the quest parts from the Orcs
in the dungeon (Tunath Orc Archers die
easier than Warriors but hit harder) and
then attack them yourself (with the help of
the Fighter; just make sure you get the last
hit) to get your pieces of the Sword of
Solidarity. Once you have found the two
parts, return to Altran, fetch the handle
from Roien and go back to Altran who now
gives you your first free Fighter weapon. If
you have the time and inclination, see how
much the store would pay you for it, then
try a Private Sale at a bit higher. If you're
impatient, sell it to the store itself.

* You should be Level 10 by now, but if
you’re not, go level up to start your second
free weapon quest. Go to the Magic School
and talk to Grand Magister Gallint for the
instructions to go kill a Giant Toad Spirit
Mirror which can be found near the bridge
where other toads are. Then go find the
Orc Spirit Mirror located near the Obelisk
and lastly, the Werewolf Spirit Mirror in the
westernmost part of the island. There will
likely be a lot of people there, so either be
fast or see if you can’t organize a line. Now
that you have done what you were asked
to, return to Grand Magister Gallint to
receive the Wand of Adept, a fine Mystic
weapon for you.

¢ Now you might want to collect more
money by killing something you can kill eas-
ily, many times in row, with as few rests as
possible. You might want to consider party-
ing with a tank of the same level until Level
15, when you can get a quest from Rylith.
Keep farming with a tank of the same level
until you reach Level 19, and then go do
your class change quest in Gludin.

USING SKILLS

e Kiting is the best way to go at low levels.
Combining Wind Strike and Ice Bolt for

soloing takes mana but is good for killing 4
monsters. Healing is good for partying, -
since your tank doesn’t have to sit and

waste time that way. Shield and Might are

good for both you and your tank — Might

raises the physical attack of whomever you

cast it on, and Shield raises physical

defense the same way.

GOOD HUNTING GROUNDS/
GOOD THINGS TO HUNT

¢ On Tl the Orcs are always good for low-
level experience. When the Orcs get too
easy, upgrade to Werewolves. Later you can
go into the dungeon and hunt Tunath
Orcs, or you can go hunt Spiders on the
north and west coasts.

* On the Mainland there are various types of
Bears, Lizardmen, Bats, Spiders and
Wererats for you to choose from, but be
careful — some of them are high levels!

NEAR THE FINAL LEVELS

e Partying is the key for fast leveling at this
time, and you all want to be of the same
level. Killing monsters with little or no
downtime gets you to Level 19-20 quickly.
Money is also important, so try to choose
the best “money monster” you can find.

HP / MP By LEVEL
LEVEL HP MP LEVEL HP MP
1 99 59 1" 253 172
2 113 69 12 269 184
3 128 80 13 285 196
4 143 91 14 302 208
5 158 103 15 319 220
6 174 114 16 336 233
7 189 125 17 353 245
8 205 137 18 370 258
9 221 148 19 387 21
10 237 160 20 405 284
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HUMAN WIZARD (< HUMAN MYSTIC)

Do not misjudge a Human Wizard as a good group

pushover, no matter how cute their summons of monsters,

are. With devastating fire-element spells and run around them in circles to
powerful summons, the Human Wizard pro- herd them into one big group.
vides quick carnage wherever it goes. Then, Flame Strike to your

' |
e Wizards make good party hunters. Their heart’s content!

powers are strong, though they are too ¢ Kite — cast and travel away to
slow to kite and can’t take very much dam- maximum cast distance and
age at all. cast again. This is a highly
effective soloing skill to use
on slow-moving creatures.
You can also use this tech-
nique in a party; you kite the
monster while your other
party members get to hit the

* Every Wizard has a special element — for
Dark Wizards, it’s wind, for Elven Wizards,
it’s water, and for you, it’s fire. While you
have other elemental spells, take into
account that fire is your strongest suit, and
when Iook_lr)g for a_hunt spot, consider this monster without it hitting
as well. If it’s a choice between two Level back!

32 monsters, one that is weak against fire )
and one that is weak against air...well, you ¢ When a battle is over and
know which to go for! you’re low on HP, Corpse

Life Drain is a good way to

heal yourself. Corpse Life Drain is like a

Vampiric Touch, except you use it on an

already dead monster, and thus do more

damage (and use less MP).

* You get 2 types of summons: Kat the Cat
and Mew the Cat. Kat the Cat takes only
30% of the EXP gained when hunting with
it, but costs more crystals. Mew the Cat
takes 90% of the EXP gained when hunting

with it, but costs many fewer crystals. Use ¢ You may not plan on moving up to
Kat for hunting and Mew for any PvP or Summoner at your career transfer, but sum-
boss raids. moning skills are very useful; it's a good

idea to get all that are available before

* When you get stuck in close combat, use ;
transferring.

Aura Burn. It’s a high-damage skill that is
very quick to cast; the only downside is you
have to be up close.

HP / MP By LEVEL
* Flame Strike is one of the most important Level HP MP_  _LeviL HP MP_
tools in a young Wizard's leveling progres- 21 432 303 31 719 508
sion. Able to hit many monsters at once, a 22 460 323 32 749 530
lot of Wizards head out to the Wastelands, gi g?g ggg 2131 ;gg g%
Cruma Swamp or Cruma Tower to find 95 544 383 35 840 595
slow monsters (such as golem types) that 26 572 404 36 871 618
they can herd. To herd, cast a simple spell 27 601 424 37 302 640
(such as Blaze or Ice Bolt) to turn the mon- gg ggg 332 gg ggg ggg
sters’ attention to you. Once you have a 30 689 487 40 998 708
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NECROMANCER (< HuMAN WI1ZARD <€ HUMAN MYSTIC)

Despite their penchant for the undead arts,
the Necromancers’ versatility is their most
defining characteristic; naturally, the diversity
revolves around a variety of necromantic skills.
They can summon undead companions to
fight beside you, as well as skills that debilitate
opponents and modify your abilities. Due to
the powerful summoned pets and debilitating
offensive attacks, the Necromancer makes for
a great party addition and can also suit those
who prefer to solo. If you're the type of person
who enjoys magic, pets, death and frequent
evil chortling, then this class will suit you well.

* During a powerful encounter, Silence can
be invaluable. This skill is used when you're
in a stressful spot fighting a powerful cast-
ing enemy.

¢ Corrupted Man is your first Necromancer’s
pet. You're surely tired of summoning cute
little bunnies, so this will be a pleasant
change of pace — and power. Watch out
for costs and be sure to test out his abilities
before sending him out to wreak death and
destruction. Note that this monster takes
90% of all experience gained.

* Reanimated Man works a lot like Corrupted
Man, and is quite powerful. Unlike its coun-
terpart, though, this monster only steals
30% of your EXP, making it a much more
effective (if more costly) hunting partner.

e Anchor not only roots a target in place but
totally paralyzes it, too. Extremely useful in
PvP, a siege or even a sticky hunting situa-
tion, this spell lasts for two minutes, ample
time for you to drop your foe.

e Curse Death Link is powerful, but is only
useful when you’re low on HP — a situa-
tion you want to avoid in the first place.

e Don't forget to buff your pet. For soloing
work, bring out your skeleton and buff its
speed, might and defense. If you're fight-
ing a slow creature you can make sure it
attacks you first, then let the pet beat it up
while you run around. Due to your great
AoE abilities, consider finding slow mobs,

aggroing a bunch of them, and then lure
them into your AoE and DoT spells (Poison
Cloud) to whittle them away. There are
such a great variety of skills you can use for
solo combat that you’ll have to be creative
to make the best of the class.

For group play, your pet acts as another
powerful tank. In a team, you don’t have to
be the hero, so you can sit back and play a
bit more of a specialized role — the debili-
tator and damage dealer. With a pet, potent
offensive spells and debuffing skills, you're a
spectacular addition to the group. Watch
for bad pulls and be ready to cast Fear,
Anchor or Sleep — and if there are many
enemies, bust out your AoE and DoT spells
for mass damage. Depending on the group
and your versatility, you can play many roles
— you can be the tank, the main damage
dealer, or the guy who cripples the enemy
in every possible way. The Necromancer will
suit virtually any play style.

Use Vampiric Claw to save a healer MP.

Drain your pet’s HP for yourself, and then
heal the pet.

HP / MP By LEVEL
LEVEL HP MP_ LEVEL HP MP
41 1043 747 61 2018 1578
42 1088 785 62 2071 1623
43 1134 824 63 2124 1668
44 1180 864 64 2177 1713
45 1227 903 65 2230 1759
46 1274 943 66 2284 1805
47 1321 984 67 2338 1851
48 1369 1024 68 2393 1897
49 1416 1065 69 2448 1944
50 1465 1106 70 2503 1991
51 1513 1148 7 2558 2039
52 1562 1189 72 2614 2086
53 1612 1231 73 2671 2134
54 1661 1274 74 2127 2183
55 1711 1316 75 2784 2231
56 1762 1359 76 2841 2280
57 1812 1403 77 2899 2329
58 1863 1446 78 2957 2378
59 1915 1490 79 3015 2428
60 1966 1534 80 3074 2478
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SORCERER/ESS (< HUMAN WIizARD <€ HUMAN MYSTIC)

There aren’t too many secrets with the
Sorcerer — you’re a walking wave of destruc-
tion, with extremely powerful offensive capa-
bilities mixed with a touch of crowd control
skills and a dab of pets. You’ll like this class if
you enjoy blowing things up with catastrophic
results. The Sorcerer’s role is that of primary
damage dealer, with some excellent crowd
control spells. Fire and non-elemental attacks
are your expertise, and once you have your
target in sight — you’ll have to wait until the
smoke clears to see the result.

¢ By the time you turn into a Sorcerer, you
have a good idea of what weapons and
armor you should be using. Just make sure
to get the best you can afford. The Sorcerer
is all about offense, which in this case is
your best defense. Your weapons are your
spells, and your armor is not much of a
concern, since you’re in a bad place if a
creature reaches you.

* The spells you receive when you become a
Sorcerer focus mainly on additional offense.

* Aura Flare is useful due to its high speed. It
is powerful, and can be used rapidly to great
effect. This is a non-elemental attack, so is
not subject to those resistances. Be sure not
to drain your MP too quickly. Its speed
makes it very useful for finishing off a mob.

* Blazing Circle is another powerful offensive
fire spell. Casting speed is fairly slow.

¢ Blazing Skin is an interesting spell that
reflects a certain amount of damage back to
the dealer. While cast on just yourself, this
spell might seem a bit puny — but cast it
on the entire group and there will be some
serious damage returned to any attacker.

* Prominence is probably your most powerful
direct damage spell as you hit 40. There
isn’t much of a secret to it — just point,
blast and enjoy!

* Sleeping Cloud is a great AoE spell for a
variety of situations. Get this!

e Cancel removes all status ailments. This is
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one of the few beneficial group spells you
can get.

¢ Decay is a focused poison, which does
damage over time. It is very powerful, and,
as of Chronicle 1, the only earth element
skill in the game.

¢ While the Sorcerer may lack some of the ver-
satility that other classes have, it makes up
the difference in brute force. Simply, don’t
try to solo. You can do it, of course, it's just
not a very productive method of gaining
experience. The Sorcerer is suited extremely
well for team fighting against groups of
creatures. For effective grouping, focus your-
self on just blasting the target until it dies.
By 40 you will be extremely familiar with
how and when to use your AoE and DD
damage spells. However, with your new
spells you find that your MP can be drained
very quickly, so you need to learn how to
deal with these additional spells — and how
to manage your MP efficiently.

e Use your “Surrender” skills if other mem-
bers in the party have that type of elemen-
tal attack.

HP / MP By LEVEL
LEVEL HP MP LEVEL HP MP__
41 1043 747 61 2018 1578
42 1088 785 62 2071 1623
43 1134 824 63 2124 1668
44 1180 864 64 2177 1713
45 1227 903 65 2230 1759
46 1274 943 66 2284 1805
47 1321 984 67 2338 1851
48 1369 1024 68 2393 1897
49 1416 1065 69 2448 1944
50 1465 1106 70 2503 1991
51 1513 1148 Al 2558 2039
52 1562 1189 72 2614 2086
53 1612 1231 73 2671 2134
54 1661 1274 74 2127 2183
55 1711 1316 75 2784 2231
56 1762 1359 76 2841 2280
57 1812 1403 77 2899 2329
58 1863 1446 78 2957 2378
59 1915 1490 79 3015 2428
60 1966 1534 80 3074 2478
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WARLOCK (< HUMAN WIZARD <€ HUMAN MYSTIC)

Warlocks are summon-focused, and for some-
one who has taken a long trip through Human
Wizard, they are a true blessing! From here on
out you don’t have those horrible 6-hour
delays between summons, and new buffs
make your pet more powerful then ever. You
are a caster who brings your own tank to the

party!

* Warlocks are good solo or in a party. When
soloing, act as a two-man healer/tank
group; buff and heal your pet, and let it do
most of the damage. Don’t hesitate to
throw a fire ball or two, though!

Mew'’s special ability is a Vampiric Touch
spell. When soloing, you and your furry
companion can stand side by side and
blow oncoming creatures to smithereens.
Put the special attack button from your pet
command window onto your hot bar next
to your main attack spell and you can cycle
both easily. When told to do their special
move (in this case, ranged attack spell),
they do it once and return to your side.
This makes pulling critters for you or your
group easy. Target, tell the unicorn to fire
away and it will run to maximum range,
fire a shot and then immediately return to
your side with creature in tow. Not only
does this serve the party a fresh snack, your
opponent’s initial aggro is focused on the
cute but expendable pet.

From here on out you have a choice of
changing to light armor. Stay in robes,
because the added MP far outweigh the
added MP regen time — but get a level of
Light Armor Mastery in case you ever find
yourself with a light armor set.

If you own both robes and light armor,
consider switching into the armor whenev-
er you are using Kat the Cat. He can aug-
ment your mana well enough that it’s
worth the extra 5% P.Atk speed and P.Def
you get from light armor.

* You don’t really get that many attack skills

from here on out, so when you feel that
your Blaze just isn’t more then a brush on
the shoulder, think about making the
switch from Mystic weapon to Fighter
weapon. Your primary focus will likely be
playing healer and buffer for your pet, and
most healers and buffers out there already
use a good Fighter weapon, as M.Atk has
no effect on heals or buffs.

Be aware that, as your attack skills get
more and more outdated, it might become
harder for you to find a good group. While
you're an effective healer/tank team that
takes half the mana, you can’t heal the
other party members, can’t resurrect, and
can’t battle heal if the going gets tough. Be
prepared to duo with your pet very often.

More and more servitor buffs become avail-
able as you progress through the levels. As
always, make sure to keep your pet fully
buffed; give yourself a shot of Might 1 or
Shield 1 right before you buff your buddy
so that you know their buffs are about to
wear out when yours starts wearing out.

HP / MP By LEVEL
LEVEL HP MP_ LEVEL HP MP
41 1046 747 61 2091 1578
42 1095 785 62 2148 1623
43 1144 824 63 2204 1668
44 1193 864 64 2261 1713
45 1243 903 65 2318 1759
46 1293 943 66 2376 1805
47 1344 984 67 2434 1851
48 1395 1024 68 2492 1897
49 1446 1065 69 2551 1944
50 1498 1106 70 2610 1991
51 1550 1148 7 2670 2039
52 1603 1189 72 2730 2086
53 1655 1231 73 2790 2134
54 1709 1274 74 2851 2183
55 1762 1316 75 2912 2231
56 1816 1359 76 2973 2280
57 1870 1403 77 3035 2329
58 1925 1446 78 3097 2378
59 1980 1490 79 3159 2428

60 2036 1534 80 3222 2478
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CLERIC (<€ HUMAN MYSTIC)

Though weak when soloing, the Cleric is per-
haps the most sought after party member; you
will be hard-pressed to find a group that
would not want the help of at least one heal-
er/buffer.

Never, ever, ever solo when you can group.
While there will be some times (wee hours
of the morning, holidays, busy days for
your hunt party) that you are forced to
solo, even a bad group is usually better for
a healer then no group. You should always
at least try to find a tank to group with
you!

When hunting monsters lower then you,
unless the monster is an archer/magic user,
try rooting it before your tank attacks. If
your root works, the monster is now stuck
standing still and is busy thinking about
hitting you for at least half of the time that
your tank whacks away at it. This gives you
time to sit down and regenerate as well!

Sleep for crowd control. If you or your tank
gets attacked by too many monsters, use a
bit of MP to put them to sleep. While they
wake up the moment they are hit, as long
as they are not bothered they won’t move
or attack. This is good for crowd control,
shortening a train, or just giving you room
to run away.

Know your tank! Know if your healing tar-
get has a high or low P.Def, M.Def, speed
and so forth. This can save you a lot of
grief, as you will know to be extra ready if
she is taking physical/magic attacks or get-
ting chased.

Preemptive healing — if you know your
tank is too weak to stand up to magic, get
a heal started as soon as you see something
start to cast on him.
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¢ Don’t heal secondary tanks unless they’re
in trouble. Their tank time is a time for you
to regenerate more MP to heal the primary,
and time for your primary to regenerate
more HP.

¢ Always buff yourself first. Even if you don't
need buffs, as soon as your buffs start to
wear out you know your party’s buffs are
about to wear out.

e If you have full MP, don’t be afraid to go
up to the front lines and start whacking
away at the monsters as well. You don’t do
much damage, but you can do some.
Remember, as a healer you have no need
for the M.Atk boost of staffs or books, so
you ought to be wielding a Fighter weapon
of some sort.

* Make sure to get heals before you get any-
thing else.

¢ Your main job is to keep people alive, not
hit or be hit. Also, make sure to get your
individual heals before group heals — you
will use them much more.

HP / MP By LEVEL
LEVEL HP MP LEVEL HP MP
21 439 303 31 797 508
22 473 323 32 835 530
23 508 343 33 872 551
24 543 363 34 911 573
25 579 383 35 949 595
26 614 404 36 988 618
27 650 424 37 1027 640
28 686 445 38 1066 662
29 723 466 39 1106 685
30 760 487 40 1146 708



BISHOP (<€ CLERIC <€ HUMAN MYSTIC)

The most powerful healer in the game, the
Bishop is a must-have when venturing deep
into the upper-level dungeons, and a welcome
addition to lesser groups as well. While it gets
no more buffs, its heals are better than either
of the Elder classes, and much better than its
Prophet counterpart. It's the only class with
Vitalize or Mass Resurrection, and one of the
only two classes with Greater Resurrection 4.
In short, it's a beefed up Cleric with even more
demand for its services.

e If you're going to cast Restore Life, make
sure that the percentage of HP your target
will gain is higher then what they would
gain from a Greater Heal, because Greater
Heal costs less MP to cast.

¢ Casting Vitalize (which both heals and
cures poison and bleeding) on someone
who is hurt and afflicted with either poison
or bleeding saves you time and MP over
casting Purify and Heal separately.

e Use Mass Resurrection only if you really
need all your clan members resurrected at
once. Mass Resurrection restores less of
their hard earned EXP then normal
Resurrection does.

* The original (pre-40) Battle Heal heals the
same amount of HP as the normal pre-40
Heal. However, Greater Battle Heal heals
less HP (and still costs more!) than Greater
Heal. Only cast GBH when you need it in
combat.

¢ When hunting in hard hunting spots with
multiple aggros, you will sometimes have
multiple members of your party getting hit
at once. At this time, casting Greater Group
Heal can save lives.

 All of the Bishop’s attack skills affect
undead only, so if you get bored of just

healing, try going to Dragon Valley; a lot of
the monsters there are undead.

* Might of Heaven will be your main attack
against undead. It deals a large amount of
damage for a small amount of MP.

¢ Hold Undead rarely works; consider not
learning this skill at all. It costs a lot of MP
and has a long recharge time as well.

* Repose, a skill that reduces undead aggres-
sion, comes in handy if your party gets too
many undead monsters on them at once.
Cast this in the middle of the monster
clump and your party can kill them off one
by one.

* Requiem’s effect range is too small to be
very useful. Another downside: you need to
cast it before the undead monsters become
aggressive on you or your party for it to
have an effect.

HP / MP By LEVEL
LEVEL HP MP_ LEVEL HP MP
41 1194 747 61 2240 1578
42 1243 785 62 2296 1623
43 1292 824 63 2352 1668
44 1342 864 64 2409 1713
45 1391 903 65 2466 1759
46 1442 943 66 2524 1805
47 1492 984 67 2582 1851
48 1543 1024 68 2641 1897
49 1595 1065 69 2699 1944
50 1646 1106 70 2759 1991
51 1698 1148 7 2818 2039
52 1751 1189 72 2878 2086
53 1804 1231 73 2938 2134
54 1857 1274 74 2999 2183
55 1910 1316 75 3060 2231
56 1964 1359 76 3121 2280
57 2019 1403 77 3183 2329
58 2073 1446 78 3245 2378
59 2128 1490 79 3308 2428
60 2184 1534 80 3370 2478
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PROPHET (< CLERIC <€ HUMAN MYSTIC)

The most powerful buffer in the game, the
Prophet is a must-have when venturing deep
into the upper-level dungeons, and a wel-
come addition to lesser groups as well. While
it gets no more heals, its buffs are better than
either of the Elder classes, and much better
then its Bishop counterpart. It has more buffs
than any other class — nineteen total — and
while not all are entirely useful, most of them
are more than helpful when charging straight
into danger.

¢ Even though you get masteries for all three
types of armor, heavy and light armor still
have a slightly slower casting rate than you
get when you wear robes.

* You can learn up to 19 different buffs.
Casting them all on all of your party mem-
bers every 20 minutes will leave you with

no MP. Choose what buffs to cast in various

situations.

* You get no further healing skills as a
Prophet. Try to party with a Bishop, Elven
Elder or Shillien Elder and let them be in
charge of healing. With all your buffs, you
will have little MP left over for healing
anyway.

* Return teleports you to the closest town.
Getting this will save you from ever having
to buy Scrolls of Escape again, but at Level
40 your 31,000 sp might be better spent
on buffs or masteries ... especially since
you probably get enough adena to buy an
Escape Scroll from every kill you make!

e When casting buffs, try to remember to
always cast Greater Acumen on yourself
first so you take less time buffing.

¢ Casting Haste on Fighters is always a good
idea, but it only increases attack speed, so
there is no reason to cast it on your nuker.
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¢ Casting Bless Shield on people with shields
will greatly increase the chance for their
shield defense to succeed. If you cast this
before fighting bow monsters, your target’s
shield defense will rarely fail.

e If you are fighting against fire-based mon-
sters like the ones in Forgotten Temple, it’s
a good idea to cast Resist Fire. It’s also a
good spell to use when facing a sorcerer
in PvP.

e If you don’t recast Bless of Soul before it
wears out, any MP you had over your nor-
mal max will disappear.

e Death Whisper greatly increases the
amount of damage that is done on a criti-
cal hit. It’s a smart idea to cast this, along
with Focus, on all of your attacking party
members.

HP / MP By LEVEL
LEVEL HP MP LEVEL HP MP__
41 1197 747 61 2312 1578
42 1249 785 62 2372 1623
43 1302 824 63 2433 1668
44 1355 864 64 2493 1713
45 1408 903 65 2555 1759
46 1461 943 66 2616 1805
47 1515 984 67 2678 1851
48 1570 1024 68 2740 1897
49 1624 1065 69 2803 1944
50 1680 1106 70 2866 1991
51 1735 1148 Al 2929 2039
52 1791 1189 72 2993 2086
53 1847 1231 73 3058 2134
54 1904 1274 74 3122 2183
55 1961 1316 75 3187 2231
56 2019 1359 76 3253 2280
57 2077 1403 77 3319 2329
58 2135 1446 78 3385 2378
59 2194 1490 79 3452 2428
60 2253 1534 80 3519 2478
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he Elves of Lineage Il worship the god-
dess of water and are in tune with
nature. Elven Fighters and Mystics are
tuned to be fast and accurate with a

high DEX (for Fighters) and WIT (for Mystics), e
but pay for this with a low STR (Fighters) , /
and INT (Mystics). o ‘,,7

Elven Fighters can choose to be o
Elven Knights (heavy armor, ‘ =~ .
swords/blunts) or Elven _.ﬂ'-j'i’ '
Scouts (light armor,

dagger and/or bow). Elven Fighters have high
speed, accuracy, evasion, frequent critical hits,
but less damage per hit. All Elven Fighters get
two very unique skills: Charm and Elemental
Heal. Charm works like an opposite-hate, that
is, it convinces monsters not to hit you.
Elemental Heal is a high-cost heal, though it
beats having nothing.

Elven Mystics can initially choose to be Elven .
Wizards (attack magic, mostly water, and sum-
moned beasts. Such as Boxer and Mirage the
Unicorn) or Oracles (support magic, such as
buffs and heals). Elven Mystics have fast spell-
casting, but less damage per cast.

| Elven Knight 20 Elven Scout |

[ Temple Knight 40 Plains Walker
[ Swordsinger Silver Ranger

| Elven Wizard 20 Elven Oracle |

[ Spelisinger 40 Elven Elder
[Elemental Summoner
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ELVEN VILLAGE

# Melee Trainer # Mystic Trainer

KEY

O Master Cobendell 3%
Master Ellenia %
Tetrarch Asterios
Magister Esrandell ¢
Magister Greenis ¢
Alshupes

Andellia

Rizraell

Arujien

Rosella

Guide Roios

PRVWOOE

Nerupa
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O Pixy Murika
The Worldtree’s Guards:

Arkine, Daelian
Sitadiel, Valeor

@ Magic
Trader Creamees (Jewelry)
Trader Herbiel (Books)

O Smithy
Blacksmith Aios

© Gatekeeper Mirabel

@ Warehouse
Wareh. Freightman Chadren
Warehouse Keeper Markius
Warehouse Keeper Julia

€@ Weapons & Armor

Trader Ariel

Trader Unoren

> Mother Tree Glade
Sentinel Berros
Sentinel Wheeler

> Iris Lake

Sentinel Kendnell
Sentinel Veltress
Sentinel Gartrandell
Sentinel Knight Alberius
> Elven Fortress
Sentinel Rayen
Sentinel Starden



The Elven Village is the EIf Fighter and Mystic
starting spot. This is a great starting spot for
young adventurers, largely because of its prox-
imity to the Dark Elven Village and Gludio, a
capital of trade until Level 40 or so. Humans
and Dark Elves sometimes travel to the forest
as well for the good hunting, especially in the
Elven Fortress (dungeon) and around the
south rim of the area.

In the town proper, you can find a weapon/
armor shop, a potion shop, a warehouse, a
teleporter and a town guide.

Appropriate Levels. 1-20

Good Locations. The best spot you can find
in Elven Village is a deserted one. The Lirein
spots are usually taken up by 20ish kiters, so
it’s probably better to go after spiders or into
the Fortress if you don’t want to compete.

Landmarks. Neutral Bridge, Elven Fortress,
Mother Tree, World Trees

o((0))

World Trees. If you're an Elf, look for hunting
spots around World Trees, because when you
enter their shade you get a boosted HP and
MP regen rate!

Things to Watch For

Unicorn of Eva. They might look weak and
friendly, but trust us, you don’t want to hit
them until you're at least Level 28 or in a
good group!

Unicorn Phantasm. Consider Phantasm the big
sister to all Unicorns of Eva. A quest monster
for the Third Profession Summoner quest, this
little unicorn is sure to be quite a challenge
anytime before that.

Karma Spots. Because of the extreme crowd-
ing in Elven Village, it’s particularly hard to
find a spot to work your karma off. If you're
lucky, try heading straight south of town, or to
the northwest isolated corners.

ELVEN VILLAGE REGULAR QUESTS

QUEST Lv.  RAce/CLAsS WHAT? WHo Gives I1? WHERE? Rp1? REWARD

Eif's Tutorial 1 EIf Hunt/Collect ~ Any NPC in Start Area Starting Area N World Map

What Women Want 2 Human,Elf Delivery Arujien Elven Vilage N 450a or 5 Beginner's Potions
Fruit of the Mothertree 3 Eif Delivery Andellia Elven Vilage N 500a, 1000exp

Nerupa’s Request 3 Eif Delivery Nerupa Elven Vilage N 1000exp

Pleas of Pixies 3 Al Hunt/Collect  Pixy Murika Elven Village Y 100a, 300a or 5000a
Wrath of Verdure 4 EIf Hunt/Collect  Treant Bremec NW of Elven Village Y x10a

Hunt the Orcs 6 Al Hunt/Collect ~ Sentinel Rayen Elven Village Y x5a,x15a

Collect Spores 8 Al Hunt/Collect ~ Trader Herbiel Elven Village Y 2000a

Skirmish with the Orcs 10 EIf Hunt/Collect  Sentinel Kendnell Elven Vilage N Red Sunset Sword
Legacy of the Poet 11 <Dark EIf> Hunt/Collect  Sentinel Starden Elven Vilage N Leather Shirt

Curse of Fortress 12 <Dark EIf> Hunt/Collect ~ Trader Unoren Elven Vilage N Bone Shield, 2000exp
Protect the Water Source 12 EIf Hunt/Collect  Tetrarch Asterios Elven Village N 2500a

Sea of Spores Fever 12 EIf Hunt/Collect  Sentinel Knight Alberius Elven Vilage N Sentinel Sword or Staff
Collector’s Dream 15 Al Hunt/Collect ~ Alshupes Elven Vilage Y 1000a

Catch the Wind 18 All Hunt/Collect Rizraell Elven Village Y x30a

Destroy Plague Bringers 18 EIf Hunt/Collect ~ Master Ellenia Elven Village Y x60a, 10,000a

Blood Fiend 21 <Dark Elf> Hunt/Collect ~ Trader Creamees Elven Village N 3000a, 4000exp
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ELVEN FORTRESS (DUNGEON)

The Elven Fortress is a simple yet elegant dun-
geon, providing many side rooms and awe-
some soloing/party spots, as well as one of the

best quests in Aden. The price to pay for this is

an overpopulated area, but luckily, with all the
side rooms and pathways, you can usually find
a nook or a cranny with 3+ monsters to call
your own!

Appropriate Levels. 9-23
Nearest Town. Elven Village

Good Locations. The entire dungeon is set
up so well that it’s hard to find the ‘best’ spot,
but there are certainly some spots that are
more popular then others. People tend to
avoid rooms with aggressive Skeleton Archer
types and, especially in the later levels, the
side-rooms of Kirunak’s hall are perfect spots.
You probably want to avoid Varool Fouclaw’s
room, as it is often packed with high-level
questers.
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Map courtesy of Duncan

What Monsters Help. Baraq Orc types,
Skeleton types (including Kirunak’s Guards),
Mist Terrors, Shade Horrors, Wererat types

What Monsters Aggro. Baraq Orc Fighter,
Dread Soldier, Dungeon Skeleton, Mist Terror,
Dark Terror, Sukar Wererat Leader, Dre Vanul

Tracker, Dre Vanul Beholder, Dre Vanul Slayer,
Malex Herald of Dagoniel

Bosses. Malex Herald of Dagoniel,
Varool Foulclaw, Kirunak

Things to Watch For
Archers. Dungeon Skeleton Archer

Karma Spots. This dungeon is generally a
bad place to lose your Karma, because of the
high population of questers and levelers.
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3 Baraqg Orc Fighter (10)*

3 Baraq Orc Fighter Lt. (11)
2 Dread Soldier (14)*

3 Dungeon Skeleton (12)*

3 Dungeon Skel. Archer (13)
2 Baraq Orc Fighter (10)*

2 Baraq Orc Fighter Lt. (11)
2 Baraq Orc Fighter (10)*

2 Baraq Orc Fighter Lt. (11)
2 Baraq Orc Fighter (10)*

2 Baraq Orc Fighter Lt. (11)
2 Baraq Orc Fighter (10)*

2 Baraq Orc Fighter Lt. (11)
4 Dread Soldier (14)*

2 Dread Soldier (14)*

3 Dungeon Skeleton (12)*

2 Dungeon Skel. Archer (13)
2 Dungeon Skeleton (12)*

2 Dungeon Skel. Archer (13)
3 Baraq Orc Fighter (10)*

2 Dungeon Skeleton (12)*

2 Dungeon Skel. Archer (13)
4 Dread Soldier (14)*

3 Baraq Orc Fighter (10)*

3 Dungeon Skeleton (12)*

3 Dungeon Skel. Archer (13)
4 Dread Soldier (14)*

7 Mist Terror (15)*
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5 Dread Soldier (14)*

5 Mist Terror (15)*

4 Shade Horror (17)

4 Shade Horror (17)

5 Dark Terror (16)*

5 Dread Soldier (14)*

5 Mist Terror (15)*

5 Shade Horror (17)

4 Dark Terror (16)*

5 Dark Terror (16)*

5 Dread Soldier (14)*

4 Mist Terror (15)*

4 Dark Terror (16)*

4 Mist Terror (15)*

4 Shade Horror (17)

4 Sukar Wererat (18)

4 Sukar Wererat Leader (19)*
3 Sukar Wererat (18)

2 Sukar Wererat Leader (19)*
7 Dark Terror (16)*

6 Dre Vanul Tracker (20)*

2 Shade Horror (17)

2 Sukar Wererat Leader (19)*
2 Mist Terror (15)*

2 Sukar Wererat (18)

3 Sukar Wererat (18)

2 Sukar Wererat Leader (19)*
4 Dre Vanul Tracker (20)*

e

e 886 © 8 ©6 66

3 Dre Vanul Tracker (20)*

4 Sukar Wererat (18)

3 Sukar Wererat Leader (19)*
6 Sukar Wererat Leader (19)*
2 Dre Vanul Beholder (21)*
2 Dre Vanul Tracker (20)*

2 Dre Vanul Beholder (21)*
2 Dre Vanul Tracker (20)*

2 Dre Vanul Beholder (21)*
2 Dre Vanul Slayer (22)*

2 Dre Vanul Beholder (21)*
2 Dre Vanul Slayer (22)*

8 Kirunak’s Guards (21)*

1 Kirunak (22)*

2 Kirunak’s Guards (21)*
Spawn occasionally in 1 of 3
spots:

4 Abyss Flyer (27)

3 Malex Herald Of Dagoniel
(30)*

Quest monster:

1 Varool Foulclaw (20)
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ELVEN FIGHTER

Elven Fighters and their higher-level derivatives
are the fastest things on two legs. However,
they are also the most fragile of the close com-
bat classes. This, however, is not a big deal.
The Elven Fighter is almost always played as an
archer until around Level 20, regardless of what
class is intended for the character later in the
game. Because Elves can kite rather efficiently,
and because of the large populations of natu-
rally-occurring monsters near their starting area
that are slow enough to kite, Elves are almost
invariably sighted carrying a bow from Levels
1-19. The Elven Scout and Rogue classes are
among the best at high levels due to their nat-
urally high movement speed, and the Silver
Ranger in particular is commonly regarded as
the best soloing class in the game. Don’t dis-
miss Elven Knight classes either, as they can be
quite powerful in a group.

PROS
¢ Plenty of DEX (= speed)

e A “Hit and Run” approach is very viable for
lower levels and will keep you alive on
more than one occasion

¢ Accuracy and evasion are the Elven Fighters
strongest assets

* Soloing at low levels is easy

CONS

* Low CON and STR relative to other Fighters.

¢ Low magic points — using specials can eat
through your MP quickly, so be smart and
use your specials sparingly

GETTING STARTED

e Don’t group yet! Soloing is much faster
from Levels 1-20 because the starting class-
es aren’t good enough at any specific task
to be effective in groups.
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(STR )(wn )(CON )
(INT )(DEX )(MEN)

¢ Do cash quests. Every starting area except
Talking Island (Human start) has at least
one repeatable low-level quest worth sever-
al thousand adena. Find them. Do them.
Repeatedly.

¢ Use a bow An integral part of the hit and
run method, bows are really good. Pick one
up as soon as you can. Bear in mind that
you can only use arrows that are appropriate
for your bow’s weapon grade. Don’t spend a
ton of money on bone arrows if you only
have a short bow, they won't work.

¢ Weapons are more important than
armor. They cost more for a reason. Buying
a new weapon will improve your perform-
ance more than new armor.

¢ Spare the soulshot. Once you have about
a 54k weapon, you’ll have the ability to use
soulshots to double your damage on a sin-
gle swing. Don’t Use Any. Carry some for
emergencies, but don’t waste money dur-
ing normal hunting. Your cash is much bet-
ter saved and spent on a better weapon.

RECOMMENDED SEQUENCE

e Level 5. Start out with the first attack skill
in your chosen weapon type. If you are
going to use the bow (recommended) grab
Power Shot. If it’s sword, Power Strike. For
Dagger, take Mortal Blow. If you do a little
forward thinking and decide that your
character’s eventual class is going to be in
the Rogue category, you can ditch the
sword skills altogether and take up the
nimble dagger. Similarly, if you know you
want to be a Ranger, concentrate your skill
points on the bow skills. If the way of the



noble knight is the one for you, then con-
centrate on the sword skills. A word of
advice — if you are considering a Rogue,
it's a good thing to look into both bow and
dagger skills. The multifaceted abilities of
range and ultra-fast melee are a great com-
bination.

Next, go with Weapon Mastery. A few per-
manent points of boost to your attack
power can go a long way. After this pick up
Defense Aura. Although it’s temporary, it’s
more of a boost than Armor Mastery.
Round out your Level 5 skills with Armor
Mastery and the last levels of your remain-
ing attack skills. Don’t worry about not
spending all your skill points. You’ll use
them later on.

Level 10. Now you have a choice, more
defense or more attacking power? It’s a
toss-up really, except you should consider
the naturally high Evasion skills of the EIf.
Taking that into account, the recommend-
ed sequence is: Attack Aura, Weapon
Mastery 2, and the next 3 levels of the
attack skill(s) of your choice, and then final-
ly Armor Mastery 2 and 3. Similar to
Defense Aura, Attack Aura is a short-lived
spell, but it enhances your stats more than
the second level of mastery does. In con-
junction with Weapon Mastery 2 your
attacking power has increased noticeably
and you have 2 levels of a permanent stat
boost. Gaining the final level of your attack
skill(s) will see you fighting at power levels
of 137, 122, or 46 with respect to dagger,
bow or sword. Not too shabby. The final
two levels of Armor Mastery will perma-
nently increase your defense.

Level 15. Finally! You have a heal spell —
take it while the taking is good, all three
levels of it. Keep in mind, this is a selfish
spell, it will only heal you. Next take
Weapon Mastery 3. This will be your third
permanent attack-increasing stat boost and
also marks your final general weapon

boost. For your profession change you will
have to pick between sword, dagger and
bow. Now take all three levels of the attack
skill(s) of your choice. Finally take the last 2
levels of general Armor Mastery. Similarly to
Weapon Mastery, in the next go-round you
will get to choose between light and heavy
armor types.

GENERAL TIPS

* The Fighting Way. A Fighter is a very
general melee class that has the basic abili-
ties of a tank, archer and rogue all rolled
together. And that’s good, because all
these classes start as Fighters, and don’t
separate until Level 20. The often-over-
looked side effect of this shared heritage is
that a Fighter can and should take advan-
tage of all three classes’ advantages while
they last.

* Find good targets. Some monsters have
weaknesses or strengths. Be aware; if mon-
ster X is weak to bows, and monster Y is
strong to bows ... hunt monster X!

HP / MP By LEVEL
LEVEL HP MP LEVEL HP MP
1 113 39 1" 289 113
2 130 46 12 308 121
3 147 53 13 327 129
4 164 60 14 346 137
5 181 67 15 365 145
6 199 75 16 384 153
7 217 82 17 404 161
8 235 90 18 424 170
9 253 97 19 444 178
10 21 105 20 464 187
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ELVEN KNIGHT (<€ ELVEN FIGHTER)

The Elven Knight isn’t exactly the most fun or
the easiest, but consider it a means to an end.
Both Temple Knight and Swordsinger are very
strong in their own ways. Elf Knight is just the
rough road to paradise!

With your low P.Atk, you level much more
effectively when partied with a damage
dealer (for example, Wizard, Warrior, dag-
ger user or bow user).

A lot of people underrate Ultimate Defense
because it takes away your ability to run
away or chase a monster, and it has such a
long recharge time. In a fight, if a monster
switches to another party member, you
must stand still and watch them get pum-
meled. In a duel, if your opponent realizes
you are using Ultimate Defense, he will like-
ly just step away and wait for it to wear off.
So where’s the value in it? The true value of
UD is when you get attacked by a large
group of monsters. When you have 4+ foes
beating at you, the elevated P.Def and
M.Def is often what gives you and your
buddies the time to kill the monsters before
your time expires!

Already the fastest tank in Aden because of
your Elven heritage, Sprint makes it so you
can catch all archers and dagger users
except other Elves, and even they barely
outrun you.

The only real new attack you get is Power
Strike. While this is adequate until about
Level 26, from then on you start to note
that the MP use isn’t really worth the extra
10 or 20 damage. Use your extra MP to
give yourself a quick Elemental Heal when
your healer is low on MP or when you have
full MP and nothing else to do with it.

Elves have the highest Dexterity in Aden,
and with the Chronicle 1 update, Dexterity
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becomes a factor in shield blocking. Make
sure you have the best shield of your grade
whenever possible; the shield gives you a
lot more P.Def for your money than regular
armor, and the better your shield, the more
often it works.

¢ With the Chronicle 1 update, monster
speeds are boosted, making some monsters
faster then even the lightning-quick Elves.
Entangle, a spell that decreases your
enemy’s movement speed by 15% (30% at
Level 2 and 50% at Level 3), can often be
the difference between life and death. This
spell is also helpful when hunting with
archer or nuker types — you slow the mon-
ster, they kite it.

¢ Spending adena on Cure Poisons to hunt
bees isn’t usually high on any solo hunter’s
shopping list, but the Cure Bleeding and
Poison Recovery skills allow Elven Knights
to go after these seldom-visited hunting
spots and take advantage of the quiet.

¢ Hate pulls aggressive monsters off of anoth-
er target and onto you. This is very helpful
when an NPC archer decides that your heal-
er or dagger friend looks like easy meat!

IS Uia Wia Win Win W
HP / MP By LEVEL
LEVEL HP MP LEVEL HP MP

21 506 200 31 949 335
22 549 213 32 995 349
23 592 226 33 1042 363
24 635 239 34 1089 378
25 679 252 35 1137 392
26 723 266 36 1185 407
27 767 279 37 1233 421
28 812 293 38 1282 436
29 857 307 39 1331 451
30 903 321 40 1380 466
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TEM PLE KNIGHT (<€ ELVEN KNIGHT <€ ELVEN FIGHTER)

Upon first glance, the Temple Knight is an e Even if there are no magical mon- 7
. . e L

average tank who stands in the shadow of the sters in your vicinity (that you

Dark Avenger. But add in the cubics, and the know of ...), leave Spirit Barrier on.

Temple Knight shows her true face: a tank It's low cost, and there’s always a

who has awesome, unique abilities that make slim chance that you will be
her welcomed by any party. attacked by someone with
e Your class is centered on cubics, and it’s the magic.
cubics that make you a wonderful Fighter; ¢ Where Hate pulls one monster
without them, you are just a low STR tank. onto you, Hate Aura pulls all
The downside is that cubics are expensive; monsters around you to
you have to summon three or four to get attack you. This is very
through an hour’s play. The plus is that good when a Cleric or a
they can’t be hit and give you help in Rogue type finds himself
attacking and healing. being chased by leaders or
¢ The first cubic that you get is the Storm a group spawn. y 4
Cubic. This cubic helps make up for the ¢ A character with Shield
Temple Knight's low attack; when fighting Mastery 4, such as a Level 52+
a monster, the Storm Cubic throws in a Temple Knight, succeeds in
powerful Wind Strike or two. shield defense 99% of the

* The Life Cubic would be incredibly useful ... time when facing an archer.

if only it were a bit smarter. Yes, it heals,
with no MP cost to you, but no one taught
it when to heal. Meaning, you could have
3 HP left and three monsters chasing you, HP / MP BY LEVEL

and the Life Cubic might not get the hint. Lever HP MP_ Lever HP MP_
Or you could be sitting down at 75% life, 41 1447 492 61 2883 1040
leisurely regaining your HP, and the Life ig }g;‘: gg gg gggg }ggg
Cubic might pop you a heal. 4 1649 569 64 3116 1129
* Cubics disappear on death, even if you get 22 };g gg? gg g;gi Hgg
resurrected. 47 1856 648 67 3354 1219
. . , . 48 1926 675 68 3434 1250
¢ Cubic Mastery 2 — just don’t get it. You 49 1997 702 69 3515 1281
only have two cubics, so why do you need 50 2068 729 70 3596 1312
a mastery that gives you the ability to sum- g; g;ﬁ] ;gg ;; g%g }?7‘13;

ime?

mon three at a time: 53 284 811 73 383 1406
e Aside from being a cubic master, you get 2‘5‘ gigz ggg ;‘5‘ ngg }ﬁg
skills aimed at fighting undead — Holy 56 9505 895 76 4095 1502
Armor and Holy Aura. Take a hint from 57 2579 924 77 4179 1534
your skills, and search out undead mon- 58 2655 952 78 4265 1567
sters. You get bonuses against them; why gg g;gg 18?[1] ;g ﬁg; }ggg

not use them?
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S\X/O RDSI NGER (<€ ELVEN KNIGHT <€ ELVEN FIGHTER)

While your previous class was a good tank, the situation, because in every party there is
Swordsinger falls well below Temple Knight someone getting hit. Cast this spell often.
and such when it comes to 40+ tanking; you
are a buffer now, and you should make
allowances for that. If you can rely on your
tank to keep the monsters off of you, you
might even want to think about getting a
magic robe for more MP. Even at Level 60 you
will run out of MP before you can cast all of
your songs.

¢ Song of Water improves your party’s
Evasion by 10. While it isn’t always useful
because most upper-level parties are led by
tanks, this spell is rather amazing. 10
Evasion is a lot, and if you cast this on a
light armor user, prepare for them to evade
a lot of hits.

¢ Sword Symphony — costing 120 MP, this
spell is sort of a “last resort” when a party
member pulls too many monsters at once.
It does damage to the enemies, but more
importantly it inflicts fear on them, causing
them to run away.

¢ Song of Warding increases your party’s
M.Def by 30%. This is very useful when
fighting monsters that use magical attacks.
On the other hand, it has no effect at all
when fighting melee-only monsters, so
know your enemy.

e Song of Invocation increases your party’s
defense against undead by 20%. This is use-
ful when fighting undead. When fighting
monsters that aren’t undead, it is useless.

¢ Song of Wind improves your party’s speed
by 15%. This is the first very useful song .
that Swordsingers get. A speed boost is — =

never a bad thing, especially with the HP / MP By LEVEL

improved Chronicle 1 monster speeds; LevEL HP MP_  _Llee HP MP_

keep this spell on as much as you can! 41 1450 492 61 2967 1040

. 42 1521 517 62 3048 1069

e Song of Hunter doubles your party’s crit. 43 1592 543 63 3130 1099

Chance. This is also a very useful song. It 44 1664 569 64 3213 1129

works best with dagger users, since dou- 45 1736 595 65 326 1159

. . ; . . 46 1809 621 66 3379 1189

bling their already high crit. chance gives 47 1883 648 67 2464 1219

more bang for your MP. 48 1956 675 68 3548 1250

e . , 49 2031 702 69 3634 1281

* Song of Life improves your party’s HP 50 2106 729 70 3719 1312

regen rate by 20%. While this is good for 51 2181 756 71 3806 1343

tanks and Warrior types, one might argue gg gggi ;?? ;g gggg }%g

that it isn’t really the most useful song at 51 2111 839 7 1068 1138

all, as 20% even on a good regen rate is 55 2489 867 75 4156 1470

only 3 or 4. Consider not casting this spell 56 2567 895 76 4245 1502

58 2725 952 78 4425 1567

e Song of Earth improves your party’s P.Def 59 2805 981 19 4516 1539

by 15%. This is very useful in almost any L i 104 i ohd i
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ELVEN SCOUT (<€ ELVEN FIGHTER)

Known for its speed and quick attacks, the
Elven Scout is the best kiter in the game and
the only dagger or bow user with a self-heal
and a self-cure poison, which makes it much
easier to solo in areas that are avoided for their
poisonous qualities.

¢ Decide early on which weapon you want to
focus on, and keep it maxed. Both dagger
and bow are useful, but one can follow the
other in due time.

* Mortal Blow is a high damage, high risk
skill. 1t only works on a critical, so it is more
likely to work if you use it flanking or
behind the monster. Luckily for the Elven
Scout, you get a Critical Chance skill which
ups the chance of Mortal Blow hitting.

¢ Passive hunting is sometimes the way to
go, as it gives you the chance for a first hit
... from behind!

e Power Shot is a wonderful opening move
— and it doesn’t consume any arrows.

e Consider not getting a shield. Your class
was made to evade, with light armor mas-
teries and high DEX. Don’t spoil it with the
-8 Evasion that a shield costs.

* Elven Scouts get a self-heal that is good for
emergency situations, but when you are
partied with a healer, let him do his job.
Their heal does more and costs fewer MP
— definitely more productive. If soloing,
your heal can be good for minimizing
downtime, but remember that you need
your MP for Mortal Blows or shooting your
bow, so don’t overdo it.

¢ When PvPing, know that you have a huge
advantage over Humans and Dark Elves:
speed. With your natural high speed, pas-
sive speed pluses, and self speed buff, you
can kite your target to your heart’s content.
Even if you're a dagger user, if you find
yourself in trouble, run.

e Don't bother getting Unlock 2 or above. As

of Chronicle 1, there are only Level 1 doors
in the game, and Unlock 1 works well
enough.

Daggers have a higher critical chance, but
have a higher chance to miss. Accuracy is a
skill which you will either love or hate; it
raises your chance to hit but sucks away
MP. Still, it is fairly inexpensive to keep run-
ning, and you shouldn’t hesitate to turn it
on going into PvP combat.

Ultimate Evasion is best used when things
have gone south, since it has such a long
refresh time. It greatly enhances your
Evasion, which means you won’t be hit for
a considerable amount of time, but refresh
on it is very harsh.

Charm is the exact opposite of the tank
spell Hate; where Hate draws monsters to a
target, Charm gets them to leave you
alone. If you find yourself the object of a
monster’s affections, Charm it to make it
switch to another party member. Watch
out if it switches to a Mystic type; Mystics
have no Charm spell of their own!

Stun attacks in general are powerful things.
Stun Shot doesn't hit hard and uses a lot of
MP, but the chance to make your oppo-
nent stand around dazed is worth the

effort.
- 3 ]
N
HP / MP By LEVEL
LEVEL HP. MP LEVEL HP. MP

21 503 200 31 913 335
22 542 213 32 956 349
23 582 226 33 999 363
24 622 239 34 1043 378
25 663 252 35 1087 392
26 703 266 36 1131 407
27 745 279 37 1176 421
28 786 293 38 1221 436
29 828 307 39 1266 451
30 870 321 40 1312 466
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PLAINS WALKER (<€ ELVEN SCOUT <€ ELVEN FIGHTER)

The only dagger class with a self-heal spell, the might leave it on even when you aren't
Plains Walker has a definite advantage over the fighting spellcasting monsters. After all, you
other dagger classes when it comes to soloing. never know when you might get attacked
Her damage is lower then the other dagger by a Wizard-type.

users, but she is quick and a master at Evasion.
Couple her speed with Entangle and she can
outrun most monsters under Level 50.

¢ While you only have 3 levels of Stun Shot,
a lot of Plains Walkers carry around a low-
level bow, at least for the first few levels, as,

¢ The Plains Walker trades in Mortal Blow for even with the high MP cost, stopping an
two new attacks: Backstab and Deadly enemy in its tracks is quite helpful.
Blow. Deadly Blow works just like Mortal
Blow, it is simply more powerful. Backstab,
on the other hand, works 100% of the time
from the back and never from the front or
the sides. Therefore, when attacking from
the front or the sides, always use Deadly
Blow. When attacking from the back,
always use Backstab.

* Be very careful when using Lure. While it’s
a good spell to pick one monster out a
group, it focuses a lot of attack power on
you. If you're grouped with a knight type,
let him use Hate instead.

e Even though you're a dagger user, invest in
a shield. Why, you might ask? Sooner or
later, you'll find yourself in a PvP encounter
with an archer who is faster than you. As of
Chronicle 1, shields have a very high
chance of blocking an archer’s arrows, as p .
long as you are facing said archer. Even if '
all you buy is a kite shield, that’s an extra HP/ MP By LEVEL

142 defense about 50% of the time. LeveL HP MP_ _LeveL HP MP_
4 1371 492 61 2648 1040
* Fake Death is useful, fun and very danger- j‘é }ﬁ} gg gg g;;;é }ggg
ous, all in one. Useful, because _n‘ you have M 1551 569 61 2855 1129
a large group of monsters chasing you, 45 1612 595 65 2995 1159
playing dead will cause them to go find 46 1674 621 66 2996 1189
something else to do. Fun, because who 2; };gg g‘;g g; g?g; }g;g
doesn’t like to fall down in the middle of 19 1860 702 69 3210 1281
town for no apparent reason? And danger- 50 1923 729 70 3282 1312
ous, because when the monsters decide 51 1987 756 A 3355 1343
that you are done for and they can go 52 2091 783 /2. 3428 1374
bother someone else, that someone else 53 2116 4 B 3502 1406
. ’ 54 2181 839 14 3576 1438
might be your party! 55 2246 867 75 3650 1470
. 56 2312 895 16 3725 1502
* You are the only Rogue-_t}/pe to_ get a magi- 57 2378 924 77 3801 1534
cal defense spell like Spirit Barrier, so use it 58 2445 952 78 3876 1567
and use it well. Because of its low cost, you 59 2512 981 79 3953 1599
60 2580 1010 80 4030 1632
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SILVER RANGER (<€ ELVEN SCOUT <€ ELVEN FIGHTER)

Near unbeatable in PvP, the Silver Ranger’s
speed and agility make up for any downsides
it has. Though most Silver Rangers avoid using
their high-MP skill attacks, their regular attacks
pack a hugely powerful punch on their own,
and when they use soulshots, prepare to see
their enemies fall quickly.

Kiting is an archer’s best friend. Due to your
speed and the fact that you just happen to
use a ranged weapon, the optimal way for
you to hunt (at least when solo) is to kite.

As it already takes MP to shoot a bow (the
better the bow, the more MP it takes) a lot
of archers find it a waste of MP to use the
special attacks. If you find yourself full of
MP, though, feel free to let off a Double
Shot or Stun Shot.

If you find yourself out of arrows with a
monster chasing you, remember that spe-
cial attacks do not use up arrows. While it
burns a lot of MP, you will likely need a
town run soon anyway, so Double Shot the
bugger to death.

Stun Shot is especially useful when a PKer
realizes you are too strong and begins to
run away. This attack stops your target dead
in her tracks (if it works) and gives you time
to knock her off. The downside? It uses a
ton of MP and does little damage.

Burst Shot does much less damage then
Double Shot, or even Stun Shot, but it does
shower damage, hitting several monsters at
once. This is a good skill to use if a tank
draws too many monsters at once — just be
aware that the monsters might turn on you.

A big debate among archers: should you
have a secondary weapon or not? While a
dagger can come in useful when attacked by
a player or fighting a monster in close quar-
ters, it is a big drain on the pocketbook to

support two ongoing weapon

upgrades.

¢ While an archer can go into a
dungeon, know that the close

quarters and high count of
aggressive monsters takes

away your inherent hit-
and-run advantage.

e Silver Rangers are

insanely fast

because,
not only
do they
have the
fastest run
speed and get
the same speed
boosts as the
other archer class-
es, but they get
Sprint 2 as well.
Sprint 2 is like a self-Wind Walk 2, and so a

Silver Ranger can outrun almost anyone.

7

HP / MP By LEVEL
LEVEL HP MP_
41 1375 492
42 1438 517
43 1502 543
44 1566 569
45 1631 595
46 1696 621
47 1762 648
48 1828 675
49 1895 702
50 1962 729
51 2029 756
52 2097 783
53 2166 811
54 2235 839
55 2304 867
56 2374 895
57 2445 924
58 2516 952
59 2587 981
60 2659 1010

LEVEL HP MP
61 2732 1040
62 2805 1069
63 2878 1099
64 2952 1129
65 3026 1159
66 3101 1189
67 3176 1219
68 3252 1250
69 3328 1281
70 3405 1312
7 3482 1343
72 3560 1374
73 3638 1406
74 3717 1438
75 3796 1470
76 3876 1502
77 3956 1534
78 4037 1567
79 4118 1599
80 4199 1632
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ELVEN MYSTIC

So you’ve chosen the path of the Elven Mystic!
This class choice will dictate how your charac-
ter develops for the rest of your career, so it's
an important decision. You'll have a lot of
future options for class development, of course
— the first will come at Level 20, when you
choose between the Wizard and Oracle class-
es, and then you may get more choices at
Level 40, when Wizards select from the
Spellsinger and Elemental Summoner classes.
Oracles all promote to Elders at Level 40.

This class track is one of magic, with various
skills including pets, damage spells, character
buffs, healing and more. Your character will
never be as strong with weapons, and you’ll
find your armor use somewhat limited. But
you'll have other strengths which will balance
those weaknesses. Which ones depend on
your choices down the road. Much of that is
in the future for you, however. Let’s focus on
getting started as a Mystic for now.

YOUR FIRST LEVELS

e Elven Mystics start next to the Elf village on
the mainland. Most other races start in
their own separate realm, but you're
already on the mainland. This is an advan-
tage, because it will save you travel time
and money later on.

* After logging in for the first time, you’ll see
a series of popup windows which guide
you through various game mechanics. If
this is your first time in the game, it's
strongly recommended that you follow
these starter directions, as they’ll save you a
lot of confusion later. You’ll also be guided
through your first quest: you have to kill
Keltirs (small wild dogs running around the
novice area) in order to get a world map.
That map is great — you’ll be using it for a
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e Before you

* Now you’re all set to start that first

(STR )(wn )(CON )
(INT )(DEX )(MEN)

long, long time. The quest is very
easy, and well worth the
reward.

e
¥r& - /
go hunt- Mlﬂ =
ing Keltirs,

though, you /
should set up your hotkey
bar! That involves clicking
the icons for different
powers and actions, and
dragging them from your
character information
sheet onto the bar. You
will start with two spells
— a wind bolt and a self
heal. Both of those are
vital, and need to be

set to hotkeys. The
other actions you
should move are
“Take Item” and
“Sit/Stand.” The
first tells your charac-
ter to pick up anything
lying nearby on the
ground, and the second
toggles between sitting and
standing. You’ll want to sit to
rest when your Mana Points
start getting low.

quest — and you might as well kill a
few more Keltirs along the way, for the

experience. Once you’ve completed the
quest, you'll be directed to Guide Roios,



who will give you the names of people to
go to for a variety of additional quests.
Questing in this game makes for a nice
break from regular leveling, and often has
very good rewards, so those are worth
investigating.

As soon as you can, get back to leveling on
those Keltirs, Elder Keltirs and Wolves. You'll
find that you can start a wind bolt, then
while it is casting, left-click a spot on the
ground farther away from your target. As
soon as the spell finishes its cast, you’ll start
running toward the point you clicked on
the ground. This opens up more distance
between you and your target, which is
important: spells have a casting time, but
also have a reset timer (usually short). That
means you can’t cast the same spell repeat-
edly without pause, so you're best off run-
ning a bit farther away while the spell
resets. The tactic of firing a spell, running
away a bit, then turning to shoot again is
called “kiting,” and you’ll be doing a lot of
it as a caster. You can’t take damage very
well, and if something attacks you while
you're casting, it can interrupt the spell and
prevent your cast. It’s important to stay
away from close range combat.

MovING ON Up

e As you press on in levels, you’re going to
see coin and items drop from the creatures
you kill. These should be saved, and in
most cases the items should be sold to the
vendors in town for more coin. Your goal is
to save up a bit under nine hundred adena
for a new weapon. That will be either a
“book” or a staff; the book is probably the
better choice right off, since you can use a
shield with it. Mystics can use a shield with
no penalty. The new weapon will increase

your character’s Magic Attack score, which
makes your bolts do more damage and
other spells more likely to hit.

Finally, you’ve reached Level 7! You've
done a couple of quests, and you've killed
a lot of the easier creatures. You’ve bought
that new weapon, and might have a shield
too, if you went with the book weapon.
Level 7 is special though, because it's when
you get to learn new skills for the first time.
It's also where you need to make the first
important decisions about your character’s
future. Head to the trainers in the Elven
Village, inside the big building with the
elaborate staircases on the south side of
town @. If you noticed, each creature you
killed gave you “SP” as well as experience.
These skill points are used to buy new char-
acter powers and skills, or advance existing
ones, and by now you should have a small
pool of them.

Don’t stress too much about which skills to
take — you can’t mess up your character
here. Eventually, you'll probably want all of
the starting skills you see offered. In the
short term though, there are definitely a
couple of best paths to take. Perhaps most
importantly, if you plan to group at all,
you’re going to want to get the Heal spell
as soon as possible.

HP / MP By LEVEL
LEVEL HP MP LEVEL HP MP
1 96 59 1" 244 173
2 110 70 12 260 185
3 124 81 13 276 197
4 139 92 14 292 209
5 153 103 15 308 222
6 168 115 16 325 234
7 183 126 17 341 247
8 198 138 18 358 260
9 213 149 19 375 273
10 229 161 20 392 286
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ELVEN WIZARD (< ELVEN MYSTIC)

In limbo and between professions, the Elven
Wizard is really intended to assist you in
preparing for your second job change. Your
choices from here are Elemental Summoner
and Spellsinger.

* You get 2 types of summons: Unicorn
Mirage and Unicorn Boxer. Boxer takes only
30% of the EXP gained when hunting with
it, but costs more crystals. Mirage takes
90% of the EXP gained when hunting with
it, but costs many fewer crystals. Consider
using Boxer for hunting and Mirage for any
PvP or boss raids.

* Your primary element is water (though you
do get other elemental spells as well), so
try to find fire creatures to hunt — you get
a bonus against them.

» Concentrate on offensive skills first. Aura
Burn, Aqua Swirl and Sleep are the only
really useful spells you will continue to train
in right up to Level 35. Then train in
Higher Mana Gain (increase in MP recharge
rates), Servitor Heal and Servitor Recharge.
Pick up Fast Spell Casting at 25 and Quick
Recovery 1 and 2 at 20 and 30 respectively.

* Flame Strike is an especially useful spell. A
lot of Wizards get through their 20-40
stage by herding. You “herd” by hitting a
bunch of slow monsters once, then running
in circles around them to group them
together. Once the monsters are together,
you hit them with an AoE (area of effect)
spell, such as Flame. In this fashion, you
can kill 10 monsters at once!

¢ You'll start powering up Sleep starting at
25, which will increase your survivability
and help you fight places you otherwise
wouldn’t have considered worth the risk. If
you prefer to solo, stay away from the
tougher mobs until then.

e Surrender to Earth is absolutely useless;
there is only one earth spell currently avail-
able to PCs (Decay) and you don’t have it!

¢ Cet at least one level of Light Armor
Mastery so that, if you do find yourself in
light armor, you don’t have the horrible
nerfs.

 Early on, hunt mobs you can kill with Wind
Strike, which should be pumped up to
Level 5. You'll have to sit down often, but
that’s how it works. Something green or
white is usually best.
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HP / MP By LEVEL
LEVEL HP MP LEVEL HP MP
21 418 305 31 696 512
22 445 325 32 725 533
23 472 345 33 754 555
24 499 365 34 783 577
25 526 386 35 813 599
26 554 406 36 843 622
27 582 427 37 873 644
28 610 448 38 904 667
29 638 469 39 935 690
30 667 490 40 966 713
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SPELLSINGER (<€ ELVEN WIZARD <€ ELVEN MYSTIC) ¥ i )

Spellsingers are the heavy nukers of the Elf ¢ Sleeping Cloud is a great AoE spell for a
community. Although they will never do as variety of situations. Get this.

much damage in one hit as their Dark EIf e If you find yourself facing multiple targets,
cousins, they cast a lot faster (nobody else can use Frost Wall to quickly damage them all at
cast faster) and therefore are capable of doing once. Be careful though; if there are a lot of
more damage in a short amount of time. monsters hitting you, you should be think-
Having access to Unicorn pets makes them ing about running, not hitting them back.

very versatile and enables them to both group
and solo successfully.

* Very low hit points and defense; as you are
slower then most monsters, this often
means you are stuck in a party or using
summons.

* You have no choice between robes and
light armor; Robe Mastery is the only armor
mastery you get, and if you try to wear
light or heavy armor, you get a lot of nerfs.

e Surrender to Water (resistance debuff) com-
bined with Hydro Blast and Aqua Skin
(damage spells) are very damaging combi-
nations. Try to keep these maxed out.

¢ Freezing Shackle does 500 to 1000 damage
over a short amount of time, which is
extremely useful for kiting.

HP / MP By LEVEL
¢ Most of your buffs are not that good, but L / Hp L Hp

cost almost no mana to cast, so if you're Evﬁ 1009 ML752 EVGE; 1953 1ML589

solo you should use them. & 1053 791 62 2004 163

e Aura Flare is useful due to its high speed. It 43 1098 830 63 2055 1679

. . 44 1142 870 64 2107 1725

is very powerful, and can be used rapidly to 45 1187 910 65 2158 1771

great effect. This is a non-elemental attack, 46 1233 950 66 2210 1817

so it is not subject to those resistances. Be 47 1278 990 67 2263 1863

sure not to drain your MP too quickly. 48 1324 1031 68 2316 1910

, , 49 1371 1072 69 2369 1957

e Cancel is extremely useful at high levels 50 1417 1114 70 2422 2005

against boss mobs. 51 1464 1155 71 2476 2052

. .. . . 52 1512 1197 72 2530 2100

¢ Freezing Skin is an interesting spell that 53 1560 1240 73 2584 2149

reflects a certain amount of damage back 54 1608 1282 74 2639 2197

to the dealer. While cast on just yourself, 55 1656 1325 75 2694 2246

this spell might seem a bit puny — but cast 5% 1705 1369 %6 2150 2295

it on your entire group and there will be g; };gg mg ;; gggg gggg

some serious damage returned to any 59 1853 1500 79 2918 2145

attacker. 60 1903 1544 80 2975 2495
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ELEM ENTAL SUMMON ER (<€ ELVEN WIZARD <€ ELVEN MYSTIC)

Elemental Summoners (to no one’s surprise)
are focused on summoning, and for someone
who's taken a long trip through Elven Wizard,
they’re a true blessing. From here on out you
don’t have those horrible six-hour waits
between summons, and new buffs make your
pet more powerful then ever. You're a caster
who brings your own tank to the party!

e From here on out you have a choice of
changing to light armor. Stay in robes
(because the added MP far outweighs the
added MP regen time), but get a level of
Light Armor Mastery in case you ever find
yourself with a light armor set.

* The unicorns are solid tanks, and you are
their healer and buffer. They have lots of hit
points and hit hard. Don’t be afraid to send
them into the fray constantly. Coupled with
Servitor Heal (which you don’t have to tar-
get them to use), you can even safely send
them to tie up additional opponents while
you and your group tackle the main target,
and expect them to live.

e Though you have to work hard at spending
all your MP, Unicorn Boxer’s special ability
is a MP heal. If you expect a long hard
fight ahead, having a backup mana battery
could be useful. The MP you receive is
small, though, and really only helps reduce
downtime. Expecting it to put you over the
top in a desperate combat is folly.

* You don't really get that many attack skills
from here on out, so when you feel that
your Aqua Swirl just isn’t more then a
brush on the shoulder, think about making
the switch from Mystic weapon to Fighter
weapon. Your primary focus will likely be
playing healer and buffer for your pet, and
most healers and buffers out there already
use a good Fighter weapon, as M.Atk has
no effect on heals or buffs.

* Be aware that as your attack skills get more
and more outdated, it might become hard-
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HP / MP By LEVEL

er for you to find a good group. While you
are an effective healer/tank team that takes
half the mana, you can’t heal the other
party members, can’t Resurrect, and can’t
heal in battle if the going gets tough. Be
prepared to duo with your pet very often.

More and more servitor buffs become avail-
able as you progress through the levels. As
always, make sure to keep your helper fully
buffed; give yourself a shot of Might 1 or
Shield 1 right before you buff your buddy
so that you know its buffs are about to
wear out when yours starts wearing out.

For more pet tips, see Necromancer (p. 47)
and Warlock (p. 49).

[1::

LEVEL HP MP LEVEL HP MP__
41 1012 752 61 2024 1589
42 1059 791 62 2078 1634
43 1107 830 63 2133 1679
44 1155 870 64 2188 1725
45 1203 910 65 2244 1771
46 1252 950 66 2299 1817
47 1301 990 67 2355 1863
48 1350 1031 68 2412 1910
49 1400 1072 69 2469 1957
50 1450 1114 70 2526 2005
51 1500 1155 Al 2584 2052
52 1551 1197 72 2642 2100
53 1602 1240 73 2700 2149
54 1653 1282 74 2759 2197
55 1705 1325 75 2818 2246
56 1758 1369 76 28717 2295
57 1810 1412 77 2937 2345
58 1863 1456 78 2997 2395
59 1916 1500 79 3057 2445
60 1970 1544 80 3118 2495



ELVEN ORACLE (<€ ELVEN MYSTIC) * \

Elven Oracle is a support class which features
an impressive Evasion buff called Agility and
naturally high WIT, which means fast spell
casting, a huge boon to any healer!

¢ Get at least 1 level of Light Armor Mastery
and Robe Mastery, regardless of what kind
of armor you have. This will make you
more flexible when trying to come up with
the right combination of P.Def (light armor)
and Max MP/MP regeneration (robes).
There’s no penalty in mixing light and robe
armor when you have at least one level of
mastery in each.

* Use one of the hotkey panels (Alt-Fn) for
just buffs. All buffs last 20 minutes, and it
will be easiest to buff your entire party all
together, instead of having party members
ask you when they run out. Buff yourself
first, and when your buffs start flashing, tell
the party to rest after the next monster.
That should keep everyone fully buffed.

* Think twice before buffing someone in the
middle of combat. Remember that mon-
sters are aware of buff spells and can turn
on the Mystic casting the buff, even if they
have been battling another player for some
time.

* Be aware of the basic class of your party
members — cast attack buffs on the
Fighters and magic buffs on the Mystics,
rather than every buff on everybody.

e Try to keep your party members with
almost full HP, instead of waiting for them
to be near death and saving them. You
can’t predict when a monster will score a
critical hit. Also, don’t heal too early, or you
will waste the full MP cost of the heal for
only a partial effect. Healing more than
max HP loses that HP.

* Be aware of your party member’s HP, or at
least their level. This gives you an idea of
how much total HP they have and allow
you to gauge when one heal would restore

them to almost full.

e Itis not uncommon to charge a fee for
buffs. In Chronicle 1, Level 30 Oracles have
been known to charge 2,000 adena for
their buffs.

* Recharge is an excellent buff for bow users,
like Elven Scouts, Assassins and Rogues. It
also helps Dwarves make items faster. Be
sure to take advantage of opportunities to
hunt or make money with these classes
using Recharge.

* Decrease Weight might not seem that use-
ful — after all, how often do you go over-
weight on a hunt? — but Dwarves can use
it to hold more materials and finished
goods.

¢ Disrupt Undead is your most powerful
attack spell, but it only works on the
undead. There are undead monsters for just
about all levels — seek those out and hunt
them for most efficient XP gain. Purchase
spiritshots if you wish to gain more experi-
ence in exchange for lower adena gain.

e When in a party, save your MP for healing
and use your weapon to score melee hits
for supporting damage. It will look like you
are just watching and not contributing, but
your heals help the party last significantly
longer than they could without you.

—— o((0)) )~ C—

HP / MP By LEVEL
LEVEL HP MP LEVEL HP MP
21 425 305 31 n 512
22 458 325 32 808 533
23 492 345 33 844 555
24 526 365 34 881 577
25 560 386 35 918 599
26 594 406 36 956 622
27 629 427 37 994 644
28 664 448 38 1032 667
29 700 469 39 1070 690
30 735 490 40 1109 713
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ELVEN ELDER (<€ ELVEN ORACLE <€ ELVEN MYSTIC)

Along with its cousin, the Shillien Elder, the
Elven Elder differs from the Human Prophet
and Bishop in that it gets both new buffs and
new heals. It doesn’t have as many buffs as the
Prophet, or as many heals as a Bishop, but the
important thing is it has both!

e From here on out, you get no more levels
of Root, but many more levels of Sleep.
Start relying more on Sleep than Root.

¢ Bless Shield is one of your new buffs, and a
good one at that. It adds 10 to the target’s
shield block rate, bringing someone with
no masteries to 30% or someone with
Shield Mastery 4 to a whopping 50%. This
spell is doubly useful when fighting archers,
as shields block twice as often when facing
the archer.

* Might of Heaven is a more powerful version
of Undead Disruption. As you already have
the Holy Weapon skill, this just makes you
more of an undead chopping machine.
Party with Paladins or Temple Knights and
go hunt undead to fully exploit your
strengths.

* Once you get Return, you will never have
to use a Scroll of Escape again. And once
you get Mass Return, you can take your
party members home with you. This isn't a
high priority spell, as 500a is not that much
once you get to Level 44, but remember
that it also saves time — Return casts much
faster then a Scroll of Escape.

e Until Level 48, you get no more heals, so
make sure to hunt for awhile in areas
where you won’t need to rely on ever-
increasing heals.

* From this point on, instead of Heal, you get
Greater Heal. This skill works the same as its
lesser counterpart, but with more power
and more cost. The good news is you can
keep your old healing spell as well, for
when you only need a little help.
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¢ Be careful — Elven Elders do not get
Greater Quick Heal or Greater Group Heal.
You will have to continue relying on your
lower-level Group and Battle Heal in a
pinch.

* Greater Resurrection 4 makes Elven Elders
and Bishops in high demand. While
Prophets and Shillien Elders can only
restore 20% of a party member’s lost EXP,
Elven Elders and Bishops can bring back a
whopping 40%. Note: this can be quite a
money maker ... people will pay a lot to
get that 40% back!

* One of the quick ways for an Elven Elder to
make money is Recharging Dwarven crafters.

HP / MP By LEVEL
LEVEL HP MP LEVEL HP MP__
41 1159 752 61 2238 1589
42 1209 791 62 2296 1634
43 1260 830 63 2354 1679
44 1311 870 64 2413 1725
45 1362 910 65 2472 1771
46 1414 950 66 2532 1817
47 1466 990 67 2592 1863
48 1519 1031 68 2652 1910
49 1572 1072 69 2712 1957
50 1625 1114 70 2774 2005
51 1679 1155 Al 2835 2052
52 1733 1197 72 2897 2100
53 1788 1240 73 2959 2149
54 1843 1282 74 3022 2197
55 1898 1325 75 3085 2246
56 1954 1369 76 3148 2295
57 2010 1412 77 3212 2345
58 2066 1456 78 3276 2395
59 2123 1500 79 3340 2445
60 2180 1544 80 3405 2495



DARK ELF

ark Elves were once Elves, but turned
dark when they learned black magic
to battle the Humans. They worship
the goddess of Death, Shillien. Dark
Elves have the most attack power of all races
(highest STR of Fighters, highest INT of
Mpystics), however, they have the least ability

to withstand attacks (lowest CON).

Dark Elf Fighters can choose to be Palus
Knights (heavy armor, swords/blunts) or
Assassins (light armor, dagger and/or bow).
Dark Elf Fighters have the highest STR and INT
of all Fighters, which means that the damage
inflicted by their physical and magical attacks
is highest among Fighters. Their reduced CON
means they have the lowest HP and HP regen-
eration among Fighters. Their unique skills,
Drain Energy and Sting, come very useful in
the heat of battle. Drain Energy is a HP-stealer;
it takes HP fro ma target and gives it to the
caster. Sting is a low-power attack, but it has a
chance of making the target bleed.

Dark EIf Mystics can initially choose to be Dark
Wizards (attack magic, mostly wind, and sum-
moned beasts, such as Shade and Silhouette)
or Shillien Oracles (support magic, such as
buffs and heals).

DARK FIGHTER

| Palus Knight

I Shillien Knight
I Bladedancer

Assassin |

Abyss Walker
Phantom Ranger |

| Dark Wizard 20 Shillien Oracle |

[ Spellhowler 40 Shillien Elder

PPhantom Summoner
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DARK ELVEN VILLAGE

KEY
0 Master Harant 3

Master Trudy #
Magister Vlasty ¢
Magister Harne ¢
Tetrarch Vellior
Tetrarch Kaitar
Tetrarch Talloth
Tetrarch Thifiell
® Temple of Shilen
Abyssal Celebrant Cecktinon
Abyssal Celebrant Poeny
Abyssal Celebrant Prakia
Abyssal Celebrant Kartia
Abyssal Celebrant Undrias
Abyssal Celebrant Mitraell
Astaron
Jewel
Jughead
Karina
Guide Franz
Magic
Trader Vollodos (Jewelry)
Trader Minaless (Books)
© Smithy
Blacksmith Karrod
© Gatekeeper Jasmine

BPOWO®

@ Warehouse
Wareh. Freightman Collette
Warehouse Keeper Dorankus
Warehouse Keeper Erviante
€ Weapons & Armor
Trader Payne
Trader Iria

% Fighter Trainer
& Mystic Trainer

@® Sentry Knight Rayla
Sentry Roselyn
@ » Temple of Shilen (DE start)
Sentry Jenna
Sentry Nelsya
® » School of Dark Arts (Dn)
Sentry Altima
Sentry Marion
Sentry Kayleen
Sentry Kristin

DARK ELVEN VILLAGE REGULAR QUESTS

QuEST Lv. _ RAce/CLAsS WHAT? Who Gives I? WhERe? Rp1? REWARD

Dark EIf's Tutorial 1 Dark EIf Hunt/Collect ~ Any NPC in Start Area Starting Area N World Map

Mass of Darkness 2 Human,Dark EIf Delivery Abyssal Celebrant Undrias Dark Elven Village N 250a, 500exp

Deliver Supplies 3 Dark EIf Delivery Sentry Jenna Dark Elven Village N 450a

Keen Claws 3 Al Hunt/Collect  Trader Payne Dark Elven Village Y x50a

Shilen’s Hunt 3 Dark EIf Hunt/Collect  Sentry Nelsya Dark Elven Village N Lesser Healing Potion, 1900exp
Chains of Slavery 5 Dark EIf Hunt/Collect  Sentry Kristin Dark Elven Village Y x13a

Orc Subjugation 8 Dark EIf Hunt/Collect  Sentry Kayleen Dark Elven Village Y xb5a, x 15a

Trade with the Ivory Tower 8 Al Hunt/Collect  Trader Vollodos Dark Elven Village Y 2000a

Bones Tell the Future 10 Dark EIf Hunt/Collect ~ Tetrarch Kaitar Dark Elven Village Y x100a

Forgotten Truth 10 Dark EIf Hunt/Collect  Tetrarch Thifiell Dark Elven Village N Eldritch Dagger

Scent of Death 11 Al Hunt/Collect ~ Trader Minaless Dark Elven Village Y 2000a

Spirit of Craftsman 11 Dark EIf Hunt/Collect ~ Blacksmith Karrod Dark Elven Village N Blood Saber

Offspring of Nightmares 15  Dark EIf Hunt/Collect ~ Sorcerer Vlasty Dark Elven Village N Bone Gaiters

Will the Seal be Broken? 16 Dark EIf Hunt/Collect  Tetrarch Talloth Dark Elven Village N 5000exp

Sweetest Venom 18 All Hunt/Collect Astaron Dark Elven Village Y 3500a

Dangerous Seduction 21  Dark EIf Hunt/Collect  Tetrarch Vellior Dark Elven Village N Bone Piece Breastplate
Dwarven Kinship 25 Al Delivery Wareh. Freightman Collette Dark Elven Village N 6100a
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The Dark Elven Village
and surrounding area is
the Dark Elf Fighter and
Mpystic starting spot.
Once in a while you
will see members
of other races
exploring this
area.

This area is

populated
with good
hunting ground
for DE classes
from levels 1-20 and
a very challenging
dungeon — the
School of the Dark
Arts or SoDA as it is
commonly called —
which is challenging
for levels up to 45 in
its depths.

The DE village con-
tains a weapon/armor
shop, a magic shop, a
warehouse, a gatekeep-
er (for travel to other
locations) and all the
trainers you will need for
DE Fighter classes and
mage classes town guide.

Appropriate Levels. 1-20

Good Locations. The best
spot you can find in the DE
Village area is an uncrowded
one, and the least crowd-
ed spots are the ones
farthest from town.
There are many
repeatable quests you

can get from the DE Village that will let you
gather money and XP at the same time. The
area north of the village is particularly good
hunting when you are going from Levels 1-7.
Areas southwest of the village are particularly
good for Levels 5-14. Areas surrounding SoDA
and the swamp area southwest of the DE
Village are good for Levels 14-20.

Landmarks. Dark Elven Temple, Dark Elven
Village, School of the Dark Arts, Dark Elven
Forest and the Altar of Rites.

Slow Monsters (for kiting). Keltir types,
Imps, Stone Soldiers, Goblin Raiders and
Lookouts

Things to Watch For

Lesser Dark Horror and Dark Horror. These crea-
tures are very dangerous and persistent. Avoid
them unless you are in a party of Level 15 or
higher.

Dark Succubus. These creatures, found near the
Altar of Rites, are also very powerful and are a
danger to anyone under Level 15.

Archers. Orc Archers

Poisonous Spiders. While poison is easy to cure
with a quick antidote, antidotes don’t grow on
trees, and thus hunting poisonous creatures
can be very expensive. In addition, these crea-
tures move very fast and will have little trouble
chasing you down if you make a false step.

Other. Be aware of your surroundings at all
times. Watch for things that spawn near you
after you begin a battle — they might attack
you at a very bad time. Also, always have an
escape route available in case things go south,
and be prepared to ask nearby players for help.
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SCHOOL OF DARK ARTS
(DARK ELVEN DUNGEON)
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3 Skeleton Hunter (12)*

3 Skeleton Hunter Archer (13)
4 Vaiss Orc (10)

3 Vaiss Orc Lieutenant (11)

1 Skeleton Hunter (12)*

1 Skeleton Hunter Archer (13)
1 Skeleton Hunter (12)*

1 Skeleton Hunter (12)*

1 Skeleton Hunter Archer (13)
3 Skeleton Hunter (12)*

3 Skeleton Hunter Archer (13)
3 Vaiss Orc (10)

3 Vaiss Orc Lieutenant (11)

2 Skeleton Hunter (12)*

2 Skeleton Hunter Archer (13)
1 Vaiss Orc (10)

1 Vaiss Orc Lieutenant (11)

2 Skeleton Hunter (12)*

2 Skeleton Hunter Archer (13)
2 Vaiss Orc (10)

2 Vaiss Orc Lieutenant (11)

4 Skeleton Hunter (12)*

4 Skeleton Hunter Archer (13)
5 Vaiss Orc (10)

4 Vaiss Orc Lieutenant (11)

4 Cave Bat (13)

4 Doom Soldier (14)*

4 Misery Skeleton (14)*

5 Cave Bat (13)

4 Doom Soldier (14)*

5 Misery Skeleton (14)*

2 Cave Bat (13)

1 Doom Soldier (14)*

2 Misery Skeleton (14)*

4 Cave Bat (13)

3 Doom Soldier (14)*

3 Misery Skeleton (14)*

3 Cave Bat (13)

2 Doom Soldier (14)*

3 Misery Skeleton (14)*

2 Cave Bat (13)

1 Doom Soldier (14)*

1 Misery Skeleton (14)*

e ©68 & 6 6
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1 Cave Bat (13)

1 Misery Skeleton (14)*

1 Cave Bat (13)

1 Misery Skeleton (14)*
4 Doom Soldier (14)*

4 Misery Skeleton (14)*
6 Cave Spider (15)

4 Doom Soldier (14)*

4 Misery Skeleton (14)*
6 Cave Spider (15)

4 Cave Fang Spider (16)*
4 Cave Spider (15)

5 Doom Soldier (14)*

6 Omen Beast (17)

4 Cave Fang Spider (16)*
4 Cave Spider (15)

5 Doom Soldier (14)*

6 Omen Beast (17)

5 Cave Fang Spider (16)*
5 Omen Beast (17)

4 Tainted Zombie (18)*
4 Cave Fang Spider (16)*
3 Omen Beast (17)

3 Tainted Zombie (18)*
2 Cave Fang Spider (16)*
1 Omen Beast (17)

1 Tainted Zombie (18)*
4 Cave Fang Spider (16)*
4 Omen Beast (17)

4 Tainted Zombie (18)*
4 Cave Fang Spider (16)*
4 Omen Beast (17)

3 Tainted Zombie (18)*
2 Cave Fang Spider (16)*
2 Omen Beast (17)

1 Tainted Zombie (18)*
3 Lesser Succubus (20)*
4 Stink Zombie (19)*

4 Tainted Zombie (18)*
2 Lesser Succubus (20)*
2 Stink Zombie (19)*

2 Tainted Zombie (18)*

2 Lesser
Succubus (20)*
3 Stink Zombie
(19)*

3 Tainted
Zombie (18)*
3 Lesser
Succubus (20)*
3 Stink Zombie
(19)*

3 Tainted
Zombie (18)*
4 Lesser
Succubus (20)*
4 Stink Zombie
(19)*

5 Tainted
Zombie (18)*
5 Lesser
Succubus
(20)*

4 Lesser Succubus Tilfo (22)*
4 Lesser Succubus Turen (21)*
5 Lesser Succubus (20)*

4 Lesser Succubus Tilfo (22)*
4 Lesser Succubus Turen (21)*
19 Lesser Succubus Tilfo (22)*
1 Merkenis (22)

20 Merkenis Escort (21)*

Spawns occasionally in 1 of 6
locations:

6 Kaysha Herald Of Ikaros (30)*
4 Nightmare Flyer (28)

Spawns occasionally in 1 of 4
locations:

4 Brae Orc Chief (17)*

6 Brae Orc Fighter (15)*
Quest monsters:

1 Dark Horror (16)*

1 Lesser Dark Horror (15)*
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DARK FIGHTER
PROS CONS

* High damage * Low defense

e High Evasion * Relatively low HP

e Speedy runner

GETTING STARTED

e The Dark Fighter starts his journey in the
overly secluded Dark Elven Village, a town
that is quite far from any of its neighbors.
In fact, the Dark EIf area is so secluded that
the Gatekeeper will teleport you to the
Dark Elves own southern forest! So, know
from the get-go, most everyone you see
will be blue-skinned and white-haired.

e The first think you want to do is your start-
ing quest; talk to any of the NPCs around
you and select Quest. By the time your
quest is over, you should be at least Level
2. Keep killing Keltirs and the other nearby
monsters until you reach Level 4, and then
start making your way to town. Truth be
told, the quickest way to the village is to
simply die, and since you lose no EXP on
death until Level 5 ... you can smack a
bunch of enemies, then stand still as they
give you a free ride to town.

¢ Once in town, hook up with Abyssal
Celebrant Undrias and Trader Payne (both
in the same building) and Sentries Nelsya
and Jenna for some good starter quests. For
walkthroughs, see the Quests chapter.

* Once you hit Level 5, hurry back to town,
as skills are now available! Remember how
monsters have been giving you “SP” as
you kill them? That SP, or Skill Points, can
be used to get new skills. Go to the build-
ing in which you found Undrias and Payne
and follow the recommended sequence
below (or make up your own if it feels
comfortable).
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(STR )(wn )(CON )
(INT )(DEX )(MEN)

RECOMMENDED SEQUENCE

LEVEL 5 SKILLS

* The first skill you want is one level of your
attack of choice. Get Mortal Blow if you are
a dagger user, Power Shot if you use bows,
or Power Strike if you use swords.

¢ Next up, go for one level in Weapon
Mastery — this gives you extra damage on
standard hits.

¢ Before you get your Armor Mastery, get
Defense Aura. Though this spell is temporary
and Armor Mastery is permanent, the Aura
adds more and thus you should get it first.

¢ Get the next two levels in your skill of
choice, and then finally get Armor Mastery.

LEVEL 10 SKILLS

e Attack Aura, while temporary like Defense
Aura, adds a significant amount to your
physical attack.

e Weapon Mastery 2 adds less then Attack
Aura, but it is permanent.

¢ Get the next three levels in your skill of
choice and two more of Armor Mastery

LEVEL 15 SKILLS

* A new, interesting skill is now available to
you — you might have seen some Level 15
Elves using a healing spell, but as a Dark
Elf, you want something that does damage!
Drain Energy does both, doing damage to
the monster and giving its hit points to
you. Get two levels in this.



¢ Once again get Weapon Mastery, this time
your third dose. This will be your final gener-
al Weapon Mastery; next time, you get your
pick of Sword, Bow or Dagger Mastery.

e Three more levels in your skill of choice.

* Two more levels of Armor Mastery. This will
be your final general Armor Mastery; next
time you get Light or Heavy Armor Mastery.

GROUPING & SOLOING TIPS

* When soloing, try fighting green or light
blue monsters instead of white ones. While
white monsters give more exp per kill, you
can kill more blues or greens at a time
before resting.

* You might want to go to another area (EIf or
Human) to find more effective tanks; while
you will find plenty of damage-doers and
casters in the village, you'll be hard pressed
to find someone who wants to take the hits.

e Start grouping in the School of Dark Arts
after Level 10 or so, and save your adena
for your 64k weapon, and even later for
your 300k weapon.

e Whether soloing or grouping, always have
someone watching shout chat; the village
seems to be the ideal hangout for PKers,
and oftentimes shout can warn you when
one is coming.

HUNTING & QUEST TIPS

* Levels 5-6. Ashen Wolves are your best
target right now; not only are they a good
level and plentiful, but you can do two
quests on them: Shilen’s Hunt and Keen
Claws. If the quest gets too boring or you
just want something a bit harder, try your
luck on Goblins.

e Levels 7-9. Imps and Imp Elders make
good targets and are part of the Chains of
Slavery quest; take the Imps until they’re

too easy, then move on to Green Fungus
and the Trade with the Ivory Tower quest,
an awesome repeatable that you might
want to continue for a good few levels.

Levels 10-12. First off, as soon as you can,
take the Forgotten Truth and Spirit of
Craftsman quests, available at Levels 10 and
11, respectively. Once you’ve completed
these quests you can either use one of the
weapons or sell them both to buy a new
weapon/armor. Now you can either go
back to farming Fungi (note that Level 12
Blood Fungus also work for this quest, just
not as well as Green Fungi) or try Balor Orc
Fighters or Goblin Thieves if you’re bored.

Levels 13-15. You have two choices from
here on out. You can continue soloing on
Blood Fungus and Balor Orc types, or try
your hand on the Scent of Death quest with
Marsh Zombies. If you're tired of soloing,
though, join a group and head into the
School of Dark Arts. As long as you stay at
the very beginning, you should be safe, and
you can do the Bones Tell the Future quest
here as well. Note also that at Level 15 there
is a quest for free bone gaiters; do this ASAP.

Levels 16-20. Continue hunting in the
School of Dark Arts, or if you are soloing,
start heading more and more south to find
Festering and Redeye Bats as you level.
Once you are 20 and start your profession
change quest, make sure to do the
Dwarven Kinship quest at the same time;
both require trips to Gludio and Gludin.

HP / MP By LEVEL
LEVEL HP MP_ LEVEL HP MP
1 107 39 1" 273 13
2 123 46 12 291 121
3 139 53 13 308 129
4 155 60 14 326 137
5 171 67 15 344 145
6 188 75 16 363 153
7 204 82 17 381 161
8 221 90 18 400 170
9 238 97 19 419 178
10 256 105 20 438 187
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ASSASSIN (<€ DARK FIGHTER)

Assassins have great offensive power, with
daggers and bows both inflicting high levels of
damage. Dark Elves also have naturally high
STR, making an Assassin even more powerful.
Your emphasis is almost totally on offense,
with very few defensive skills — your job is to

kill

it before it has a chance to kill you.

An Assassin can get expensive to maintain.
You may want both a dagger and bow, and
the cost of arrows and soulshots will keep
your profits lower than other classes.

Decide early on which weapon you want to
focus on, and keep it maxed. Both dagger
and bow are useful, but one can follow the
other in due time.

Mortal Blow is a high-damage, high-risk
skill. It only works on a critical, so it is more
likely to work if you use it flanking or
behind the monster. Note that, unlike the
Rogue and Elven Scout, you get no Critical
Chance skill to make your Mortal Blows
work more often. To make up for this, you
get Critical Power, which raises the damage
when you do hit.

Passive hunting is sometimes the way to
go, as it gives you the chance for a first hit
... from behind!

Power Shot is a wonderful opening move
— and it doesn’t consume any arrows.

Think twice before getting a shield;
Assassins are made to evade, with light
armor masteries and high DEX. You proba-
bly don’t want to spoil it with the -8
Evasion that shields give.

Assassins get a Drain Health spell, which
can be somewhat useful when soloing the
early levels. However, realize that you're
not a caster and you won’t do much dam-
age or get much HP back.

Don’t bother getting Unlock 2 or above. As
of Chronicle 1, there are only Level 1 doors
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in the game, and Unlock 1 works well
enough.

Daggers have a higher critical chance, but
also a higher chance to miss. Accuracy is a
skill which you will either love or hate; it
raises your chance to hit but sucks away
MP. Still, it is fairly inexpensive to keep run-
ning, and you shouldn’t hesitate to turn it
on going into PvP combat.

Ultimate Evasion is best used when things
have gone south, since it has such a long
refresh time. It greatly enhances your
Evasion, which means you won’t be hit for
a considerable amount of time, but refresh
on it is very harsh.

Open up a fight with Power Break; it works
pretty often, and when it does, it decreases
the monster’s P.Atk by 15%, which makes
killing much easier.

Stun attacks in general are powerful things.
Stun Shot doesn't hit hard and uses a lot of
MP, but the chance to make your oppo-
nent stand around dazed is worth the
effort.

Bleed is a fairly substantial damage-over-
time (DoT) move. It should be executed
early in PvE combat for maximum effect. In
PvP, the move is good at any time, but
especially towards the end should your
opponent decide running would be the
better option.

HP / MP By LEVEL
LEVEL HP MP LEVEL HP MP
21 475 200 31 861 335
22 512 213 32 902 349
23 549 226 33 943 363
24 587 239 34 984 378
25 625 252 35 1026 392
26 664 266 36 1067 407
27 703 279 37 1110 421
28 742 293 38 1152 436
29 781 307 39 1195 451
30 821 321 40 1238 466



ABYSS WALKER (<€ ASSASSIN <€ DARK FIGHTER)

The Dark Elven equivalent to the Elven Plains
Walker and Human Treasure Hunter, the Abyss
Walker is quick and deadly. She excels at deal-
ing massive damage in a small amount of
time. With the highest starting strength in the
game, as well as multiple backstabbing dagger
attacks, to turn your back on an Abyss Walker
is to ask for death.

* The Abyss Walker trades in Mortal Blow for
two new attacks: Backstab and Deadly
Blow. Deadly Blow works just like Mortal
Blow, it is simply more powerful. Backstab,
on the other hand, works 100% of the time
from the back, but never from the front or
the sides. Therefore, when attacking from
the front or the sides, always use Deadly
Blow. When attacking from the back,
always use Backstab.

¢ Even though you’re a dagger user, invest in
a shield. Why, you might ask? At some
point, you're likely to find yourself in a PvP
encounter with an archer who's faster then
you. As of Chronicle 1, shields have a very
high chance of blocking an archer’s arrows,
so long as you're facing the archer. Even if
all you buy is a kite shield, that’s an extra
142 defense about 50% of the time.

e PvP Tip: The Abyss Walker has a possible
snare in Freezing Strike. This can be an
effective advantage over a Treasure Hunter
when one of you is chasing the other, espe-
cially since Humans are among the slowest
characters in the game.

* Fake Death is useful, fun and very danger-
ous, all in one. Useful, because if you have
a large group of monsters chasing you,
playing dead will cause them to go find
something else to do. Fun, because who
doesn’t like to fall down in the middle of
town for no apparent reason? And danger-
ous, because when the monsters decide
that you are done for and they can go
bother someone else, that someone else

might be in your party.

¢ While you only have three levels of Stun

Shot, a lot of Abyss Walkers carry around a
low-level bow, at least for the first few lev-
els. Even with the high MP cost, stopping

an enemy in its tracks can be quite helpful.

¢ Open up a fight with Hex or Power Break;

they work pretty often, and when they do,
they decrease the monster’s P.Def by 15%
(Level 2 Hex by 20%) and the monster’s
P.Atk by 15% (Level 2 Power Break by
20%), which makes killing much easier.

* Be very careful when using Lure. While it’s

a good spell to pick one monster out a
group, it focuses a lot of attack power on
you. If you are grouped with a Knight of
any sort, let her use Hate instead.

HP / MP By LEVEL
LEVEL HP MP_ LEVEL HP MP
41 1294 492 61 2499 1040
42 1350 517 62 2564 1069
43 1407 543 63 2629 1099
44 1464 569 64 2695 1129
45 1521 595 65 2761 1159
46 1579 621 66 2827 1189
47 1638 648 67 2894 1219
48 1696 675 68 2961 1250
49 1755 702 69 3029 1281
50 1815 729 70 3097 1312
51 1875 756 7 3166 1343
52 1936 783 72 3235 1374
53 1996 811 73 3304 1406
54 2058 839 74 3374 1438
55 2120 867 75 3445 1470
56 2182 895 76 3515 1502
57 2244 924 77 3586 1534
58 2307 952 78 3658 1567
59 2371 981 79 3730 1599

60 2435 1010 80 3803 1632
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PHANTOM RANGER (<€ ASSASSIN <€ DARK FIGHTER)

Though slower and more easily killed then the
Silver Ranger, the Phantom Ranger is second
only to the Hawkeye for damage output. Often
thought to be the best PK class, it’s also one of
the most versatile bow users — its Sting skills
give it a good reason to have a dagger at hand!

Kiting is an archer’s best friend. Due to
your speed and the fact that you just hap-
pen to use a ranged weapon, the optimal
way for you to hunt (at least when you're
hunting solo) is to kite.

As it already takes MP to shoot a bow (the
better the bow, the more MP it takes) a lot
of archers find it a waste of MP to use the
special attacks. If you find yourself at max
MP, though, feel free to let off a Double
Shot or Stun Shot.

If you find yourself out of arrows with a
monster chasing you, remember that spe-
cial attacks do not use arrows. While it costs
a lot of MP, you will likely need a town run
soon anyway, so Double Shot it to death.

Stun Shot is especially useful when a PKer
realizes you are too strong and begins to
run away. This attack stops your target
dead in her tracks (if it works) and gives
you time to knock her off. The downside? It
uses a lot of MP and does little damage.

Burst Shot does less damage then Double
Shot, or even Stun Shot, but it does shower
damage, hitting several monsters at once.
This is a good skill to use if a tank draws too
many monsters at the same time — just
beware that the monsters might turn on you.

A big debate among archers: should you
have a secondary weapon or not? While a
dagger can come in useful when attacked by
a player or fighting a monster in close quar-
ters, it’s a big drain on the pocketbook to
support two continuing weapon upgrades.

While an archer can go into a dungeon,
know that the close quarters and high
count of aggressive monsters takes away
much of her natural hit and run advantage.
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e The combined high attack power of the
bow and of a Dark Elf make the Phantom
Ranger a good PK character. While some
might argue that an Abyss Walker is better
suited to high-damage hits and quick
deaths, the Ranger has the advantage of
being farther away from the target, having
special attacks that always hit, and doing
more damage with a single regular attack.

* When you come across a monster that you
know will take a while to kill, it's a good
idea to cast Poison on it before attacking,
so that the poison can eat away at the
monster while you do active damage.

¢ Know thy enemy. A lot of monsters in Aden
have special features that make them strong
or weak to bows. Don’t let these resistances
and vulnerabilities single-handedly drive you
choice of target, but if it's a choice between
something with bow resistance and some-
thing with a bow weakness ...

¢ As the Phantom Ranger is still petty good
with a dagger, Sting and Bleed are recom-
mended to use during PvP or when you
need to do lasting damage to a monster
you know will take a while to kill.

HP / MP By LEVEL
LEVEL HP MP LEVEL HP MP__
41 1298 492 61 2578 1040
42 1357 517 62 2647 1069
43 1417 543 63 2716 1099
44 1478 569 64 2786 1129
45 1539 595 65 2856 1159
46 1601 621 66 2926 1189
47 1662 648 67 2997 1219
48 1725 675 68 3069 1250
49 1788 702 69 3141 1281
50 1851 729 70 3213 1312
51 1915 756 Al 3286 1343
52 1979 783 72 3360 1374
53 2044 811 73 3433 1406
54 2109 839 74 3508 1438
55 2175 867 75 3582 1470
56 2241 895 76 3658 1502
57 2307 924 77 3733 1534
58 2374 952 78 3809 1567
59 2442 981 79 3886 1599
60 2509 1010 80 3963 1632
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PALUS KNIGHT (<€ DARK FIGHTER)

The Palus Knight is a well rounded class that
can not only take a hit, but is also pretty good
at dishing out the damage. Still, the sacrifice
you make for awesome Level 40 powers is a
somewhat softer Level 20 to 40 progression; a
Palus Knight tends to be more of a support
tank than a primary tank.

¢ At Level 20 you get Poison, which does
damage over time (DoT). It’s a great way
to shorten the battle without shifting the
aggro focus to you.

e Ultimate Defense is very helpful if used
properly. It raises your M.Def and P.Def by
huge amounts, but roots you in place for
the duration. This spell is helpful when you
get many monsters beating on you that
you are sure you cannot outrun.

* You are also introduced to some passive
skills that help buff your defenses, such as
Magic Resistance (increases your M.Def),
Heavy Armor Mastery (increases your P.Def
when in Heavy Armor) and Shield Mastery
(increases your chances of blocking an
attack).

* Level 24 brings a few new abilities that will
prove your worth in a group. If your role is
the primary tank, Hate is a great tool. This
spell switches the attention of an enemy
from its current target to you. This skill can
save the life of healers or casters when they
get in trouble.

* You also get the first few levels of Sting,
your main attack skill from here on out.
Sting works like Power Strike, but with dag-
gers and dual swords. While the initial
power is lower then even your Power
Strike, Sting has a special add on — it has a
chance to inflict bleeding damage.

e Power Break (available at Level 32) reduces
the enemy’s P.Atk for 2 minutes; it should
be your opening spell from now on. It has
a high success rate and is very helpful to
the tank, even if that isn’t you.

e At Level 36, you get two new skills: Freezing
Strike and Focus Mind. Freezing Strike isn’t
the best of skills; it takes a lot of MP and a
long time to cast, and its slowing effect
doesn’t work very often. Focus Mind, on
the other hand, is
an important pas-
sive skill that
boosts your MP
regen rate. Get

this!
HP / MP By LEVEL
LEVEL HP MP LEVEL HP MP_

21 477 200 31 895 335
2 518 213 32 939 349
23 558 226 33 983 363
24 599 239 34 1028 378
25 640 252 35 1073 392
26 682 266 36 1118 407
27 724 279 37 1163 421
28 766 293 38 1209 436
29 809 307 39 1256 451
30 852 321 40 1302 466
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BLADEDANCER (<€ PALUS KNIGHT <€ DARK FIGHTER)

Even though it’s not a good tank and only an
average damager, immensely powerful buffs
put the Bladedancer in high demand with any
high-level party.

Though very powerful, your dances don’t
last long — only 2 minutes! Be ready to
recast them.

Dance of Fire increases your party’s crit.
damage by 50%. This is most useful when
hunting with dagger or bow users, as they
have the highest crit. rate. Likewise, this
skill is least useful when cast on blunt users,
as they have a very low crit. rate.

Dance of Light increases your party’s dam-
age against undead by 20 to 40%. This is
very useful when fighting undead. When
fighting monsters that aren’t undead, it is
useless.

Dance of Inspiration increases your party’s
Accuracy by 4. This is most useful when
hunting with dagger, bow or polearm
users, as they have lower accuracy.
Likewise, this skill is least useful when
around blunt, staff, or book users, as they
already have the highest accuracy.

Dance of Mystic increases your party’s

M.Atk by 20%. This is very useful when
you’re grouped with attack Mystics, but
has little effect on a Fighter-heavy party.

Dance of Concentration increases your
party’s casting speed by 30% and reduces
chance of interruption by 40. This is very
useful for both attack and heal Mystics in
your party.

Dance of Warrior increases your party’s
P.Atk by 12%. This is one of the most useful
dances, because who doesn’t like to hit
harder? Dances stack with Might and
Shield as well, so this is a wonderful buff.
Use it often.

Dance of Fury increases your party’s P.Atk
Speed by 15%. Another awesome dance;
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it's good to have this one going all the
time. 15% greater attack speed is very
noticeable.

As your buffs cost the same whether cast
on two or nine people, the bigger the
party, the more efficient your buff.

Tanking a Bladedancer is even harder then
tanking a Palus Knight, as you are more
buff-oriented than P.Def-oriented. Make
sure to find a good party with a good tank.
Elven Elders are very good to party with as
well, as they have an MP recharge spell.

Open up a fight with Hex or Power Break;
they work pretty often, and when they do,
they decrease the monster’s P.Def by 15%
(Level 2 Hex by 20%) and P.Atk by 15%
(Level 2 Power Break by 20%), which
makes killing much easier.

Poison Blade Dance — for something that
costs 105 MP (and that’s just the first level),
one would expect a really good spell. And
while the poison does good damage ... it
hardly ever hits. If you even bother learning
it, don’t use it too often.

HP / MP By LEVEL
LEVEL HP MP LEVEL HP MP__
41 1369 492 61 2799 1040
42 1435 517 62 2876 1069
43 1502 543 63 2954 1099
44 1570 569 64 3032 1129
45 1638 595 65 3110 1159
46 1707 621 66 3189 1189
47 1776 648 67 3268 1219
48 1846 675 68 3348 1250
49 1916 702 69 3429 1281
50 1987 729 70 3510 1312
51 2059 756 Al 3591 1343
52 2130 783 72 3673 1374
53 2203 811 73 3756 1406
54 2275 839 74 3839 1438
55 2349 867 75 3922 1470
56 2423 895 76 4006 1502
57 2497 924 77 4091 1534
58 2572 952 78 4176 1567
59 2647 981 79 4261 1599
60 2723 1010 80 4347 1632
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SHILLIEN KNIGHT (<€ PALUS KNIGHT <€ DARK FIGHTER)

Your class is focused on cubics, and it’s the
cubics that make you a wonderful Fighter;
without them, you’re just a low-HP tank. The
downside is that cubics are expensive; you
have to summon three or four to get through
an hour’s play. The plus is that they can’t be
hit and give you help in attacking and debuff-
ing.
¢ Poltergeist Cubic, the first cubic available
(at Level 40), could well be the best. It is
cheap, costing two D Crystals at Level 1,
three at Level 2, and four at Level 3, and it
is a huge help. It debuffs your target’s
P.Atk, P.Atk Speed, or P.Def (and might end
up debuffing all three before the fight's
over).

e Vampire Cubic, the second cubic (at Level
40) isn’t half as economical as the
Poltergeist Cubic. While it can be argued
that the HP Drain spell it casts can save you
a heal, it really isn’t worth the cost in D
Crystals (six at Level 1, seven at Level 2,
eight at Level 3). Use this cubic only in PvP
or very hard fights.

e Venom Cubic, is your third and final cubic
(at Level 49). Like the Poltergeist Cubic, it is
very cheap (three D Crystals at Level 1, four
at Level 2) and rather useful. Its poison
spell works often, and though it doesn’t do
that much damage, anything is a help.

* Note that even if you get resurrected, you
lose your cubics when you die.

* Corpse Plague isn’t really the most useful of
spells, because of how fast corpses disap-
pear and how long the spell takes to cast.
It’s nice to have every now and then, but it
isn’t worth its weight in SP.

¢ Even though you have low HP and P.Def, as
long as you stick with white monsters and
have a nearby healer, you can handle tank-
ing. Once you get into yellows or big
groups of whites, though, it'd be better to

step aside for an Avenger to tank while you
debuff.

Open up a fight with Hex or Power Break;
they work pretty often, and when they do,
they decrease the monster’s P.Def by 15%
(Level 2 Hex by 20%) and P.Atk by 15%
(Level 2 Power Break by 20%), which
makes killing much easier.

Lightning Strike, a spell you get at Level 58,
is a must have indeed! It's a high-damage
spell (power 1046) but even more impor-
tantly it has a chance (though small) of
paralyzing your target for 2 minutes. It's a
gamble, but if you paralyze someone in a
duel or a hard monster on a hunt, you just
gave yourself 2 minutes to hack away at
him.

¢ Where Hate pulls one monster onto you,

Hate Aura pulls all monsters around you to
attack you. This is very good when a Cleric
or a Rogue type finds herself being chased
by leaders or a group spawn.

HP / MP By LEVEL
LEVEL HP MP_ LEVEL HP MP
41 1365 492 61 2721 1040
42 1428 517 62 2793 1069
43 1492 543 63 2867 1099
44 1556 569 64 2941 1129
45 1621 595 65 3015 1159
46 1686 621 66 3090 1189
47 1751 648 67 3165 1219
48 1818 675 68 3241 1250
49 1884 702 69 3317 1281
50 1951 729 70 3394 1312
51 2019 756 7 3471 1343
52 2087 783 72 3548 1374
53 2155 811 73 3627 1406
54 2224 839 74 3705 1438
55 2294 867 75 3784 1470
56 2364 895 76 3864 1502
57 2434 924 77 3944 1534
58 2505 952 78 4025 1567
59 2576 981 79 4106 1599

60 2648 1010 80 4187 1632
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DARK MYSTIC
PROS

Powerful damage spells
Fast casting speed
Fast movement speed

CONS

Low CON and consequently relatively low
hit points (HP)

GETTING STARTED

As soon as your character is created, equip
your items and set up your quick bar with
your preferred spells, actions and other
items. To equip yourself, double-click on
them in your inventory; you have:

Apprentice’s tunic
Apprentice’s hose
Apprentice’s wand

You start out in the Dark Elven Temple. A
few things to keep in mind as you get to

know your surroundings and your charac-
ter’s abilities:

Talk to everyone you see and pay close
attention to what they tell you. This will
save you time in the long run, because you
will not have to make multiple trips for
things you may have forgotten to do on
your quests.

Avoid dying at all costs. Death after Level 4
is very costly. You can and will eventually
drop your precious hard-earned items for
someone else to pick up. Additionally the
experience loss can be very painful and
costly in terms of time. Do not take big
risks! The risk is not worth the reward this
early on.

Pay attention to the con level (color) of the
creatures you are fighting.
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(STR ) ( WIT ) ( CON )

(INT )(DEX )(MEN )

¢ Be aware of which creatures will group and

which are aggressive. This is very important
to your ability to level quickly.

¢ You will want to get started running quests

right away. They are a good way to earn
adena and exp while getting to know your
character’s abilities and see some of the
land. Do not waste your time fighting crea-
tures without being in the process of doing
a quest. You can kill two birds with one
stone: always have a quest going.

Questing

e Start out with the Dark Elf's Tutorial quest

by talking to one of the Abyssal Celebrants.
This quest will introduce you the Dark
Elven race and history. Doing this quest,
you will also learn basic concepts of the
game. As a reward, you receive a world
map which will come in very handy
throughout the game.

Mass of Darkness

¢ Talk to Abyssal Celebrant Undrias just out-

side of the Dark Elven Temple to start this
quest. It will give you an opportunity to
visit and explore the Dark Elven Village.
Make sure you kill anything in your path
from the temple to the village to keep the
XP and adena machines rolling! As a
reward, you will be given adena and expe-
rience.

Delivery Supplies
¢ Talk to Sentry Jenna outside the DE Village

to start this quest. Again, kill anything you
come across during this quest, but do not
get too side-tracked. Your reward for this
quest: more adena.
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Shillens Hunt

e Talk to Sentry Nelsya at the eastern
entrance to the Dark Elven Village. You will
get a quest to kill Ashen Wolves. The
reward for this quest is about 1900 XP.

Chains of Slavery

e Talk to Sentry Kristin at the western
entrance of the Dark Elven Village. You will
get a quest to hunt Imps. Each Imp you kill
will drop some shackles. Each shackle you
collect is worth 5 adena. In addition, the
Imp, and Imp Elders particularly, are very
good exp at this point.

RECOMMENDED SEQUENCE

* You get your first set of new skills and skill
upgrades at Level 7. Max out your Wind
Strike and Ice Bolt attacks first. The wind
attacks will be the damage-dealing DE
Mystic’s bread and butter for most of your
journey to DE Wizard. These attacks do a
goodly amount of damage. Ice Bolt can

slow an enemy’s movement speed. Because

of its fast cast speed, it can also be used to
interrupt a creature that is trying to cast a
spell against you. These should be followed
up by learning Weapon Mastery, which
increases both your physical attacks and
magic attacks power.

OTHER TIPS

¢ Avoid any fast-moving creatures that would

cause you to spend a lot of time running —

this will slow down your level progression.

e Stick to creatures that take you only one or
two hits to kill in the beginning. This will
allow you to spend your time actually mak-
ing kills without having to run around a lot.

e Know your strength. If you shoot at an
enemy and it only has a sliver of health left,
use your physical attack to finish it off. Do
this as long as it will only take one hit. A

creature can quickly reduce your health in a

physical confrontation early on. The occa-
sional physical strike will help you to con-
serve your MP and reduce down time.

¢ Concentrate on your offensive attacks

unless you plan on going the Oracle route.
Save the buffs and heals for when you have
extra SP to spend.

e Remember to avoid fighting multiple crea-

tures at the same time early on.

¢ Do not be afraid to run from a fight if you

can escape, or ask for help if you can't.
Death really hurts your progress toward the
next level.

HP / MP By LEVEL

LEVEL HP MP LEVEL HP MP
1 95 58 1" 242 168
2 109 68 12 258 180
3 123 79 13 274 192
4 137 90 14 290 204
5 152 100 15 306 216
6 167 m 16 322 228
7 181 123 17 339 240
8 196 134 18 355 253
9 212 145 19 372 265

10 227 157 20 389 278
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DARK WIZARD (<€ DARK MYSTIC)

The Dark Wizard gives you a taste of both of
your Level 40 class choices: Spellhowler, the
highly offensive caster, and Phantom
Summoner, the powerful shadow summoner.
Try out both kinds of magic (offense and sum-
mon) and decide what you want to be.
Remember though, summoning gets much
easier after Level 40. (No six-hour wait
between summons!)

* You get 2 types of summons: Shadow and
Silhouette. The Shadow takes only 30% of
the EXP gained when hunting with it, but
costs more crystals. The Silhouette takes
90% of the EXP gained when hunting with
it, but costs many fewer crystals. Consider
using the Shadow for hunting and the
Silhouette for any PvP or boss raids.

* Your primary element is wind (though you
do get other elemental spells as well), so
try to find floating or earth creatures to
hunt, as you get a bonus against them.

* Aura Burn is the ‘melee magic’ skill; it is fast
to cast and does a lot of damage, but you
must be up close to your target.

* Flame Strike and Poison Cloud are particu-
larly useful spells. A lot of Wizards get
through the mid-levels by herding. You
“herd” by hitting a bunch of slow monsters
once, then running in circles around them
to group them together. Once the mon-
sters are together, you hit them with an
AoE (area of effect) spell, such as Flame
Strike or Poison Cloud. In this fashion, you
can kill ten monsters at once!

e Think of Body to Mind as a reverse heal. It
takes from your HP and gives to your MP.

e If you find yourself being chased by too
many monsters, use Sleep to make them
inactive for 30 seconds. Note that Sleep is
broken for a monster the moment it’s hit.

e As a Wizard, you get no more healing ...
but you do get spells that make up for it.
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Corpse Life Drain is one of these. Like
Vampiric Touch, Corpse Life Drain takes HP
from a monster and gives it to you. Unlike
Vampiric Touch, Corpse Life Drain only
works on a dead monster, not a live one.

¢ Not only can you use your Servitor heals

and buffs on your summoned pets, but you
can use them on “natural” pets (wolves
and dragon hatchlings) too. This makes
Wizards and Summoners the most effective
pet users.

e Of all the Mystics and Wizards, the Dark

Wizard is the highest damage dealer — the
dagger user of Mystics, if you will. Still, like
the highest damage dealers of the Fighter
class and like any Mystic, you are not a
tank and do not take hits very well. Either
find slow monsters and use the herding
technique, or get into a group with a
Fighter or two.

LEVEL HP MP LEVEL HP MP
21 415 297 31 690 498
22 441 316 32 718 519
23 468 336 33 748 540
24 495 356 34 171 562
25 522 375 35 806 583
26 549 395 36 836 605
27 577 416 37 866 627
28 605 436 38 896 649
29 633 456 39 927 671
30 661 477 40 957 694
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SPELLHOWLER (<€ DARK WIZARD <€ DARK MYSTIC)

The Spellhowler is the most deadly of the
Wizard-types and definitely the best bet for
any young adventurers with future hopes of
taking out Antharas. Its spells are centered on
wind and, as proper for a Dark Elf, death.

* If you thought it was hard to solo as a
Wizard, it gets even worse as the levels
progress. Monsters become faster, meaner
and tougher; you really need a tank friend
from Level 40 onwards, and forget trying
to solo after 50.

* Hurricane becomes your bread-and-butter
attack. As it’s a wind spell, continue to go
after floating targets if possible, but
remember that you aren’t the only one in
your party. A Paladin might want to go
after undead or a Spellsinger after fire mon-
sters, and so forth.

* Death Spike does a lot of damage as well,
but note that it uses up an item (cursed
bone), and thus burns adena. Try to stick to
Hurricane if possible.

e When you find yourself low on HP, Death Link
is the spell to use. Death Link takes the pain
of the caster and transfers it to the target. The
lower your HP when you cast, the more dam-
age you do. Switch to this spell whenever you
have a monster beating on you.

 Silence is a very useful skill, especially in
PvP. When it’s cast successfully, the target is
unable to cast any magic for 2 minutes.

e Tempest is your new AoE (area-of-effect)
attack, but remember that as you party
more and more often, it isn’t as useful as it
used to be. Still, for the rare occasion of a
slow 40+ monster ... head ‘'em up and
move ‘em out!

¢ Important! As your prominent element is
wind, you become very important in
Antharas take-down tactics once you reach
Level 50. Antharas is very strong and very

resistant to
both magical
and physical
attacks ... but
he has -50%
defense against
wind, meaning
that you are
one of the very
few classes that
can hit him for
more than 100

damage in a
single hit!

HP / MP By LEVEL
LEVEL HP MP
41 1001 731
42 1044 769
43 1088 808
44 1133 846
45 177 885
46 1222 924
47 1268 964
48 1313 1003
49 1359 1044
50 1406 1084
51 1452 1124
52 1499 1165
53 1547 1206
54 1594 1248
55 1642 1290
56 1690 1332
57 1739 1374
58 1788 1417
59 1837 1460
60 1887 1503

LEVEL HP MP
61 1937 1546
62 1987 1590
63 2038 1634
64 2089 1679
65 2140 1723
66 2192 1768
67 2244 1813
68 2296 1859
69 2349 1905
70 2402 1951
Al 2455 1997
72 2509 2044
73 2563 2091
74 2617 2138
75 2672 2186
76 2127 2234
77 27182 2282
78 2838 2330
79 2894 2379
80 2950 2428
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PHANTOM SUMMONER (<€ DARK WIZARD <€ DARK MYSTIC)

Phantom Summoners are focused on ... sum-
moning. For someone who has taken the long
trip through Dark Wizard, they are a blessing
from Shilen. From here on out you don’t have
those horrible six-hour wait times between
summons and new buffs make your pet more
powerful then ever. You are a caster that
brings their own tank to the party!

e From here on out you have a choice of
changing to light armor. Stay in robes
(because the added MP far outweighs the
added MP regen time), but get a level of
Light Armor Mastery in case you ever find
yourself with a light armor set.

e Shadows and silhouettes are solid tanks,
and you are their healer and buffer. They
have lots of hit points and hit hard. Don’t
be afraid to send them into the fray con-
stantly. Coupled with Servitor Heal (which
you don’t have to target them to use), you
can even safely send them to tie up addi-
tional opponents while you and your group
tackle the main target, and expect them to
live.

¢ Debuff and poison your opponent and
send in your pet. Save your mana for timely
Servitor Heals after you have set the oppo-
nent up for your pet.

* You don't really get that many attack skills
from here on out, so when you feel that
your Twister just isn’t more then a brush on
the shoulder, think about making the
switch from Mystic weapon to Fighter
weapon. Your primary focus will likely be
playing healer and buffer for your pet, and
most healers and buffers out there already
use a good Fighter weapon, as M.Atk has
no effect on heals or buffs.

* Be aware that, as your attack skills get
more and more outdated, it might become
harder for you to find a good group. While
you're an effective healer/tank team that
takes half the mana, you can’t heal the
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other party members, can’t resurrect, and
can’t heal in battle if the going gets tough.
Be prepared to duo with your pet very
often.

More and more servitor buffs become avail-
able as you progress through the levels. As
always, make sure to keep your helper fully
buffed; give yourself a shot of Might 1 or
Shield 1 right before you buff your buddy
so that you know its buffs are about to
wear out when yours starts wearing out!

For more pet tips, see Necromancer (p. 47)
and Warlock (p. 49).

HP / MP By LEVEL
LEVEL HP MP LEVEL HP MP__
41 1004 731 61 2007 1546
42 1051 769 62 2061 1590
43 1098 808 63 2115 1634
44 1145 846 64 2170 1679
45 1193 885 65 2225 1723
46 1241 924 66 2280 1768
47 1290 964 67 2336 1813
48 1339 1003 68 2392 1859
49 1388 1044 69 2448 1905
50 1438 1084 70 2505 1951
51 1488 1124 Al 2562 1997
52 1538 1165 72 2620 2044
53 1589 1206 73 2677 2091
54 1640 1248 74 2736 2138
55 1691 1290 75 2794 2186
56 1743 1332 76 2853 2234
57 1795 1374 77 2912 2282
58 1847 1417 78 2972 2330
59 1900 1460 79 3032 2379
60 1953 1503 80 3092 2428
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Shillien Oracle is a support class that features
an impressive M.Atk buff called Empower and
naturally high INT. While not as powerful as a
Wizard, it still makes sense for a Shilien Oracle
to have a high M.Atk weapon available for
solo and small-group attack support.

e Get at least 1 level of Light Armor Mastery
and Robe Mastery, regardless of what kind
of armor you have. This will make you
more flexible when trying to come up with
the right combination of P.Def (light armor)
and Max MP/MP regeneration (robes).
There’s no penalty in mixing light and robe
armor when you have at least one level of
masteries in both.

¢ Use one of the hotkey panels (Alt-Fn) for
just buffs. All buffs last 20 minutes, and it
will be easiest to buff your entire party all
together, instead of having party members
ask you when they run out. Buff yourself
first, and when your buffs start flashing, tell
the party to rest after the next monster.
That should keep everyone fully buffed.

¢ Don't cast buffs on anyone unless you are
sure that they are not in the middle of a
battle. Monsters are aware of buff spells
and will turn on the Mystic casting the
buff, even if they have been battling anoth-
er player for some time.

* Be aware of the basic class of your party
members — cast attack buffs on the Fighters
and magic buffs on the Mystics, rather than
every buff on everybody.

e Try to keep your party members with
almost full HP, instead of waiting for them
to be near death and saving them. You
can’t predict when a monster will score a
critical hit. Also, don’t heal too early, or you
will waste the full MP cost of the heal for
only a partial effect. Healing more than
max HP loses that HP.

* Be aware of your party member’s HP, or at

least their level. This gives you an idea of
how much total HP they have and allow
you to gauge when one heal would restore
them to almost full.

It is not uncommon to charge a fee for
buffs. In Chronicle 1, Level 30 Oracles have
been known to charge 2,000 adena for
their buffs.

Recharge is an excellent buff for bow users,
like Elven Scouts, Assassins and Rogues. It
also helps Dwarves make items faster. Be
sure to take advantage of opportunities to
hunt or make money with these classes
using Recharge.

Disrupt Undead is your most powerful
attack spell, but it only works on the
undead. There are undead monsters for just
about all levels — seek those out and hunt
them for most efficient XP gain. Purchase
spiritshots if you wish to gain more experi-
ence in exchange for lower adena gain.

When in a party, save your MP for healing
and use your weapon to score melee hits
for supporting damage. It will look like you
are just watching and not contributing, but
your heals help the party last significantly
longer than they could without you.

B > > e

HP / MP By LEVEL
LEVEL HP MP LEVEL HP MP
21 421 297 31 765 498
22 454 316 32 801 519
23 488 336 33 837 540
24 521 356 34 874 562
25 555 375 35 911 583
26 589 395 36 948 605
27 624 416 37 985 627
28 659 436 38 1023 649
29 694 456 39 1061 671

30 729 477 40 1100 694
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SHILLIEN ELDER (<€ SHILLIEN ORACLE <€ DARK MYSTIC)

Along with its cousin, the Elven Elder, Shillien bleeding or paralyzed (especially the last, as
Elder differs from the Human Prophet and it lasts 2 minutes and is otherwise incur-
Bishop in that it gets both new buffs and new able) Purify can remove the status ailment
heals. It doesn’t have as many buffs as the and return your party to normall

Prophet, or as many heals as a BiShOp, but the o |f you’re in a party or near a Bishop or
important thing is it has both! Elven Elder when a friend dies, let the

Bishop or Elven Elder resurrect your pal for
you. You only have Resurrection 2 (restores
20% of lost EXP); the Bishop and Elven
Elder have Greater Resurrection 4, which
¢ Death Whisper is one of your new buffs, restores 40% of lost EXP.
and a good one at that. Coupled with
Focus, this skill makes for a deadly dagger
or bow user, and is no small help to any
Fighter type.

e From here on out, you get no more levels
of Sleep, but many more levels of Root.
Start relying more on Root than Sleep.

e Whether power-leveling a friend or hunting
yellows and up, Guidance is a huge help to
your party members, especially dagger
users.

¢ At Level 40 you get another level of
Empower. This spell is particularly useful on
boss raids and sieges; make sure to keep all
your allied attack Mystics Empowered.

e Until Level 48, you get no more heals, so
make sure to hunt for awhile in areas

where you won'’t need to rely on ever- HP / MP BY LEVEL

increasing heals. LEVEL HP MP  _Level HP MP

) ) ) 4 1149 731 61 2219 1546

* From this point on, instead of Heal, you get 42 1199 769 62 2977 1590

Greater Heal. This skill works the same as its 43 1249 808 63 2335 1634

lesser counterpart, but with more power 44 1300 846 64 2393 1679

and more cost. The good news is you can 45 1351 885 65 2451 1723

keep your old healing spell as well, for 23 }jgi ggz gs gg% :;7;?2

hen you only need a little help.

wheny Y P 48 1506 1003 68 2630 1859

* Be careful — Shillien Elders do not get 49 1559 1044 69 2690 1905

Greater Quick Heal or Greater Group Heal. g? }gég }?gz ;[1] %?? }gg;

You will have to continue relying on your 52 1719 1165 72 9873 2044

lower-level Group and Battle Heal in a 53 1773 1206 73 2934 2091

pinch. 54 1827 1248 74 2996 2138

) ) ) 55 1882 1290 75 3059 2186

e Purify will be your best friend throughout 56 1937 1332 76 3122 2934

sieges and boss hunts — especially 57 1993 1374 77 3185 2282

Antharas! You are the only class that gets 58 2049 1417 78 3249 2330

this skill, and it is amazingly helpful. When 09 2105 1460 3312 2319

60 2162 1503 80 3377 2428

you have a party member who is poisoned,
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ORC

‘ fter eradicating the Giants, Orcs
(6 = defeated the Elves and ruled the land
=0 until the Human-Elf alliance forced
them back to Elmore. Orcs worship
the god of fire, Paagrio. Orcs have very high

durability (high CON).

Orc Fighters can choose to be Orc Raiders
(flexible armor, swords and/or blunts,
unique life-saving skills) or Orc
Monks (light armor, fist weapons,
unique self buffs). Orcs have the
highest CON, which means that
they have the highest HP and HP
regeneration speed of any race. Their
low speed balances this out.

Orc Mystics are a hybrid class, part-Fighter
and part-Mystic. Orc Mages have the highest
STR, MEN and CON of all Mystics, but the
lowest INT and DEX. This makes for an excel-
lent Fighter Mystic, with high regeneration of
both HP and MP, but low spell damage and
reduced melee effectiveness. Orc Mystics can
only become Orc Shamans. Thus, the Orc
Shaman has both attack and support magic.
However, Orcs cannot summon beasts. Unlike
the other Mystic classes, Orc Shamans do not
have many individual buffs or a individual

heal. Instead, they have full party buffs (more : 1
MP, less time) and their heal is a HoT (heal v

over time) that affects the whole party. Also M-,

notable, Shamans get Heavy Armor Mastery
and are the only Mystic class with an actual 4':_
physical attack: stun (works with blunts).

| Orc Monk 20 Orc Raider | 20 | Orc Shaman |

B Tyrant 40 Destroyer il 40 Overlord
Warcryer |
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KEeY © Smithy

O Seer Tanapi ¢ Blacksmith Sumari
Seer Livina & O Gatekeeper Tamil
Urutu Chief Hatos | @ Weapons & Armor
Flame Lord Kakai Trader Jakal
Neruga Chief Trader Kunai
Tantus @ Warehouse

@ Prefect Brukurse 3 Warehouse Keeper
Prefect Karukia ¢ Grookin

® Temple of Paagrio Warehouse Keeper
Fire Priestess Shela Imantu
Flame Guardian ® Centurion Nakusin
Vulkus Centurion Tamai
Fire Priest Tokum @ > Frozen Waterfalls

® Atuba Chief Praetorian Rukain
Varkees Centurion Parugon

@ Hestui Totem Spirit | @ Centurion Petukai

@ Gantaki Zu Urutu Centurion Vapook

® Guide Tanai @ » Southern Fields

@ Tataru Zu Hestui Centurion Tiku

@ Magic Centurion Orinak
Trader Uska
(Jewelry) % Fighter Trainer
Trader Papuma @ Mystic Trainer
(Amulets)



Perched high atop the bluffs of the Immortal
Plateau, the home village of the Orcs resem-
bled a fortified military installation instead of
a friendly city. Its west walls lead to the Temple
of Paagrio (where you start), and the other
edges of the village overlook the rugged
mountains of Elmore. The first thing you'll
notice about this area is that the Orcs’
strength is offset by the difficulty in getting
from one place to another. No nice little trek
across a plateau — leave that for the weakling
Humans in Talking Island Village! Here, the
easiest way to get from point A (town) to
point B (mobs) is to jump off the cliffs.
Literally. (One caveat — right now, there’s no
fall damage, but we can’t promise that won’t
change in the future.)

Appropriate Levels. For skills, you can’t
train anything new for a few levels, so com-
plete the three early quests and repeat the
money quests for a while. Stay in Orc land
until you're ready to do your profession quest.
Before that, there’s plenty to keep you busy. If
you get bored in town, head for the Cave of
Trials (but don’t forget that Escape Scroll for
the trip home).

Good Locations. The north-south road just
east of the village is the most obvious place to
hunt Imps and Goblins. You can get away
from the crowd a little if you jump off the
south cliff and head right. There, you'll find a
collection of Keltirs, Wolves, Imps and Goblins
suitable for getting you through Level 5 or so.

The plateau area about halfway between the
village and the falls is a good place to hunt
Werewolves. Toward the back of the valley,
you can find Marakus behind the trees. If it’s
crowded, you’ll have to camp for spawns.

Landmarks. Frozen Waterfalls (northeast),
Cave of Trials (east)

What Monsters Help. Rakeclaw Imp types,
Goblin Grave Robbers, Mountain Fungi,
Maraku Werewolf types

What Monsters Aggro. Kasha Bear, Grizzly,
Rakeclaw Imp Chieftain

Centurion Nakusin is a bit of a grump.
When you do the Lord of Flame quest, write
down the items that asks you to get: Varkees
(honey khandar), Tataru Zu Hestui (bear fur
cloak), Uska (ancestor’s skull), Grookin (axe),
Gantaki Zu Urutu (orb), Kunai (spider dust).

Things to Watch For. Be careful of the area
in front of the Frozen Waterfalls unless you're
in the mid-to-late teens. Lots of aggro crea-
tures hang out in the frozen plateau area and
will train on you!

Magic Users. Greystone Golems
Archers. None that we’ve seen so far

Other. Did we mention Scrolls of Escape?
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CAVE OF TRIALS (ORC DUNGEON)

KEy
© 1 Scarlet Salamander (17)

2 Scarlet Salamand. Elder (18)
2 Scarlet Salamander (17)

1 Scarlet Salamand. Elder (18)
3 Scarlet Salamander (17)

2 Scarlet Salamand. Elder (18)
2 Slave Skeleton (12)*

1 Evil Eye Lookout (14)

4 Evil Eye Watcher (10)

5 Slave Skeleton (12)*

2 Undead Slave (19)

2 Crypt Horror (15)*

2 Evil Eye Lookout (14)

1 Evil Eye Watcher (10)

3 Slave Skeleton (12)*

1 Undead Slave (19)

1 Crypt Horror (15)*

2 Evil Eye Lookout (14)

1 Slave Skeleton (12)*

1 Undead Slave (19)

1 Quicksilver Beast (15)*

o
® 4 Crypt Horror (15)* o *
1 Evil Eye Lookout (14) g gS:('jcekasg"Sﬁ;Sgagtg(; 5)
1 Evil Eye Watcher (10
4 S;gveysekeI:tgn e(r1 (2)*) ® 2 Quicksilver Beast (15)*
. @ 2 Evil Eye Lookout (14)
o ; Er}I’FEt H‘E”Oli (1s) 4 1 Evil Eye Watcher (10)
2 v B Lo ‘;“t ( 1 0) 1 Evil Eye Lord (37)(Quest)
vil Eye Watcher (10) @ 2 Evil Eye Lookout (14)

=X )

® 8 868

2 Undead Slave (19)

9 Slave Skeleton (12)*

3 Baranka Escort (21)*

2 Baranka Guard (22)*

1 Crypt Horror (15)*

2 Kuruka Ratman (16)*

1 Kuruk. Ratman Hunter (17)*
6 Slave Skeleton (12)*

7 Ghost Guardian (21)

5 Grave Keeper (13)

4 Kuruka Ratman (16)*

2 Kuruk. Ratman Hunter (17)*
1 Kuruka Ratman (16)*

1 Kuruk. Ratman Hunter (17)*
2 Kuruk. Ratman Hunter (17)*
3 Quicksilver Beast (15)*
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2 Evil Eye Watcher (10)
Ragna Orc Overlord and Seer
(both 39) found here on
quest

@ Warder Dubaba (NPC)

Corpse of Kamur (“NPC")

® Ancestor Martankus (NPC)

* Asterisks indicate aggressive monsters.




The cave is on the east side of the map. You'll
need to stay on the high road to get there, so
don’t try to shortcut it with a jump off the
cliffs. Follow the north road out of town and
then head south after you pass the Frozen
Waterfalls. The cave is past the second wood-
en bridge.

Don’t even think about soloing here until
you’re in your late teens! With a powerful
group, you may be able to successfully hunt
the northern chambers by Level 15 or so.

The cave has a river that runs through it, just
past the main chamber. If you jump into it,
you’d better head north — going the other
way will dump you into a chamber with about
a dozen heavy hitters, several of which are
aggressive. Also in the Cave of Trials, you'll
find Slave Skeletons, who have an ever-so-
slight chance of dropping Foxnail. Baranka
Escorts will occasionally drop bone armor.
Scarlet Salamander Elder has a slim chance of
giving you Cestus.

Nearest Town. Orc Village
Appropriate Levels. 10-20

Good Locations. It really depends on what
level you are, and whether you’re grouping or
soloing. Unless you're Level 19 or 20, your
best bet is to group — preferably, a very pow-
erful group!

What Monsters Help. Baranku types,
Skeleton types (including Undead Slaves),
Scarlet Salamander types (help elementals),
Kuruka Ratmen and Hunters, Crypt Horrors,
Evil Eye Watchers, Evil Eye Lookouts, Grave
Keepers

What Monsters Aggro. Quicksilver Beast,
Slave Skeleton, Crypt Horror, Baranka
Escort/Guard, Ghost Guardian

Boss. Evil Eye Lord (level 37)

Things to Watch For

Magic Users. Undead Slave, Grave Keeper
Archers. None

Other. Many chambers (and the river) have
drop-offs. If you go down into a room, you
may have to take another route out. Watch
out for the “pit” area near the front of the
Cave! Heading south down the river will force
you into that area before you can get out.

Oh, and don’t forget to buy those Scrolls of
Escape and Healing Potions before you head
out ...

————"W

ORC VILLAGE REGULAR QUESTS

QUEST Lv.  RAce/CLAsS WHAT? WHo Gives I1? WHERE? Rp1? REWARD

Orc’s Tutorial 1 Orc Hunt/Collect  Fire Priest Tokum or Shela Starting Area N Elmore Map

Long Live the Paagrio Lord 2 Orc Delivery Centurion Nakusin Orc Village N 450a

Proof of Valor 4  Orc Hunt/Collect ~ Praetorian Rukain Orc Village Y Necklace of Courage/Valor*
Wrath of Ancestors 5 Orc Hunt/Collect ~ Seer Livina Orc Village Y 1500a

Invaders of the Holy Land 6 Orc Hunt/Collect ~ Atuba Chief Varkees Orc Vilage Y x5a, x50a
Skirmish with Werewolves 9 Orc Hunt/Collect  Prefect Brukurse (pre-req = *) Orc Village Y 1200a (+600a)
Dark Winged Spies 11 Orc Hunt/Collect ~ Neruga Chief Tantus Orc Village Y 3500a

Merciless Punishment 12 Orc Hunt/Collect  Urutu Chief Hatos Orc Village N Butcher's Sword
Gatekeeper’s Offering 15 All Hunt/Collect ~ Gatekeeper Tamil Orc Village Y Gatekeeper Charm
Totem of the Hestui 15 Orc Hunt/Collect  Seer Tanapi Orc Village Y 5200a
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ORC FIGHTER
PROS

Highest HP value of any race — great for
meleeing!

Fast HP and MP regeneration

Some natural resistance to poison

CON

Slow and not good for kiting (though
Quick Step potions help a lot)

GETTING STARTED

Your newbie weapons will work until you
can afford your first gloves (spiked) or
sword/blunt weapon. When hunting, look
for things that con light blue or blue. You'll
still get XP, but won't have to wait so long
to recover HP/MP.

Between Levels 1 and 3, hunt the Keltirs
(young to elder as you progress). You can
head north or south to find both Keltirs.

Past Level 3, you should venture further out.

The best way is to jump off the N or S cliffs.
Watch out for boulders — if you get *stuck*
behind one, try restarting the game. It will
usually put you back a few steps and give
you room to go around the rock.

At Level 4, when you get new quests, scale
down the cliffs to the N or S to find Kasha
Wolves, Rakeclaw Imps, and Goblin Grave
Robbers. The south side (by the ocean) is
usually a little less crowded. Nice groups
prowl near the cliff by the North exit (jump
down and head right), and by the coast on
the south side. You’ll spend a lot of time
there in your pre-teen levels — and quickly
discover that it’s a long hike back up the
hill. A few hundred adena will get you an
Escape Scroll at the Magic shop — if you
have it to spare, get one to make the
return trip go faster.
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¢ Once you hit Level 6, you can do the

grave-robber quest. Go ahead and get the
Rakeclaw Imp quest too, since they are
found in the same areas. If you have to
wait for robber respawns, you can kill imps
in search of soulstones. At Level 9, go for
Maraku Werewolves in the plateau area
about halfway between town and the
Frozen Waterfalls on the map. (Jump off
bluffs to get there faster.) The Werewolves
drop totems worth 600 adena apiece, so
this quest is worth repeating.

For the early- to mid-teen levels, you’ll feel
the XP grind. It’s slow... very slow.... espe-
cially since other players will be doing the
exact same thing (killing Werewolves forev-
er). But, keep repeating the Werewolf quest
and save money. If you get bored, you can
kill Fungi while you're waiting for
Werewolves to respawn. Probably not
worth wasting your HP over, but they’re
slow (speed and attack speed) and some-
times drop cloth boots, etc.

For more difficult foes, head toward the
falls (north road, toward Cave of Trials) and
seek out Grizzlies and Golems.

Finally, around Level 15, you can do the
Gatekeepers’ Charm quest (for one free
ticket to Gludin; you still have to pay the
return fare) and the Totem of the Hestui
quest. Both take place near the bottom of
the Frozen Waterfalls. The charm quest
involves Greystone Golems, which boast a
Wind attack. The totem one involves hunt-
ing aggressive Kasha Bears — for this one,
stock up on health potions before you go!
At the end of the quest, a totem bear
(Level 17) spawns, and you have to kill it to
get the totem to drop.



e Don’t leave Orc land until you're ready to
do your profession quest! There’s plenty of
stuff to kill in the Cave of Trials at Levels
15-19, and you will want to load up on
adena and fill out your armor before you
start the Monk or Raider quests.

RECOMMENDED SEQUENCE

¢ Make the decision now as to whether you
want to play hand-to-hand (dual wield) or
sword/blunt/polearm weapons. What skills
you develop depends primarily on your
career goal.

e As you earn SP, go visit Prefect Brukurse
and train the appropriate attack skill, plus
Relax (190). For claws, get Iron Punch 1
and 2 (60 apiece), then boost Iron Punch
as you're able. For swords, go for Power
Strike. Next, pick up at least one of the
masteries — Weapon Mastery (more impor-
tant) or Armor Mastery.

* Here, you really need to examine your
options. If you want to take the Monk path
(better for soloing), focus on training Iron
Punch all the way to Skill Level 6. If you
want to be a swordsman or blunt attacker
(best for damage-dealing in groups), you
can get Power Strike for early levels, and
later, you can opt for sword or blunt skills.
Either way, before you venture too deep
into the Cave of Trials for some heavy hit-
ting, you're going to want to bolster your
defense with Armor Mastery 1 and 2, or
1/2/3. Then, get Weapon Mastery!

e Side tactic: If you don’t plan to be a monk,
don’t mind waiting for MP restoration, and
don’t mind spending an extra 60 SP, train
Power Strike 1 or 2 along with Iron Punch
1/2/3. Hit with one power attack, then
switch to your other weapon and hit while
the first timer is still winding down. This
makes the “go kill 50 Goblin Grave
Robbers” quest go a little faster. But if you

do this, you’ll have to wait longer to get
mastery skills in both.

WEAPONS TIPS

e Make spiked gloves your first purchase (fair-

ly cheap), or a sword/dagger. It's worth
mentioning here that few Orcs try archery.
You don’t get good skills for that, and this
race can’t kite due to a lack of speed —
even though Monks get speed skills later.

Gloves are the way to go if you plan to
become a Monk later. Mobs drop gloves
here, and players sell cheaper than traders
when they trade up — you can get Iron
Gloves for 8K to 10K, versus 14K at the
store. Some players skip Iron Gloves entire-
ly (or wait for a rare drop from the Maraku
Werewolves) and save instead for Foxnail
Gloves or armor, but the iron gloves pack
more punch than spiked ones. For the H2H
path, Foxnail gloves will be your next big
purchase (45K to 50K, depending on the
selling player’s price). Later, down the dual
wield road, you’ll need Cestus — don't pay
vendor prices! Look for player sales instead.

It's worth mentioning here that if you plan
to be a tank, you probably want to focus
on swords or blunt weapons instead of
claws. In that case, you’re going to want to
replace your newbie weapon with some-
thing other than claws.

HP / MP By LEVEL
LEVEL HP MP LEVEL HP MP
1 133 39 1" 356 114
2 154 46 12 380 122
3 176 53 13 404 130
4 198 60 14 428 138
5 220 68 15 452 146
6 242 75 16 477 154
7 264 83 17 502 163
8 287 91 18 527 171
9 310 98 19 552 180
10 333 106 20 577 188
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ORC RAIDER (<€ ORC FIGHTER)

The Orcish equivalent of a Human Warrior, the
Orc Raider is a powerful attacker and hard to
kill, due to its stockpile of ‘emergency skills.’
The downside is a much slower run speed,
making it even more kitable then Humans.

* You can learn and use both blunt and
polearm skills. Pick one style, and concen-
trate your skill points and adena on keep-
ing it the best that it can be. The other
style can come later.

e If you pick blunts, consider grouping for
your primary experience. If you pick
polearms, you might be better off hunting
solo for packs of green mobs.

* A polearm is a valuable weapon — instead
of hitting a single target, it hits several tar-
gets at once. Thus one of the best tactics to
use with a polearm is to herd or pull two or
three monsters together and take them all
out at once. Make sure you can handle get-
ting hit by all these monsters at once,
though!

* If you're go with blunts, you’re probably
better off with heavy armor and Heavy
Armor Mastery. If you prefer a polearm,
light armor and its mastery are probably
better. Why? Polearm users usally do mass-
es of blue-green monsters, while blunts
tend to be used against green-yellow mon-
sters. While heavy armor is good for
defense against hard hitters, you can usual-
ly evade most things green or lower if
you're in light armor.

e Fast HP Recovery is very important. It caus-
es your HP regeneration speed to increase
by a significant amount. This, coupled with
Vital Force, makes a huge improvement
when sitting or using Relax.

* Rage subtracts 3 Evasion and 20% of your
P.Def. On the other hand, it adds 45% to
your P.Atk.
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¢ Battle Roar- This
skill is, in my
opinion, the
best skill of the
20-40 Warrior skills.
This skill lasts
about 12 minutes
and has a 10-
minute recharge
time. While the skill
is activated, the user is
given 10% more hit
points (e.g., if you have
1000 hitpoints maximum,
you have 1100 hitpoints for
the duration of this spell.)

* While Frenzy can only be
used when you have less than
20% of your HP left, it gives
you an amazing advantage.
Think of this as the “I'm almost
dead, let’s get me saved” skill,
because that’s what it does. It
casts quickly, and it doubles
your P.Atk, so you have a good
chance of killing whatever is
hurting you before it kills
you.

e Guts is lot like Frenzy, again only
usable when you have less than 20% of
your HP left. This time though, it dou-
bles your P.Def, once again buying
you time to stay alive.

HP / MP By LEVEL
LEVEL HP MP LEVEL HP MP
21 636 201 31 1253 337
22 695 214 32 1318 352
23 755 227 33 1383 366
24 816 241 34 1449 380
25 8771 254 35 1515 395
26 938 268 36 1582 410
27 1000 281 37 1649 425
28 1063 295 38 1717 440
29 1126 309 39 1786 455
30 1189 323 40 1855 470



DESTROYER (<€ ORC RAIDER <€ ORC FIGHTER)

Why Destroyer? You can be a battle-armored
tank, pure and simple! By Level 45, you have
close to 2600 HP, and with a good buffer in
your party, you can get hundreds more prior
to battle.

* You basically have three weapon paths as a
Destroyer. (Sure, you could also train Iron
Punch, but why?) Pick your weapon path
early on — polearms, blunts or swords.
Consider how you like to play, damage per
blow, preferred mob, types and the num-
ber of blows per minute to figure out your
best weapon.

* Your primary attack skills should support
your playing style. Got groups? Develop
your damage attacks. Got small groups, or
plan to run alone? Don’t forget your stun
abilities. Run with damage-dealers and few
healers? Get HP-related abilities.

* For blunts (and swords), Fatal Strike packs a

much harder punch than Hammer Crush
for the same MP. A much harder punch ...
but it doesn’t come with stun effects.

* Destroyers get several skills that add stun
effects to attacks. Invest in one of these —
Hammer Crush or Stun Attack. Rage also
gives you stun, but at the expense of
defense. Stun is not completely reliable, so
be prepared to follow up — at Level 6,
Hammer Crush seems to stun about 1 of
every 6 or 7 tries.

* Get Battle Heal! It’s a free 10% heal-over-
time during battle and stays active for quite
a while. Be sure to restart it when it expires.

* Destroyers often take the first shot at a
pulled enemy with a stun attack. If you can
stun, even if only for a few seconds, the

party can whittle away HP. This is especially

effective with large parties, or parties with
powerful, summoned pets.

* In your late thirties and early 40s, accumu-
late as many skill points as possible! You

will be spending boatloads of SP once you
hit 45. If you plan to do any soloing or self-
buffs for health, you’re going to need HP
regen skills, and even boosting Battle Roar
to Level 2 will cost you 40K SP.

e If you run strictly with parties that have
heavy buffing skills, then you can forego the
skills that aid HP recovery during battle
(including Vital Force, Battle Roar and Boost
HP). This will make you a more powerful
attacker, since you can focus on boosting
your stuns and weapon skills. But you'll be
more vulnerable if you're ever caught alone.

¢ Destroyers, while powerful, shouldn’t solo.
You will never be able to run away.

e At Level 52, you get Expertise B, which
allows you to use B-grade weapons. So,
stay with a reasonable C-grade weapon
and armor until you’re ready to upgrade!

* Once you figure out your weapon, choose
your armor. You can develop Light Armor
Mastery — good for Evasion and a little bit
of added speed — but if you're going to
tank, you really need Heavy Armor Mastery.

HP / MP By LEVEL
LEVEL HP MP_ LEVEL HP MP
41 1950 495 61 4015 1048
42 2046 521 62 4126 1077
43 2143 547 63 4237 1107
44 2241 573 64 4350 1137
45 2340 600 65 4463 1167
46 2439 626 66 4577 1198
47 2539 653 67 4692 1229
48 2639 680 68 4807 1259
49 2741 707 69 4923 1291
50 2843 734 70 5040 1322
51 2946 762 7 5157 1353
52 3049 789 72 5276 1385
53 3154 817 73 5395 1417
54 3259 845 74 5515 1449
55 3365 874 75 5635 1481
56 3471 902 76 5756 1513
57 3578 931 77 5878 1546
58 3686 960 78 6001 1579
59 3795 989 79 6124 1612
60 3905 1018 80 6249 1645
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MONK (< ORC FIGHTER)

The worship of Paagrio trains Orc Fighters who
want to be strong physically, rather than hav-
ing strength with weapons as priests. They
seek to master the science of fisticuffs accord-
ing to their religious background.

¢ The most unique skill of Monks is a quick
attack. They also use special damaging skills
that gather spirits for attacking enemies
(a.k.a. totem skills).

* In soloing, Monks wear light armor, which
helps to evade attacks from the enemy.
Weapons and the first totem skill are also
an efficient combination.

¢ Focus Force can be a little tricky at first.
Consider it a preparation skill — monk con-
centration, if you will. Use it before you use
any of the Force skills to get an added
bonus.

e Using Focus Force will halt your attack if
you are currently in battle.

* You are an Orc! You are strong and mighty!
You are not a tank! Orc Monks are outright
damage dealers and get some amazing
damage skills down the line due to their
inner spirit strength.

* Your fist skills set you apart from the Raider
and Destroyer (tank versions of the Orc
Fighter). Invest in them as often as you
can. Your advantage here is that you really
don’t need a backup weapon.

e Totems will be one of your mainstays. They
can help speed you up, or slow down your
enemy. The first one you get at Level 28,
Wolf, will give you a speed boost. At 31
you get Bear, which slows down enemies
and increases your power.

* When you decide to venture to Cruma, be
wary of using follow on a party member.
Those bridges don’t work well with your
follow algorithm, and you are slower than
other races.

primagames.com

for party play
— hit the
critter and
keep him still
for a while. It's not
that successful at
lower levels (e.g.,
trained at 2), but
later, your success will
increase.

* Force Blaster is good
for attacks at slight
range.

¢ Always use Battle Roar prior to
going into a fight. It’s basi-
cally a free heal over time.

——— S A —
HP / MP By LEVEL
LEVEL HP MP LEVEL HP MP
21 632 201 31 1211 337
22 688 214 32 1272 352
23 744 227 33 1333 366
24 801 241 34 1394 380
25 858 254 35 1457 395
26 915 268 36 1519 410
27 974 281 37 1582 425
28 1032 295 38 1646 440
29 1091 309 39 1710 455
30 1151 323 40 1775 470



TYRANT (<« MONK <€ ORC FIGHTER)

Tyrants draw their power from the strength of
the highest priests in the Temple of Fire. They
emerge from the ranks of Monks, but are much
more seasoned in their fist-fighting abilities.

e Force Attacks are two-step, high-power
attacks. The first step is charging your
Force, using the Focus Force skill. Luckily,
the skill is quick and takes little MP, so you
can use it in the heat of battle. The second
step is the actual attack — Force Blaster,
Force Buster and the like. Note that some
attacks take more then 1 Force charge; the
more levels of Focus Force that you have,
the more Force charges you can hold.

Force Strike is a long-range Force attack,
quite powerful and pretty cheap MP-wise.

Force Buster and Storm attacks are not half
as useful as Force Strike or Burning Fist.
Not only do they cost a lot of MP and do
just a bit of damage, but they hit all the
monsters around you in a fan (Buster) or it
splashes damage out from your target
(Storm). Some might think this a good
thing, but remember that when you hit a
monster, even if they are already hitting
someone else, they might get mad and
turn on you. While you have a lot of HP,
you are not a tank class ... so consider
avoiding these skills!

With a power over 400, Burning Fist is one
of the few elemental physical attacks —
quite good for hunting water-type mon-
sters. Be wary, though, as it costs a lot of
MP to cast!

As with all stun attacks, Soul Breaker is low
in power. Remember that, as of Chronicle
1, stun lasts 8 seconds and has a chance of
being interrupted. Because of this, stun
attacks are not as effective in parties where
lots of people are hitting the target, as
there is a big chance of interruption.

Punch of Doom has huge power, but also a
huge cost. While it does massive amounts

of damage to your foe, it costs you 399 HP,
not MP. Use this skill as a last resort if a

teammate is about to hit the floor, but oth-
erwise, consider using Burning Fist instead.

¢ Consider investing only in your two favorite

fist attacks, since they’re not cheap (MP or
SP-wise) at higher levels.

¢ Fist of Rage increases attack speed, which is

all well and good, but also drains massive
amounts of HP. The first time | used this,
my healer/buffer couldn’t figure out why |
was taking so much damage. Be judicious
in your use of FoR.

¢ Use Puma when you’re not tanking — you

get it at 40, if you're willing to part with

the SP. The Puma totem skill makes you a
faster attacker while taking away Evasion

and defense.

* One major advantage to this class is that

since it’s only got one primary weapon
style, you can focus your SP in that specif-
ic area.

HP / MP By LEVEL
LEVEL HP MP_ LEVEL HP MP
41 1866 495 61 3837 1048
42 1958 521 62 3943 1077
43 2050 547 63 4049 1107
44 2144 573 64 4157 1137
45 2238 600 65 4265 1167
46 2332 626 66 4373 1198
47 2428 653 67 4483 1229
48 2524 680 68 4593 1259
49 2621 707 69 4704 1291
50 2718 734 70 4815 1322
51 2816 762 7 4928 1353
52 2915 789 72 5040 1385
53 3015 817 73 5154 1417
54 3115 845 74 5268 1449
55 3216 874 75 5383 1481
56 3318 902 76 5499 1513
57 3420 931 77 5616 1546
58 3523 960 78 5733 1579
59 3627 989 79 5851 1612
60 3732 1018 80 5969 1645
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ORC MYSTIC
PROS

Lots of CON, which gives lots of hit points

Very good at soloing and group support —
a versatile class.

Strongest lifedrain, damage-over-time spells

Only Mystic class to get weapon powers
that can “over hit”

CONS

Slow runspeed! If you plan to do a lot of
PvP, be warned — archers will be hard to
catch and hit.

Your damage-over-time spells force you to
wait out the damage and often engage the
target with weapons

No single-target or fast healing spells; you
need to rely on either Lifedrain or Chant of
Life to regain health.

GETTING STARTED

After the Map Quest (you did do that, didn’t
you?), you should be Level 2ish. Hunt more
of the Keltirs and other low-level creatures
until you are Level 4. Right around Level 5,
you should have enough money saved up
for a new weapon. This should probably be
a bow, although some people prefer to go
to a fist weapon instead. Buy the new
weapon as soon as you can, because this will
open the doors to harder foes.

RECOMMENDED SEQUENCE

Level 7

The first skill you definitely want to learn is
Life Drain. This drain is a way to heal your-
self while you go. Properly used, this spell
greatly decreases downtime, because you
can damage a monster at the same time as
healing your damage.
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¢ You'll want to choose between robe and

light armor early on, and train the appro-
priate skills for the armor type you choose.
Light armor gives much better protection,
but robes give faster casting speed and
magic point regeneration.

Weapon Mastery should be your next pick,
because this increases your damage dealt
with both spells and weapons.

You'll want to train a damage-over-time
spell next. Chill Flame is stronger, faster,
more damaging, and lands more often
than Venom, so it’s your best pick here.
You can train Venom later if you have the
points to spare at some point.

Soul Shield is another good spell. It's an
armor spell that increases your defense.

Level 14

e Soulcry 2 is one of the best spells at this

level. You're still meleeing most of the time,
and increasing that melee damage is key.

Chant of Battle is another strong melee
boost spell, and it assists the entire group.

Once you have a weapon capable of using
spiritshots, get Chill Flame 2. At this point,
with spiritshots, you can move from a more
melee-centric role into a DoT-centric one.
Your DoTs should be doing a sizable chunk
of your damage. Weapon Mastery 2 is a
nice boost to your damage, and should be
taken when possible.

Taking Life Drain 2 depends on what
course you're taking. If you're sticking with
a melee route, this spell is key. But if you're
moving to the DoT route with Chill Flame
2, then this spell is not as necessary.



e Armor path is finalized here as well. If you're
planning to stay with robes or light armor,
continue training the appropriate skill. If
you’re planning to head to heavy armor,
now’s the time to start training this skill.
Usually Orc Mages who want heavy armor
move to this path in their late teens. It
should be noted that most Orc Mages tend
toward light or heavy armor, not robes.

e Venom 2 and Fear 1 are not as generally
useful, so it might be better to skip these
and save your points for later.

HUNTING TIPS

¢ Levels 1-4. Hunt anything near your start
point. These levels should be fast and easy.

¢ Levels 5-6. Do you have a bow by now? If
not, head to town and buy one. Once you
do, you're set to fight Wolves (4) Goblin
Grave Robbers (5), and Kasha Wolves (6).
Even though they are higher level than the
goblins, the Kasha Wolves are actually a bit
easier, because they do not “bring friends”
when you attack them. The Wrath of the
Ancestors quest is a solid, repeatable cash-
quest that gives you extra rewards for fight-
ing Grave Robbers.

¢ Levels 7-9. Rakeclaw Imps and Imp Hunters
are your next targets. These mobs are again
a quest target — once you get the Invaders
of the Holy Land quest, all imps (and there
are many) drop soulstones which you can
turn in for coin. At Level 9 you can also take
on the Skirmish with the Werewolves quest,
which is yet another repeatable reward
adena quest for fighting Maraku
Werewolves. One tactic here — you get a
reward for each werewolf head (one head
per kill), but get a much greater reward for
the totems which are a quest drop from
these mobs (that only drops if you have the
quest active). Some players advise junking
the heads, and just farming the totems,
since they are worth so much much.

¢ Levels 10-13. At Level 11, you can get the
Darkwind Spies quest, which gives you a
nice cash reward for fighting darkwind
bats; these are a bit tough at that level, but
can be easily killed shortly afterwards. You'll
also want to get the Merciless Punishment
quest right away at Level 12 to get your
weapon upgraded.

¢ Levels 14-20. At level 15, you can take on
the Totem of the Hestui quest, which gives
an extra reward for killing Kasha Bears. This
is a very good money quest, and these
should be a prime target through your late
teens. DoT spells with spiritshots are very
efficient. Kasha Spiders, Werewolf Chieftains
and Greystone Golems (objectives of anoth-
er repeatable quest) round out the best tar-
gets at these levels. Check out the Cave of
Trials for a nice change of pace. This is bet-
ter in your late teens, or with a strong
group. The mobs at the bottom of this dun-
geon are still white to a Level 24!

* Near the Final Levels.There’s little reason
to leave Orcland until Level 20. The profes-
sion quest starts right here, but it requires
you to travel back and forth to the main-
land — complete the Gatekeeper’s Offering
quest a couple of times before you start
your profession quest, as the quest reward
is free teleport tokens.

—— o((0)) ) ~C—

HP / MP By LEVEL
LEVEL HP MP LEVEL HP MP
1 105 60 1" 282 176
2 122 Al 12 300 189
3 139 83 13 319 201
4 156 94 14 338 214
5 173 105 15 357 226
6 191 117 16 377 239
7 209 129 17 396 252
8 227 140 18 416 265
9 245 152 19 436 278
10 263 164 20 456 291
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ORC SHAMAN (<€ ORC MYSTIC) HP /MP v LEVEL
LEVEL HP MP LEVEL HP MP

For anyone who cannot decide between fighter 21 495 311 31 507 522
. . 22 535 332 32 950 544
and mystic, the Orc Shaman is the best route 23 575 359 3 994 566
for you to go! With high HP and 'Sou! Cry, not 24 615 373 34 1038 589
to mention that it’s the only mystic with a 25 656 393 35 1082 611
physical attack (Stun), the Shaman can act like 26 697 414 36 1126 634
a tank in desperate situations. Likewise, with g; ;gg igg g; :g; ggg
hecombocip i e abamege | B B s o m
PELs, y mystc, 30 864 500 40 1308 72

whether hunting monsters or in the PvP arena.

* You definitely want to use a blunt weapon
to take advantage of your stun skills.

However, there’s a choice here still. You can

elect to use a Mystic staff, which gives bet-
ter magic damage but prevents wielding a
shield, or you can choose to work with a
one-handed hammer or mace, with
reduced bonuses to magic damage.

* Likewise, there are two main paths
Shamans can follow. You can choose a
melee-based role, or a damage-over-time
caster-oriented role. Either way, you have
some flexibility to do both, and have great
group-beneficial powers as well.

* Melee Shaman. Get into heavy armor as
soon as possible. Your primary skills are
Heavy Armor Mastery, Weapon Mastery,
Soul Cry, Stun Attack and Lifedrain. These
vital skills can be rounded out with a combi-
nation of DoT spells and buffs. You typically
engages a target at close range (using
Lifedrain to pull it if you need health), using
armor to prevent damage, your weapons to
smite the monster, and Lifedrain to recoup
lost hit points. This makes for a fast, light
tank with very little downtime.

* Caster Shaman. You are a master of damage-

over-time (DoT) spells. You have some flexi-
bility with armor choice. Some prefer robes,
for the additional casting speed and magic
point recovery speed, but these also offer
the worst protection. Light and heavy armor
are generally better, but have some light
penalties to casting abilities. The most
important spell is Frost Flame — a very
strong DoT that replaces Chill Flame as the
main weapon in your arsenal. Other primary
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spells and powers include the Armor
Mastery of your choice, Weapon Mastery for
added spell damage, and Venom 3 as a sec-
ond DoT that stacks with your primary. DoT
casters generally cast one or both DoTs on a
target, then run off a bit while they do their
work, whittling the monster’s health down.
Spiritshots are often used to help ensure that
the DoTs land. DoTs in Lineage Il do not kill
a target — the best they can do is take a vic-
tim to one Hit Point, and often leave more
than that. You’ll need a weapon of some
sort, either a bow if you‘ve got weaker
armor, or a melee weapon if you use
stronger armor, to finish off the monster.

Buffing Shaman. You have a great number
of self, other and group buffs which can
help a lot. Chant of Life is a nice heal-over-
time which you can use to help yourself or
others. The Chants of Fire, Shielding, Battle
and Flame are group buffs that are a strong
contribution to any group you join.
Shielding is another solid buff every Shaman
should learn. Lastly, the two “Palagrio”
spells — Power and Blessing of Palagrio —
are “clan buffs” that affect every member of
your clan who is in range, grouped with
you or not. Starting in Chronicle 1, these
clan buff spells affect both your clan and
your group, if any members of either are in
range, greatly increasing their effectiveness.

Seals. Seal spells are point-blank area-of-
effect spells, hitting all targets close to you.
They generally deal damage, but some have
other effects like a root (holds monsters in
place), a slow and a seal that decreases
accuracy of attacks. Cont. on next page



OVERLORD (<€ ORC SHAMAN <€ ORC MYSTIC)

As an Overlord, you are a master of seals and
clan buffs. The bad news? Seals and clan buffs
take a lot of MP and SP. Change into robes if
you aren’t wearing them already; with buffs
that cost 257+ MP — yet can buff an entire
clan of 40 people if they stand near you! —
you will need that extra robe boost.

e If you're hunting alone, use the party buffs,
as they use much less MP then the clan
buffs. SImilarly, if you are hunting in a party
that is primarily clan, still use the party
buffs. Even if you have more then one party
of clan members on a hunt, it costs less MP
for you to switch parties and do the party
buffs twice. Basically, just use the clan buffs
when you need speed or you have more
then two parties worth of clan members.

* The higher you get, the more you will start
to notice the difference between clan and
party buffs. If you are primarily a
buff/melee Overlord (that is, you don’t use
your MP on much else) you might want to
consider using clan buffs on partied clan
members, or even when you are soloing.

* Your seals and a lot of your primary DoT
spells affect more then one monster, so you

might want to find other area attackers to
hunt with (for example, Wizard types and
polearm users).

* Dreaming Spirit and DoT spells are still your
best bet for soloing; when grouped, consid-
er taking the line of buffer and debuffer;
your seals are great for debuffing enemies!

¢ Seal of Silence stops monsters from using
magic. This is a good example of “know
thy enemy.” If you know your enemy uses
spells, this skill is very helpful in keeping
that magic off you. On the other hand,
using this skill on an enemy who has no
spells is like beating a dead horse.

¢ Seal of Winter reduces attack speed of sur-
rounding monsters by 10%. Whether solo-
ing or grouping, you will definitely notice a
10% decrease in the attack speed of a foe.

* When the going gets tough, the tough get
going; unluckily for Orcs, you can’t go any-
where fast enough for it to matter. Thus,
when you find yourself in a fight too hard
for you, use Fear and Dreaming Spirit like
there’s no tomorrow. Then get going!

HP/MP By LEVEL: SAME As WARCRYER (NEXT PAGE)

Cont. from previous page  Seals are problematic,
however, when fighting monsters. In order
to make them effective, several monsters
need to all be very close to you, which
probably means they are all beating on you
— not a good thing. To make matters
worse, the seal spells have a very high miss
rate, and often simply do nothing. While in
large-scale player vs. player battles these
spells can often be a great boon, they are
usually a waste of time away from major
battlefields.

¢ Soloing or Grouping. You're going to get
better experience if you group up. It's a
fact of life for everyone by the time they
are in their twenties. But the Shaman is also
one of the better solo classes in the game.
Able to take both roles well — either con-

tributing to groups with good damage,
heal over times, and buffs, or putting those
skills to solo play — the Shaman is a versatile
class that is a good pick for someone who
likes options. Soloing is generally a far bet-
ter way to earn coin than grouping, so use
it to stay in good gear.

* Adena Quests. By the time you leave
Orcland and head to the mainland for the
first time, you should be in outstanding
equipment. Orcland has some of the best
repeatable adena quests in the game, and
many players head back there during their
20s to continue farming those quests for
coin. There are also some mainland adena
quests that you can repeat over and over —
look for those, because staying in the best
equipment possibly is crucial to success.
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WARCRYER (<€ ORC SHAMAN <€ ORC MYSTIC)

As a Warcryer, you are primarily focused on tower work until about Level 50.) Two or
party buffs and single-target attacks. This three Freezing Flames should put them at 1
means that you use less MP per cast then your HP.

Overlprd cousin, but you affect fewer targets  While a good DoT spell, Venom holds no
at a time. cards compared to your Freezing Flame

and Frost Flame. Don't expect to use

* Even when soloing, the only Venom very often at all

buffs you have (besides Soul
Shield) are party buffs, and
thus cost a good amount
of MP and time.

e Warcryers are huge
assets to the party, serv-
ing as a combined
Prophet and Sorcerer

e Remember, Chant of Life is a good heal
over time spell for your party, but it doesn’t
work fast. Try not to get into any difficult
situations with your party, or you might
find yourself wishing for Resurrect!

* While you don’t get many levels in Seal of
: > Binding, a mass-root is very useful in many
_ with their situations. Give it a shot when you find
- N good \ , 3 yourself (or a party member) swamped by
= (p‘fj'n . L LS . monsters. If it doesn’t work, you can always
: ',jtlll l?' | T :

individually Dreaming Spirit them.

e,

i

buffs and even
better attacks. If your
primary hunting style

is partying, wear magic HP / MP BY LEVEL
robes or at least light LEvEL HP MP_  _LeviL HP MP_
armor so that you have 41 1366 767 61 2627 1621
the added MP/regen ' 42 1425 807 62 2695 1667
rate and can both AN L 43 1484 847 63 2763 1713
buff and DoT. Such - g> B W @8 &5 om0 1806
powerful spells . ‘ 46 1665 969 66 2971 1854
don’t come cheap MP-wise! 47 1726 1010 67 3041 1901
. ; e 48 1787 1052 68 311 1949
Almedtbramnospriand - AN E W oW 8 Gm B
an signifi &> 50 1912 1136 0 3254 2045
reduce an enemy’s hit points. Use 51 1974 1179 71 3325 2094
this tactic for soloing, and finish up with 52 2038 1222 72 3398 2143
either a regular hit or Steal Essence, 53 2101 1265 73 3470 2192
depending how high your HP are. 54 2166 1308 74 3543 2242
55 2230 1352 75 3617 2291
e Even as one of the slowest classes in Aden, 56 2295 1396 76 3691 2342
there are still monsters you can kite. Keep 57 2361 1440 71 3766 2392
an eye out for golem types. (Enchanted gg gjgé :ggg ;g 23‘1‘; gjgi
Iron and Stone Golems near the Ivory 50 2560 1575 80 3992 2518
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warves always attempted to side with

the most powerful race as they are

entrepreneurial in nature and

renowned for business savvy and
organization skills. All Dwarves are Fighters
and do not use magic. Like Orcs, they have
high CON and high MEN, which gives them
lasting power.

Dwarf Fighters can choose to be Artisans
(crafting of items from materials and parts) or
Scavenger (locating of items from materials
and parts). Both classes get identical fighting
skills (flexible armor, blunts and/or polearm).

While initially all the items a resident of Aden
needs can be purchased in stores, many
of the most powerful items in
the game can only be
constructed through a
combination of efforts
between Scavenger and Artisans. This makes
Dwarves a critical part of the Lineage Il econo-
my.

DWARVEN FIGHTER

| Scavenger

I Bounty Hunter 40 Warsmith

Artisan |




PRIMA O'FFiCiI ae Guide "

DWARVEN VILLAGE

KEY

Miner May
Miner Maron

Miner Bolter

VWO

Bronze Key's Keef
Black Anvil’s Arin

Gray Pillar’s Filaur

Iron Gate’s Lockirin
Silver Scale’s Balanki
Golden Wheel’s Spiron

Guide Gullin

o0

Priestess of the Earth
Chichirin

Foreman Lateron (on deck)

Priest of the Earth Gerald

Priest of the Earth Daichir

Priest of the Earth Zimenf

Captain Croto
Gauri Twinklerock
Maryse Redbonnet

Collector Pippi
Collector Gouph

& @0Qe

Magic
Trader Mion (Jewelry)
Trader Garita (Jewelry)

Wanderer Dorff

- ON=]

Smithy
Head Blacksmith Bronk

NA

Blacksmith Brunon ¢

NA

Blacksmith Silvera 3¢
Gatekeeper Wirphy

Qe

Warehouse
Warehouse Chief Reed
Warehouse Keeper Airy *

Carrier Torocco (behind)

€@ Weapons & Armor
Traders Reep, Shari

@® & Strip Mine (DwF start)
Defender Dinkey
Defender Proton
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@ » Western Fields

Defender Nathan
Defender Tardyon

® » Abandoned Coal Mine

Defender Ethan
Protector Paion

@ > Northern Fields,
N entrance of both mines

Nyakuri (toward dungeon)

Defender Cromwell
Defender Runant

Warehouse Keeper Murphy si
# Fighter Trainer




D\X/ARF D\X/ARVEN VILLAGE

A Dwarf’s lot in Lineage Il is one of patience
and perseverance, and Dwarfland gives a you
good preparation in both of those. The avail-
able quests are both repetitious and lucrative
(including a couple that give 60 SP each time
you complete them). After awhile, you'll
decide that you don’t want to see another Bat
or Weaver or Tarantula for a year or two, but
you’ll be sitting on a nice nest egg when you
do.

Dwarfland is distinguished by having two dun-
geons, including one that begins at Level 6. It
could be a couple of weeks before you venture
into any other “starting”’ dungeon, but you
can be profitably employed in the Abandoned
Coal Mines within an hour after you create
your Dwarf.

There is little to distinguish the rest of
Dwarfland, except perhaps the uniform pro-
gression of the creatures surrounding it. With
no other important landmarks in the area, it's
easy to move gradually, and smoothly, from
lower-level creatures to higher levels as you
travel farther from the Dwarven Village.

Appropriate Levels. 1-25. The highest crea-
tures (to the far northeast, and at the deepest
of the Mithril Mines) barely surpass Level 20.

Good Locations. Dwarfland tends to have
few visitors — it costs 6000 adena to teleport
here. That’s a lot of cash for a low-level charac-
ter, and there isn‘t much incentive for higher

levels to make the jump. That means you can
usually find someplace to call your own for an
hour or so, even if it isn't your first choice.

While you're out in the wilderness, keep an
eye out for PKers, but without the quick-kill
skills of other classes, you usually don’t have to
worry about red Dwarves.

What Monsters Help. Goblin types (but not
Goblin Lords), Utuku Orc types, Blade Bats,
Garum Werewolves, Barbed Bats, Magical
Weavers, Hunter Bears, Hunter Tarantulas,
Plunder Tarantulas, Whinstone Golem:s,
Obsidian Golems

What Monsters Aggro. Goblin Brigand
Lieutenant and Leader, Plunder Tarantula,
Twink Puma

Things to Watch For
Archers. Utuku Orc Archers

Casters. Whinstone and Obsidian Golems (dam-
age), Magical Weaver (Mana drain, damage)

DWARVEN VILLAGE REGU LAR QUESTS

QuEST Lv. _ RAce/CLAsS WHAT? WHo Gives I1? WHERE? RP1? REWARD

Dwarf’s Tutorial 1 Dwarf Hunt/Collect ~ Miner Maron or May Starting Area N Elmore Map

Miner’s Favor 2 Al Delivery Miner Bolter W of Dwarven Village N 450a

Revenge of the Red Bonnet 4 Al Hunt/Collect ~ Maryse Redbonnet Dwarven Village Y 100a, 300a, 500a, or 5000a
Brigands Sweep 5 Dwarf Hunt/Collect ~ Golden Wheel's Spiron Dwarven Village Y x 12a, x 33a, x 36a; 100a

The Hidden Veins 6 Dwarf Hunt/Collect  Gray Pillar's Filaur Dwarven Village Y x10a; 1000a

Covert Business 10 Dwarf Hunt/Collect  Bronze Key's Keef Dwarven Village Y Rg. of Raccoon* (or 2400a), 60sp
Jumble, Tumble, Diamond Fuss 10  Dwarf Hunt/Collect  Collector Gouph Dwarven Village N Silversmith Hammer

Dreaming of the Skies 11 Al Hunt/Collect  Black Anvil’s Arin Dwarven Village Y Ring of Firefly* (or 2400a), 60sp
Gatekeeper’s Favor 15 All Hunt/Collect ~ Gatekeeper Wirphy Dwarven Village Y Gatekeeper Token

Tarantula’s Spider Silk 15 All Hunt/Collect  Trader Mion (¥ = pre-req)  Dwarven Village Y x20a
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KEY
(ABANDONED COAL MINES)

©® 2 Utuku Orc (6)
1 Utuku Orc Grunt (7)
® 6 Black Timber Wolf (6)
6 Goblin Brigand (8)
6 Utuku Orc Grunt (7)
©® 9 Garum Werewolf (9)
10 Utuku Orc (6)
9 Utuku Orc Archer (8)
10 Utuku Orc Grunt (7)
6 Garum Werewolf (9)
6 Goblin Brigand (8)
5 Goblin Brigand Lt. (10)*
4 Blade Bat (10)
4 Blade Bat (10)
3 Goblin Brigand Lt. (10)*
3 Goblin Brigand Lt. (10)*
9 Gemstone Beast (12)
10 Magical Weaver (11)
9 Barbed Bat (12)
9 Gemstone Beast (12)
9 Magical Weaver (11)
® 7 Barbed Bat (12)
7 Gemstone Beast (12)
6 Goblin Lord (13)
@ 4 Blade Bat (10)
5 Garum Werewolf (9)
4 Magical Weaver (11)

Appropriate Levels. 6-16

What Monsters Help.
Goblin types (but not Goblin
Lords), Utuku Orc types, Blade
Bats, Garum Werewolves,
Barbed Bats, Magical Weavers,

What Monsters Aggro.
Goblin Brigand Lieutenant

Archers. Utuku Orc Archers

Casters. Magical Weavers
(Mana drain, damage)

& 00000
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Mﬂps Caurfesﬂ

of Duncan

ABANDONED COAL MINES (DWARVEN DUNGEON)

|

* Asterisks indicate aggressive monsters.

KEY (MITHRIL MINES)

© 2 Akaste Bone Soldier (12)*
2 Mineshaft Bat (11)
3 Monster Eye Tracker (10)
® 3 Akaste Bone Soldier (12)*
4 Mineshaft Bat (11)
4 Monster Eye Tracker (10)
2 Darkstone Golem (13)
2 Mineshaft Bat (11)
3 Darkstone Golem (13)
3 Mineshaft Bat (11)
4 Akaste Bone Soldier (12)*
4 Darkstone Golem (13)
5 Akaste Bone Archer (14)
5 Akaste Bone Soldier (12)*
5 Akaste Bone Archer (14)
4 Akaste Bone Soldier (12)*
5 Darkstone Golem (13)
3 Akaste Bone Soldier (12)*
3 Will-O-Wisp (15)
© 2 Akaste Bone Archer (14)
2 Akaste Bone Soldier (12)*
2 Will-O-Wisp (15)

© ¢ o © o

©

5] e e

5000868

3 Darkstone Golem (13)

4 Will-O-Wisp (15)

2 Boogle Ratman (16)

2 Opal Beast (15)*

2 Ore Bat (17)*

7 Opal Beast (15)*

5 Boogle Ratman (16)

5 Corpse Candle (15)

4 Will-O-Wisp (15)

2 Boogle Ratman (16)

3 Corpse Candle (17)

5 Corpse Candle (17)

6 Opal Beast (15)*

5 Pitchstone Golem (19)

5 Akaste Bone Warlord (17)*
5 Boogle Ratman Leader (18)
5 Ore Bat (17)*

5 Ore Bat (17)*

6 Akaste Bone Warlord (17)*
5 Akaste Bone Warlord (17)*
3 Akaste Bone Lord (19)*

3 Akaste Bone Warlord (17)*
3 Pitchstone Golem (19)
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Room connections

Entrance

3 Boogle Ratman Leader (18)
4 Pitchstone Golem (19)

4 Akaste Bone Lord (19)*

3 Boogle Ratman Leader (18)
4 Pitchstone Golem (19)

5 Akaste Bone Lord (19)*

5 Nightmare Weaver (21)*

4 Pitchstone Golem (19)

5 Akaste Succub. Turen (21)*
3 Akaste Bone Lord (19)*

4 Akaste Succub. Turen (21)*
4 Nightmare Weaver (21)*

4 Akaste Succubus Tilfo (22)*
13 Akaste Succubus Tilfo (22)*
13 Akaste Succub. Turen (21)*
4 Akaste Bone Soldier (12)*
4 Mineshaft Bat (11)

5 Monster Eye Tracker (10)

4 Darkstone Golem (13)

4 Akaste Bone Archer (14)

4 Akaste Bone Soldier (12)*
4 Darkstone Golem (13)

4 Opal Beast (15)*

Map Caurtesy
0/[ Dunican

North
Entrance

5 Akaste Bone Soldier (12)*
5 Darkstone Golem (13)

4 Mineshaft Bat (11)

1 Ore Bat (17)*

5 Akaste Bone Archer (14)
5 Akaste Bone Soldier (12)*
6 Mineshaft Bat (11)

2 Opal Beast (15)*

3 Will-O-Wisp (15)

4 Boogle Ratman (16)

3 Ore Bat (17)*

4 Will-O-Wisp (15)

6 Boogle Ratman (16)

7 Corpse Candle (17)

4 Corpse Candle (17)

4 Opal Beast (15)*

Appropriate Levels. 12-22

What Monsters Help.
Akaste Skeleton types, Boogle
Ratman types, Corpse Candles,
Mineshaft Bats, Darkstone
Golems, Monster Eye Trackers,
Pitchstone Golems, Succubus

types

What Monsters Aggro.
Akaste Bone Soldier and Lord,
Opal Beast, Ore Bat,
Nightmare Weaver

Things to Watch For
Archers. Akaster Bone Archers

Casters. Corpse Candle and
Will-O-Wisp: Splash

Akaste Succubus (both): Sleep
Pitchstone and Darkstone
Golem: damage

Monster Eye Tracker: Hold
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DWARVEN FIGHTER
PROS

e Great clan members — can supply clans
with much-needed supplies.

e Dwarves have two unique skills — Spoil
produces added drops, while Crafting pro-
duces crafted goods

e Can make money crafting by buying mate-
rials and selling finished goods

e Can be a tank in battle due to high HP

¢ With their high Constitution, Dwarves have
a lot of HP and a very good stun rate.

CONS

* No real special combat abilities
* No buffing abilities

* Not good for casual play — requires a lot
of patience and perseverance

e Dwarves have an even slower run speed
then Humans, which makes them an easy
kite for archers.

THE BASICS

e Every Dwarf belongs to a workman associa-
tion and goes through a period of training
to learn how to craft various weapons and
armors and gather materials for those
items. For Dwarves, leveling through hunt-
ing is not as important as to other Fighter
classes. Their major ability is taking items
from monsters and selling items that they
themselves create.

* Since Dwarves can score more drops, and
can craft items as they progress, they tend
to have much more available cash than
other characters at the same level. Played
efficiently, a Dwarf will use that extra cash
to make life easier for himself as he levels.
Of course, this is somewhat offset by the
lack of other special abilities.
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(STR )(wn )(CON )
(INT )(DEX )(MEN)

e Dwarfland is possibly the most isolated
region in the game, both because it’s phys-
ically separated from the mainland, and
because it breeds no Mystics.
Consequently, many options and decisions
that other players face are simply not a fac-
tor here. What kind of group will you form?
Unless a caster from another race is ready
to join you, you're choosing between solo
Fighter, Fighter/Fighter, or maybe
Fighter/Fighter/Fighter.

¢ Hunting styles are similar to that of other
fighting classes. In the party, a Dwarf’s
stoutness lets her play an important role as
a tanker, based on higher-than-average hit
points and great physical strength.

¢ Every clan needs a Dwarf Warsmith and
spoiler (Bounty Hunter). You'll be popular
at higher levels.

¢ Dwarves have higher encumbrance ability
and inventory space due to their stoutness.

¢ Some feel that it’s not really worth spend-
ing time crafting till Level 50 or so. Profit
margin prior to then can be pretty small.
(But others will respond: every little bit
helps. And the increased profits, invested
wisely in better equipment, will increasingly
add up.)

¢ Lots of Dwarves make mule characters to
produce soulshots. Until you can craft hard-
to-find items, that’s a prime money-maker.

* The Dwarf Level 20 Scavenger quest is the
longest Profession Quest in the game, all
classes considered. Be prepared to spend a
while completing it! (By the time you com-
plete it, you'll wish you had a large nail to
pin Toma down to one place.)



e Dwarves have one of the hardest starting
locations (no magic, no other skills, just lots
of Dwarves).

e Take your weapon skills first, then Spoil,
then Sweep, then armor skills.

e Don’t worry about wielding un-Dwarflike
weapons, like swords and daggers. You
don’t start specializing until you hit 20 and
choose a profession. Some prefer a dagger
(which is Very Fast) to anything else that
can normally be found. And a bow is occa-
sionally useful for pulling one mob away
from a companion who would also aggro if
you didn’t pull the first one.

e Save one of each recipe you find, and sell
the rest. Don’t try to sell the rest to other
Dwarves (if you found two, there probably
will be plenty of them in circulation), just
take them to the store.

e Don't save upper-level recipes unless you
might become an Artisan, or you have an
Artisan to give them to. But don’t discard
recipes just because they’re marked as
“Crafting 2.” Check the list in this guide for
which ones are really Crafting 1.

AT LEVEL 10, YOU HAVE A CHOICE TO MAKE.

e First Choice. Learn the skills you can (includ-
ing Crafting), then spend the adena to
cross over to Talking Island. Partner with a
healer and maybe another Fighter and start
cranking EXP/SP.

e Second Choice. Run the Level 10-12 quests:

At Level 10/11 run the two Elder quests
(for bat fangs and floating stones) as often
as you can. The first time you get a nice
M.Def ring and 60 SP each. Do them again
(and again, and again) for 2400 adena and
60 SP each. (That’s about another 50
adena per kill — a very nice bonus — and
the SP don't hurt either.)

If you stayed in Dwarfland, also run the
Silversmith’s Hammer quest as soon as you
can — a much nicer weapon than you've
had so far (unless you’ve been twinked or
grabbed an extraordinary drop), that you
get for free. That’s a good time to make
the switchover to blunt weapons.

Once you're tired of killing Bats and
Magical Weavers, cross over to Aden and
find some non-Dwarf friends. If you're
nearly to Level 15, you might stick around
Dwarfland to get the skills at that level.
Otherwise, leave earlier.

Don’t come back until you're ready to run
your Level 20 Profession Quest.

If you’re going to be a crafter, buy all the
components you can from other players.

One good reason to leave Dwarfland —
not a lot of other Dwarves want to sell
goods to you, while most other races are
happy to unload goods on you, sometimes
for less-than-store prices. When someone
gives you a sweet deal, be sure to be prop-
erly appreciative — if you're staying in the
same area for awhile, you're almost certain
to see the same player again, and you'll
want him to remember you kindly.

- 3 ]
N
HP / MP By LEVEL
LEVEL HP MP LEVEL HP MP

1 129 39 1" 346 114
2 150 46 12 369 122
3 17 53 13 392 130
4 192 60 14 415 138
5 213 68 15 439 146
6 235 75 16 462 154
7 256 83 17 487 163
8 278 91 18 511 171
9 301 98 19 535 180
10 323 106 20 560 188
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SCAVENGER (< DWARVEN FIGHTER)

Scavengers are part of the two-part crafting
system in Lineage Il — Scavengers/Bounty
Hunters gather materials, and
Artisans/Warsmiths make the items. Both class-
es rely heavily on each other.

¢ Since gathering materials is your main role,
what you hunt will often be dictated by
what materials you are trying to gather.

¢ While you do not craft any items, there are
five materials you can combine: braided
hemp (for all stems), course bone powder
(for all animal bones), leather (for all animal
skins), cokes, and steel. Make sure you keep
those five recipes.

¢ Unless you're a clan leader, you should
almost earn enough SP to learn all your
skills as soon as they become available.
Learn Spoil, Blunt Mastery, Stun Attack and
then other passive skills. Unlike other class-
es, all Scavenger skills do exactly what they
say they do in the skill list, so they don't
need further description here.

e Skip Light Armor Mastery, because you
should always be in heavy armor.

¢ Scavengers have the advantage of high HP
and fast regeneration, but since you give
up all the Fighter skills to be able to Spoil,
and tend to use all your MP to Spoil, you
aren’t a prime solo candidate. Stick to easy
monsters if you get stuck soloing. That can
be frustrating, since you'll want to hunt
hard monsters for the spoils.

¢ By this point, you should be through with
anything but one-handed blunt weapons
— you get Stun and Blunt Mastery, and
your shield will block many arrows. (Well, a
good polearm is handy when you’re wad-
ing into a crowd of mobs, especially lower-
level critters, once you have Wild Sweep.)

* In a group, you will mainly spoil when you
have the MP, and do a little damage. You
can tank quite well, but remember that you
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have no Hate skill to keep aggro on you, so
your Mystics and healers must be careful!
While Stun is very useful, especially with
your high Dwarf CON, it takes up MP that
could otherwise be used on spoiling.

¢ As part of a clan, spoil, spoil and more
spoil. Did | mention spoil? You will gather
materials for the Artisans in your clan to
turn into C-grade items that you and your
friends will need soon.

e For crafting tips, see Collecting &
Crafting, p. 119.

HP / MP By LEVEL
LEVEL HP MP LEVEL HP MP
21 617 201 31 1216 337
22 675 214 32 1279 352
23 733 227 33 1342 366
24 791 241 34 1406 380
25 850 254 35 1470 395
26 910 268 36 1535 410
27 970 281 37 1600 425
28 1031 295 38 1666 440
29 1092 309 39 1732 455
30 1154 323 40 1799 470
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Artisans, as the name implies, are the crafters oddly enough looks a lot like R2-D2) for

of Aden. While many items can be obtained the mere cost of a few D-grade crystals.
from stores or monsters, it is Artisans and Your advantage over other summoners is
Warsmiths who provide most of the upper level that you can make your own crystals
items, and it is Artisans and Warsmiths who can instead of having to buy them. The disad-
craft lower-level items for cheaper prices. vantage is that you don’t get the summon-

¢ Artisans have the unique ability to create er buffs/heals.
items. (Well, nearly unique. Scavengers can e For crafting tips, see Collecting &
craft too, but only low-level items.) While it Crafting, p. 119.
is expensive to create items, the value of a
full, crafted item is sometimes nearly dou-
ble the costs of the materials.

e Crafting takes a lot of MP, and thus a lot of
time. Sadly, it is sometimes more profitable
hunting then crafting, even though the lat-
ter is the Artisan’s forté.

* Alternative perspective: crafting takes MP,
but if you craft as you collect items, you’ll
rarely run low on MP, and even then it
regenerates within a couple of minutes.
You'll rarely be hindered in your crafting by
a lack of MP.

* Now that you have completed your Level
20 quest and become an Artisan, the first
thing you want to do is get skills. Choose
wisely; | would suggest getting Create Item
at each opportunity before getting any-
thing else.

e |t'd probably be good to get into a group
right now. Find someone you work well
with; a lot of the good EXP comes from
monsters with a lot of HP, and you need _
more firepower against them. Also, you
need to find Scavenger buddies who can HP/ MP By LEVEL

hook you up with cheap materials. LEVEL HP MP  _Leve HP MP
. 21 613 201 31 1175 337
e At 21, make sure to go to Talking Island to 22 667 214 32 1234 352
get the Seed of Evil quest. There is also a 23 722 221 33 1293 366
good quest (Blood Fiend) in EIf Town, as 24 m 24 34 1353 380
well as a few other 21 quests scattered 25 832 254 3 1413 335
around Aden. 26 888 268 36 1474 410
27 944 281 37 1535 425
* At Level 28, the Artisan gets a new skill, gg }gg; ggg gg }gg; 2‘5‘2
Summon Mechanical Golem. As the name %0 i - o L ]

implies, this skill summons up a pet (who
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BOUNTY HUNTER

(<« SCAVENGER <€ DWARVEN FIGHTER)

WARSMITH

(<€ ARTISAN <€ DWARVEN FIGHTER)

There are very few differences between Bounty
Hunters and Warsmiths. Bounty Hunters get
better Spoil skills and can Fake Death, while
Warsmiths get better Crafting skills and can
summon Golems and create crystals.

¢ Think of Hammer Crush as an extended
Stun. It has more power and a greater
chance of working on higher level crea-
tures. Note that, with the Chronicle 1
update, Stun was changed to last 9 sec-
onds (instead of 6) but has a chance of
being interrupted on hits.

¢ Whirlwind, used with a polearm, hits each
and every enemy around you in a 360° arc
with 100% accuracy. You will use this skill
constantly in sieges.

e Whirlwind is the higher level version of
Wild Sweep. There is a big difference
between the two, though. Where Wild
Sweep hit a target and the enemies around
it in a fan, Whirlwind hits all surrounding
enemies with no specific target. The bad
news is, it doesn’t work on people, even
with the Ctrl key.

BOUNTY HUNTER

Bounty Hunters are high-level Scavengers.
They continue to progress to higher levels of
Spoil and other masteries, but are identical in
play style and role in a party or clan.

* This is where things really pick up for you.
Many C-grade and higher recipes, as well
as many other items, can only be obtained
with Spoil. For other things like enchant-
ment scrolls, you will spoil them about ten
times more often then they would drop
otherwise (which still makes them rare, but
at least gives you a better shot at them).

¢ Fake Death allows you to fall over and play
dead until the monster wonders off or you
run out of MP. This is a lifesaver, but be
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aware that monsters will then immediately
turn on the rest of your party.

¢ During this time, you will be focused on
gather materials for B-grade items for your-
self and your clan. Your combat skills will
continue to fall farther behind other classes.
One “catch”: once you have a B weapon
you’ll want B soulshots — good luck find-
ing those! Get that C-grade Yaksa Mace to
+3 and hold onto it.

WARSMITH

There are few differences between Artisans and
Warsmiths. The two classes are played in the
same fashion and have almost the same skills.

* Your new Summon Siege Golem skill sum-
mons a huge golem that does amazing
damage on castle walls and doors, but very
little damage on living targets. Impressive
and massive, this golem costs a whopping
300 C-grade crystals and takes 5 minutes of
non-interruption to cast. The golem can
only be summoned during a siege.

HP / MP By LEVEL

41 1892 1810 495 61 3895 3722 1048
42 1985 1899 521 62 4002 3825 1077
43 2079 1989 547 63 4111 3928 1107
44 2174 2079 573 64 4220 4032 1137
45 2269 2171 600 65 4329 4137 1167
46 2366 2262 626 66 4440 4242 1198
47 2463 2355 653 67 4551 4349 1229
48 2560 2448 680 68 4663 4455 1259
49 2659 2542 707 69 4776 4563 1291
50 2758 2637 734 70 4889 4671 1322
51 2858 2732 1762 71 5003 4780 1353
52 2958 2828 789 72 5118 4890 1385
53 3059 2925 817 73 5233 5000 1417
54 3161 3022 845 74 5349 5111 1449
55 3264 3120 874 75 5466 5222 1481
56 3367 3218 902 76 5584 5334 1513
57 3471 3318 931 77 5702 5447 1546
58 3576 3418 960 78 5821 5561 1579
59 3682 3518 989 79 5941 5675 1612
60 3788 3620 1018 80 6062 5790 1645
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* Recipes are fairly common drops/spoils off
of monsters, and remember, you don’t have
to collect them all! Keep one of every recipe
you get as a drop, and if you find yourself
trying to craft something that you don’t
have the recipe for, see if you can/want to
hunt for it (check the Drop List in this
book). If not, buy it from someone elsel!

e Materials aren’t as easy as recipes, just
because of the sheer number that you need
to collect. This is where clans/friends are
really handy; if you have 10+ people look-
ing for iron ore, you get a lot more iron in
a lot less time. While it looks like you are
spending a lot on materials, you will get a
lot more back when you sell/use the item
made.

* You can also set up a Private Store to buy
ingredients. As a Dwarf, you can offer to
buy up to five different items. As long as
you set a fair price (usually, something a bit
above what an NPC vendor would pay —
the vendor prices are listed in this guide for
all items in the “Pays” column) and have
patience, you're likely to get what you
want.

¢ Unfortunately, when this guide went to
press, you were still unable to use the wish
list to select any item to buy. Until that list
appears, you have to have at least one of
any item you want to buy. There’s a least
one work-around (other than constant chat
shouts, which can get real obnoxious real
fast) — set up a Private Store, and then list
in your message what you want to buy that
you don’t have.

* Some players will insist that you pay them
close to full store selling price (not buying
price). Of course, you don’t have to do
business with those players. Other players
will be happy to simply give you the mate-
rials they’ve picked up, out of the goodness
of their heart or because they don’t want
to carry them around in inventory. In either

case, be appropriately grateful.

If you’re looking for an exceptionally rare
drop, you might have more luck setting up
a store near the mobs that carry it and
offering to buy it, rather than trying to pick
it up yourself. This is particularly true when
the mob in question is orange or red to
you. If it’s very rare, expect to pay a premi-
um price for the drop.

MP and time are the real buffers on heavy
duty crafting. If you are trying to create a
bunch of items that take 80 mana each to
make, and you only have 300 mana, you
will have to rest every 3 makes or so. A lot
of Dwarves get robes because of this, but
note that robes just give you more mana;
they don’t speed up your regeneration
speed.

Never waste material crafting, especially
crafting none-grade or D-grade items. You
can buy those items at the NPC stores, but
cannot buy the key materials.

Alternative approach: craft away, sell what
you make, and use the extra cash to get
better equipment. That can boost you
faster into higher levels.

If you make a diligent effort to collect
recipes, it won’t be long before you're
maxed out on your carrying capacity.
Remember to take advantage of warehous-
es for storage of more infrequently used
recipes. This guide lists every recipe’s mate-
rials (so you don’t have to liberate it from
the warehouse just to review the ingredi-
ents), and you can simply check off the
recipes you have on the Recipe List here.

SR N\
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EQUIPMENT
WEAPONS

For each weapon, its P.Atk and M.Atk values are listed, followed by the number of soul or spirit
Shot it requires (for an automatic, max-damage strike). The next three columns list its weight
(Wt.), how much an NPC trader will pay for it (Pays, rounded to the nearest thousand if over
100,000) and what type of Crystals (and how many) you get if you crystallize it.

ONE-HANDED BLUNTS TWO-HANDED BLUNTS

(ATK. SPEED 379) (ATK. SPEED 325)

ITEM PA M.A Svot Wr.  Pavs CRrysTALs ITEm PA M.A Sior Wr.  Pays CRrysTALs

Apprentice’s Wand 5 7 - 130 69 - Willow Staff 11 12 - 1080 6250 -

Apprentice’s Rod 6 8 - 1330 38 - Eldritch Staff 13 13 - 1050 127k -

Guild Member’s Club 6 5 - 1910 69 - Red Sunset Staff 13 13 - 1700 127k -

Club 8 6 - 1870 384 - Staff of Sentinel 13 14 - 1800 168k -

Heavy Chisel 10 8 - 1890 4035 - Cedar Staff 16 16 2 1090 27k -

Mace 1M1 9 - 1880 6250 - Journeyman'’s Staff 23 22 2 1070 68k —

Wand of Adept 11 13 - 1300 127k - Mage Staff 30 28 2 1050 122k -

Sickle 12 9 - 1850 9250 - Bone Staff 39 35 2 1060 205k D(743)

Silversmith Hammer 13 10 - 1860 127k - Conjuror’s Staff 50 43 2 1030 322k D(1170)

Dwarven Mace 17 12 2 180 27k - Mystic Staff 50 43 2 1040 322k D(1170)

Bone Club 24 17 2 1850 68k — Staff of Mana 50 43 2 1040 322k D(1170)

Buzdygan 31 21 2 1800 122k - Staff of Magic 62 52 2 1020 484k D (1758)

Iron Hammer 31 21 2 1850 122k - Goat Head Staff 77 63 3 1000 700k D (2545)

Hand Axe 40 26 2 1820 205k D (743) Atuba Hammer 9 72 3 1010 900k D(3272)

Heavy Mace 40 26 2 1800 205k D (743) Atuba Mace 9 72 3 1010 900k D(3272)

Scalpel 40 26 2 1810 205k D (743) Ghost Staff 9 72 3 1000 900k D (3272)

Work Hammer 40 26 2 1790 205k D (743) Crystal Staff 103 81 2 1020 1145k C(916)

Doom Hammer 41 43 2 1200 322k D(1170) Heavy Doom Axe 103 81 2 1010 1145k C(916)

Mace of Judgment 41 43 2 1280 322k D (1170) Heavy Doom Hammer 103 81 2 1020 1145k C(916)

Mace of Miracle 41 43 2 1250 322k D(1170) Cursed Staff 119 91 2 1000 1435k C(1148)

Mace of Prayer 41 43 2 1300 322k D(1170) Inferno Staff 135 101 3 1000 2150k C(1720)

Tomahawk 51 32 2 1780 322k D (1170) Paagrio Hammer 135 101 3 1010 2150k C(1720)

Spiked Club 64 39 2 1750 484k D(1758) Paradia Staff 135 101 3 1010 2150k C(1720)

Staff of Life 74 72 3 1180 900k D(3272) Sage’s Staff 135 101 3 1000 2150k C(1720)

Heavy Bone Club 79 47 3 1730 700k D (2545) Paagrio Axe 141 104 3 990 2390k C(1912)

Morning Star 79 47 3 1720 700k D (2545) Deadman’s Staff 152 111 3 1010 3065k C (2452)

Skull Breaker 79 47 3 1740 700k D (2545) Demon'’s Staff 152 111 3 990 3065k C (2452)

Tarbar 79 47 3 1730 700k D (2545) Ghoul’s Staff 152 111 3 1000 3065k C (2452)

Stick of Faith 8 81 2 1160 1145k C(916) Sprite’s Staff 170 122 1 960 4340k B (1157)

Bonebreaker 92 54 3 1720 900k D(3272) Staff of Phantom 170 122 1 980 4340k B (1157)

Battle Axe 107 61 2 1720 1145k C(916) Staff of Seal 170 122 1 970 4340k B (1157)

Big Hammer 107 61 2 1710 1145k C(916) Divine Staff 189 132 1 960 6550k B (1746)

Skull Graver 107 61 2 1640 1145k C(916) Staff of Nobility 189 132 1 910 6550k B (1746)

Silver Axe 107 61 2 1690 1145k C (916) Staff of Evil Sprit 189 132 1 930 6550k B (1746)

Club of Nature 111 101 3 1100 2150k C (1720) Dasparion’s Staff 207 143 1 920 9150k B (2440)

Mace of the Underworld 111 101 3 1090 2150k C(1720)

Nirvana Axe 111 101 3 1150 2150k C (1720)

Stick of Eternity 111 101 3 1130 2150k C(1720)

Dwarven War Hammer 122 68 2 1670 1435k C(1148) T\X/O - H A N D E D S\X/O RDS

War Axe 139 76 3 1660 2150k C (1720) (ATK. SPEED 325)

Yaksa Mace 156 83 3 1640 3065k C (2452)

Heavy War Axe 175 91 1 1620 4340k B (1157) ITEM PA M.A Siot Wr.  Pays CRysTALS

Art of Battle Axe 194 99 1 1570 6550k B (1746) Red Sunset Sword 1610 - 1300 127k -

Deadman’s Glory 194 99 1 1600 6550k B (1746) Brandish 21 12 2 250 2k -

Meteor Shower 213 107 1 1600 9150k B (2440) Old Knight's Sword 29 17 2 2100 68k -
Two-handed Sword 78 39 2 2180 484k D(1758)
Claymore 112 54 3 2090 900k D (3272)
Flamberge 130 61 2 2010 1145k C(916)
Great Sword 213 91 1 1930 4340k B (1157)
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ONE-HANDED SWORDS

(ATK. SPEED 379)

ITEm PA M.A Siotr Wr.  Pavs CRystaLs
Squire’s Sword 6 5 - 1600 69 -

Short Sword 8 6 - 1600 384 -
Broadsword 1M1 9 - 1590 6250 -

Sword of Solidarity 129 - 1300 9250 -
Butcher’s Sword 13 10 - 1450 127k -

Blood Saber 14 11 - 1450 16.8k —
Sword of Sentinel 14 11 - 1300 168k -
Gladius 17 12 2 1570 27k -
Handmade Sword 17 12 2 1570 27k -

Orcish Sword 17 12 2 1570 27k -
Sword of Binding 17 12 2 1200 27k -
Rusted Bronze Sword 18 21 2 1400 58k -

Long Sword 24 17 2 1560 68k -

Sword of Reflection 24 17 2 1550 68k —
Sword of Watershadow 24 17 2 1540 68k -
Falchion 31 21 2 1530 122k -

Saber 40 26 2 1520 205k D (743)
Sword of Magic 43 45 2 970 358k D (1301)
Sword of Mystic 43 45 2 980 358k D(1301)
Sword of Occult 43 45 2 970 358k D(1301)
Artisan’s Sword 51 32 2 1500 322k D(1170)
Bastard Sword 51 32 2 1510 322k D (1170)
Knight's Sword 51 32 2 1500 322k D(1170)
Spinebone Sword 51 32 2 1510 322k D (1170)
Crimson Sword 64 39 2 1490 484k D(1758)
Elven Sword 64 39 2 1470 484k D(1758)
Sword of Revolution 79 47 3 1450 700k D (2545)
Elven Long Sword 92 54 3 1440 900k D(3272)
Stormbringer 107 61 2 1430 1145k C(916)
Sword of Whispering Death 111 1001 3 920 2150k C (1720)
Homunkulus's Sword 111 101 3 950 2150k C(1720)
Katana 122 68 2 1420 1435k C(1148)
Raid Sword 122 68 2 1420 1435k C(1148)
Shamshir 122 68 2 1420 1435k C(1148)
Spirit Sword 122 68 2 1420 1435k C(1148)
Caliburs 139 76 3 1400 2150k C (1720)
Sword of Delusion 139 76 3 1400 2150k C(1720)
Sword of Limit 139 76 3 1400 2150k C (1720)
Sword of Nightmare 139 76 3 1400 2150k C (1720)
Tsurugi 139 76 3 1400 2150k C (1720)
Ghoulbane 140 122 1 910 4340k B (1157)
Sword of Valhalla 140 122 1 900 4340k B (1157)
Samurai Longsword 156 83 3 1380 3065k C (2452)
Elemental Sword 170 143 1 830 9150k B (2440)
Phantom Sword 170 143 1 860 9150k B (2440)
Sword of Life 170 143 1 840 9150k B (2440)
Tear of Darkness 170 143 1 830 9150k B (2440)
Dusk Sword 175 91 1 1370 4340k B (1157)
Eminence Sword 175 91 1 1370 4340k B (1157)
Hazard Sword 175 91 1 1370 4340k B (1157)
Keshanberk 175 91 1 1370 4340k B (1157)
Blade of Serenity 175 91 1 1370 4340k B (1157)
Mist Sword 175 91 1 1370 4340k B (1157)
Sword of Desert 175 91 1 1370 4340k B (1157)
Sword of Damascus 194 99 1 1350 6550k B (1746)
Tallum Blade 213 107 1 1330 9150k B (2440)

DAG G E RS (ATK. SPEED 433)

ITEM PA M.A SHot Wr.  Pays CRrysTaLs
Dagger 5 5 — 1160 69 -

Bone Dagger 7 6 - 1150 384 -

Doom Dagger 0 9 - 1130 6250 -

Knife 10 9 - 1140 6250 -
Cybellin’s Dagger 0 9 - 400 6250 -
Dagger of Adept 11 10 - 1050 127k -
Eldritch Dagger 11 10 - 1130 127k -

Red Sunset Dagger 11 10 - 1100 127k -

Dirk 15 12 2 13 27k -
Skeleton Dagger 16 13 2 1100 333k -

Neti’s Dagger 19 16 2 1000 - -
Shining Knife 21 17 2 1120 68k -
Throwing Knife 21 17 2 1120 68k —
Sword Breaker 27 21 2 1110 122k -
Assassin Knife 35 26 2 1100 205k D (743)
Crafted Dagger 35 26 2 1100 205k D(743)
Conjurer’s Knife 45 52 2 750 484k D(1758)
Dagger of Mana 45 52 2 750 484k D(1758)
Shillien Knife 45 52 2 750 484k D(1758)
Miystic Knife 45 52 2 760 484k D(1758)
Poniard Dagger 45 32 2 1090 322k D(1170)
Kukuri 56 39 2 1080 484k D (1758)
Cursed Maingauche * 62 42 3 1070 700k D (2545)
Maingauche 69 47 3 1070 700k D (2545)
Mithril Dagger 80 54 3 1060 900k D (3272)
Soulfire Dirk 86 91 2 750 1435k C(1148)
Cursed Dagger 94 61 2 1040 1145k C(916)
Darkelven Dagger 94 61 2 1050 1145k C(916)
Wolverine Needle 94 61 2 1040 1145k C(916)
Stiletto 107 68 2 1030 1435k C(1148)
Dark Screamer 122 76 3 1010 2150k C(1720)
Grace Dagger 122 76 3 1020 2150k C(1720)
Hell Knife 122 122 1 740 4340k B (1157)
Crystal Dagger 136 83 3 1000 3065k C (2452)
Kris 153 91 1 980 4340k B (1157)
Demon’s Sword 170 99 1 970 6550k B (1746)
Bloody Orchid 186 107 1 960 9150k B (2440)

* Cursed Maingauche has a chance of inflicting bleeding damage (DoT)

on critical hits.

DUAL FISTS (ATK. SPEED 325)

ITEm PA M.A Siot Wr.  Pays CrysTALs
Training Gloves 7 5 - 1580 69 -
Spiked Gloves 10 6 - 1590 384 -

Iron Gloves 13 9 - 1580 6250 -

Fist of Butcher 16 10 - 1400 127k -

Fox Claw Gloves 21 12 2 1560 27k -
Cestus 29 17 2 1570 68k —
Viper’s Fang 38 21 2 1560 122k -
Bagh-nakh 49 26 2 1540 205k D (743)
Single-edged Jamadhr 62 32 2 1550 322k D (1170)
Triple-edged Jamadhr 78 39 2 1540 484k D(1758)
Bich’hwa 96 47 3 1510 700k D (2545)
Scallop Jamadhr 112 54 3 1520 900k D (3272)
Chakram 130 61 2 1490 1145k C(916)
Fist Blade 169 76 3 1480 2150k C(1720)
Great Pata 190 83 3 1460 3065k C (2452)
Pata 204 89 1 1440 3915k B (1044)
Arthro Nail 213 91 1 1420 4340k B (1157)
Bellion Cestus 236 99 1 1390 6550k B (1746)
Blood Tornado 259 107 1 1370 9150k B (2440)




1 PRIMAOFﬁcnal Game GUlde .

2130 4340k B (1157)
2140 4340k B (1157)
2120 4340k B (1157)
2130 4775k B (1273)
2130 4775k B (1273)
2110 4775k B (1273)
2110 4775k B (1273)
2120 5650k B (1506)
2110 5650k B (1506)
2100 5650k B (1506)
2080 5650k B (1506)
2090 5650k B (1506)
2080 6550k B (1746)

2450 1060k C(848) 120k Sw. of Nightm.*Sw. of Nightm. 213 91
2430 1060k C(848) 120k Sw. of Nightmare*Tsurugi 213 91
2460 1060k C(848) 120k | Burugi*Burugi 213 91
2420 1145k C(916) 133k Katana*Samurai Longsw. 220 94
2410 1235k C(988) 48.9k | Raid Sw.*Samurai Longsw. 220 94
2430 1235k C(988) 489k | Shamshir*Samurai Longsw. 220 9%
2390 1235k C(988) 172k Spirit Sw.*Samurai Longsw. 220 94
2410 1235k C(988) 172k Caliburs*Samurai Longsw. 228 97
2370 1235k C(988) 48.9k | Sw ofDelus*Samurailongsw. 228 97
2390 1235k C(988) 489k | Sw of Limit*Samurai Longsw. 228 97
2360 1435k C(1148) 169k Sw. of Nightmr.*Sam. Longsw. 228 97
2410 1435k C(1148) 169k Tsurugi*Samurai Longsw. 228 97
2360 1435k C(1148) 116k Sam. Longsw.*Sam. Longsw. 236 99

2340 1670k C(1336) 230k

Bastard Sw.*Sw. of Revolutn. 124 58
Knight's Sw.*Sw. of Revolutn. 124 58
Spinebon. Sw.*Sw. of Revolutn. 124 58
Saber*Elven Long Sw. 130 61
Artisan’s Sw.*Elven Long Sw. 136 63
Bastard Sw.*Elven Long Sw. 136 63
Crimson Sw.*Sw. of Revolutn. 136 63
Elven Sw.*Sw. of Revolution 136 63
Knight's Sw.*Elven Long Sw. 136 63
Spinebone Sw.*Elven Long Sw. 136 63
Crimson Sw.*Elven Long Sw. 148 68
Elven Sw.*Elven Long Sw. 148 68
Sw. of Revolutn.*Sw. of Revitn. 148 68
Sw. of Revolutn.*Elven Lg. Sw. 155 70

Katana*Caliburs 204 89 1 2220 3915k B (1044)
DUAL SWORDS (@« seeeo 325) Katana*Sw. of Delusion 204 89 1 219 3915k B (1044)
ITEM PA MASH Wr. Pavs Crystas Crarr | Katana*Sw. of Limit 204 89 1 2180 3915k B (1044)
Saber*Saber 73 37 2530 439k D (1594) 93.0k Katana*Sw. ofNightmare 204 89 1 2170 3915k B (1044)
Saber*Artisan’s Sw. 83 41 3 2520 530k D(1927) 162k | Katana*Tsurugi 204 89 1 2210 3915k B (1044)
Saber*Bastard Sw. 83 41 3 2520 530k D(1927) 16.2 | Raid Sw>Caliburs 204 89 1 2190 3915k B (1044)
Saber*Knight's Sw. 83 41 2510 530k D (1927) 16.2k | Raid Sw.*Sw. of Delusion 204 89 1 2180 3915k B (1044)
Saber*Spinebone Sw. 83 41 3 2530 530k D(1927) 16.2k | Raid Sw*Sw. of Limit 204 89 1 2170 3915k B (1044)
Artisan’s Sw.*Artisan’s S 9 47 3 2480 700k D (2545) 174k | Raid Sw.”Sw. of Nightmare 204 89 1 2170 3915k B (1044)
Artisan’s Sw.*Knight's Sw. 96 47 3 2470 700k D (2545) 174k | Raid Sw.*Tsurugi 204 89 1 2170 3915k B (1044)
Bastard Sw.*Artisan’s Sw. 9 47 3 2480 700k D (2545) 174k | Shamshir*Caliburs 204 89 1 2230 3915k B (1044)
Bastard Sw*Bastard S 9 47 3 2470 700k D (2545) 174k | Shamshir'Sw of Delusion 204 89 1 2200 3915k B (1044)
Bastard Sw.*Knight's Sw. 9 47 3 2500 700k D (2545) 174k | Shamshir*Sw. of Limit 204 89 1 2240 3915k B (1044)
Bastard Sw.*Spinebone Sw. 96 47 3 2470 700k D (2545) 174k | Shamshir’Sw. of Nightmare 204 89 1 2210 3915k B (1044)
Knight's Sw.*Knight's Sw. 9 47 3 2460 700k D(2545) 174k | Shamshir*Turugi 204 89 1 2220 3915k B (1044)
Saber*Crimson Sw. 9 47 3 2530 700k D (2545) 32.9k | Spirit Sw*Caliburs 204 89 1 2240 3915k B (1044)
Saber*Elven Sw. 96 47 2510 700k D(2545) 32.9k SpI'rI'tSW*SI/V. OfD'E/l{SIOH 204 89 1 2250 3915k B(1044)
Spinebone Sw.*Artisan’s Sw. 96 47 3 2460 700k D (2545) 174k | Spirit Sw"Sw. of Limit 204 89 1 2240 3915k B (1044)
Spinebone Sw.*Knight's Sw. 96 47 3 2470 700k D (2545) 174k | Spirit Sw."Sw.of Nightmare 204 89 1 2250 3915k B (1044)
Spinebon. Sw.*Spinebon. Sw. 96 47 3 2520 700k D (2545) 174k | Spirit Sw.*Tsurugi 204 89 1 2220 3915k B (1044)
Artisan’s Sw.*Crimson Sw. 107 51 3 2450 830k D(3018) 759k | Caliburs™Caliburs 213 91 1 2140 4340k B (1157)
Artisan’s Sw. *Elven Sw. 107 51 3 2470 830k D(3018) 75.9k | Caliburs™Sw. of Delusion 213 91 1 2140 4340k B (1157)
Bastard Sw.*Crimson Si. 107 51 3 2470 830k D(3018) 75.9k | Caliburs™Sw.of Limit 213 91 1 2150 4340k B (1157)
Bastard Sw.*Elven Sw. 107 51 3 2460 830k D(3018) 75.9k | Caliburs™Sw. of Nightmare 213 91 1 2170 4340k B (1157)
Knight's Sw.*Crimson Sw. 107 51 3 2460 830k D(3018) 75.9k | Caliburs*Burugi 213 91 1 2150 4340k B (1157)
Knight’sSw.*Elven Sw. 107 51 2450 830k D(3018) 75.9k Stonnbrlngeff*SamuralLongsw 213 91 1 2150 4340k B(1157)
Spinebone Sw.*Crimson Sw. 107 51 3 2520 830k D(3018) 759k | Sw ofDelusion™Sw. of Delus. 213 91 1 2150 4340k B (1157)
SpineboneSW.*ElvenSw. 107 51 2460 830k D(3018) 75.9k Sw. OfDe/US._*SW oleg_htmr. 213 91 1 2130 4340k B(1157)
Crimson Sw*Crimson Sw. 118 56 2 2440 980k C(784) 348k | Sw ofDelusion"Burugi 213 91 1 2140 4340k B (1157)
Crimson Sw.*Elven Sw. 118 56 2450 980k C(784) 34.8k Sw. of Limit*Sw. of Delusion 213 91 1 2140 4340k B(”57)
Elven Sw.*Elven Sw. 118 56 2440 980k C(784) 348k | Sw of Limit*Sw. of Limit 213 91 1 2140 4340k B (1157)
Saber*Sw. of Revolution 118 56 2 2420 980k C(784) 235k | Sw ofLimit'Sw. of Nightmare 213 91 1 2130 4340k B (1157)
Artisan’s Sw.*Sw. of Revolutn. 124 58 2 2420 1060k C(848) 120k | Sw:of Limit*Turugi 213 91 } 2120 4340k B (1157)
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Elven Long Sw.*Elven Lg. Sw. 162 73 2340 1910k C(1528) 348k

Stormbringer*tormbringer 175 78 3 2330 2390k c(1912) 32k | CRITICAL HITS

Stormbringer*Katana 183 81 2320 2640k C(2112) 185k

Stormbringer*Raid Sw. 183 81 2340 2640k C(2112) 185k || Each weapon has a certain base chance of
Stormbringer*Shamshir 183 81 2300 2640k C(2112) 185k inflicti itical hit. H h b
Stormbringer*Spirit Sw. 183 81 3 2310 2640k C(2112) 185k || !Nflicting a critical hit. However, those numbers
Katana*Katana 190 83 3 2270 3065k C(2452) 620k |l gre currently in flux, so they aren’t included
Katana*Raid Sw. 190 83 2270 3065k C (2452) 620k h | | Dual Fist d Blunt

Katana*Spirit Sw. 190 83 3 2250 3065k C(2452) 620k €re. In general, Dual FISts an unt weapons
Raid Sw.*Raid Sw. 190 83 2250 3085k C(2452) 620k | have about a 4% chance, Bows and Daggers
Shamshir*Katana 190 83 2310 3065k C(2452) 620k b 12% d all h b 89%
Shamshir*Raid Sw. 190 83 3 2280 3065 C (252 620k || @oout 12%, and all other weapons about 5%.
Shamshir*Shamshir 190 83 2330 3065k C(2452) 620k || |f any change, these are the |ike|y changes;
Shamshir*Spirit Sw. 190 83 2280 3065k C (2452) 620k 0 o . I
Spirit Sw.*Raid Sw. 190 83 2260 3065k C(2452) 620k 4%. Soulfire Dirk, Hell Knife, Bro_adsword, Long Sword, Sword of Solidarity,
Spirit Sw.*Spirit Sw. 190 83 2240 3065k C(2452) 620k Butcher’s Sword, Sword of Sentinel, Homunkulus’s Sword, Elemental
Stormbringer*Caliburs 197 86 1 2260 3490k B (930) Sword, Phantom Sword, Red Sunset Sword.

Stormbringer*Sw. of Delusion 197 86 2230 3490k B (930) 8%. Short Bow, Bow, Guard's Bow, Heavy War Axe, Red Sunset Staff,
Stormbringer*Sw. of Limit 197 86 2240 3490k B (930) Sprite's Staff, Eldritch Dagger, Skeleton Dagger, Cursed Maingauche.
Stormbringer*Sw. of Nightmr. 197 86 2250 3490k B (930) 12%. Silversmith Hammer, Cedar Staff, Willow Staff, Blood Tornado, Guard
Stormbringer*Tsurugi 197 86 2220 3490k B (930) Spear, Blood Saber, Rusted Bronze Sword.
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“EQUIPMENT-WEAPONS |

Crafting Dual Swords BOWS (rRanet 500; Atk. Speen 293 0r 227) "
Blacksmiths will craft several of the dual swords | Atk. Speed 293 and ReUse Delay 1.5 seconds
for you, if you supply them with the original unless otherwise noted with “**.
swords and sufficient adena. See the Craft col- | * Atk. Speed 227 and ReUse Delay 1.1 seconds.
umn for their service charge, in adena. MP lists the MP consumed by each shot with
the bow.
ITEM PA M.A Swor_ Wr.  Pavs _ Crystas MP
ARROWS Short Bow 6 6 - 1950 383 - T
Bow 23 9 - 1930 6250 - 2
Note that arrows can only be used with bows Crescent Moon Bow 3 12 6 600 27k - 2
Hunting Bow 34 12 6 1910 27k - 2
of equal grade. For example, Bone Arrows can | s gow %5 16 6 1850 - - 3
only be used with D-grade bows. Forest Bow 49 17 7 1900 68k - 3
WeiGHT Pars GRADE Guard's Bow 49 17 7 1800 68k - 3
Wooder Arrow 5 T N Composition Bow 64 21 7 1880 122k - 3
Bone Arrow 5 1 D Strengthened Bow 82 26 6 1870 205k D(743) 4
Fine Steel Arrow 4 3 C Dark Elven Bow 105 32 6 1830 322k D(1170) 5
Silver Arrow 4 4 B Elven Bow 105 32 6 1850 322k D(1170) 5
Long Bow * 115 35 6 1830 322k D (1170) 5
Gastraphetes 132 39 8 1840 484k D(1758) 5
Strengthened Long Bow * 179 51 10 1820 700k D (2545) 6
MYST]C \X/EAPO N S Light (.I'Irosg)ow 191 54 10 1810 900k D ((327)2) 6
Crystallized Ice Bow 220 61 8 1790 1145k C (916 7
(ONE-HANDED; ATK. SPEED 379) Elven Bow of Nobility 252 68 8 1760 1435k C(1148) 8
ITem PA MA SHor Wr. Pavs  CRYSTALS Crosshow * 2771 15 8 1770 1435k C(1148) 8
Buffalo’s Horn 6 ] — 660 384 — Akd_t I.ong Bow * 315 83 9 1740 2150k C (1720) 8
Apprentice’s Spellbook 9 12 - 650 6250 — Eminence Bow . 323 83 10 1720 3065k C(2452) 9
Relic of the Saints 19 22 2 610 68k — Heavy CI'OS_SbOW 397 100 3 1720 4340k B (1157) 9
Tears of Eva 19 22 2 630 68k — Bow of Peril 400 99 3 1700 6550k B (1746) 10
Crucifix ofBIessing 25 28 2 620 122k — Carnage Bow 440 107 2 1670 9150k B (2440) 10
Voodoo Doll 25 28 2 630 122k -
Branch of Life 32 35 2 620 205k D(743)
Proof of Revenge 32 35 2 600 205k D(743)
Scroll of Wisdom 2 35 2 610 205 D(43) POLE ARMS (arc seeeo 825; Raner 80)
Temptation of Abyss 3 35 2 610 205k D(743) Iem PA_M.A SHor_Wr.__ Pavs _ CRysTALs
Divine Tome 41 43 2 570 322k D(1170) Short Spear 2% 17 2 2140 68k -
Blood of Saints 51 52 2 580 484k D(1758) Talins Spear 2 17 2 80 68k -
Tome of Blood 51 52 2 570 484k D (1758) Long Spear 31 21 2 2120 122k -
Crucifix of Blood 63 63 3 540 700k D (2545) Trident 40 26 2 2100 205k D (743)
Eye of Infinity 63 63 3 1600 700k D (2545) Dreadbane 50 26 2 300 205k D(14)
Blue Crystal Skull 67 66 3 1600 760k D (2763) Giant Bar 50 26 2 300 205k D(14)
Demon Fangs 67 66 3 1600 760k D (2763) Giant Rod 50 26 2 300 205k D(14)
Ancient Reagent 74 72 3 1600 900k D (3272) Guard Spear 50 26 2 300 205k D(14)
Vajra Wands 74 72 3 1600 900k D (3272) Lady's Fan 50 26 2 300 205k D(14)
Hom of Glory 98 91 2 540 1435k C(1148) Dwarven Trident 51 32 2 2090 322k D(1170)
Tears of Fairy 98 91 2 1600 1435k C(1148) Pike 51 32 2 2090 322k D(1170)
Heathen’s Book 111 101 3 560 2150k C (1720) Dwarven Pike 64 39 2 2070 484k D (1758)
Hex Doll 111 101 3 1600 2150k C(1720) War Hammer 64 39 2 2080 484k D (1758)
Blessed Branch 125 111 3 800 3065k C (2452) War Pick 79 47 3 2050 700k D (2545)
Candle of Wisdom 125 111 3 1600 3065k C (2452) Winged Spear 79 47 3 2060 700k D (2545)
Cerberus Eye 125 111 3 1600 3065k C (2452) Glaive 92 54 3 2050 900k D (3272)
Claws of Black Dragon 125 111 3 1600 3065k C (2452) Body Slasher 107 61 2 2030 1145 C (916)
Phoenix Feather 125 111 3 800 3065k C (2452) Orcish Glaive 107 61 2 2030 1145k C(916)
Scroll of Destruction 125 111 3 1600 3065k C (2452) Scythe 107 61 2 2040 1145k C(916)
Three Eyed Crow’s Feather 125 111 3 1600 3065k C (2452) Bec de Corbin 122 68 2 2020 1435k C(1148)
Soul Crystal 155 132 1 1600 6550k B (1746) Poleaxe 139 76 3 2010 2150k C(1720)
Blood Crystal 170 143 1 1600 9150k B (2440) Scorpion 144 78 3 1990 2390k C(1912)
Unicorn’s Horn 170 143 1 1600 9150k B (2440) Widow Maker 144 78 3 1980 2390k C(1912)
Scroll of Mana 170 143 1 1600 9150k B (2440) Orcish Poleaxe 156 83 3 1950 3065k C (2452)
Scroll of Massacre 170 143 1 1600 9150k B (2440) Great Axe 175 91 1 1940 4340k B (1157)
Wyvern’s Skull 170 143 1 4800 9150k B (2440) Lance 194 99 1 1920 6550k B (1746)
Halberd 213 107 1 1900 9150k B (2440)




‘ PRlMAO'F‘FIClQI Game GUlde .

PDer WeiGHT  Pavs CRYSTALS
This list is divid- ggi’;;’e's Shirt gg iggg B
ed first by the Leather Shirt 43 4830 1215 -

; Wooden Breastplate 47 4320 3,980 -
location Ofi:het Bone Breastplate 50 4770 10,150 -
armor — chest, Cotton Shirt 50 4770 10,150 -

H Hard Leather Shirt 53 4720 18,450 -
;%gg;g:é) 2:\/'\2;;_ Tattoo of Power 53 4200 18450 —

Ves, , Puma Skin Shirt 53 4700 31,300 D (113)
cloaks, undergar- Totoo of Soul G N5 1% D08
ments and one- Mithril Banded Mail 73 4570 76k D (276)

H _ _ Reinforced Leather Shirt 73 4570 76k D (276)
E;\?::; b fsc;]l,el ds Tattoo of Fire 73 4050 76k D (276)
Yy sni Tattoo of Resolve 73 4000 76k D (276)
Manticore Skin Shirt 81 4520 112k D (407)
and then q Mithril Shirt 90 4470 189  C(151)
weapons an Plated Leather 94 4450 223k C(178)
Rind Leather Armor 97 4420 241k C(193)
3\:2; ogsfg::]get Theca Leather Armor 106 4370 412k C (330)
\4 Tattoo of Bravery 110 4100 535k C (428)
X X R J . Tattoo of Avadon 117 4000 780k B (208)
one-piece lists are further divided into light, Tattoo of Pledge 124 4000 780k B (208)
heavy and magic/robes categories, since it is JTattoo of Doom N )
these pieces of armor that determine whether Guardian’s Leather Armor 131 8000 1205k B (321)
H H Tattoo of Divine 131 4100 1205k B (321)
your Light, Heavy or Robe Mastery skill bonuses Dark Crystal Leather Armor 132 4300 1735k B (462)
apply. Tattoo of Blood 132 3800 1735k B (462)
Leather Armor o.t Underworld 139 8000 1735k B (462)
P.Def lists the additional Physical Defense you Marksm;ml’s Leather Armor 139 4300 1735k B :452;
. o . Tattoo of Flame 139 800 1735k B (462
get when you wear the item. Weight is ...
you know. Pays lists how much an NPC trader
will pay for it. Crystals lists how many crys- HEAVY CHEST PIECES
tals, and what type, a Dwarf will gain if he PDEF__ WeiGHT _Pavs _ CRysTALs
: : : Piece Bone Breastplate 62 8970 15900 -
crystalllze_:s it. Magic armor can also b.oost YOUr | ponze Breastplate o 8920 24600 -
Mana Points (MP+), by the amount listed. Ring Mail Breastplate 77 8820 41,750 D (151)
Scale Mail 87 8720 66,500 D (241)
As you add your first armor, be aware that you | Mithri Breasiplate 95 8670 91,500 D (332)
. . . Compound Scale Mail 95 8620 91,500 D (332)
are credited with a certain amount of armor Dwarven Scale Mail 95 8540 91500 D (332)
protection even without any overt armor. How | BlastPlate 97 8420 10tk D (369)

h this is d d hat i d Brigandine Tunic 108 8320 149k D (543)
much this Iis depends on what it covers an Half Plate Armor 1M 820 195k  D(710)
whether you are a ﬁghter or mystic; Chain Mail Shirt 120 8120 252k C (202)
L F PD M PD Dwarven Chain Mail Shirt 129 8070 322k C (257)
’;’c‘gm" 'G"Tﬁ"z EF "S"fz EF Zubei’s Breastplate 157 7970 1040k B (277)
C;" " 3 - Avadon Breastplate 157 7920 1040k B (277)
A ;SS s ; WolfBre;Jstplate 166 7820 1610k B 2429;

Armor of Victory 175 3360 1610k B (429
g"’;ds 3 3 Elven Crystal Breastplate 175 2400 1610k B (429)
U‘-’ed " 4 4 Dark Crystal Breastplate 176 7700 2315k B (617)
C,’l’) a‘;(’ Garments 1 1 Breastplate of Valor 185 3360 2315k B (617)

This means (for example) that a Tunic (P.Def
18) only adds 3 P.Def to a mystic, and it actu-
ally lowers a fighter’s P.Def by 13.
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EQUIPMENT: ARMOR |

MAGIC CHEST PIECES HEAVY LEGGINGS K|
PDer  WeiGHT  Pavs CrystaLs MP+ PDer  WeiGHT  Pavs CRYSTALS —

Apprentice’s Tunic 17 2150 13 - 19 Piece Bone Gaiters 39 4020 9,950 -

Tunic 18 2150 74 - 24 Bronze Gaiters 43 3960 15350 -

Feriotic Tunic 21 2140 1215 - 38 Iron Plate Gaiters 438 3820 26,100 D (94)

Cotton Tunic 21 2120 1215 - 38 Scale Gaiters 54 3860 41,650 D (151)

Leather Tunic 25 2110 3980 - 52 Dwarven Scale Gaiters 61 3840 63500 D (230)

Tunic of Devotion 30 2090 10150 - 67 Mithril Gaiters 61 3830 63,500 D (230)

Tunic of Magic 34 2080 18450 - 86 Compound Scale Gaiters 61 3770 63,500 D (230)

Cursed Tunic 39 2090 31300 D(113) 106 Mithril Scale Gaiters 68 3870 93,500 D (340)

Elven Tunic 43 2080 49950 D(181) 126 Brigandine Gaiters 68 3820 93,500 D (340)

White Tunic 43 2040 49950 D (181) 126 Plate Gaiters 70 3770 122k D (443)

Mystic’s Tunic 43 2030 49950 D(181) 126 Chain Gaiters 75 3680 158k C (126)

Tunic of Knowledge 49 2020 76000 D (276) 147 Dwarven Chain Gaiters 80 3620 201k C (161)

Mithril Tunic 54 2010 112k D (407) 169 Zubei'’s Gaiters 98 3570 650k B (173)

Elven Mithril Tunic 54 720 112k D (407) 169 Avadon Gaiters 98 3520 650k B (173)

Karmian Tunic 60 1980 189k C(151) 225 Blue Wolf Gaiters 104 3370 1005k B (268)

Demon’s Tunic 69 1990 368k C(294) 284 Wolf Gaiters 109 2560 1005k B (268)

Divine Tunic 74 1980 535k C(428) 314 Gaiters of Victory 109 2240 1005k B (268)

Tunic of Zubei 78 1960 780k B (208) 345 Elven Crystal Gaiters 109 2240 1005k B (268)

Blue Wolf Tunic 83 1920 1205k B(321) 377 Dark Crystal Gaiters 110 3320 1445k B (385)

Tunic of Doom 83 1900 1205k B(321) 377 Gaiters of Valor 116 2240 1445k B (385)

Tunic of Mana 87 2000 1205k B(321) 3717

Paradia Tunic 87 1990 1205k B(321) 377

Elemental Tunic 87 1970 1205k B(321) 377

Tunic of Solar Eclipse 87 1960 1205k B(321) 377 M AG l C LEG G l N G S

Tunic of Summoning 87 1950 1205k B(321) 377 PDer WeieHr  Pavs Crystats MP+

Phoenix Tunic 87 1950 1205k B (321) 377 Apprentice’s Stockings 10 1100 3 — 10

Tunic of Grace 87 1930 1205k B(321) 377 Stockings 11 1080 46 - 15

Tunic of Aid 87 1910 1205k B (321) 377 Feriotic Stockings 13 1070 760 - 23

Blood Tunic 88 1860 1735k B (462) 409 Cotton Stockings 13 1060 760 - 23

Tunic of Phantom 92 1890 1735k B (462) 409 Leather Stockings 16 1020 2485 - 33

Inferno Tunic 92 1880 1735k B (462) 409 Stockings of Devotion 19 1040 6350 - 4

Cerberus Tunic 92 1870 1735k B (462) 409 Stockings of Magic 21 1030 11500 - 54
Cursed Stockings 24 1020 19550 D (71) 66
Elven Stockings 27 1010 31250 D (113) 79

LIGHT LEGGINGS Dark Stockings 21 1000 31250 D(113) 79
Mystic's Stockings 27 990 31250 D (113) 79

PDer  WEiGHT  Pavs CRYSTALS Stockings of Knowledge 30 1000 47600 D (173) 92

Squire’s Pants 20 1750 3 - Elven Mithril Stockings 34 2400 70000 D(254) 105

Pants 22 1740 46 - Mithril Stockings 34 980 70000 D (254) 105

Leather Pants 27 1730 760 - Karmian Stockings 37 970 118k C (94) 141

Wooden Gaiters 28 1670 2,485 - Demon’s Stockings 43 980 230k c(8a) 177

Hard Leather Pants 29 1700 2,485 - Divine Stockings 46 960 335k C(268) 196

Bone Gaiters 32 1680 6,350 - Stockings of Zubei 49 940 486k B(129) 216

Cotton Pants 32 1630 6,350 - Blue Wolf Stockings 52 920 755k B (201) 236

Hard Leather Gaiters 33 1610 11,500 - Stockings of Doom 52 910 755k B (201) 236

Puma Skin Gaiters 36 1600 19,550 D (71) Stockings of Mana 55 2400 755k B (201) 236

Lion Skin Gaiters M 1570 31,250 D (113) Stockings of Solar Eclipse 55 2400 755k B (201) 236

Mithril Banded Gaiters 46 1580 47,600 D (173) Stockings of Summoning 55 2400 755k B (201) 236

Reinforced Leather Gaiters 46 1570 47,600 D (173) Stockings of Grace 55 2400 755k B (201) 236

Manticore Skin Gaiters 51 1550 70,000 D (254) Phoenix Stockings 55 2400 755k B (201) 236

Tempered Mithril Gaiters 56 1530 118k C (94) Stockings of Aid 55 2400 755k B (201) 236

Plated Leather Gaiters 59 1560 139k C(111) Paradia Stockings 55 1600 755k B (201) 236

Rind Leather Gaiters 60 1550 151k C (120 Elemental Stockings 55 1600 755k B (201) 236

Theca Leather Gaiters 66 1530 258k C (206) Blood Stockings 55 920 1085k B(289) 256

Zubei's Leather Shirt 73 1480 486k B (129) Cerberus Stockings 58 6400 1085k  B(289) 256

Prairie Leather Gaiters 82 4800 755k B (201) Inferno Stockings 58 1600 1085k B(289) 256

Guardian’s Leather Gaiters 82 4800 755k B (201) Stockings of Phantom 58 1600 1085k B (289) 256

Dark Crystalline Leggings 82 1480 1085k B (289)
Gaiters of The Underworld 87 4800 1085k B (289)
Marksman’s Leather Gaiters 87 1490 1085k B (289)




HELMS GLOVES

PDer  WEIGHT  Pavs CRYSTALS PDer WeiGHT  Pavs CRYSTALS
Cloth Cap 13 660 28 - Short Gloves 9 660 19 —
Leather Cap 16 660 456 - Short Leather Gloves " 660 304 -
Wooden Helmet 19 660 1,990 - Gloves 13 660 1,325 -
Leather Helmet 23 650 5,100 - Leather Gloves 15 650 3,385 -
Hard Leather Helmet 26 640 9,200 - Bracer 17 650 6,150
Bone Helmet 29 640 15,650 D (56) Excellent Leather Gloves 19 650 10,450 D (38)
Bronze Helmet 33 630 25,000 D (90) Leather Gauntlets 22 640 16,650 D (60)
Helmet 37 640 38,100 D (138) Gauntlets 24 640 25400 D(92)
Brigandine Helmet 41 630 56,000 D (203) Reinforced Leather Gloves 24 640 25,400 D (92)
Plate Helmet 44 630 73,500 D (267) Gloves of Knowledge 24 640 25400 D(92)
Chain Helmet 45 620 73,500  C(59) Elven Mithril Gloves 27 640 37,350 D (135)
Chain Hood 47 620 94,500 C(75) Rip Gauntlets 21 630 37,350 D (135)
Steel Plate Helmet 49 610 103k C(82) Manticore Skin Gloves 27 630 37,350 D (135)
Great Helmet 51 610 121k C (96) Brigandine Gauntlets 21 630 37,350 D (135)
Composite Helmet 54 610 184k C (147) Mithril Gloves 29 630 48,900 D (177)
Shining Circlet 54 600 184k C (147) Sage’s Worn Gloves 29 630 48,900 D (177)
Full Plate Helmet 58 600 268k C(214) Ogre Power Gauntlets 29 620 48,900 D (177)
Phoenix Hood 58 590 268k C (214) Reinforced Mithril Gloves 32 620 63,000 C (50)
Flame Helm 58 400 268k C (214) Chain Gloves 32 620 63,000 C (50)
Helm of Avadon 58 400 268k C (214) Karmian Gloves 32 620 63,000 C (50)
Helmet of Pledge 58 400 268k C(214) Plated Leather Gloves 33 610 74,500  C(59)
Cap of Mana 58 320 268k C(214) Paagrio Hand 34 1600 80,500  C(64)
Paradia Hood 58 320 268k C (214) Gloves of Seal 34 620 80,500 C (64)
Hood of Solar Eclipse 58 320 268k C(214) Dwarven Chain Gloves 34 600 80,500 C(64)
Hood of Summoning 58 320 268k C(214) Rind Leather Gloves 34 600 80,500  C(64)
Elemental Hood 58 320 268k C (214) Demon’s Gloves 36 610 122k C (98)
Hood of Grace 58 320 268k C (214) Mithril Gauntlets 36 600 122k C (98)
Hood of Aid 58 320 268k C (214) Theca Leather Gloves 37 600 137k C (110)
Mithril Helmet 58 240 268k C (214) Gauntlets of Ghost 39 1920 179k C (143)
Zubei’s Helmet 62 590 389k B (103) Blessed Gloves 39 610 179k C (143)
Avadon Circlet 62 590 389k B (103) Drake Leather Gloves 39 600 179k C (143)
Armet 62 580 515k B (4) Full Plate Gauntlets 39 600 179k C (143)
Helm of Bravery 62 400 389k B (103) Divine Gloves 39 600 179k C (143)
Absolute Helm 62 400 389k B (103) Saint Knight's Gauntlets 41 6400 259k B (69)
Helm of Doom 62 400 389k B (103) Zubei'’s Gauntlets 4 590 259k B (69)
Divine Helm 62 400 389k B (103) Avadon Gloves 41 590 259k B (69)
Sage’s Cap 62 320 389k B (103) Chain Gloves of Silence 4 590 259k B (69)
Inferno Hood 62 320 389k B (103) Guardian’s Gloves 4 590 259k B (69)
Hood of Black Ore 62 320 389k B (103) Gloves of Blessing 4 590 259k B (69)
Otherworldly Hood 62 320 389k B (103) Soul Leech Gauntlets 44 4800 402k B (107)
Hood of Phantom 62 320 389k B (103) Blue Wolf Gloves 44 590 402k B (107)
Hood of Holy Spirit 62 320 389k B (103) Doom Gloves 44 580 402k B (107)
Cerberus Hood 62 320 389k B (103) Absolute Gloves 44 580 402k B (107)
Hood of Blessing 62 320 389k B (103) Gloves of Grace a4 580 402k B (107)
Helmet of Victory 66 640 605k B (161) Implosion Gauntlets 44 580 402k B (107)
Wolf Helmet 66 580 605k B (161) Paradia Gloves 44 580 402k B (107)
Elven Crystal Helmet 66 580 605k B (161) Gloves of The Underworld 46 580 580k B (154)
Blue Wolf Helmet 66 580 605k B (161) Dark Crystal Gloves 46 580 580k B (154)
Doom Helmet 66 580 605k B (161) Blood Gloves 46 580 580k B (154)
Implosion Helmet 66 480 605k B (161) Gust Bracer 46 580 580k B (154)
Prairie Helmet 66 480 605k B (161) Phoenix Gloves 46 570 580k B (154)
Art of Helmet 66 400 605k B (161) Gloves of Black Ore 46 570 580k B (154)
Helmet of Silence 66 320 605k B (161)
Helmet of Concentration 66 320 605k B (161)
Guardian’s Helmet 66 240 605k B (161)
Shining Dragon Helmet 69 880 870k B (232) F O OT\X/EA R
Helmet of Valor 69 720 870k B (232) PDer  WEIGHT Pavs CRYSTALS
Dark Crystal Helmet 69 570 870k B (232) Apprentice’s Shoes 8 1320 4 -
Gust Helmet 69 570 870k B (232) Cloth Shoes 9 1320 19 -
Blood Helm 69 570 870k  B(232) Leather Sandals 9 1320 19 -
Dark Dragon Helmet 69 400 870k B (232) Cotton Shoes 1 1320 304 =
Helm of The Underworld 69 320 870k B (232) Crude Leather Shoes 1 1320 304 -
Ace’s Helmet 69 320 870k B (232) Leather Shoes 13 1320 1,325 -
Marksman Helmet 69 240 870k B (232) Low Boots 15 1320 3,385 -
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PDer  WeiGHT _ Pavs CRYSTALS PDer  WeiGHT _ Pavs CRYSTALS "‘
Boots 17 1310 6,150 - Absolute Boots 46 1130 580k B (154)
Leather Boots 19 1300 10,450 D (38) Boots of Pledge 46 1130 580k B (154) ——
Blue Buckskin Boots 22 1300 16,650 D (60) Red Flame Boots 46 1120 580k B (154)
Mithril Boots 24 1290 22,950 D (83) Gust Boots 46 1120 580k B (154)
Iron Boots 24 1280 25,400 D (92) Phoenix Boots 46 1120 580k B (154)
Reinforced Leather Boots 24 1280 25,400 D (92) Dark Crystal Boots 46 1110 580k B (154)
Boots of Knowledge 24 1270 25400 D (92) Boots of The Underworld 46 1110 580k B (154)
Manticore Skin Boots 27 1260 37,350 D (135) Boots of Bravery 46 1050 580k B (154)
Boots of Power 27 1250 37,350 D (135) Flame Boots 46 1020 580k B (154)
Brigandine Boots 27 1250 37,350 D (135)
Elven Mithril Boots 27 1250 37,350 D (135)
Assault Boots 29 1240 48,900 D (177)
Plate Boots 29 1240 48,900 D (177) LIGHT ONE"P] ECE ARMOR
Slamander Skin Boots 29 1230 48,900 D (177) PDer WeiGHr  Pavs CRYSTALS
Karmian Boots 32 1230 63,000 C(50) Salamander Skin Mail 136 6100 214k D (780)
Chain Boots 32 1220 63,000 C (50) Drake Leather Armor 179 5800 785k C (628)
Plated Leather Boots 32 1220 63,000 C (50) Avadon Leather Armor 191 5600 1140k B (304)
Boots of Seal 32 1220 63,000 C (50) Blue Wolf Leather Armor 202 5500 1765k B (470)
Dwarven Chain Boots 32 1210 63,000 C(50) Leather Armor of Doom 202 5500 1765k B (470)
Rind Leather Boots 34 1220 80,500  C (64) Chain Mail of Silence 213 3200 1765k B (470)
Crimson Boots 34 1210 80,500  C(64) Leather Suit of Concentration 213 2400 1765k B (470)
Forgotten Boots 36 4000 122k C (98) Blood Leather Armor 214 5400 2540k B (677)
Composite Boots 36 1220 122k C (98) Gust Chain Mail 225 2720 2540k B (677)
Demon’s Boots 36 1220 122k C (98) Ace’s Leather Armor 225 2400 2540k B (677)
Theca Leather Boots 37 1210 137k C(110)
Adamantite Boots 39 4000 179 C (143)
Drake Leather Boots 39 1210 179k C(143)
Divine Boots 39 1200 7%  C(143) HEAVY ONE-PIECE ARMOR
Full Plate Boots 39 1200 179k C (143) P.Der WEIGHT  Pavs CRYSTALS
Boots of Aid 41 1200 259 B (69) Composite Armor 226 10980 720k C(576)
Boots of Silence 41 1190 259 B (69) Full Plate Armor 239 10480 1045k  C(836)
Zubei's Boots 41 1180 259k B (69) Doom Plate Armor 270 9980 2355k B (628)
Wolf Boots 41 1180 259 B (69) Glorious Armor 284 6720 2355k B (628)
Boots of Victory 41 1180 259k B (69) Art of Plate 284 6720 2355k B (628)
Glorious Boots 41 1180 259k B (69) Complete Plate Armor 284 6400 2355k B (628)
Elven Crystal Boots M 1180 25% B (69) Implosion Armor 284 6080 2355k B (628)
Guardian's Boots 41 1180 259k B (69) Elven Vagian Armor 284 2400 2355k B (628)
Boots of Mana 41 1180 259k B (69) Blood Plate Armor 286 9780 3385k B (902)
Boots of Solar Edlipse 4 1180 259 B (69) Shining Dragon Armor 301 6400 3385k B (902)
Boots of Concentration 1 1170 259 B (69) Red Flame Armor 301 6400 3385k B (902)
Boots of Summoning 4 1170  25% B (69) Hell Plate 301 6400 3385k B (902)
Avadon Boots 41 170 259 B (69) Dark Dragon Armor 301 5760 3385k B (902)
Boots of Blessing 41 1160 259k B (69) Masterpiece Armor 301 5600 3385k B (902)
Elven Vagian Boots Ml 1150 259 B (69) Dark Vagian Armor 301 2400 3385k B (902)
Art of Boots 4 1150 259k B (69)
Prairie Boots 4 1140 259k B (69)
Composite Boots 4 200 259k B (69)
Boots of Black Ore M 1200 4% B (107) MAGIC ONE-PIECE ARMOR
Otherworldly Boots 44 1200 402k B (107) PDer WeiGHT  Pavs CrysTaLs MP+
Boots of Holy Spirit 44 1200 402k B (107) Cotton Robe 35 2750 1775 — 61
Shining Dragon Boots 44 1150 402k B (107) Robe of Devotion 49 2650 14850 _ 109
Boots of Valor 44 1150 402k B (107) Robe OfMﬂgiC 56 2600 26950 _ 140
Implosion Boots 44 1150 402k B (107) Sage’s Rag ) 2580 214k D (780) 320
Ace’s Boots 44 1150 402k B(107) Robe of Seal 105 2500 353k  C(282) 413
Marksman Boots 4. 1150 402k B(107) Avadon Robe 127 2540 1140k  B(304) 561
Sage’s Boots 44 1150 402k B(107) Dark Crystal Robe 143 2450 2540k B (677) 665
Paradia Boots 44 1140 402k B (107) Sage’s Robe 150 1600 2540k B (677) 665
Dark Dragon Boots 44 1130 402k B (107) Robe of Black Ore 150 1600 2540k  B(677) 665
Dark Vagian Boots 44 1130 402k B(107) Otherworldly Robe 150 1600 2540k B (677) 665
Hell Boots 44 1130 402k B(107) Robe of Holy Spirit 150 1600 2540k B (677) 665
Masterpiece Boots 44 1130 402k B(107) Robe of Blessing 150 1600 2540k B (677) 665
Elemental Boots 44 1130 402k B (107)
Boots of Grace 44 1130 402k B (107)
Boots of Doom 44 1130 402k B (107)
Blue Wolf Boots 44 1130 402k B (107)

Blood Boots 46 1130 580k B (154)
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CLOAKS * UNDERGARMENTS *
PDer  WeiGHT  Pavs CRYSTALS PDer  WeiGHT  Pavs CRYSTALS
Hemp Cloak 2 260 19 - Cotton Undergarment 4 170 9 —
Cloak of Invisibility 2 260 19 - Wool Undergarment 5 170 152 -
Cotton Cloak 3 250 304 - Silk Yarn Undergarment Set 6 170 665 -
Silk Cloak 4 250 1,325 - Pure White Undergarment Set 9 160 3,075 -
Cloak of Silence 5 250 3,385 - One-Piece Swimsuit 10 150 5,200 D (18)
Golden Yarn Cloak 5 250 6,150 - Bikini Set 1 150 8350  D(30)
Knight's Cloak 7 240 10,450 D (38) Cursed Undergarment Set 12 150 12,700 D (46)
Cobweb Cloak 8 240 16,650 D (60) Mithril Undergarment Set 16 140 31,550 C(25)
Cloak of Magic " 240 37,350 D (135) Fascination Undergarment Set 17 140 40,250 C(32)
Mithril Cloak 1 240 48,900 D (177) Demon’s Undergarment Set 19 140 89500 C(71)
Shadow Cloak 12 240 63,000 C(50) Holy Undergarment Set 22 140 201k B (53)
Cloak of Self Protection 13 240 80,500 C(64)
Andient Cloak 15 230 122k C (98) .
Cloak of Protection 16 230 179 C(143) * Cloaks and undergarments were not yet in the
Cloak of Hell 18 220 402k B (107) [ [
Holy Spiits Cioak o o L game as this guide was completed, but we hope

to see them soon.

ARMOR SETS

There are many sets of armor, but only these seventeen give you any bonuses beyond the stan-
dard light, heavy or robe combinations. In these sets, the shield is always optional, but equip-
ping it always gives you one more defensive bonus. Note that there are a few negative effects.

CHEST (or FuLL) LEGGINGS HELMET, GLOVES OR BooTs  SHIELD (OPTIONAL) ErrECT

Wooden Breastplate Wooden Gaiters Wooden Helmet HP +41

Tunic of Devotion Stockings of Devotion Leather Helmet Casting Speed +15%

Mithril Breastplate Mithril Gaiters Helmet Hoplon Poison Resistance -20 [HP +126 with Hoplon]
Reinforced Leather Shirt  Reinforc. Leather Gaiters  Reinforced Leather Boots MP +80

Tunic of Knowledge Stockings of Knowledge  Gloves of Knowledge M.Atk +10%; MP regen rate -5

Manticore Skin Shirt Manticore Skin Gaiters ~ Manticore Skin Boots MP +92

Brigandine Tunic Brigandine Gaiters Brigandine Helmet Brigandine Shield P.Def +5%; HP +153 [HP +20 (+173) with Brig. Shield]
Mithril Tunic Mithril Stockings Elven Mithril Gloves Move Speed +7; WIS +1; INT -1

Mithril Shirt Tempered Mithril Gaiters ~ Mithril Boots Evasion +4

Chain Mail Shirt Chain Gaiters Chain Hood Chain Shield P.Def (vs. daggers) +5% [HP +198 with Chain Shield]
Karmian Tunic Karmian Stockings Karmian Gloves PDef +5%; Casting Speed +15%

Plated Leather Plated Leather Gaiters Plated Leather Boots STR +4; CON -1

Composite Armor Composite Helmet Composite Shield Weight Limit +5800 [M.Def +5% with Comp. Shield]
Demon’s Tunic Demon'’s Stockings Demon'’s Gloves INT +4; WIT -1; HP -270

Theca Leather Armor Theca Leather Gaiters Theca Leather Boots PDef +5%

Full Plate Armor Full Plate Helmet Full Plate Shield HP +270 [Shield Defense +5% with Full Plate Shield]
Divine Tunic Divine Stockings Blessed Gloves P.Def +5%; MP +171; WIT +1; INT -1

Drake Leather Armor Drake Leather Boots M.Def +5%
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SHIELDS

The shield entries list the additional defense
you get when your shield blocks an attack.
Note that a shield will only block about 20%
of the attacks made against you, and it won't
block an attack made from behind you. Bigger
and better shields don’t block more attacks —
they just absorb more of the damage for those
attacks they do block.
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SHieLp P.DEr WEIGHT ~ Pavs CRYSTALS

Leather Shield 47 1430 20 -
Small Shield 56 1420 319 -
Buckler 67 1410 1,390 -
Skeleton Buckler 69 1400 1,720 -
Round Shield 79 1390 3,555 -

Bone Shield 90 1380 6,450 -
Bronze Shield 101 1370 10950 D (39)
Aspis 114 1350 17,500 D (63)
Hoplon 128 1340 26,650 D (96)
Kite Shield 142 1320 39,200 D (142)
Brigandine Shield 142 1320 39200 D (142)
Square Shield 154 1310 51,500 D (187)
Plate Shield 154 1310 51,500 D (187)
Eldarake 166 1290 66500 C(53)
Chain Shield 166 1280 66,500 C(53)
Dwarven Chain Shield 174 1280 78000 C(62)
Knight Shield 178 1260 84,500 C(67)
Tower Shield 190 1240 129k C(103)
Composite Shield 190 1230 129 C (103)
Full Plate Shield 203 1220 187k C (150)
Shield of Victory 216 6400 272k B (72)
Implosion Shield 216 4800 272k B (72)
Shield of Solar Eclipse 216 4800 272k B (72)
Shield of Pledge 216 4800 272k B (72)
Zubei'S Shield 216 1210 272k B (72)
Guardian'’s Shield 216 1120 272k B (72)
Shield of Concentration 216 960 272k B (72)
Glorious Shield 216 800 272k B (72)
Prairie Shield 216 800 272k B (72)
Elven Crystal Shield 216 720 272k B (72)
Wolf Shield 216 640 272k B (72)
Shield of Silence 216 640 272k B (72)
Elven Vagian Shield 216 560 272k B (72)
Art of Shield 216 560 272k B (72)
Shield of Mana 216 480 272k B (72)
Paradia Shield 216 480 272k B (72)
Shield of Summoning 216 480 272k B (72)
Elemental Shield 216 480 272k B (72)
Shield of Grace 216 480 272k B (72)
Phoenix Shield 216 480 272k B (72)
Shield of Aid 216 480 272k B (72)
Flame Shield 216 480 272k B (72)
Blood Shield 216 480 272k B (72)
Avadon Shield 216 480 272k B (72)
Masterpiece Shield 230 5600 422k B (112)
Dark Dragon Shield 230 4800 422k B (112)
Doom Shield 230 1200 422k B (112)
Marksman Shield 230 1200 422k B (112)
Ace’s Shield 230 1040 422k B (112)
Red Flame Shield 230 960 422k B (112)
Shield of the Underworld 230 880 422k B (112)
Shining Dragon Shield 230 720 422k B (112)
Shield of Valor 230 720 422k B (112)
Gust Shield 230 720 422k B (112)
Hell Shield 230 640 422k B (112)
Dark Vagian Shield 230 560 422k B (112)
Sage’s Shield 230 560 422k B (112)
Inferno Shield 230 560 422k B (112)
Shield of Black Ore 230 560 422k B (112)
Otherworldly Shield 230 560 422k B (112)
Shield of Phantom 230 560 422k B (112)
Shield of Holy Spirit 230 560 422k B (112)
Cerberus Shield 230 560 422k B (112)
Shield of Blessing 230 560 422k B (112)
Shield of Bravery 230 560 422k B (112)
Absolute Shield 230 560 422k B (112)
Divine Shield 230 560 422k B (112)
Dark Crystal Shield 243 1190 610k B (162)

PET WEAPONS

All weigh 100, Atk. Speed 277, Crit. Rate 8%.

HATCHLING

PAtk M.ATk  SHot Pavs
Serpent Fang 8 i 2 98.5k
Viperbite 9 10 2 157k
Shadow Fang 10 1 2 211k
Alya Fang 12 13 2 284k
Torturer 13 16 2 379k
Unuk Alhay Fang 15 18 2 549k
Antiplague 17 21 2 784k
WOLF

PAtk M.ATk  SHot Pavs
Iron Canine 4 5 2 6,759
Shining Canine 1 8 2 17k
Ghost Canine 1" 10 2 30.5k
Mithril Canine 16 14 2 51.2k
Sylvan Canine 23 18 2 80.5k
Orikarukon Canine 31 24 2 121k
Fang of Saltydog 40 30 2 175k
Fang of Cerberus 49 36 2 225k
Fang of Coyote 58 42 2 286k
Crystalized Ice Canine 69 50 2 359k
Fang of the Blue Wolf 80 58 2 537k
Fang of Fenril 93 66 2 766k
All weigh 160.
HATCHLING

P.Der M.DEer Pavs
Hatchling’s Soft Leather 26 26 98,600
Hatchling’s Scale Mail 29 29 157k
Hatchling’s Brigandine 31 31 211k
Hatchling’s Bronze Coat 33 33 283k
Hatchling’s Steel Coat 36 36 379
Hatchling’s Shadowplate 38 38 549k
Hatchling’s Mithril Coat 4 4 784k
WOLF
P.Der M.DEer Pavs

Wolf Leather Armor 9 14 3,500
Wolve’s Hide Armor 13 16 8,900
Wolve’s Hard Leather Mail 16 18 16,100
Wolve’s Wooden Armor 19 20 27,400
Wolve’s Ring Mail 22 23 43,700
Wolve’s Bone Armor 26 26 66,600
Wolve’s Scale Male 30 29 98,000
Wolve’s Bronze Armor 33 31 128k
Wolve’s Plate Mail 37 33 166k
Wolve’s Steel Armor 40 36 211k
Wolve’s Luxury Plate 43 38 322k
Wolve’s Mithril Armor 47 41 469k




deEAGF

" S, -

1 PRIMAO'F‘FICIB] Game GUlde

e NN

-...-i'....'.l.'_ =

Tl 8 A/

JEWELRY ACCESSORIES

Earrings, necklaces and rings provide addition-
al M.Def. You can wear two earrings, a neck-
lace and two rings. Like most crafted items,
jewelry can be crystallized by Dwarves or sold
to NPC Traders. All jewelry weighs 150.

As with armor and P.Def, each character has
inherent M.Def, even without jewelry:

Locarion M.Der
Each Ear 9
Neck 13
Each Hand 5

With jewelry, the least items add 2 to your
inherent M.Def.

EARRINGS

M.Def Crystals Pays
Apprentice’s Earring " - 25
Mystic’s Earring 13 - 406
Earring of Strength 16 - 1,755
Earring of Wisdom 16 - 1,755
Cat's Eye Earring 19 - 4,445
Coral Earring 21 - 8,000
Red Crescent Earring 24 D (48) 13,450
Enchanted Earring 21 D (77) 21,300
Tiger’s Eye Earring 30 D (116) 32,150
Elven Earring 34 D (169) 46,700
Omen Beast's Eye Earring 36 D (220) 60,500
Moonstone Earring 39 C (62) 77,500
Earring of Protection 42 C(78) 98,000
Earring of Binding 45 C(118) 147k
Nassen'’s Earring 48 C (169) 212k
Blessed Earring 48 C (169) 212k
Adamantite Earring 51 B (80) 303k
Earring of Mana 51 B (80) 303k
Earring of Solar Eclipse 51 B (80) 303k
Earring of Summoning 51 B (80) 303k
Earring of Grace 51 B (80) 303k
Earring of Aid 51 B (80) 303k
Earring of Blessing 51 B (80) 303k
Sage’s Earring 54 B (123) 462k
Paradia Earring 54 B (123) 462k
Earring of Black Ore 54 B (123) 462k
Otherworldly Earring 54 B (123) 462k
Elemental Earring 54 B (123) 462k
Earring of Holy Spirit 54 B (123) 462k
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NECKLACES

M.Def Crystals Pays
Necklace of Magic 15 — 33
Necklace of Courage 15 = 33
Necklace of Knowledge 18 - 540
Necklace of Anguish 21 = 2,340
Necklace of Valor 21 - 2,340
Necklace of Wisdom 25 - 5,950
Blue Diamond Necklace 28 - 10,650
Necklace of Devotion 32 D (65) 17,950
Enchanted Necklace 36 D (103) 28,400
Near Forest Necklace 40 D (155) 42,850
Elven Necklace 45 D (227) 62,500
Necklace of Darkness 48 D (294) 81,000
Aquastone Necklace 52 C (82) 103k
Necklace of Protection 56 C (104) 130k
Necklace of Mermaid 60 C (157) 196k
Sage’s Necklace 64 C (226) 282k
Blessed Necklace 64 C (226) 282k
Adamantite Necklace 68 B (107) 404k
Necklace of Mana 68 B (107) 404k
Necklace of Solar Eclipse 68 B (107) 404k
Necklace of Summoning 68 B (107) 404k
Necklace of Grace 68 B (107) 404k
Necklace of Aid 68 B (107) 404k
Necklace of Blessing 68 B (107) 404k
Sage’s Necklace 72 B (164) 615k
Paradia Necklace 72 B (164) 615k
Necklace of Black Ore 72 B (164) 615k
Otherworldly Necklace 72 B (164) 615k
Elemental Necklace 72 B (164) 615k
Necklace of Holy Spirit 72 B (164) 615k
RING

MP+ Crystals Pays
Magic Ring 7 — 17
Ring of Knowledge 9 - 270
Ring of Anguish 1 - 1,170
Ring of Raccoon n - 1,170
Ring of Firefly 1 - 1,170
Ring of Wisdom 12 - 2,960
Blue Coral Ring 14 5,350
Ring of Devotion 16 D (32) 9,000
Enchanted Ring 18 D (51) 14,200
Black Pearl Ring 20 D (77) 21,400
Elven Ring 22 D (113) 31,150
Mithril Ring 24 D (146) 40,400
Aquastone Ring 26 C (41) 51,500
Ring of Protection 28 C (52) 65,000
Ring of Ages 30 C(78) 98,000
Ring of Sage 32 C(112) 141k
Blessed Ring 32 C(112) 141k
Ring of Mana 34 B (53) 202k
Adamantite Ring 34 B (53) 202k
Ring of Solar Eclipse 34 B (53) 202k
Ring of Summoning 34 B (53) 202k
Ring of Grace 34 B (53) 202k
Ring of Aid 34 B (53) 202k
Ring of Blessing 34 B (53) 202k
Sage’s Ring 36 B (82) 308k
Paradia Ring 36 B (82) 308k
Ring of Black Ore 36 B (82) 308k
Otherworldly Ring 36 B (82) 308k
Elemental Ring 36 B (82) 308k
Ring of Holy Spirit 36 B (82) 308k
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SPELLBOOKS, AMULETS & BLUEPRINTS

Humans, Elves and Dark Elves need spellbooks to learn certain basic spells. Orcs need amulets
for the same reason. Dwarven Artisans need blueprints to create golems. All spellbooks, amulets
and blueprints weigh 120.

Pavs Pavs

S P E LL BO O KS Freezing Strike 1,300 | Sacrifice 2,700 A M U LETS

Pavs | Frost Bolt 1,600 | Self Heal 25 Pavs
Advanced Attack Power 38 Frost Wall 2,700 Servitor Haste 1,925 Aura Sway 625
Advanced Defense Power 38 | Greater Battle Heal11 1,600 | Servitor Heal 375 | Bind Will 625
Agility 625 | Greater Group Healll 1,600 | Servitor Magic Shield 1925 | Blaze Quake 400
Anchor 1,925 | Greater Heal11 1,600 | Servitor Mana Charge 625 | Blessing of Paagrio 1,225
Aqua Swirl 375 | Group Heal 250 | Servitor Physical Shield 1,600 | Blood Lust 50
Arcane Acumen 375 | Guidance 1,600 | Shield 250 | Burning Spirit 400
Aqua Resistance 1,225 Hamstring 1,850 Silence 1,600 Chant of Evasion 1,600
Aura Burn 375 Haste 1,925 Sleep 900 Chant of Fury 2,300
Aura Flare 1,600 | Heal 50 | Sleeping Cloud 1,925 | Chant of Rage 1,925
Battle Heal 50 Hex 1,600 Slow 1,225 Chill Flame 50
Berserker Spirit 1,225 Hold Undead 2,300 Speed Walk 1,300 Devotion of Soul 400
Blaze 375 | Holy Blessing 1,600 | Spirit Barrier 1,600 | Engraved Seal of Lazyness 1,225
Blazing Circle 1,600 Holy Strike 2,125 Summon Black Cat 375 Engraved Seal of Timidness 900
Blazing Skin 1,600 | Holy Weapon 625 | Summon Dark Panther 1,600 | Entice Madness 400
Bless Shield 1,600 | Horror 2,125 | Summon Life Cubic 1,850 | Eternal Flame 625
Bless the Body 1,925 | Hurricane 1,600 | Summon Meal 250 | External Fear 200
Bless the Soul 1,925 | Hydro Blast 1,600 | Summon Mew the Cat 625 | Freezing Flame 1,600
Body to Mind 625 | Ice Bolt 50 | Summon Poltergeist Cubic 1,600 | Glory of Paagrio 1,600
Bright Servitor 1,225 | Ice Dagger 1,925 | Summon Shadow 400 | Heart Of Paagriol 1,925
Cancel 2,300 | Invigor 1,600 | Summon Silhouette 400 | Mass Frenzy 375
Chant of Life 800 | [ron Will 1,850 | Summon Skeleton Warrior 1,925 | Night Murmur 50
Charm 400 | Know Enemy 250 | Summon Storm Cubic 1,600 | Pain Edge 400
Concentration 375 | Life Leech 1,600 | Summon Unicorn Boxer 400 | Pain Thorn 50
Confusion 575 | Life Scavenge 1,600 | Summon Unicorn Mirage 625 | Power of Paagrio 900
Corpse Burst 2,300 | Light 50 | Summon Vampiric Cubic 1,850 | Pure Inspiration 900
Corpse Life Drain 900 | Lightening Strike 3,375 | Summon Viper Cubic 2,400 | Seal of Flame 2,300
Corpse Plague 2,125 | Magic Barrier 1,925 | Summon Zombie 1,600 | Seal of Gloom 1,925
Cure Bleeding 575 | Mana Regeneration 1,600 | Surrender to Earth 625 | Seal of Mirage 1,925
Cure Poison 250 | Mass Resurrection] 2,300 | Surrender to Fire 625 | Seal of Scourge 1,600
Curse Bleary 1,225 | Mental Shield 625 | Surrender to Poison 625 | Seal of Silence 2,300
Curse Death Link 2,700 | Might 50 | Surrender to Water 1,600 | Sedl of Suspension 2,300
Curse Discord 1,600 | Might of Heaven 1,600 | Surrender to Wind 1,600 | Seal of Winter 1,600
Curse Fear 1,600 | Mighty Servitor 1,225 | Tact of Paagrio 1,600 | Shield of Paagrio 1,600
Curse Gloom 1,925 | Party Returni 2,300 | Tempest 2,300 | Sight of Paagrio 1,925
Curse: Poison 250 Poison 375 Touch of God 800 Soul Shield 50
Curse: Weakness 250 | Poison Cloud 625 Transfer Pain 1,600 | Steal Essence 1,600
Death Spike 1,925 | Poison Recovery 375 | Twister 375 | Wisdom of Paagrio 1,600
Death Whisper 1,600 | Power Break 1,300 | Vampiric Claw 1,600
Decay . 2,300 | Prominence 1,600 Vampiric Touch 50
Decrease Weight1 1,225 Purify 1,925 Vitalize 2,300
Disrupt Undead 375 | Quickness 625 Water Breathing 400 B LU E P RI N TS
Drain Energy 275 | Rage of Paagrio 1,925 | Wind Resistance 1,225 Pays
Dryad Root 625 | Recharge 900 | Wind Shackle 250 | Summon Mechanic Golem 775
Elemental Heal 215 | Reflect Damage 1,600 | Wind Strike 25 | Summon Siege Golem 2,400
Empower 625 | Regeneration 1,225 | Wind Walk 250
Erase Hostility 1,225 | Remedyi 1,600 | Zero Gravity 250
Fast Servitor 1,225 | Repose 1,925
Fire Resistance 900 | Requiem 1,600
Flame Strike 250 | Resist Poison 1,225
Focus 625 | Resist Shock 1,600
Forget 1,925 | Restore Life 1,925
Freezing Shackle 1,925 | Resurrection 400
Freezing Skin 1,600 | Return 1,600
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MATERIALS

Unless you or an ally crafts,
materials have only one use
— sale to the highest bidder.

All materials are stackable.

WEIGHT Pavs
Adamantite Boots Design 60 1,837
Adamantite Earing Gemstone 60 1,907
Adamantite Necklace Chain 60 2579
Adamantite Nugget 2 2500
Adamantite Ring Wire 60 1,614
Akat Longbow Shaft 60 20,565
Andient Reagent Remnant 60 11,406
Animal Bone 2 75
Animal Skin 2 75
Aquastone Necklace Chain 60 1,328
Aquastone Ring Wire 60 41
Art of Battle Axe Blade 60 22,885
Arthro Nail Blade 60 17,475
Artisan’s Frame 2 47,500
Asofe 2 3,000
Assassin Knife Edge 60 7,525
Assault Boots Part 60 896
Atuba Hammer Head 60 12,094
Atuba Mace Head 60 12,094
Avadon Boots Design 60 1,922
Avadon Breastplate Part 60 5525
Avadon Circlet Pattern 60 2,227
Avadon Gaiters Material 60 3575
Avadon Gloves Part 60 1,922
Avadon Leather Mail Lining 60 5,521
Avadon Robe Fabric 60 5,521
Battle Axe Head 60 13,400
Bec De Corbin Blade 60 15,834
Bellion Cestus Edge 60 22,885
Bich’Hwa Edge 60 9,879
Big Hammer Head 60 13,400
Blacksmith’s Frame 2 32,000
Blessed Branch Splinter 60 21,909
Blessed Gloves Pattern 60 1,837
Blood Helm Design 60 2,891
Blue Crystal Skull Part 60 10,893
Blue Diamond Necklace Gem 60 707
Blue Wolf Boots Design 60 2,228
Blue Wolf Breastplate Part 60 6,846
Blue Wolf Gaiters Material 60 4,862
Blue Wolf Gloves Fabric 60 2228
Blue Wolf Helmet Design 60 2,646
Blue Wolf Leather Mail Texture 60 8,850
Blue Wolf Stockings Pattern 60 4,262
Blue Wolf Tunic Fabric 60 5754
Body Slasher Blade 60 11,375
Bone Helmet Design 60 630
Bonebreaker Head 60 12,094
Boot Lining 60 390
Boots of Blessing Design 60 1,922
Boots of Grace Lining 60 2,228
Boots of Power Pattern 60 740
Boots of Seal Pattern 60 1,113
Bow Shaft 60 1,400
Braided Hemp 2 250
Brandish Blade 60 2,570
Brigandine Boots Design 60 740
Brigandine Gaiters Material 60 1,686
Brigandine Gauntlets Pattern 60 740
Brigandine Helmet Design 60 2,597
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Brigandine Shield Fragment
Brigandine Temper
Broadsword Blade
Caliburs Edge

Candle of Wisdom Model
Cap of Mana Pattern
Cedar Staff Head

Cerberus Eye Fragment
Chain Boots Part

Chain Gaiters Part

Chain Gloves Design
Chain Helmet Design
Chain Hood Pattern

Chain Mail Shirt Material
Chain Shield Fragment
Chakram Edge

Charcoal

Claws of Black Dragon Piece
Claymore Blade

Club of Nature Head

Coal

Coarse Bone Powder
Cokes

Composite Armor Temper
Composite Boots Part
Composite Helmet Design
Composite Shield Fragment
Composition Bow Shaft
Compound Braid
Conjuror’s Staff Head
Cord

Crafted Leather

Craftsman Mold

Crimson Boot Fabric
Crossbow Shaft

Crucifix of Blood Piece
Crystal Dagger Blade
Crystal Staff Head
Crystallized Ice Bow Shaft
Cursed Bone

Cursed Dagger Blade
Cursed Maingauche Edge
Cursed Staff Head

Dark Elven Dagger Edge
Dark Elven Long Bow Shaft
Dark Screamer Edge

Dark Stocking Fabric
Deadman’s Glory Stone
Deadman’s Staff Head
Demon Fangs Part
Demon’s Boots Fabric
Demon'’s Gloves Fabric
Demon’s Staff Head
Demon’s Stocking Pattern
Demon’s Sword Edge
Demon’s Tunic Fabric

Dirk Blade

Divine Boots Fabric

Divine Gloves Design
Divine Stocking Pattern
Divine Tunic Fabric

Doom Boots Part

Doom Gloves Part

Doom Helmet Pattern
Doom Plate Armor Temper
Doom Shield Fragment
Drake Leather Boots Design
Drake Leather Gloves Design
Drake Leather Mail Texture
Dwarven Chain Boots Part

60
60
60
60
60
60
60
60
60
60
60
60
60
60
60
60
2

60
60
60
2

2

2

60
60
60
60
60
2

60
2

2

1,560
8,534
1,500
8,070

163
2,850

2 355,000

1,189
13,095
10,822
21,568
13,500
13,269

120
12,213

9,465
15,456
12,213
17,663
18,725

850
22,885
21,909
10,893

1,700

1,700
21,909

2,350
22,846

4120

2,820

1,837

1,837

3318

5,205

2,228

2,228

2,646
10,146

2,223

1,837

1,837

6,555

1,13

Dwarven Chain Gaiters Material

Dwarven Chain Gloves Design

Dwarven Chain Mail Shirt Material
Dwarven Chain Shield Fragment

Dwarven Trident Edge
Dwarven Warhammer Head
Earing of Black Ore Piece
Earring of Binding Gemstone
Earring of Protection Gemstone
Eldarake Temper

Elemental Boots Lining
Elemental Gloves Lining
Elemental Hood Material
Elven Bow of Nobility Shaft
Elven Bow Shaft

Elven Earring Beads

Elven Long Sword Blade
Elven Mithril Boots Design
Elven Mithril Gloves Design
Elven Mithril Stockings Pattern
Elven Mithril Tunic Pattern
Elven Necklace Beads

Elven Ring Piece

Eminence Bow Shaft
Enchanted Necklace Chain
Enria

Excellent Leather Gloves Lining
Eye of Infinity Stone

Fist Blade Piece

Flamberge Blade

Flame Helm Design

Forest Bow Shaft

Forgotten Boots Pattern

Full Plate Armor Temper
Full Plate Boots Part

Full Plate Gauntlets Part

Full Plate Helmet Design
Full Plate Shield Fragment
Gastraphetes Shaft
Gauntlets of Ghost Pattern
Gemstone A

Gemstone B

Gemstone C

Gemstone D

Gemstone §

Ghost Staff Head

Ghoul’s Staff Head

Glaive Edge

Gloves of Blessing Pattern
Gloves of Grace Lining
Gloves of Seal Pattern

Goat Head Staff Head

Grace Dagger Edge

Great Axe Head

Great Helmet Material

Great Pata Blade

Great Sword Blade
Guardian’s Boots Fabric
Guardian’s Gloves Design
Half Plate Temper

Hammer In Flames Head
Hard Leather Gaiters Material
Hard Leather Shirt Pattern
Hazard Bow Shaft
Heathen’s Book Page

Heavy Bone Club Head
Heavy Doom Axe Blade
Heavy Doom Hammer Head
Heavy War Axe Head

Hell Knife Edge

2,617
1,189
4,150
1,400
1,220
15,034
2,825
1,780
1,345
1,238
2,228
2,228
2,891
13,095
7,020

11,532
740
740
1,259
1,961
1,072

600

23,609
914

6,000

10,822
18,500
12,063
2,891
4,634
1,700
9,464
1,837
1,837
2,891
1,828
8,384
1,837
15,000
5,000
1,500
500
50,000
11,406
21,909
12,094
1,922
2,228
1,189
10,822
18,725
19,434
1,634
22,982
17,475
1,922
1,922
3,081
8,965
175
1,254
22,962
17,950
9,879
11,375
11,375
17,475
17,750



EQUIPMENT:

MATERIALS |

Helm of Avadon Design
Helmet of Pledge Pattern
Hex Doll Fragment

High Grade Suede
Homunkulus’s Sword Blade
Hood of Solar Eclipse Texture
Hood of Aid Material

Hood of Grace Texture

Hood of Summoning Texture
Horn of Glory Fragment
Implosion Boots Part
Implosion Gauntlet Fabric
Inferno Staff Head

Iron Boots Design

Iron Hammer Head

Iron Ore

Karmian Boots Fabric
Karmian Gloves Fabric
Karmian Stocking Design
Karmian Tunic Pattern
Katana Blade

Kite Shield Fragment

Knight Shield Fragment

Kris Edge

Kshanberk Blade

Lancia Blade

Leather

Leather Boot Lining

Leather Gloves Lining
Leather Helmet Design
Leather Mail of Doom Design
Leather Shoes Texture
Leather Stocking Pattern
Leather Tunic Pattern

Light Crossbow Shaft

Mace of Judgment Head
Mace of The Underworld Head
Maestro Anvil Lock

Maestro Holder

Maestro Mold

Maingauche Edge

Manticore Skin Boot Lining
Manticore Skin Gaiters Pattern
Manticore Skin Gloves Lining
Manticore Skin Shirt Texture
Metal Plate Helmet Material
Metallic Fiber

Mithril Alloy

Mithril Banded Gaiters Material
Mithril Banded Mail Material
Mithril Boots Design

Mithril Dagger Blade

Mithril Gauntlets Design
Mithril Gloves Design

Mithril Helmet Design
Mithril Ore

Mithril Ring Wire

Mithril Scale Gaiters Material
Mithril Shirt Fabric

Mithril Stocking Design
Mithril Tunic Fabric

Mold Glue

Mold Hardener

Mold Lubricant

Moonstone Earring Wire
Morning Star Head

Nassen'’s Earring Gemstone
Necklace of Anguish Chain
Necklace of Binding Chain
Necklace of Black Ore Beads

2,891

3,125
1,259
1,961
3,000
11,500
5,000
1,056
9,879
2,309

2,923
5,077

Necklace of Darkness Gem
Necklace of Devotion Chain
Necklace of Mermaid Teardrop
Necklace of Protection Gemstone
Necklace of Wisdom Chain
Nirvana Axe Blade

Ogre Power Gauntlets Part

Omen Beast’s Eye Earring Gemstone

Orcish Glaive Blade

Orcish Poleaxe Blade
Oriharukon

Oriharukon Ore

Paagrio Axe Blade

Paagrio Hammer Head
Paagrio Hand Design
Paradia Boots Pattern
Paradia Gloves Pattern
Paradia Hood Material
Paradia Staff Head

Pata Blade

Phoenix Feather Piece
Phoenix Hood Material

Piece Bone Breastplate Fragment
Piece Bone Gaiters Fragment
Plate Boots Design

Plate Gaiters Part

Plate Helmet Design

Plate Leather Boot Lining
Plate Leather Gloves Design
Plate Shield Fragment
Plated Leather Fragment
Plated Leather Gaiters Material
Poleaxe Blade

Raid Sword Blade

Reinforced Mithril Gloves Design
Rind Leather Boot Lining
Rind Leather Gaiters Material
Rind Leather Gloves Design
Rind Leather Mail Design
Ring of Ages Gemstone

Ring of Binding Gemstone
Ring of Black Ore Gemstone
Ring of Protection Gemstone
Ring of Sage Gemstone

Rip Gauntlets Pattern

Robe of Seal Fabric

Saber Blade

Sage’s Necklace Chain
Sage’s Rag Lining

Sage’s Staff Head

Sage’s Worn Gloves Lining
Salamander Skin Boot Lining
Salamander Skin Mail Texture
Samurai Longsword Blade
Scale Gaiters Fragment
Scale Mail Fragment

Scallop Jamadhr Edge
Scorpion Blade

Scroll of Destruction Page
Scythe Edge

Shamshir Blade

Shillien Knife Edge

Shining Circlet Pattern

Short Spear Edge

Silent Boots Fabric

Silent Chain Gloves Design
Silver Axe Head

Silver Mold

Silver Nugget

Skull Breaker Head

60
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3,122
17,950

897
3,122
23,318
1,164
1,790
12,094
19,950
21,909
11,375
14,778
8,417
2,280
4,384
1,922
1,922
13,400
6,750

9,879

Skull Graver Head

Soul Ore

Soulfire Dirk Blade

Spiked Club Head
Spinebone Sword Blade
Spirit Ore

Spirit Sword Blade

Sprite’s Staff Head

Square Shield Fragment
Staff of Evil Sprit Head
Staff of Life Shaft

Steel

Steel Mold

Stem

Stick of Eternity Shaft
Stick of Faith Shaft

Stiletto Edge

Stockings of Doom Pattern
Stockings of Zubei Fabric
Stone of Purity
Stormbringer Blade
Strengthened Long Bow Shaft
Suede

Sword Breaker Edge
Sword of Damascus Blade
Sword of Delusion Blade
Sword of Limit Blade
Sword of Nightmare Blade
Sword of Reflection Blade
Sword of Revolution Blade
Sword of Valhalla Blade

Sword of Whispering Death Blade

Synthetic Cokes
Tarbar Head
Tears of Fairy Drop

Tempered Mithril Gaiters Fragment

Temptation of Abyss Piece
Theca Leather Boots Texture
Theca Leather Gaiters Pattern
Theca Leather Gloves Texture
Theca Leather Mail Pattern
Thons

Thread

Three Eyed Crow’s Feather Piece
Tiger’s Eye Earring Stone
Tome of Blood Page

Tower Shield Fragment
Trident Edge

Tsurugi Blade

Tunic of Doom Pattern

Tunic of Zubei Fabric
Two-Handed Sword Edge
Vajra Wand Frame

Varnish

Varnish of Purity

War Axe Blade

White Tunic Pattern
Widowmaker Head

Willow Staff Head

Winged Spear Blade
Wolverine Needle Edge
Yaksa Mace Head

Zubei's Boots Design

Zubei’s Breastplate Part
Zubei's Gaiters Material
Zubei’s Gauntlet Part

Zubei’s Helmet Design
Zubei’s Leather Gaiters Texture
Zubei’s Leather Shirts Fabric
Zubei’s Shield Fragment

13,400
125
14,778
1,634

1,400
8,965
12,213
19,182
1,922
5,525
3,575
1,922
2,227
2,794
4,242
1,725
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All recipes weigh 30.
Pays
Absolute Gloves 8,040
Adamantite Boots 3,580
Adamantite Earring 6,060
Adamantite Necklace 8,080
Adamantite Ring 4,040
Akat Long Bow 43,000
Amber Bead not sold
Ancient Reagent 18,000
Aquastone Necklace 2,070
Aquastone Ring 1,030
Art of Battle Axe 131,000
Arthro Nail 86,800
Artisan’s Frame 1,400
Assassin Knife 4,090
Assault Boots 978
Atuba Hammer 18,000
Atuba Mace 18,000
Avadon Boots 5,190
Avadon Breastplate 20,300
Avadon Circlet 1,780
Avadon Gaiters 13,000
Avadon Gloves 5,190
Avadon Leather Armor 22,800
Avadon Robe 22,800
Battle Axe 22,900
Bec de Corbin 28,700
Bellion Cestus 131,000
Bich’hwa 14,000
Big Hammer 22,900
Blacksmith’s Frame 1,400
Blessed Branch 61,300
Blessed Gloves 3,580
Blood Helm 5,360
Blue Crystal Skull 15,200
Blue Diamond Necklace 213
Blue Wolf Boots 8,040
Blue Wolf Gaiters 20,100
Blue Wolf Gloves 8,040
Blue Wolf Helmet 12,100
Blue Wolf Leather Armor 35,300
Blue Wolf Stockings 15,100
Blue Wolf Tunic 24,100
Body Slasher 22,900
Bone Arrow 400
Bone Helmet 313
Bonebreaker 18,000
Boots 123
Boots of Blessing 5,190
Boots of Doom 8,040
Boots of Grace 8,040
Boots of Power 747
Boots of Seal 1,260
Boots of Silence 5,190
Bow 125
Bow of Peril 131,000
Braided Hemp 340
Brandish 541
Brigandine Boots 747
Brigandine Gaiters 1,870
Brigandine Gauntlets 747
Brigandine Helmet 1,120
Brigandine Shield 784
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Brigandine Tunic
Broadsword

Caliburs

Candle of Wisdom
Cap of Mana

Cedar Staff

Cerberus Eye

Chain Boots

Chain Gaiters

Chain Gloves

Chain Gloves of Silence
Chain Helmet

Chain Hood

Chain Mail Shirt
Chain Shield
Chakram

Claws of Black Dragon
Claymore

Club of Nature
Coarse Bone Powder
Cokes

Composite Armor
Composite Boots
Composite Helmet
Composite Shield
Composition Bow
Compound Braid
Conjuror’s Staff
Cord

Crafted Leather
Craftsman Mold
Crimson Boots
Crossbow

Crucifix of Blood
Crystal Dagger
Crystal Staff
Crystallized Ice Bow
Cursed Dagger
Cursed Maingauche
Cursed Staff

Dark Screamer

Dark Stockings
Darkelven Dagger
Deadman’s Glory
Deadman'’s Staff
Demon Fangs
Demon’s Boots
Demon’s Gloves
Demon’s Staff
Demon'’s Stockings
Demon’s Sword
Demon’s Tunic

Dirk

Divine Boots

Divine Gloves

Divine Stockings
Divine Tunic

Doom Gloves

Doom Helmet

Doom Plate Armor
Doom Shield

Drake Leather Armor
Drake Leather Boots
Drake Leather Gloves
Dwarven Chain Boots
Dwarven Chain Gaiters
Dwarven Chain Gloves

2,990
125
43,000
61,300
5,360
541
61,300
1,260
3,160
1,260
5,190
1,470
1,890
5,050
1,330
22,900
61,300
18,000
43,000

340
16,000
2,450
3,680
2,580
2,440
500
6,440
500
1,400
2,250
1,610
28,700
14,000
61,300
22,900
22,900
22,900
14,000
28,700
43,000
625
22,900
131,000
61,300
15,200
2,450
2,450
61,300
4,600
131,000
7,360
541
3,580
3,580
6,710
10,700
8,040
12,100
47,100
8,450
17,400
3,580
3,580
1,260
4,030
1,610

Dwarven Chain Mail Shirt
Dwarven Chain Shield
Dwarven Trident
Dwarven War Hammer
Earring of Binding
Earring of Black Ore
Earring of Protection
Eldarake

Elemental Boots
Elemental Hood
Elven Bow

Elven Bow of Nobility
Elven Earring

Elven Long Sword
Elven Mithril Boots
Elven Mithril Gloves
Elven Mithril Stockings
Elven Mithril Tunic
Elven Necklace

Elven Ring

Eminence Bow
Enchanted Necklace
Excellent Leather Gloves
Eye of Infinity

Fine Steel Arrow

Fist Blade

Flamberge

Flame Helm

Forest Bow
Forgotten Boots

Full Plate Armor

Full Plate Boots

Full Plate Gauntlets
Full Plate Helmet
Full Plate Shield
Gastraphetes
Gauntlets of Ghost
Ghost Staff

Ghoul’s Staff

Glaive

Gloves of Blessing
Gloves of Grace
Gloves of Seal

Goat Head Staff
Grace Dagger

Great Axe

Great Helmet

Great Pata

Great Sword
Guardian’s Boots
Guardian’s Gloves
Half Plate Armor
Hard Leather Gaiters
Hard Leather Shirt
Heathen's Book
Heavy Bone Club
Heavy Crosshow
Heavy Doom Axe
Heavy Doom Hammer
Heavy War Axe

Hell Knife

Helm of Avadon
Helmet of Pledge
Hex Doll

High Grade Suede
Homunkulus's Sword
Hood of Aid

6,440
1,560
6,440
28,700
2,950
9,240
1,960
1,330
8,040
5,360
6,440
28,700
934
18,000
747
747
1,400
2,240
1,250
623
61,300
568
209
14,000
600
43,000
22,900
5,360
1,360
2,450
23,200
3,580
3,580
5,360
3,750
9,670
3,580
18,000
61,300
18,000
5,190
8,040
1,610
14,000
43,000
86,800
2,420
61,300
86,800
5,190
5,190
3910
230
369
43,000
14,000
86,800
22,900
22,900
86,800
86,800
5,360
5,360
43,000
500
43,000
5,360

Hood of Grace

Hood of Solar Eclipse
Hood of Summoning
Horn of Glory
Implosion Boots
Implosion Gauntlets
Inferno Staff

Iron Boots

Iron Hammer
Journeyman Ring
Karmian Boots
Karmian Gloves
Karmian Stockings
Karmian Tunic
Katana

Keshanberk

Key of Titan

Kite Shield

Knight Shield

Kris

Lance

Leather

Leather Armor of Doom
Leather Boots

Leather Gloves
Leather Helmet
Leather Shoes
Leather Stockings
Leather Tunic

Light Crossbow

Mace of Judgment
Mace of the Underworld
Maestro Anvil Lock
Maestro Holder
Maestro Mold
Maingauche
Manticore Skin Boots
Manticore Skin Gaiters
Manticore Skin Gloves
Manticore Skin Shirt
Metallic Fiber

Mithril Alloy

Mithril Banded Gaiters
Mithril Banded Mail
Mithril Boots

Mithril Dagger

Mithril Gauntlets
Mithril Gloves

Mithril Helmet

Mithril Ring

Mithril Scale Gaiters
Mithril Shirt

Mithril Stockings
Mithril Tunic
Moonstone Earring
Morning Star
Nassen’s Earring
Necklace of Anguish
Necklace of Black Ore
Necklace of Darkness
Necklace of Devotion
Necklace of Mermaid
Necklace of Protection
Necklace of Wisdom
Nirvana Axe

Ogre Power Gauntlets
Omen Beast’s Eye Earring

5,360
5,360
5,360
28,700
8,040
8,040
43,000
508
2,440
not sold
1,260
1,260
2,370
3,790
28,700
86,800
not sold
784
1,690
86,800
131,000
190
35,300
209



EQUIPMENT: RECIPES

Orcish Glaive

Orcish Poleaxe
Oriharukon

Paagrio Axe

Paagrio Hammer
Paagrio Hand
Paradia Boots
Paradia Gloves
Paradia Hood
Paradia Staff

Pata

Phoenix Feather
Phoenix Hood

Piece Bone Breastplate
Piece Bone Gaiters
Plate Boots

Plate Gaiters

Plate Helmet

Plate Shield

Plated Leather

Plated Leather Boots
Plated Leather Gaiters
Plated Leather Gloves
Poleaxe

Raid Sword

Reinforced Mithril Gloves

Rind Leather Armor
Rind Leather Boots
Rind Leather Gaiters
Rind Leather Gloves
Ring of Ages

Ring of Black Ore
Ring of Protection
Ring of Sage

RIP Gauntlets

Robe of Seal

Saber

Sage’s Necklace
Sage’s Rag

Sage’s Ring

Sage’s Staff

Sage’s Worn Gloves
Salamander Skin Mail
Samurai Longsword
Scale Gaiters

Scale Mail

Scallop Jamadhr
Scorpion

Scroll of Destruction
Scythe

Shamshir

Shillien Knife
Shining Circlet
Short Spear

Silver Arrow

Silver Axe

Silver Mold

Skull Breaker

Skull Graver
Slamander Skin Boots
Soulfire Dirk
Soulshot: A Grade
Soulshot: B Grade
Soulshot: C Grade
Soulshot: D Grade
Spiked Club
Spinebone Sword
Spirit Sword

147
7,850
4,090
5,650
4,770
2,820

43,000

978

4,770
61,300
833
1,330
18,000
47,800
61,300
22,900
28,700
9,670
3,680
1,360
900
22,900

500
14,000
22,900

978
28,700
75,000
50,000
30,000

2,500

9,670

6,440
28,700

Spiritshot: A Grade
Spiritshot: B Grade
Spiritshot: C Grade
Spiritshot: D Grade
Sprite’s Staff

Square Shield

Staff of Evil Spirit
Staff of Life

Steel

Steel Mold

Steel Plate Helmet
Stick of Eternity

Stick of Faith

Stiletto

Stockings of Doom
Stockings of Zubei
Stormbringer
Strengthened Long Bow
Sword Breaker
Sword of Damascus
Sword of Delusion
Sword of Limit
Sword of Nightmare
Sword of Reflection
Sword of Revolution
Sword of Valhalla
Sword of Whispering Death
Synthetic Cokes
Tarbar

Tears of Fairy
Tempered Mithril Gaiters
Temptation of Abyss
Theca Leather Armor
Theca Leather Boots

75,000
50,000
30,000
2,500
86,800
1,030
131,000
18,000

500
2,060
43,000
22,900
28,700
15,100
9,730
22,900
14,000
2,440
131,000
43,000
43,000
43,000
1,360
14,000
86,800
43,000

14,000
28,700
2,370
4,090
8,250
2,750

Theca Leather Gaiters
Theca Leather Gloves
Three Eyed Crow'’s Feather
Tiger’s Eye Earring
Tome of Blood

Tower Shield

Trident

Tsurugi

Tunic of Doom

Tunic of Zubei
Two-handed Sword
Vajra Wands

Varnish of Purity
War Axe

War Pick

White Tunic

Widow Maker

Willow Staff

Winged Spear

Wolf Breastplate
Wolverine Needle
Wooden Arrow

Yaksa Mace

Zubei’s Boots

Zubei’s Breastplate
Zubei's Gaiters
Zubei’s Gauntlets
Zubei’s Helmet
Zubei's Leather Gaiters
Zubei’s Leather Shirt
Zubei’s Shield

5,160
2,750
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THE REST

ErFecT WEIGHT  STACKABLE?  PAvs
POTIONS, BANDAGES, AND SO FORTH
Beginner's Potion Slowly restores HP 180 Yes -
Red Potion Restores 2 HP every 3 seconds for 15 seconds 80 Yes 20
Healing Drug Restores 1.5 HP every second for 20 seconds 180 Yes 25
Lesser Healing Potion Restores 4 HP every 3 seconds for 15 seconds 180 Yes 45
Healing Potion Restores 14 HP every 3 seconds for 15 seconds 180 Yes 165
Greater Healing Potion Restores 32 HP every 3 seconds for 15 seconds 180 Yes 450
Quick Healing Potion Restores 435 HP 180 Yes 5,000
Antidote Dispels poison up to level 3 180 Yes 38
Bandage Dispels bleeding up to level 3 180 Yes 38
Greater Antidote Dispels poison up to level 7 180 Yes 90
Emergency Dressing Dispels bleeding up to level 7 180 Yes 90
Mana Drug Restores 1.5 MP every second for 20 seconds 180 Yes 40
Mana Potion Restores 25 MP 180 Yes 1,000
Haste Potion Increases movement speed by 20; duration 20 minutes (in small-mouthed jar) 180 Yes 600
Haste Potion Increases movement speed by 33, PAtk speed by 33%; duration 5 mins (in beaker) 180 Yes 2,500
Greater Haste Potion Increases movement speed by 33; duration 10 minutes 180 Yes 1,500
Potion of Alacrity Increases PAtk speed by 15%; duration 20 minutes 180 Yes 1,200
Greater Swift Attack Potion Increases PAtk speed by 33%; duration 10 minutes 180 Yes 3,000
Scroll of Resurrection Resurrects party member 120 Yes 1,000
CRYSTALS
Crystal: D Grade Used in crafting and summoning spells 0 Yes 325
Crystal: C Grade Used in crafting and summoning spells 0 Yes 1,500
Crystal: B Grade Used in crafting 0 Yes 4,500
PET FOOD
Food for Hatchling Helps dispel hatchling's hunger 40 Yes 75
Food for Wolves Helps dispel wolf's hunger 40 Yes 50
SHOT
Soulshot: No Grade Increases physical damage when used with a non-grade weapon 4 Yes 4
Soulshot: D Grade Increases physical damage when used with a D-grade weapon 3 Yes b
Soulshot: C Grade Increases physical damage when used with a C-grade weapon 3 Yes 8
Soulshot: B Grade Increases physical damage when used with a B-grade weapon 2 Yes 25
Spiritshot: No Grade Increases magical damage when used with a non-grade weapon 7 Yes 8
Spiritshot: D Grade Increases magical damage when used with a D-grade weapon 7 Yes 9
Spiritshot: C Grade Increases magical damage when used with a C-grade weapon 5 Yes 18
Spiritshot: B Grade Increases magical damage when used with a B-grade weapon 5 Yes 50
TICKETS & TRANSPORTATION
Ship Ticket Boat ticket from Gludin to Talking Island 20 No 1,000
Ship Ticket Boat ticket from Talking Island to Gludin 20 No 1,000
Boat Ticket Boat ticket from Giran Harbor to Talking Island 20 No 4,000
Boat Ticket Boat ticket from Talking Island to Giran 20 No 4,000
Scroll of Escape Returns user to the nearest town 120 Yes 200
Scroll of Escape: Clan Hall Returns you to your home if they have one; if not, returns player to town 120 Yes 250
Scroll of Escape: Castle Returns you to your castle if they have one; if not, returns player to town 120 Yes 250
Gatekeeper Charm Used to teleport for free from Orc Village to Gludin 10 Yes -
Gatekeeper Token Used to teleport for free from Dwarf Village to Gludin 10 Yes -
ENCHANTMENT SCROLLS
Scroll: Enchant Armor (Grade D) Improves D-grade armor's P.Def or M.Def 120 Yes 3,000
Scroll: Enchant Armor (Grade C) Improves C-grade armor's P.Def or M.Def 120 Yes 7,500
Scroll: Enchant Armor (Grade B) Improves B-grade armor's P.Def or M.Def 120 Yes 40,000
Scroll: Enchant Weapon (Grade D) Improves D-grade weapon's P.Atk and M.Atk 120 Yes 25,000
Scroll: Enchant Weapon (Grade C) Improves C-grade weapon's P.Atk and M.Atk 120 Yes 55,000
Scroll: Enchant Weapon (Grade B) Improves B-grade weapon's P.Atk and M.Atk 120 Yes 250,000
MAPS
World Map Map of Aden 0 No 250
Map: Elmore Map of Elmore (Dwarf and Orc lands) 0 No 250
Key O'F Tth‘F Used to unlock doors 10 Yes 500
PI"OO'F O'F BIOOd Needed to update level of Clan to 3 0 No -
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VENDORS: MERCENARIES & PET MANAGERS |

VENDOR PRICES

All prices at the shops of Lineage Il are drawn
from a base price that you will never see in the
game. Each municipality and vendor adds a
surcharge (and usually a tax rate) to that base
price. Castle rulers may adjust the tax rate at
their neighborhood shops; taxes collected
belong to the ruling clan. (Towns subject to a
variable rate are italicized in the table, below.)
Until a clan takes a castle, the tax rate is set as
follows:

10% 15% 20% 30% 50%
Giran Starting Aden Hunters’ Floran
Villages Dion Village S Dark EIf
Oren Gludin S Wasteland
Ivory Gludio
Tower Hardin's Ac.

Chaotic Vendors. You might notice that
four vendors, in three locations, sell goods at
a 50% markup. These enterprising souls are
the only vendors available to karma-laden
characters who have trouble getting past

town guards. They include Grocer Pano, in
Floran; Tyra, west of the Altar of Rites (on
the edge of C20/B20); and Traders Rolento
and Sarien, by the southern entrance into the
Wastelands (S Waste).

Actually, Magic Trader Cema, in Hardin’s cav-
ernous Academy — HA on the map — will also
sell to anyone. The goods she sells are in the
Hard. Ac. column.

Start indicates all five starting villages.
Ad/Dn are Aden and Dion, which sell the
same items, starting at the same price.

When Vendors Pay. All shops and vendors
will buy any equipment that you want to sell
(except those things you can’t trade away, like
your starting equipment and quest items).
They all pay 50% of the base price for any-
thing they buy; their paying price works out to
less than half of the selling price (assuming it
would be for sale) at any shop.

MERCENARIES

When you purchase a Mercenary Disposition
Badge, you're getting the right to station a
mercenary in defense of your castle. (Only clan
leaders may do this.) Mercenaries can only be
stationed in the castle where they are
acquired. Each type of mercenary can be sta-
tionary or mobile. Teleporters can carry you
between inner castle, outer castle and the
guardian, depending on which one you pur-
chase. All Mercenary Managers area found at
their respective castle and use the same prices:

Sword 34,500
Spear 46,000
Bow 57,500
Cleric 172,500
Wizard 172,500
Teleporter 115,000

Vendors include Mercenary Managers Arvid
(Giran), Eldon (Aden), Greenspan (Gludio),
Morrison (Oren) and Sanford (Dion).

PET MANAGERS

All Pet Managers sell their goods at the same
price, 20% over the base price.

Wolf Weapons Hatchling Weapons

Iron Canine 16,220  Viperbite 371,347

Shining Canine 40,880  Shadow Fang 506,848

Ghost Canine 73,300 Alya Fang 680520

Mithril Canine 122838  Torturer 909,889

Sylvan Canine 193,273 .

Orikarukon Canine 289986 Hatchling Armor

Fang of Saltydog 418,964  Hatchling’s Scale Mail 377,347
Hatchling’s Brigandine 506,848

Wolf Armor Hatchling’s Bronze Coat 680520

Wolf Leather Armor 8,353  Hatchling’s Steel Coat 909,889

Wolve’s Hide Armor 21,337

Wolve’s Hard Leather Mail 38718 Food

Wolve’s Wooden Armor 65,734  Food for Wolves 120

Wolve’s Ring Mail 104,919  Food for Hatchling 180

Wolve’s Bone Armor 159,931

Wolve’s Scale Male 235,160

Vendors include Pet Managers Cooper (Giran),
Joey (Oren), Lemper (Aden), Lundy (Gludio),
Martin (Gludin), Nelson (Hunters’ Village) and
Waters (Dion). Each is marked on his town
map with @.
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WEAPONS
START GLUDIN Ap/Dn OrReN  Hunters' S WASTE GIRAN Gpio  Ivory T. FLoran  Harb. Ac.
Apprentice’s Rod 883
Bone Dagger 883
Buffalo’s Horn 883
Club 883
Short Bow 883
Short Sword 883
Spiked Gloves (Orc V) 883
Heavy Chisel 9,280 9,684
Apprentice’s Spellbook 14,375 15,000
Bow 14,375 15,000
Broadsword 14,375 15,000
Doom Dagger 14,375 15,000
Iron Gloves (Orc V) 14,375 15,000
Knife 14,375 15,000
Mace 14,375 15,000
Willow Staff 14,375 15,000
Sickle 21,275 22,200
Brandish 62,215 64,920 64,920 62,215 70,330
Cedar Staff 62,215 64,920 64,920 62,215 70,330 81,150
Dirk 62,215 64,920 64,920 62,215 70,330 81,150
Dwarven Mace 62,215 64,920 64,920 62,215 70,330
Fox Claw Gloves (Orc V) 62,215 64,920
Gladius 62,215 64,920 64,920 62,215 70,330 81,150
Handmade Sword 62,215 64,920 64,920 62,215 70,330
Hunting Bow 62,215 64,920 64,920 62,215 70,330 81,150
Orcish Sword 62,215 64,920 64,920 62,215 70,330 81,150
Cestus (OrcV) 156,400 163,200 163,200 156,400 176,800 149,600 163,200
Forest Bow 156,400 163,200 163,200 156,400 176,800 149,600 163,200
Journeyman’s Staff 156,400 163,200 163,200 156,400 176,800 149,600 163,200
Long Sword 156,400 163,200 163,200 156,400 176,800 204,000 149,600 163,200
Relic of the Saints 156,400 163,200 163,200 156,400 176,800 204,000 149,600 163,200
Short Spear 156,400 163,200 163,200 156,400 176,800 204,000 149,600 163,200
Throwing Knife 156,400 163,200 163,200 156,400 176,800 149,600 163,200
Buzdygan 292,800 292,800 280,600 317,200 268,400 292,800
Composition Bow 292,800 292,800 280,600 317,200 366,000 268,400 292,800
Crucifix of Blessing 292,800 292,800 280,600 317,200 268,400 292,800
Falchion 292,800 292,800 280,600 317,200 366,000 268,400 292,800
Iron Hammer 292,800 292,800 280,600 317,200 268,400 292,800
Long Spear 292,800 292,800 280,600 317,200 268,400 292,800
Mage Staff 292,800 292,800 280,600 317,200 366,000 268,400 292,800
Sword Breaker 292,800 292,800 280,600 317,200 268,400 292,800
Viper’s Fang 292,800 292,800 280,600 317,200 268,400 292,800
Voodoo Doll 292,800 292,800 280,600 317,200 366,000 268,400 292,800
Assassin Knife 490,800 490,800 470,350 531,700 613,500 449,900 490,800 613,500
Bagh-nakh 490,800 490,800 470,350 531,700 449,900 490,800
Bone Staff 490,800 490,800 470,350 531,700 613,500 449,900 490,800
Branch of Life 490,800 490,800 470,350 531,700 449,900 490,800
Crafted Dagger 490,800 490,800 470,350 531,700 449,900 490,800 613,500
Hand Axe 490,800 490,800 470,350 531,700 613,500 449,900 490,800 613,500
Heavy Mace 490,800 490,800 470,350 531,700 449,900 490,800 613,500
Proof of Revenge 490,800 490,800 470,350 531,700 613,500 449,900 490,800
Saber 490,800 490,800 470,350 531,700 613,500 449,900 490,800 613,500
Scroll of Wisdom 490,800 490,800 470,350 531,700 449,900 490,800
Strengthened Bow 490,800 490,800 470,350 531,700 449,900 490,800
Trident 490,800 490,800 470,350 531,700 613,500 449,900 490,800 613,500
Work Hammer 490,800 490,800 470,350 531,700 449,900 490,800 613,500
Artisan’s Sword 708,400
Bastard Sword 708,400 772,800 966,000
Dark Elven Bow 708,400 772,800
Divine Tome 708,400 772,800 740,600 772,800
Doom Hammer 772,800 740,600 837,200 708,400 772,800 740,600 772,800
Dwarven Trident 708,400 772,800
Elven Bow 708,400
Long Bow 708,400 772,800 966,000
Mace of Prayer 772,800 740,600 837,200 708,400 772,800 740,600 772,800
Mystic Staff 708,400 772,800 740,600 772,800
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VENDORS: WEAPONS & MISCELLANEOUS |

START GLUDIN Ap/Dn OreNn  Hunters' S WAsTE GIRAN GLupio  Ivory T. FLoran  Harb. Ac. .
Pike 708,400 772,800 l'
Poniard Dagger 708,400 772,800 966,000 14
Single-edged Jamadhr 708,400 772,800 maais
Staff of Mana 708,400 772,800 740,600 772,800
Tomahawk 708,400
Sword of Magic 787,600 859,200 823,400 859,200
Sword of Mystic 787,600 859,200 823,400 859,200
Sword of Occult 859,200 823,400 859,200
Blood of Saints 1,063,700 1,112,050 1,160,400
Conjurer’s Knife 1,063,700 1,160,400 1,112,050 1,160,400
Crimson Sword 1,063,700
Dagger of Mana 1,063,700 1,160,400 1,112,050 1,160,400
Dwarven Pike 1,063,700
Elven Sword 1,063,700
Gastraphetes 1,063,700
Kukuri 1,063,700
Mystic Knife 1,063,700 1,160,400 1,112,050 1,160,400
Shillien Knife 1,063,700 1,112,050 1,160,400
Spiked Club 1,063,700
Staff of Magic 1,063,700 1,112,050 1,160,400
Tome of Blood 1,063,700 1,112,050 1,160,400
Triple-edged Jamadhr 1,063,700
Two-handed Sword 1,063,700
War Hammer 1,063,700
Bich’hwa 1,540,000
Crucifix of Blood 1,540,000
Cursed Maingauche 1,540,000
Goat Head Staff 1,540,000
Heavy Bone Club 1,540,000
Maingauche 1,540,000
Strengthened Long Bow 1,540,000
Sword of Revolution 1,540,000
Tarbar 1,540,000
War Pick 1,540,000
Winged Spear 1,540,000
Demon Fangs 1,672,000
MISCELLANEOUS

START GLUDIN Ap/Dn OReN  Hunters” S WASTE GIRAN GLupio  Ivory T. FLORAN TyYRA.
Wooden Arrow 2 2 2 2 2 3 2 2 3 3
Bone Arrow 3 3 3 3 3 4 3 3 3 4 4
Fine Steel Arrow (not in Dion) 6 5 5
Soulshot: No Grade 8
Spiritshot: No Grade 17
Blessed Spiritshot: No Grade 40
BP: Summon Mechanic Golem 1,860 1,860 1,782 2,015 1,705 1,860
Key of Thief 1,150 1,200 1,200 1,150 1,300 1,100 1,200
Gemstone D (Dwarf V) 1,150 1,200 1,200 1,150 1,300 1,100 1,200
Gemstone C 3,300
Gemstone B 11,000
Soul Ore 287 300 300 287 325 275 300 287
Spirit Ore 460 430 430 460 520 440 480 460
Lesser Healing Potion 103 108 135
Healing Potion 396 396 379 429 495 363 396 379 495 495
Antidote 86 90 90 86 112 112
Greater Antidote 216 216 207 234 270 198 216 207 270
Bandage 86 90 90 86 112 112
Emergency Dressing 216 234 198 216 207
Haste Potion 1,380 1,440 1,440 1,380 1,560 1,800 1,320 1,440 1,800
Potion of Alacrity 2,760 2,880 2,880 2,760 3,120 3,600 2,640 2,880 3,600
Scroll of Escape 460 480 480 460 520 480
Scroll of Escape: Clan Hall 600 600 575 650 550 600 575
Scroll of Escape: Castle 550
Scroll of Resurrection 2,400 2,400 2,300 2,600 2,200 2,400 2,300
World Map (Human, EIf, D.EIf V) 575 600 600 575 650 550 600

Map: Elmore (Dwarf, Orc V) 575
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ARMOR
START GLUDIN Ap/Dn OrReN  Hunters' S WASTE GIRAN Gpio  Ivory T. FLoran  Harb. Ac.
Apprentice’s Shoes 8
Cloth Shoes 42
Leather Sandals 42
Short Gloves 42
Leather Shield 44 46
Cloth Cap 63
Shirt 169
Tunic 169
Cotton Shoes 698 728
Crude Leather Shoes 698 728
Short Leather Gloves 698 728
Small Shield 733 765
Cotton Stockings 1,748
Feriotic Stockings 1,748 1,824
Leather Pants 1,748 1,824
Cotton Tunic 2,794 2,916
Feriotic Tunic 2,794 2,916
Leather Shirt 2,794 2,916
Gloves 3,047 3,180 3,180 3,047 3,445
Leather Shoes 3,047 3,180 3,180 3,047 3,445 3,975
Buckler 3,197 3,336 3,336 3,197 3,614
Wooden Helmet 4577 4,776 4,776 4,577 5174 5,970
Hard Leather Pants 5,715 5,964 5,964 5,715 6,461
Leather Stockings 5,715 5,964 5,964 5,715 6,461 7,455
Wooden Gaiters 5,715 5,964
Leather Gloves 7,185 8,124 8,124 7,785 8,801 10,155 1447 8,124
Low Boots 7,785 8,124 8,124 7,785 8,801 7447 8,124
Round Shield 8,176 8,532 8,532 8,176 9,243 10,665 7,821 8,532
Leather Tunic 9,154 9,552 9,552 9,154 10,348 11,940
Wooden Breastplate 9,154 9,552 9,552 9,154 10,348
Bone Gaiters 14,605 15,240 15,240 14,605 16,510 13,970 15,240
Cotton Pants 14,605 15,240 15,240 14,605 16,510 19,050 13,970 15,240
Stockings of Devotion 14,605 15,240 15,240 14,605 16,510 13,970 15,240
Bone Breastplate 23,345 24,360 24,360 23,345 26,390 22,330 24,360
Cotton Shirt 23,345 24,360 24,360 23,345 26,390 30,450 22,330 24,360
Tunic of Devotion 23,345 24,360 24,360 23,345 26,390 22,330 24,360
Boots 14,760 14,760 14,145 15,990 18,450 13,530 14,760
Bracer 14,760 14,760 14,145 15,990 18,450 13,530 14,760
Bone Shield 15,480 15,480 14,835 16,770 14,190 15,480
Hard Leather Helmet 22,080 22,080 21,160 23,920 21,600 20,240 22,080
Piece Bone Gaiters 23,880 22,885 25,870 21,890 23,880
Excellent Leather Gloves 25,080 25,080 24,035 27,170 22,990 25,080 24,035 25,080
Leather Boots 25,080 25,080 24,035 27,170 22,990 25,080 24,035 25,080
Bronze Shield 26,280 26,280 25,185 28,470 32,850 24,090 26,280 25,185 26,280
Hard Leather Gaiters 27,600 27,600 26,450 29,900 34,500 25,300 27,600
Stockings of Magic 27,600 27,600 26,450 29,900 34,500 25,300 27,600 34,500
Bronze Gaiters 36,840 36,840 35,305 39,910 46,050 33,770 36,840 46,050
Bone Helmet 37,560 37,560 35,995 40,690 34,430 37,560 35,995 37,560
Piece Bone Breastplate 38,160 36,570 41,340 34,980 38,160
Blue Buckskin Boots 36,630 39,960 38,295 39,960
Leather Gauntlets 36,630 39,960 38,295 39,960
Aspis 38,500 42,000 40,250 42,000
Hard Leather Shirt 44,280 44,280 42,435 47,970 55,350 40,590 44,280
Tunic of Magic 44,280 44,280 42,435 47,970 55,350 40,590 44,280 55,350
Cursed Stockings 46,920 46,920 44,965 50,830 58,650 43,010 46,920 58,650
Puma Skin Gaiters 46,920 44,965 50,830 43,010 46,920
Bronze Breastplate 59,040 59,040 56,580 63,960 73,800 54,120 59,040
Bronze Helmet 55,000 60,000 57,500 60,000
Gauntlets 55,880 58,420 60,960
Iron Boots 55,880 58,420 60,960
Iron Plate Gaiters 57,420 78,300
Hoplon 58,630 61,295 63,960
Dark Stockings 68,750 75,000 71,875 75,000
Lion Skin Gaiters 68,750 75,000
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START GLUDIN Ap/Dn OReNn  Hunters' S WAsTE GIRAN GLupio  Ivory T. FLoran  Harb. Ac.
Miystic’s Stockings 68,750 75,000 71,875 75,000
Cursed Tunic 75,120 75,120 71,990 81,380 93,900 68,860 75,120 71,990 93,900 75,120
Puma Skin Shirt 68,860 75,120 93,900
Boots of Power 82,170
RIP Gauntlets 82,170
Helmet 83,820
Kite Shield 86,240
Scale Gaiters 91,630
Ring Mail Breastplate 100,200 100,200 96,025 108,550 125,250 91,850 100,200 125,250
Mithril Banded Gaiters 104,720 114,240
Reinforced Leather Gaiters 104,720
Stockings of Knowledge 104,720 114,240 109,480 114,240
Lion Skin Shirt 109,890 119,880
Mystic’s Tunic 109,890 119,880 114,885 119,880
White Tunic 109,890 119,880 114,885 119,880
Compound Scale Gaiters 139,700
Dwarven Scale Gaiters 139,700
Mithril Gaiters 139,700
Scale Mail 146,300
Manticore Skin Gaiters 154,000
Mithril Stockings 154,000
Reinforced Leather Shirt 167,200
Tunic of Knowledge 167,200 182,400 174,800 182,400
Compound Scale Mail 201,300
Dwarven Scale Mail 201,300
Mithril Breastplate 201,300 219,600
Brigandine Gaiters 205,700
Blast Plate 223,300
Manticore Skin Shirt 246,400
Mithril Tunic 246,400
Brigandine Tunic 328,900
JEWELRY

START GLUDIN Ap/Dn OReN  Hunters" S WASTE GIRAN GLupio  Ivory T. FLORAN TyrA
Magic Ring 37 49 49
Apprentice’s Earring 56 73 73
Necklace of Magic 75 99 99
Ring of Knowledge 621 648 810 810
Mystic’s Earring 932 973 1,216 1,216
Necklace of Knowledge 1,242 1,296 1,620 1,620
Ring of Anguish 2,691 2,808 2,808 2,691 3,510 3,510 3,510
Earring of Strength 4,036 4,212 4,212 4,036 5,265 5,265 5,265
Earring of Wisdom 4,036 4,212 4,212 4,036 5,265 5,265 5,265
Necklace of Anguish 5,382 5,616 5,616 5,382 7,020 7,020 7,020
Ring of Wisdom 6,808 7,104 7,104 6,808 7,696 8,880 6,512 7,104 8,880 8,880
Cat'’s Eye Earring 10,223 10,668 10,668 10,223 11,557 13,335 9,779 10,668 13,335 13,335
Necklace of Wisdom 13,685 14,280 14,280 13,685 15,470 17,850 14,280 17,850 17,850
Blue Coral Ring 12,840 13,910 11,770 12,840
Coral Earring 19,200 20,800 17,600 19,200
Ring of Devotion 21,600 23,400 19,800 21,600
Blue Diamond Necklace 25,560 27,690 23,430 25,560
Red Crescent Earring 32,280 34,970 29,590 32,280 30,935
Enchanted Ring 31,240 32,660
Necklace of Devotion 43,080 46,670 39,490 43,080 41,285
Enchanted Earring 46,860 48,990
Black Pearl Ring 47,080 49,220
Enchanted Necklace 62,480 65,320
Elven Ring 68,530
Tiger’s Eye Earring 70,730 73,945
Near Forest Necklace 94,270 98,555
Elven Earring 102,740
Elven Necklace 137,500




1 PRl MA OFﬁcnal Game GUlde

SPELLBOOKS

START GLUDIN Ap/Dn OrReN  Hunters' S WASTE GIRAN GLupio  Ivory T.
Spellbooks (Human, EIf, D.EIf V)
SB: Advanced Attack Power 86
SB: Advanced Defense Power 86
SB: Battle Heal 115
SB: Heal 115
SB: Ice Bolt 115
SB: Might 115
SB: Vampiric Touch 115
SB: Cure Poison 575 600 600 575 650
SB: Curse: Poison 575 600 600 575 650
SB: Curse: Weakness 575 600 600 575 650
SB: Flame Strike 575 600 600 575 650
SB: Group Heal 575 600 600 575 650
SB: Shield 575 600 600 575 650
SB: Wind Shackle 575 600 600 575 650
SB: Wind Walk 575 600 600 575 650
SB: Zero Gravity 550 600 575
SB: Drain Energy 632 660 660 632 715
SB: Elemental Heal 632 660 660 632 715
SB: Aqua Swirl 862 900 900 862 975 825 900
SB: Arcane Acumen 862 900 900 862 975 825 900
SB: Aura Burn 862 900 900 862 975 825 900
SB: Blaze 862 900 900 862 975 825 900
SB: Concentration 862 900 900 862 975 825 900
SB: Disrupt Undead 862 900 900 862 975 825 900
SB: Poison 862 900 900 862 975 825 900
SB: Poison Recovery 862 900 900 862 975 825 900
SB: Servitor Heal 862 900 900 862 975 825 900
SB: Summon Black Cat 862 900 900 862 975 825 900
SB: Twister 862 900 900 862 975 825 900
SB: Charm 920 960 960 920 1,040 880 960
SB: Resurrection 920 960 960 920 1,040 880 960
SB: Water Breathing 920 960 960 920 1,040 880 960
SB: Summon Shadow 960 960 920 1,040 880 960
SB: Summon Silhouette 960 960 920 1,040 880 960
SB: Summon Unicorn Boxer 960 960 920 1,040 880 960
SB: Confusion 1,380 1,380 1,322 1,495 1,265 1,380
SB: Cure Bleeding 1,380 1,380 1,322 1,495 1,265 1,380
SB: Agility 1,500 1,500 1,437 1,625 1,375 1,500
SB: Body to Mind 1,500 1,500 1,437 1,625 1,375 1,500
SB: Dryad Root 1,500 1,500 1,437 1,625 1,375 1,500
SB: Empower 1,500 1,500 1,437 1,625 1,375 1,500
SB: Focus 1,500 1,500 1,437 1,625 1,375 1,500
SB: Holy Weapon 1,500 1,500 1,437 1,625 1,375 1,500
SB: Mental Shield 1,500 1,500 1,437 1,625 1,375 1,500
SB: Poison Cloud 1,500 1,500 1,437 1,625 1,375 1,500
SB: Servitor Mana Charge 1,500 1,500 1,437 1,625 1,375 1,500
SB: Summon Mew the Cat 1,500 1,500 1,437 1,625 1,375 1,500
SB: Summon Unicorn Mirage 1,500 1,500 1,437 1,625 1,375 1,500
SB: Surrender to Earth 1,500 1,500 1,431 1,625 1,375 1,500
SB: Surrender to Fire 1,500 1,500 1,437 1,625 1,375 1,500
SB: Surrender to Poison 1,500 1,500 1,437 1,625 1,375 1,500
SB: Touch of God 1,920 1,920 1,840 2,080 1,760 1,920
SB: Corpse Life Drain 2,160 2,160 2,070 2,340 1,980 2,160 2,070
SB: Fire Resistance 2,160 2,160 2,070 2,340 2,160 2,070
SB: Recharge 2,160 2,160 2,070 2,340 1,980 2,160 2,070
SB: Sleep 2,160 2,160 2,070 2,340 1,980 2,160
SB: Aqua Resistance 2,695 2,940
SB: Berserker Spirit 2,695 2,940 2,817
SB: Bright Servitor 2,695 2,940 2,817
SB: Curse Bleary 2,695 2,940 2,817
SB: Erase Hostility 2,695 2,940 2,817
SB: Fast Servitor 2,695 2,940 2,817
SB: Mighty Servitor 2,695 2,940 2,817
SB: Regeneration 2,695 2,940 2,817
SB: Resist Poison 2,695 2,940 2,817
SB: Slow 2,695 2,940 2,817
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OOKS, AMULETS, TICKETS

C-GRADE EQUIPMENT (GIRAN CRYSTAL SHOP) §

START GLUDIN Ap/Dn OReNn  Hunters' S WAsTE GIRAN GLupio  Ivory T. l'

SB: Wind Resistance 2,940 2,817
SB: Decrease Weight1 2,695 2,940 2,817 =
SB: Freezing Strike 2,860 3,120 2,990
SB: Power Break 2,860 3,120 2,990
SB: Speed Walk 2,860 3,120 2,990
AMULETS

ORrc VILLAGE GLUDIN Ap/Dn OreN  Hunters' S WasTE GIRAN Gupio  Ivory T.
Am: Blood Lust 115
Am: Chill Flame 115
Am: Night Murmur 115
Am: Pain Thorn 115
Am: Soul Shield 115
Am: External Fear 460 480 480 460 520
Am: Mass Frenzy 862 900 900 862 975
Am: Blaze Quake 920 960 960 920 1,040 880 960
Am: Burning Spirit 920 960 960 920 1,040 880 960
Am: Devotion of Soul 920 960 960 920 1,040 880 960
Am: Entice Madness 920 960 960 920 1,040 880 960
Am: Pain Edge 920 960 960 920 1,040 880 960
Am: Aura Sway 1,500 1,500 1,431 1,625 1,375 1,500
Am: Bind Will 1,500 1,500 1,437 1,625 1,375 1,500
Am: Eternal Flame 1,500 1,500 1,437 1,625 1,375 1,500
SB: Chant of Life 1,840 1,920 1,920 1,840 2,080 1,760 1,920
Am: Engraved Seal of Timidness 2,160 2,160 2,070 2,340 1,980 2,160 2,070
Am: Power of Paagrio 2,160 2,160 2,070 2,340 1,980 2,160 2,070
Am: Pure Inspiration 2,160 2,160 2,070 2,340 1,980 2,160 2,070
Am: Blessing of Paagrio 2,695 2,940 2,817
Am: Engraved Seal of Lazyness 2,695 2,940 2,817
SAILING TICKETS

Boat and Ship Tickets can be purchased for travel to and from Talking Island, from Wharf
Managers Clancy (Gludin), Felton (Giran) and Firan (Talking Island). You've heard it before: be
sure you buy a ticket that will take you in the direction you want to go. Each ticket vendor sells
separate tickets for each direction.

Boat Ticket (between Giran and Talking Island) 9600 Ship Ticket (between Gludin and Talking Island)2400

C-GRADE EQUIPMENT (GIRAN CRYSTAL SHOP)

One shop in Giran sells C-grade weapons, armor and jewelry, so Dwarves and Drops aren’t your
only source for these items. Only, they only accept crystals (a combination of C- and D-grade for
each item), so it looks like you're back to ... D&D (Dwarves and Drops). Well, you also get crystals
when you fail to enchant something and it explodes, but that’s hardly a reliable source, either.

Weapons (Trader Galliducci) |Fist Blade 5375 1075 | Tempered Mithril Gaiters 295 53| Jewelry (Trader Alexandria)
D-GR. C-GR. | Poleaxe 5375 1075 | Composite Boots 310 62 D-GR. C-GR.

Chakram 2865 573 | Sage’s Staff 5375 1075 | Mithril Gloves 310 62| Aquastone Ring 130 26

Cursed Dagger 2865 573 | Sword of Delusion 5375 1075 | Tower Shield 325 65| Moonstone Earring 195 39

Crystal Staff 2865 573 | War Axe 5375 1075 | Chain Gaiters 395 79| Ring of Ages 245 49

Crystallized Ice Bow 2865 573 ) Karmian Tunic 475 95| Aquastone Necklace 260 52

Flamberge 2865 573 |Armor (Trader Alexandria) Mithril Shirt 475 95| Earring of Binding 30 74

Orcish Glaive 2865 573 |_ D-cr.C-GR. | Demon’s Stockings 575  115| Necklace of Mermaid 495 99

Silver Axe 2865 573 | Chain Boots 160 32| Theca Leather Gaiters 645 129

Stormbringer 2865 573 | Reinforced Mithril Gloves 160 32 | Demon’s Tunic 920 184

Akat Long Bow 5375 1075 |Elderake 170 34| Theca Leather Armor 1035 207

Dark Screamer 5375 1075 | Karmian Stockings 295 59 | Composite Armor 1800 360
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QUESTS

Regular Quests

Most of the information in this table is self-explanatory. Lvl is the minimum level required to
accept the quest. <Dark Elf> means that all other races may accept that quest. Rpt? lists
whether the quest can be repeated for further rewards (Yes or No). A reward with an x (as in
“x 50a”) means that you get that reward (in our example, 50 adena) for each item turned in.

In the quest walkthroughs that follow, @ indicates a location on the appropriate town map in
this guide, while (xxK, yyyK) indicates an ingame coordinate. You can get your ingame
location at any time by typing /loc; be aware that these run Wto E and N to S (not S to N).

QUEST Lv.  Race/Crass WHaT? Who Gives I1? Where? RpT? REWARD

Human Fighter’s Tutorial 1 HumanF Hunt/Collect ~ Any NPCin Start Area  Fighter Starting Area N World Map

Human Mystic’s Tutorial 1 HumanM Hunt/Collect ~ Any NPC in Start Area  Mystic Starting Area N World Map

Elf's Tutorial 1 Elf Hunt/Collect ~ Any NPC in Start Area Starting Area N World Map

Dark Elf's Tutorial 1 DarkEIf Hunt/Collect ~ Any NPC in Start Area Starting Area N World Map

Orc’s Tutorial 1 Orc Hunt/Collect  Fire Priest Tokum or Shela Starting Area N Elmore Map

Dwarf’s Tutorial 1 Dwarf Hunt/Collect ~ Miner Maron or May Starting Area N Elmore Map

Deliver Goods 2 Al Delivery Guard Arnold TIVilage N Lesser Healing Potion
Letters of Love 2 Al Delivery Darin TIVilage N 450a

Long Live the Paagrio Lord 2 Orc Delivery Centurion Nakusin Orc Village N 450a

Mass of Darkness 2 Human,Dark EIf Delivery Abyssal Celebrant Undrias Dark Elven Vilage N 250a, 500exp

Miner’s Favor 2 Al Delivery Miner Bolter W of Dwarven Village N 450a

Sacrifice to the Sea 2 Al Hunt/Collect  Lighthouse Keeper Rockswell NE of Tl Village N 400a, 1100exp

What Women Want 2 Human,Elf Delivery Arujien Elven Village N 450a or 5 Beginner’s Potions
Bring Wolf Pelts 3 Al Hunt/Collect ~ Trader Lector TlVillage Y x50a

Deliver Supplies 3 Dark EIf Delivery Sentry Jenna Dark Elven Vilage N 450a

Find Sir Windawood 3 Al Delivery Guard Abellos Tl Vilage N 100a

Fruit of the Mothertree 3 EIf Delivery Andellia Elven Village N 500a, 1000exp

Keen Claws 3 Al Hunt/Collect ~ Trader Payne Dark Elven Village Y x50a

Nerupa’s Request 3 EIf Delivery Nerupa Elven Village N 1000exp

Pleas of Pixies 3 Al Hunt/Collect  Pixy Murika Elven Village Y 100a, 300a or 5000a
Shilen’s Hunt 3 Dark EIf Hunt/Collect  Sentry Nelsya Dark Elven Village N Lesser Healing Potion, 1900exp
Proof of Valor 4  Orc Hunt/Collect  Praetorian Rukain Orc Village Y Necklace of Courage/Valor**
Revenge of the Red Bonnet 4 Al Hunt/Collect ~ Maryse Redbonnet Dwarven Village Y 100a, 300a, 500a, or 5000a
Wrath of Verdure 4 EIf Hunt/Collect  Treant Bremec NW of Elven Village Y x10a

Brigands Sweep 5 Dwarf Hunt/Collect ~ Golden Wheel's Spiron Dwarven Village Y x 12a, x 33a, x 36a; 100a
Chains of Slavery 5 Dark Elf Hunt/Collect  Sentry Kristin Dark Elven Village Y x13a

Recover Smuggled Goods 5 All Hunt/Collect ~ Warehouse Keeper Wilfred TIVilage N 1500a

Wrath of Ancestors 5 Orc Hunt/Collect ~ Seer Livina Orc Village Y 1500a

Hunt the Orcs 6 Al Hunt/Collect ~ Sentinel Rayen Elven Village Y x5a,x15a

Invaders of the Holy Land 6 Orc Hunt/Collect ~ Atuba Chief Varkees Orc Village Y x5a, x 50a

The Guard is Busy 6 Al Hunt/Collect ~ Captain Gilbert TIVillage Y xb5a,x10a,x 15a

The Hidden Veins 6 Dwarf Hunt/Collect  Gray Pillar’s Filaur Dwarven Village Y x 10a; 1000a

Collect Spores 8 Al Hunt/Collect ~ Trader Herbiel Elven Village Y 2000a

Orc Subjugation 8 Dark EIf Hunt/Collect  Sentry Kayleen Dark Elven Village Y xb5a,x 15a

Trade with the Ivory Tower 8 Al Hunt/Collect ~ Trader Vollodos Dark Elven Village Y 2000a

Skirmish with Werewolves 9 Orc Hunt/Collect ~ Prefect Brukurse (pre-req=**)  Orc Village Y 1200a (+600a)

Sword of Solidarity 9  Human Hunt/Collect ~ Grand Master Roien Fighter Starting Area N Sword of Solidarity
Bones Tell the Future 10 Dark EIf Hunt/Collect  Tetrarch Kaitar Dark Elven Village Y x100a

Collect Arrowheads 10 Al Hunt/Collect Master Minia Tl Village Y 1000a, 1200exp

Covert Business 10 Dwarf Hunt/Collect Bronze Key's Keef Dwarven Village Y Rg. of Raccoon* (or 2400a), 60sp
Forgotten Truth 10 Dark EIf Hunt/Collect ~ Tetrarch Thifiell Dark Elven Village N Eldritch Dagger

Jumble, Tumble, Diamond Fuss 10  Dwarf Hunt/Collect  Collector Gouph Dwarven Village N Silversmith Hammer
Shards of Golem 10 Al Hunt/Collect Magister Harrys Tl Village N Cotton Tunic

Skirmish with the Orcs 10 EIf Hunt/Collect  Sentinel Kendnell Elven Vilage N Red Sunset Sword

Spirit of Mirrors 10 Human Hunt/Collect ~ Grand Magister Gallint  Mystic Starting Area N Wand of Adept

Dark Winged Spies 11 Orc Hunt/Collect ~ Neruga Chief Tantus Orc Village Y 3500a

Dreaming of the Skies 11 Al Hunt/Collect Black Anvil's Arin Dwarven Village Y Ring of Firefly* (or 2400a), 60sp
Legacy of the Poet 11 <Dark Elf> Hunt/Collect  Sentinel Starden Elven Vilage N Leather Shirt

Scent of Death 11 Al Hunt/Collect ~ Trader Minaless Dark Elven Village Y 2000a

Spirit of Craftsman 11 Dark EIf Hunt/Collect ~ Blacksmith Karrod Dark Elven Vilage N Blood Saber

Curse of Fortress 12 <Dark EIf> Hunt/Collect ~ Trader Unoren Elven Vilage N Bone Shield, 2000exp
Merciless Punishment 12 Orc Hunt/Collect Urutu Chief Hatos Orc Village N Butcher's Sword

Protect the Water Source 12 EIf Hunt/Collect  Tetrarch Asterios Elven Village N 2500a

Sea of Spores Fever 12 EIf Hunt/Collect  Sentinel Knight Alberius Elven Vilage N Sentinel Sword or Staff
Collector’s Dream 15 Al Hunt/Collect  Alshupes Elven Village Y 1000a

Gatekeeper’s Favor 15 All Hunt/Collect  Gatekeeper Wirphy Dwarven Village Y Gatekeeper Token
Gatekeeper’s Offering 15 Al Hunt/Collect ~ Gatekeeper Tamil Orc Village Y Gatekeeper Charm

Get A Pet 15 Al Pet Wolf Quest  Pet Manager Martin Gludin Y PetWolf

Grim Collector 15 All Hunt/Collect ~ Guard Curtis Gludio Y 2000a (and change)
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Offspring of Nightmares 15 Dark EIf Hunt/Collect  Sorcerer Vlasty Dark Elven Vilage N Bone Gaiters

Rancher’s Plea 15 All Hunt/Collect ~ Edmond NW Tl Shore Y x25a

Save My Sister 15 All Hunt/Collect Elias Tl Vilage N Haste Potion

Tarantula’s Spider Silk 15 All Hunt/Collect ~ Trader Mion (pre-req = *) Dwarven Village Y x20a

Totem of the Hestui 15 Orc Hunt/Collect ~ Seer Tanapi Orc Village Y 5200a

Will the Seal be Broken? 16 Dark EIf Hunt/Collect  Tetrarch Talloth Dark Elven Village N 5000exp

Crystals of Fire and Ice 17 Al Hunt/Collect ~ Trader Katerina TiVilage Y x60a

Catch the Wind 18 Al Hunt/Collect  Rizraell Elven Vilage Y x30a

Destroy Plague Bringers 18  EIf Hunt/Collect Master Ellenia Elven Vilage Y x60a, 10,000a

Sweetest Venom 18 All Hunt/Collect Astaron Dark Elven Village Y 3500a

Blood Fiend 21 <Dark EIf> Hunt/Collect ~ Trader Creamees Elven Vilage N 3000a, 4000exp

Dangerous Seduction 21 Dark EIf Hunt/Collect  Tetrarch Vellior Dark Elven Vilage N Bone Piece Breastplate

Seed of Evil 21 Al Hunt/Collect ~ High Priest Biotin Tl Vilage N Sickle

Sense for Business 21 Al Hunt/Collect ~ Trader Sarien Gludio Y x30a, x 75a, x 2000a

Vanquish Remnants 21 Al Hunt/Collect ~ Leopold Gludin Y x60a, x 65a, x 70a

Adept of Taste 22 Al Hunt/Collect ~ Jonas Dion Y 5000+ exp; 5000a+

Hunt of the Black Lion 25 Al Hunt/Collect ~ Mercenary Sophya Dion Y x35a, plus lots more

Dwarven Kinship 25 Al Delivery Warehouse FM Collette Dark Elven Village N 6100a

Reclaim the Land 25 All Hunt/Collect Piotur N of Orc Barracks Y x 20a, x 253, plus items

The Wishing Potion 30 Al Hunt/Collect  Alchemist Matild Oren Y Fulfilled wishes

Arrow of Vengeance 32 Al Hunt/Collect ~ Guard Belton Giran Y x80a,x90a, x 100a

Curiosity of a Dwarf 33 Al Hunt/Collect ~ Trader Rolento Coast S of Gludio Y x40a, x 800a

Small Wing 35 Al Pet Hatchling Quest Pet Manager Cooper Giran Y Hatchling

Audience w. the Land Dragon 50 Al Prep For Antharas Gabrielle Giran Y Portal Stone

Continuing Quests

Coin of Magic 40 Al Hunt/Collect/Trade Warehouse Keeper Sorint Hunters’ Village Y Items, up To C Grade Sword
Song of the Hunter All Al Hunt/Collect Union Member Grey Hunters’ Village Y Adena, License of Hunter, ltems
Paths to Second Professions (Level 19)

Path To A Warrior H. Fighter Master Auron, Gludin Path To An Assassin D.E. Fighter Triskell, Gludio
Path To A (Human) Knight H. Fighter Sir Klaus Vasper, Gludin Path To A Palus Knight D.E. Fighter Master Virgil, Gludio
Path To A Rogue H. Fighter Captain Bezique, Gludin Path To A Dark Wizard D.E. Mystic Varika, Altar of Rites
Path To A (Human) Wizard ~ H. Mystic Parina, Gludin Path To A Shillien Oracle D.E. Mystic Magister Sidra, Gludio
Path To A Cleric H. Mystic Priest Zigaunt, Gludin Path To An Orc Raider 0. Fighter Prefect Karukia, Orc Village
Path To An Elven Knight E. Fighter Master Sorius, Gludio Path To An Orc Monk 0. Fighter Gantaki Zu Urutu, Orc Village
Path To An Elven Scout E. Fighter Master Reisa, Gludio Path To An Orc Shaman 0. Mystic Tataru Zu Hestui, Orc Village
Path To An Elven Wizard E. Mystic Rosella, Elven Village Path To A Scavenger Dw. Fighter  Collector Pippi, Dwarven Vill.
Path To An (Elven) Oracle E. Mystic Priest Manuel, Gludio Path To An Artisan Dw. Fighter  BSmith Silvery, Dwarven Vill.

Paths to Third Professions (Level 35 Trials; Organized by Second Profession)

Trial of The Challenger Warrior; Elven & Palus Knights (for SS, BD); Orc Raider & Monk  Kash, Dion

Trial of Duty Knights: Human, Elven (for TK), Palus (for SK) Grand Master Hannavalt, Giran

Trial of The Guildsman Artisan; Scavenger Warehouse Keeper Valkon, Giran

Trial of The Pilgrim Cleric; Elven & Shillien Oracles; Orc Shaman Hermit Santiago, Piotur’s Farm, north of Orc Barracks
Trial of The Scholar Wizards: Human, Elven, Dark Magister Mirien, Dion

Trial of The Seeker Rogue; Elven Scout; Assassin Master Dufner, Giran

Paths to Third Professions (Level 37 Testimonies; Organized by Race)

Testimony of Trust Humans High Priest Hollint, Oren Testimony of Glory Orcs Prefect Vokian, Giran
Testimony of Life Elves Master Cardien, Dion Testimony of Prosperity Dwarves ~ Warehouse Keeper Parman, Giran
Testimony of Fate Dark Elves Magister Kaira, Giran

Paths to Third Professions (Level 39 Tests; Organized by Third Profession)

Test of The Champion Warlord; Destroyer Veteran Ascalon, Giran

Test of The Duelist Gladiator; Swordsinger; Bladedancer; Tyrant Duelist Kaien, Oren

Test of The Healer Paladin; Bishop; Temple Knight; Elven Elder Priest Bandellos, Giran

Test of The Lord Overlord Flame Lord Kakai, Orc Village

Test of The Maestro Warsmith Iron Gate's Lockirin, Dwarven Village
Test of Magus Sorcerer; Spellsinger; Spellhowler Bard Rukal, Dion

Test of The Reformer Prophet; Shillien Elder Priest Pupina, Giran

Test of Sagittarius Hawkeye; Silver Ranger; Phantom Ranger Union President Bernard, Hunters’ Village
Test of The Searcher Treasure & Bounty Hunters; Plains & Abyss Walkers Master Luther ,Hunters’ Village
Test of The Summoner Warlock; Elemental & Phantom Summoners High Summoner Galatea, Gludin

Test of The War Spirit Warcryer Seer Somak, Dion

Test of Witchcraft Dark Avenger; Necromancer; Shillien Knight Shadow Orim, Near Valley of Dragons
Clan Quests

Proof of Clan Alliance To Increase Clan Level To 4 Sir Kristof odemai Clan Level To 4

Pursuit of Clan Ambition!

To Increase Clan Level To 5

Sir Gustaf Athebaldt

Proof of Aspiration (for Clan Level 5)
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REGULAR QUESTS

LEVEL 1 STARTING AREA

Combat training. Hunt Keltirs and exchange four Keltir Fangs for a
map. Do this quest, always. It's a cheap way to get a map (500a in
a store) that you will use repeatedly. Some quests even mark
flags on the map for your reference.

1. Talk to one of the characters where you start the game.
(Masters for Human Fighters, Sorcerers for Human Mystics,
Mother’s Disciples for Elves, Abyssal Celebrants for Dark
Elves, Priests of Fire Tokum or Shela for Orcs, Miners Maron
or May for Dwarves).

2. Kill the nearby Keltirs (there are various species) until you
collect 4 Keltir Fangs.

3. Give the 4 fangs to a Master. You get a token in return.

4. Human Fighter. Take the Recommendation to Grand Master
Roien (Talking Island Village ().

Human Mystic. Take the Recommendation to Grand Sorcerer
Gallint (Talking Island Village @).

Elf. Take Leaf of the Mothertree to Nerupa (Elven Village @).
Dark EIf. Take the Blood of Mitraell to Abyssal Celebrant
Mitraell (Dark Elven Village @).

Orc. Take the Voucher of Flame to Flame Guardian Vulkus (Orc
Village ®).

Dwarf. Take the License of Miner to Foreman Laferon (on the
deck; Dwarven Village ®).

5. You receive a map of your area (Elmore for Orcs and
Dwarves; general world map for others).

TuToRIAL

DELIVER GOODS LEVEL 2 TALKING ISLAND VILLAGE
A few days ago merchant ships were shipwrecked by a storm.
Guard Arnold, who works for the recovery project, asks you to
deliver some recovered goods.

1. Talk to Guard Armold ®. He gives you a delivery list and 3 items.

2. Give the pot to Warehouse Keeper Rant @ to get a receipt.

3. Give the cloth to Trader Silvia @ to get a second receipt.

4. Give the box to Trader Jackson €3 to get a third receipt.

5. Take the three receipts back to Guard Arnold, and get a

Lesser Healing Potion.

LETTERS OF LOVE LEVEL 2 TALKING ISLAND VILLAGE
Darin of Talking Island Village falls for Gatekeeper Roxxy. But he
is too shy to tell her his feelings, and asks for help.

1. Talk to Darin ® and get his letter.

2. Give Darin’s letter to Gatekeeper Roxxy @.

3. Talk with Darin again to get his receipt.

4. Give the receipt to Magister Baulro @ and get a potion.

5. Give Darin the potion and get 450a.

LonG Live THE PAAGRIO LORD  LEVEL 2 ORC VILLAGE
Paagrio Lord Kakai, the ruler of the Orc kingdom, has recently
fallen ill. Centurions have decided that each tribe should offer the
Lord gifts that are good for his health. Centurion Nakusin, one of
the Lord’s aides, has asked you to collect gifts from the six tribes.
Listen to his instructions and meet the representatives of each
tribe, then come back with the gifts to receive a reward.

1. Talk to Centurion Nakusin . You must talk to the 6 tribal

leaders and get a gift from each.

2. Talk to Atuba Chief Varkees ®. He gives you Honey Khandar.

3. Talk to Tataru Zu Hestui (). He gives you a Bear Fur Cloak.

4. Talk to Trader Uska @. He gives you an Ancestor Skull.
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5. Talk to Warehouse Keeper Grookin (. He gives you Bloody Axe.
6. Talk to Gantaki Zu Urutu @. He gives you a Deep Sea Orb.

7. Talk to Trader Kunai €3. She gives you Spider Dust.

8. Return to Nakusin with the 6 gifts, for 450a.

Mass oF DARKNESS LEVEL 2 DARK ELVEN VILLAGE
Abyssal Celebrant Undrias is busy preparing for the ceremony of
Shilen and Gran Kain. He asks you to retrieve items for the cere-
mony from Iria, Dorankus and Trudy.

1. Talk to Abyssal Celebrant Undrias @ and get Undrias’s Letter.

2. Talk to Warehouse Keeper Dorankus @ and get Deviant Wine.

3. Talk to Master Trudy €. She gives you Garmiel's Scripture.

4. Talk to Trader Iria €. She gives you a Ceremonial Dagger.

5. Take all the items to Undrias, for 250a and 500 ExP.

MINER's FAVOR LEVEL 2 W oF DWARVEN VILLAGE
Miner Bolter is a member of the Gray Column Guild and lives in
the Strip Mine. He asks you to fetch him a few things from the vil-
lage. Per his request, visit Trader Shari of the weapons shop,
Trader Garita of the item store, Warehouse Chief Reed and
Blacksmith Brunon, and bring back the items that Miner Bolter
has ordered for a reward.
1. Talk to Miner Bolter ®. He gives you Bolter's Smelly Socks
and Bolter’s List.
2. Talk to Trader Garita @. He gives you some Mining Boots.
3. Talk to Trader Shari €. She gives you Boomboom Powder.
4. Talk to Warehouse Chief Reed . He gives you some
Redstone Beer.
5. Talk to Blacksmith Brunon €. You will have to give him the
smelly socks to get the Miner's Pick.
6. Return all the items to Miner Bolter, for 450a

SACRIFICE TO THE SEA LEvEL2  TALKING ISLAND LIGHTHOUSE
Lighthouse Keeper Rockswell blames the recent storms on not
making any offerings to the goddess Shilen. He decides to hold a
secret ceremony, and he needs a maiden doll as an alternative for
a live offering. He asks you to collect fox fur for the hair of the doll.

1. Talk to Lighthouse Keeper Rockswell .

2. Hunt Keltirs until you have 10 Keltir Fur.

3. Give the furs to Cristel ®. She gives you 10 Keltir Fur Yarn.

4, Give the yarn to Warehouse Keeper Rolfe D and he gives you

a Maiden Doll.
5. Give the doll to Rockswell, for 400a and 1100 Exp.

WnaT Women WANT LEVEL 2 ELVEN VILLAGE
Arujien of the Elven Village has had Magister Greenis in his heart
for a long time. He asks you to spy on her.

1. Talk to Arujien @. He gives you Arujien’s Letter.

2. Talk to Gatekeeper Mirabel @.

3. Talk to Trader Herbiel @.

4. Talk to Arujien. If you tell him to forget about her, he gives you
450a and the quest ends. If you tell him that Greenis may like
him, he gives you a Poetry Book to take to her.

5. Give the book to Magister Greenis €). She takes it but rejects
poor Arujien. She gives you Greenis's Letter to return to him.

6. Return to Arujien with the bad news, and he gives you 5
Beginner's Potions.

BRING WoOLF PELTS LEVEL 3 TALKING ISLAND VILLAGE

Sir Windawood asks Trader Lector to create leather equipment
for the militia. Lector has great skills as a tailor, but he is short of
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materials. He asks you to collect forty wolf pelts.
1. Talk with Trader Lector €.
2. Hunt Wolves until you collect 40 Wolf Pelts.
3. Give the pelts to Trader Lector for 50a each.

DELIVER SUPPLIES LEveL 3 DARK ELVEN VILLAGE
Sentry Jenna says that according to Tetrarch Kaitar's prophecy,
the Dark Forest will be invaded by someone. To prepare for an
attack, all sentries have decided to optimize their weapons.
Master Harant promised to provide them brand new weapons,
and they ask you to transport the weapons.
1. Talk to Sentry Jenna @ to get Jennie's Letter.
2. Give the letter to Master Harant €3, and get 3 Sentry Blades.
3. Go back to Jenna. She takes one blade.
4. Give the second blade to Sentry Kristin ®, and get an old
bronze sword.
5. Give the third blade to Sentry Roselyn @, and get another old
bronze sword.
6. Take the 2 bronze swords to Jenna, for 450a.

Finp SIR WiNDAWOOD LEVEL 3 TALKING ISLAND VILLAGE

Guard Abellos says that an urgent message from Gludio Castle
has arrived for Sir Collin Windawood, the Consul of Talking Island.
He asks you to deliver the message to Sir Collin.
1. Talk to Guard Abellos ®. He gives you an Official Letter.
2. Deliver the letter to Sir Collin, who is at the Obelisk of Victory,
for 100a.

FRruIT OF THE MOTHER TREE LEVEL 3 ELVEN VILLAGE

Andellia of the Elven Village takes care of the Mother Tree with
her sisters. She received news a few days ago from her sister
Thalia, who looks after the Mother Tree of Lake Iris down south,
that the tree has produced fruit. She explains that the Mother
Tree's Fruit brings immortality to the Elves, and asks you to carry
them back safely.

1. Talk to Andellia ®. She gives you Andellia’s Letter.

2. Take the letter to Thalya: Exit the village @, follow the path
across two bridges, past the ruins, and around the lakeshore
to the observatory. Thalya takes the letter and gives you The
Mothertree’s Fruit.

3. Return to the village and give the fruit to Andellia, for 500a
and 1000 Exp.

Keen CLaws LEVEL 3 DARK ELVEN VILLAGE

Trader Payne is famous for selling hand-made arrowheads, but he
has recently been requested to create a hooked one, made of
animal claws. He asks for help, and needs fifty wolf claws.

1. Talk to Trader Payne €.

2. Hunt Ashen Wolves and Goblins until you collect 50 Wolf
Claws. There are some in the area between the starting area
and the village. The Wolves drop 1-2 claws, and the Goblins
drop 2-8. The goblins will assist each other, so be careful.

3. Once you have 50 or more claws, return to the village and
give the claws to Payne, for 50a each.

NERUPA'S REQUEST LEvEL 3 ELVEN VILLAGE
Nerupa has brought the goods that were requested by the Elves,
but she cannot pass through the magic field. She asks you to take
the Silvery Spider Silk to Trader Unoren instead.
1. Talk to Nerupa @. She gives you Silvery Spider Silk.
2. Talk to Trader Unoren €9. He takes the silk and gives you
Uno's Receipt.

3. Talk to Trader Creamees . He takes the receipt and gives :
you Cel’s Ticket. N

4. Talk to Warehouse Keeper Julia . She takes the ticket, and el
gives you the Nightshade Leaf.

5. Give the Leaf to Nerupa, for 1000 Exp.

PLEAS OF PIXIES LEVEL 3 ELVEN VILLAGE

The Queen of the Pixies is preparing a spell to protect birds that
are nesting in the Elven Forest from keltirs and wolves. Pixy
Murika is under the Queen’s order to collect the needed ingredi-
ents. She asks for one hundred Red Keltir or Gray Wolf Fangs. In
return she gives you a sparkling stone that was found in the forest.
1. Talk to Pixy Murika ©.
2. Hunt Red Keltirs and Gray Wolves until you gather 100
Predator's Fangs. Many wolves are close to Murika.
3. Give the fangs to Pixy Murika, for a Shard of Glass (100a),
Onyx (300a) or an Emerald (5000a).

SHILEN'S HUNT LEVEL 3 DARK ELVEN VILLAGE

A ceremony for Shilen and Gran Kain will be held soon in the
Dark Elven Village. Before the ceremony there is a hunt for wild
animals for the offering, called Shilen’s Hunt. If you can hunt
Brown Keltirs and Ashen Wolves during Shilen’s Hunt, you will
earn Dark Bezoars. Collect thirteen and take them to Sentry
Nelsya. You will earn the award for the winner of the hunt.

1. Talk to Sentry Nelsya @.

2. Kill Ashen Wolves until you gather 13 Dark Bezoars.

3. Return to Sentry Nelsya with the Bezoars, for a Lesser

Healing Potion and 1900 Exp.

PROOF OF VALOR LEvEL 4 ORcC VILLAGE

Praetorian Rukain always treats young Orcs like little kids. He
says that those who desire to be acknowledged as Orc Fighters
must prove their valor by hunting Kasha Wolves and bringing
back fifty of their Fangs as proof.
1. Talk to Praetorian Rukain @.
2. Hunt Kasha Wolves until you collect 50 Kasha Wolf Fangs.
They are not far out of town.
3. Give the Fangs to Rukain, and he gives you a Necklace Of
Courage or a Necklace Of Valor.

REVENGE OF THE REDBONNET LEvEL 4 DWARVEN VILLAGE

Maryse Redbonnet lost her family as a child and nearly lost her
own life to wolves, and so she burns with hatred for them. Grant
her wish by hunting Black Wolves around the village, then gather
forty of their pelts and take them back to Maryse to receive her
grandmother’s heirloom.

1. Talk to Maryse Redbonnet .

2. Hunt Black Wolves until you have 40 Black Wolf Pelts. You

will find plenty north of town along the path.

3. Deliver the 40 pelts to Maryse.
The reward is one of 4 items which you can sell to a store:
Grandma'’s Hairpin (55% of the time; 100a), Grandma’s Necklace
(25%; 300a), Grandma’s Mirror (18%; 500a), or Grandma'’s Pearl
(2%; 5000a).

WRATH OF VERDURE LEvEL 4 NW oF ELVEN VILLAGE

Olen Treants guard the Elven Forest. They seek revenge on the
goblins that cut down the forest, but the sly goblins have managed
to get away with it. Treant Bremec asks for help as a representa-
tive. Defeat the goblins and return their weapons, that were once
branches of the woods, to Bremec and you shall be rewarded.
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1. Talk to Treant Bremec. He is in the ruins northwest of the
Elven Village. Leave at @ and head northwest immediately.

2. Hunt Goblin Raiders and collect Goblin Clubs.

3. Return to Treant Bremec at any time to exchange Clubs for
Silvery Leaves.

4. Sell the Leaves for 10a each at a store.

BRIGANDS SWEEP LEVEL 5 DWARVEN VILLAGE

Elder Spiron of the Golden Wheel Guild says that his guild has
suffered extensive damage to their trade recently because of
goblin brigands, and asks you to sweep them from the mountains.
Defeat the goblins, collect their necklaces as proof, then bring
back the necklaces for a reward.

1. Talk to Golden Wheel's Spiron @.

2. Hunt Goblins. You can find them in many places throughout
the Dwarven lands.

3. Collect Goblin Necklaces (12a), Goblin Pendants (36a), Goblin
Lord Pendants (33a) and Suspicious Memos. 4 memos will
merge into a Suspicious Contract (100a) on its own, and once
you have the contract you cannot get any more.

4. Return to Spiron at any time and turn in the items.

CHAINS OF SLAVERY LEVEL 5 DARK ELVEN VILLAGE

The imps were created as slaves by the Dark Elves, but recently
they have broken the spell of shackles and run away into the
woods. The Dark Elven Tetrarchs are preparing a new spell to
lock up the imps, but they need Imp Shackles. Go into the Dark
Elven Forest and return with Imp Shackles. You shall receive a
reward from Sentry Kristin.
1. Speak with Sentry Kristin ®.
2. Hunt Imps and Imp Elders to the west/northwest of town.
Each gives you 1 Imp Shackle.
3. Return to Sentry Kristin at any time and turn in the shackles
for 13a each.

RECOVER SMUGGLED GoODS LEVEL 5 TALKING ISLAND VILLAGE

Warehouse Keeper Wilfred has been smuggling with Grecia,
where trading broke off after the war. Recently, a merchant ship
was stranded, spilling adamantite ore all over the shore. He has
recovered most, but giant toads have been swallowing it. He asks
you to kill giant toads and recover the ore.

1. Talk to Warehouse Keeper Wilford (.

2. Hunt Giant Toads until you collect 20 Adamantite Ore. Exit the

village southwest and follow the path to the toads.
3. Give the ore to Wilford for 1500a.

WRATH OF ANCESTORS LEVEL 5 ORc VILLAGE

Seer Livina says that the spirits of the ancestors have been
angered after goblin grave robbers dared to desecrate the graves
of the Utuku tribe. Follow the seer’s orders and punish the goblin
grave robbers, and bring back fifty of their heads. Offering goblin
heads as a sacrifice to the ancestors is the only way to placate
their anger.

1. Talk to Seer Livina €).

2. Hunt Goblin Grave Robbers until you collect 50 Grave

Robber’s Heads. They are north and south of the village.
3. Give the heads to Seer Livina, for 1500a.

HuNnT THE ORCS LEVEL 6 ELVEN VILLAGE

The Kaboo Orcs hiding in the Misty Mountains have begun to
attack the Elven Forest. As per the Hierarch’s orders, Sentinel
Rayen is recruiting warriors to battle against the Orcs. The
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Hierarch's reward will be granted to those who destroy Kaboo
Orcs and bring a token of proof.

1. Speak with Sentinel Rayen @. He asks you to kill Kaboo Orcs
and collect Orc Amulets and Orc’s Necklaces.

2. Hunt Kaboo Orcs, Kaboo Orc Grunts, and Kaboo Orc Archers
that drop Orc Amulets, and Kaboo Orc Fighters, Kaboo Orc
Fighter Lieutenants and Kaboo Orc Fighter Leaders that drop
Orc's Necklaces.

3. Return to Sentinel Rayen at any time and turn in the Amulets
for ba and the Necklaces for 15a.

INVADERS OF THE HoLy LAND LEVEL 6 ORrc VILLAGE

Atuba Chief Varkees says that a foreign race known as the rake-
claw imps have invaded the Immortal Lands, polluting the holy
land of the Orcs. According to his explanation, the rakeclaw imps
are arace created from magic, and are being controlled by some-
one through black magic. Defeat the invaders of the holy land,
and collect the soulstones embedded in their hearts in order to
find out who is behind them.

1. Talk to Atuba Chief Varkees ®, up the northern ramp.

2. Hunt Rakeclaw Imps and Rakeclaw Imp Hunters (which drop
Black Soulstones) and Rakeclaw Imp Chieftains (Black and
sometimes Red Soulstones).

3. Return to Varkees at any time and turn in the Black
Soulstones for 5a and the Red Soulstones for 50a.

THE GuARD IS Busy LEVEL 6 TALKING ISLAND VILLAGE

The lord’s plan to move the people of Gludio to Talking Island has
been announced. In order to make the island a safe place to live,
you must eliminate orcs and werewolves. Those who kill them
and deliver the token shall be granted a reward by the Lord.
1. Talk to Captain Gilbert ®. He gives you the Gludio Lords Mark.
2. Hunt Werewolves for Werewolf's Fang, and Orcs of any kind
for Orc Amulets and Orc’s Necklaces. The necklaces drop off
orcs level 10 and higher.
3. Return to Captain Gilbert at any time to turn in amulets for 5a,
fangs for 10a, and necklaces for 15a.

THE HIDDEN VEINS LEVEL 6 DWARVEN VILLAGE

Elder Filaur of the Gray Pillar Guild asks you to search for hidden
Crysolite Veins. Defeat the Utuku Orcs and bring the Crysolite Ore
they have to receive a reward. Also, gather four pieces of the
map that indicate the location of the vein, and take the pieces to
Priestess of the Earth Chichirin, to turn them into a complete map.
Take this to Filaur to receive a great reward.
1. Talk to Gray Pillar's Filaur @.
2. Hunt Utuku Orcs and collect Oriharukon Ore and Torn Map
Fragments.
3. Each set of 4 map fragments must be turned into a completed
map by visiting Priestess Of The Earth Chichirin @.
4. Talk to Filaur and turn in the ore for 10a each, and a complete
map for 1000a.

COLLECT SPORES LEVEL 8 ELVEN VILLAGE

The Elven Forest has been contaminated slowly by poison from the
Sea of Spores. The Elven Hierarchs are researching a neutralizer
with the aid of Trader Herbiel. Herbiel asks for spore powder, which
is essential to the research. Bring spore sacs to Herbiel from green
fungi of the Elven Forest, and you will receive a reward.

1. Talk to Trader Herbiel @.

2. Hunt Spore Fungus until you have 10 Fungus Sacs. They can

be found to the west, southwest or south of the village.
3. Give the 10 sacs to Trader Herbiel, for 2000a.
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ORC SUBJUGATION LEVEL 8 DARK ELVEN VILLAGE

Balor Orcs who were hiding in the Misty Mountains invaded the
Dark Forest. The prideful Dark Elves begin a counterattack on the
Orcs, who were once their slaves. Those who defeat the Balor
Orcs and bring a token of proof shall be rewarded by Sentry
Kayleen.
1. Speak with Sentry Kayleen ®. She asks you to kill Balor Orcs
and collect Orc’s Amulets and Orc’s Necklaces.
2. Hunt any type of Balor Orc — Archer, Fighter, Lieutenant or
Leader.
3. Return to Sentry Kayleen at any time and turn in the amulets
for 5a and the necklaces for 15a.

TRADE WITH THE IVORY TOWER  LEVEL 8 DARK ELVEN VILLAGE

Trader Vollodos, who has often been dealing with the Mages of
the Ivory Tower, asks you to find spores which have been in high
demand recently. As Vollodos says you can get Spore Sacs if you
go into the Dark Forest and defeat spore fungi. You shall be
rewarded if you bring a collection to Vollodos.

1. Speak with Trader Vollodos @. He asks you to collect 10
Fungus Sacs.

2. Leave town via the west exit and travel along the road until
you get to a single tower on the right, then head northwest.
Hunt and kill the Green Fungi until you have 10 Fungus Sacs.
Blood Fungus also drop the sacs, but more rarely, and are far-
ther down the road around the set of towers on the left.

3. Return to town and give the sacs to Vollodos, for 2000a.

SKIRMISH WITH THE WEREWOLVES LEVEL 9 ORC VILLAGE

War has been declared against the fearless race, the maraku
werewolves, who dared to kill the messenger that the Paagrio
Lord sent, then return the messenger’s head as an answer. Per
Prefect Brukurse's orders, slay maraku werewolves and bring
back forty of their heads.

To start this quest you must have a Necklace Of Valor or of
Courage (from the Proof of Valor quest).

1. Talk to Prefect Brukurse ©.

2. Hunt Maraku Werewolves until you collect 40 Maraku
Werewolf Heads. There are some in the valley south of the
path ring you'll see on your map. You may also earn Maraku
Wolfmen Totems when on this quest, which sell for 600a each.

3. Give the heads to Prefect Brukurse, for 1200a.

SWORD OF SOLIDARITY LEVEL 9 TALKING ISLAND VILLAGE

Grand Master Roien of Cedric’s Training Hall is interested in
restoring the Sword of Solidarity, which is the symbol of friend-
ship between the Elves and Humans. He asks you to meet Altran,
the town'’s blacksmith, in order to reshape the sword.

1. Talk to Grand Master Roien @). He gives you Roien’s Letter.

2. Take the letter to Blacksmith Altran €. He gives you direc-
tions to the ruins.

3. Enter the Elven Ruins and hunt Tunath Orc Marksmen and
Warriors until you get both the Broken Blade Top and the
Broken Blade Bottom. Do not attempt this without friends until
you are at least Level 12.

4. Give the pieces to Blacksmith Altran, who gives you Altran’s
Note.

5. Give the note to Grand Master Roien. He gives you the Broken
Sword Handle.

6. Give the handle to Blacksmith Altran, and receive the Sword
of Solidarity.

BonNEs TELL THE FUTURE LEveL 10 DARK ELVEN VILLAGE

Tetrarch Kaitar knows how to foretell the future by throwing bones
of the undead. Every month he does a telling to foresee any disas-
ter to the Dark Elves, and he asks you to retrieve undead bones.
1. Talk to Tetrarch Kaitar €.
2. Go to the School of Dark Arts and collect 10 Bone Fragments
from Skeleton Hunters and Skeleton Hunter Archers.
3. Give the fragments to Tetrarch Kaitar, for 100a each.

CoLLECT ARROWHEADS LEvEL 10 TALKING ISLAND VILLAGE

Master Minia of the Fighters Guild loves to collect odd weapons
from each race. Recently she has found interest in Tunath Orc
weapons, and asks you to retrieve their marksmans’ arrowheads
from the Elven Ruins.

1. Talk to Master Minia ©.

2. Go to the Elven Ruins and hunt Tunath Orc Marksmen until

you have 10 Orcish Arrowheads.
3. Give the arrowheads to Master Minia, for 1000a and 1200 Exp.

CoveRT BUSINESS LEveL 10 DWARVEN VILLAGE

The notorious Black Mage Hardin has asked the Bronze Key Guild
to gather bat fangs. For some reason, Elder Keef of the Bronze
Key Guild has accepted the request and has begun a covert trade
with Hardin. Per Keef's request, hunt blade bats and barbed bats,
and bring back one hundred of their fangs for a reward.

1. Talk to Bronze Key's Keef @.

2. Hunt Blade Bats and Barbed Bats and collect 100 Bat Fangs.
You can find them in the mine, or you can use the gatekeeper
to go to the Northeast Coast. There are Barbed Bats immedi-
ately to the west, and Blade Bats a little farther west.

3. Give the fangs to Keef, for a Ring of Raccoon and 60 SP.
Repeat for 2400a and 60 SP.

Note that if you wish to do the Tarantula’s Spider Silk quest, you
must keep this ring or a Ring of Firefly.

FORGOTTEN TRUTH LEveL 10 DARK ELVEN VILLAGE

Tetrarch Thifiell asked Abyssal Celebrant Kartia to translate an
ancient script. And now, he asks you to retrieve both the original
copy and the translation from Kartia.

1. Talk to Tetrarch Thifiell €. He gives you an Onyx Talisman1.

2. Give the Onyx Taliman1 to Abyssal Celebrant Kartia (. He
gives you an Onyx Talisman2.

3. Hunt Tumran Orc Brigands until you receive both the Ancient
Scroll and Ancient Clay Tablet. The brigands are in the field to
the west of the Dark Elven Initiation Temple (-50K, 75K).

4. Return to Kartia and give him the tablet, scroll, and talisman2.
He gives you the Kartas Translation.

5. Give the translation to Thifiell, for an Eldritch Dagger.

JUMBLE, TumBLE, DiIAMOND FussLEVEL 10 DWARVEN VILLAGE

Collector Gouph of the Bronze Key Guild has purchased from
Trader Reep of the Silver Scales Guild a star diamond, a rare dia-
mond that is one of only seven in existence throughout the conti-
nent. However, it has been three days since the delivery date, and
he is becoming very impatient. He asks you to visit Trader Reep
and bring back the star diamond.
1. Talk to Collector Gouph (. He gives you Gouph's Contract.
2. Talk to Trader Reep €. He takes the contract and gives you
Reep’s Contract.
3. Talk to Carrier Torroco, behind . He takes the contract and
gives you Elven Wine.
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4.Talk to Miner Maron @. He takes the wine and gives you
Bruno's Dice.
5. Talk to Blacksmith Brunon ©. He takes the dice and gives
you Bruno’s Contract.
6. Go to the mines and hunt Goblin Brigand Lieutenants until
you collect 10 Aquamarines and 10 Chrysoberyls.
7. Return the gems and contract to Brunon. He gives you a Gem
Box1.
8. Talk to Gouph. He takes the box and gives you a Coal Piece.
9. Talk to Brunon. He takes the box and gives you Bruno’s
Letter.
10. Talk to Warehouse Keeper Murphy . He takes the letter
and gives you a Berry Tart.
11. Talk to Warehouse Keeper Airy . She takes the tart and
gives you a Bat Diagram.
12. Hunt Blade Bats until you get the Star Diamond. You can find
them in the mine.
13. Talk to Gouph, for a Silversmith Hammer.

SHARDS OF GOLEM LEveL 10 TALKING ISLAND VILLAGE

A few days ago, the roof of the temple was wrecked by a storm.
Magister Harrys has asked Blacksmith Altran for new tools to
repair the roof. He asks you to retrieve them on his behalf.
1. Talk to Magister Harrys €. He gives you Harris’s Receipt2.
2. Talk to Blacksmith Altran €©. He takes receiptl and gives you
Harris's Receipt2.
3. Hunt Stone Golems until you collect 5 Golem Shards. They
are north of the tower, on the northern part of the island.

4. Give the shards to Blacksmith Altran. He gives you a Tool
Box.

5. Give tools and receipt2 to Magister Harrys, for a Cotton Tunic.

SKIRMISH WITH THE ORCS LEvEL 10 ELVEN VILLAGE
Recently, Orcs of the Misty Mountains have made several
attacks on the Elven Forest. Sentinel Kendnell of the Elven
Village asks you to drive out the Orcs and become the Guardian
of the Forest.

1. Talk to Sentinel Kendnell @. He assigns you an orc chief.
2. Kill the assigned chief and retrieve the Kaboo Chief Torc1

Kaboo Chief Uoph (21K, 41K).

@ to crossing, then north and east.
Kaboo Chief Kracha (34K, 62K).

@ and head south.

Kaboo Chief Batoh (29K, 79K).
Near the Elven dungeon.
Kaboo Chief Tanukia (21K, 57K).
@ to crossroads, look southwest.
3. Return to Sentinel Kendnell with the torc1. He assigns you
another chief to kill.
4. Kill the assigned chief and retrieve the Kaboo Chief Torc2:

Kaboo Chief Turel (40K, 69K).

@, head due south and cross the river.
Kaboo Chief Roko (33K, 79K).

West of the lake, east of Elven dungeon.

Kaboo Chief Kamut (46K, 89K).
@, all the way around the lake to south side.
Kaboo Chief Murika (57K, 77K).
@, cross 2 bridges, 2nd ruins on left.
5. Return to Sentinel Kendnell with the torc2, for a Red Sunset
Sword.
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LEvEL 10 TALKING ISLAND VILLAGE

Grand Magister Gallint of Einhovant’s School of Wizardry is
researching the spirit of mirrors. But, a few days ago three of the
spirits escaped, and you must recapture them.

1. Talk to Grand Magister Gallint @. He gives you 3 Gallint's
Oak Wands.

2. Hunt the Giant Toad Spirit of Mirrors. It is on the south bank
of the river, near the other toads (-97K, 248K).

3. Hunt the Orc Spirit Of Mirrors. It is almost due north of the
toad, on the hill just northeast of the tower (-99K, 235K).

4. Hunt the Werewolf Spirit Of Mirrors. It is on the far west end
of the island down by the water, northwest of the waterfall
(-122K, 236K).

5. Return the 3 wands to Grand Magister Gallint, for a Wand of
Adept.

SPIRIT OF MIRRORS

DARK WINGED SPIES LEVEL 11 ORc VILLAGE

The dark magician Varangka, who is plotting the fall of the Orc
kingdom, is using dark winged bats to spy on the Orcs. The sor-
cerers have requested dark winged bat fangs in order to com-
plete the magic circle that will prevent the bats from approach-
ing Orc territories. Per the request of Neruga Chief Tantus, hunt
dark winged bats and bring back seventy of their fangs.

1. Talk to Neruga Chief Tantus @, up the northern ramp.

2. Hunt Darkwing Bats until you collect 70 Darkwing Bat Fangs.
There are bats along the northern paths, and inside the path
ring on your map. Sometimes when you kill a Darkwing Bat
you may collect a Varangka’s Parasite quest item, and a
Varangka's Tracker will immediately spawn and attack you.
Once killed you will get 5 Darkwing Bat Fangs, and the para-
site item will disappear.

3. Give the fangs to Tantus, for 3500a.

DREAMING OF THE SKIES LEVEL 11 DWARVEN VILLAGE

Elder Arin, the leader of the Black Anvil Guild, has a dream to
study the technology of the late giants and develop the ultimate
flying machine. He has worked long in studying flying technology
to realize his dream, but has run out of research materials, and
asks you to collect floating stones. These stones may be
obtained by hunting the magical weaver. Collect fifty and bring
them back to Arin for a reward.

1. Talk to Black Anvil's Arin @.

2. Hunt Magical Weavers and collect 50 Floating Stones. You
can find them in the mine, or use the gatekeeper to go to the
Northeast Coast. They are to the west of that destination.

3. Give the stones to Arin, for a Ring of Firefly and 60 SP. Repeat
for 2400a and 60 SP.

Note that if you wish to do the Tarantula’s Spider Silk quest, you
must keep this ring or a Ring of Raccoon.

LEGACY OF THE POET LEVEL 11 ELVEN VILLAGE

Sentinel Starden is a veteran of the battle at the Underground
Fortress. Rumiel, who was a longtime friend, a fellow soldier, and
also a great poet, died in battle and his poems were lost within
the fortress. Starden asks you to return his old friend’s works.

1. Talk to Sentinel Starden @.

2. Hunt Baraq Orc Fighters and Baraq Orc Fighter Lieutenants
in the first room of the Elven Dungeon until you collect 4
missing Rumiel’s Poems.

3. Return the 4 lost poems to Sentinel Starden for a Leather Shirt.
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SCENT oF DEATH LEVEL 11 DARK ELVEN VILLAGE
Trader Minaless, who grows herbs as a subsidiary business, has
recently been growing a flower called nightshade. Nightshade
needs special fertilizers, and zombie dust is needed to create them.
Trader Minaless will reward anyone who brings zombie dust after
defeating zombies in the Marshlands, south of the Dark Forest.

1. Talk to Trader Minaless @.

2. Hunt in the swamps to the southwest for Marsh Zombies until

you get 5 Zombie's Skins.
3. Return the skins to Trader Minaless, for 2000a.

SPIRIT OF CRAFTSMAN LEVvEL 11 DARK ELVEN VILLAGE
The Dark Elven Blacksmith, Karrod, wishes to call upon the spirit
of Warsmith Roberto Steelbender in order to learn the skills of
refining Oriharukon Ore. He asks for aid, and has you visit Abyssal
Celebrant Cecktinon of the Temple of Shilen.
1. Talk to Blacksmith Karrod ©. He gives you Karrod’s Letter.
2. Give the letter to Abyssal Celebrant Cecktinon @. He gives
you Cecktinon’s Voucher1.
3. Give the voucher to Magister Harne €). She gives you
Cecktinon’s Voucher2.
4. Go to the School of Dark Arts and collect 10 Bone Fragments
from Skeleton Hunters and Skeleton Hunter Archers.
5. Give the bone fragments to Harne, and she gives you a Soul
Catcher.
6. Give the soul catcher to Cecktinon. He gives you Preserve Qil.
7. Go to the marsh area southwest of the village and hunt Marsh
Zombies until you get a Zombie Head
8. Give the head to Cecktinon and get a Steelbender Head.
9. Give the steelbender to Karrod, for a Blood Saber.

CURSE OF THE FORTRESS LEVEL 12 ELVEN VILLAGE
Trader Unoren says that the recent undead creatures, in the
Underground Fortress, were soldiers resurrected by a curse. He's
figuring out a way to repel the curse of the vengeful spirits, and
he needs you to bring him bone fragments and Elf skulls.
1. Talk to Trader Unoren €).
2. Go to the Elven Fortress.
3. Hunt Skeletons until you have 10 Bone Fragments.
4. Hunt Mist Terrors until you have 3 EIf Skulls. They are further
into the dungeon.
5. Give the fragments and skulls to Trader Unoren, for a Bone
Shield and 2000 Exe.

MERCILESS PUNISHMENT LEVEL 12 ORC VILLAGE
Baranka, the Shaman of Darkness, plans to destroy the Orc king-
dom. Urutu Chief Hatos has ordered the elimination of Baranka’s
followers in order to stop his conspiracy. Go to Centurion Parugon
to receive information about Baranka's followers.

1. Talk to Urutu Chief Hatos @, up the southern ramp. He gives
you Hatos's Order1.

2. Talk to Centurion Parugon @.

3. Buy 3 Scrolls of Escape; it's a long walk.

4. Hunt down the Baranka Messenger and kill him to get the
Letter To Human. Take the paths northeast to the path loop,
and then take the south then east path from there to the Cave
of Trials area. Cross the bridge and continue straight east up
the hill (17K, -119K).

5. Return to Hatos. He takes order1 and gives you Hatos's Order2.

6. Kill the Baranka Messenger again for a Letter To Dark EIf.

7. Return to Hatos. He takes order2 and gives you Hatos's Order3.

8. Kill the Baranka Messenger again for a Letter To EIf.

9. Return to Hatos. He takes order3 and the 3 letters, for a
Butcher’'s Sword.

ELVEN VILLAGE

PROTECT THE WATER SOURCE LEVEL 12

Tetrarch Asterios is concerned that the Mother Tree of the village
is being contaminated. He asks you to go to the water source, the
lake north of the village, to investigate the cause of the contami-
nation.

1. Talk with Tetrarch Asterios €). He gives you a Hyacinth
Charm.

2. Hunt Plague Zombies until you get a Plague Dust. The zom-
bies are only in one spot — the head of the river to the north-
west of the village

3. Return to Tetrarch Asterios. He confirms the dust is the poi-
son, and send you to get 5 more to study.

4. Hunt Plague Zombies until you have 5 Plague Dust.

5. Return the 5 dusts and the charm to Asterios, for 2500a.

SEA OF SPORES FEVER LEVEL 12 ELVEN VILLAGE

Sentinel Knight Alberius is putting great effort into finding a cure
for his companions who caught a mysterious fever while trying to
purify the Sea of Spores. Since there must be different ingredi-
ents for the remedy, he asks you to meet Master Cobendell.

1. Talk to Sentinel Knight Alberius ® and get Smallberry’s Letter.

2. Give the letter to Master Cobendell €). He gives you the
Evergreen Amulet.

3. Hunt Dryads and Dryad Elders until you collect 10 Dryad’s
Tears. You can find out @, just past the crossroads on the left,
or out @ and across a couple bridges.

4. Give the 10 tears and amulet to Master Cobendell. He gives
you 5 Cobendell’'s Medicines.

5. Deliver the medicines to Alberius. He takes one of the medi-
cines, and ask you to deliver the other 4 to other sentinels.

6. One to Sentinel Gartrandell ®.

7. One to Sentinel Veltress @.

8. One to Sentinel Berros @.

9. One to Sentinel Rayen @.

10. Return to Alberius, for a Sentinel Sword or Staff.

CoLLECTOR'S DREAM LEVEL 15 ELVEN VILLAGE

Alshupes, who loves collecting claws and pelts of odd creatures,
now has new interests in giant spiders. He asks for eight legs of
spiders.
1. Talk to Alshupes ©.
2. Hunt Crimson, Hook and Pincer Spiders until you have 8 Giant
Spider’s Legs.
3. Give the legs to Alshupes, for 1000a.

GATEKEEPER'S FAVOR LEVEL 15 DWARVEN VILLAGE

Gatekeeper Wirphy says that her body, created from the technol-
ogy of the ancient giants, has been damaged and her energy is
draining away. She asks you to gather 20 starstones for her, to
receive a charm that lets you teleport to Gludin town for free.

1. Talk to Gatekeeper Wirphy ©.

2. Hunt Whinstone Golems and collect 20 Starstones. You can
find them all along the northeast coast of the Dwarven lands.
They cast a nasty wind strike, and are immune to arrows and
daggers.

3. Give the stones to Gatekeeper Wirphy to get a Gatekeeper
Token that is good for one free teleport to Gludin from the
Dwarven Village. The return trip is 6000a, so do not leave the
Dwarven lands until you are ready.
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GATEKEEPER'S OFFERING LEVEL 15 ORC VILLAGE
Gatekeeper Tamil says that his teleport magic is not complete,

and explains that he needs the aid of the totem spirit of the spider.

But in order to receive the aid of the spider of space and time, he
must regularly make offerings, and asks you to collect the star-
stones of the graystone golem. Collect twenty starstones and
bring them back to receive a token that lets you teleport to the vil-
lage of Gludin for free.

1. Talk to Gatekeeper Tamil @.

2. Hunt Greystone Golems and collect 20 Starstones. You can
find them in the northeast near the waterfall area. They cast a
nasty wind strike, and are immune to arrows and daggers.

3. Give the stones to Gatekeeper Tamil to get a Gatekeeper
Charm that is good for one free teleport (normal price 3000a)
to Gludin from the Orc Village. The return trip is 6000a, so do
not leave the Orc lands until you are ready.

GET A PET LEVEL 15 GLUDIN
To receive a Wolf pet, you must earn approval from the Pet
Manager. Meet Pet Manager Martin in the Village of Gludin, and
he will tell you that you must have love and knowledge about ani-
mals in order to earn a pet. He first asks you to return to your
hometown and eliminate all animal killers.
1. Talk to Pet Manager Martin @. Depending on your race he
will have you kill a different kind of spider.
Human. Kill Giant, Talon and Blade Spiders on Talking Island.
Elf. Kill Crimson, Hook and Pincer Spiders in Elven Forest.
Dark Elf. Kill Lesser Dark Horrors, Dark Horrors and Prowlers in
Dark Elven Forest.
Orc. Kill Kasha, Kasha Fang and Kasha Blade Spiders on the
Idomitable Plateau.
Dwarf. Kill Hunter and Plunder Tarantulas north of the Mithril
Mines.
2. After you get 50 fangs, return to Martin. He sends you to talk
to several NPCs.
3. Go to Gludio and talk to Gatekeeper Belladona @.
4. Go to Dion and talk to Guard Metty @.
5. Go to Giran and talk to Jeweler Ellie €.
6. Return to Martin. He asks you questions having to do with
what Belladona, Metty and Ellie said.
Here are the answers to the questions:
Which of the following is not an appropriate use of a pet?
Make to go to the village and buy items rather than sending
on an errand.
What can be done to make a pet grow faster?
Make a pet hit a monster a lot.
What is the maximum delay allowed before resurrection becomes
impossible? 3 minutes
What is the name of the wolf's ancestor that became extinct 10,000
years ago? Dire Wolf
How is a wolf’s tail normally positioned?
Its tail is always pointing straight down.
Which animal among the following is not a meat-eating mammal of
the canine family? No answer
How far (in kilometers) can a wolf's smell reach? 2.4 km
What kind of wolf leads the rest when hunting in a pack? ~ Male
Which of the following is not a part of the wolf's diet? No answer
Which is not a proper description of the breeding of wolves?
Pregnancy is nine months.

What is the normal lifespan of a wolf in captivity? ~ 12-15 years
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Which of the following do not describe the life of a wolf?
A pregnant wolf makes its home in a wide open place to have
its babies.

Which of the following is the correct description of a wolf?
A grown wolf is still not as heavy as a fully-grown male adult
human.

The following connections are made between the wolves and their
habitats. Which is not correct? Orc— Black Wolf

7. After you answer all the questions correctly you get a pet col-

lar as a reward. You now own a wolf!

GRIM COLLECTOR LEvEL 15 GLupio

During a discussion of the ruins, Guard Curtis speaks of some
good work and introduces Samed. Visit Samed and tell about
Curtis, and you get an errand.

1. Talk to Guard Curtis @.

2. Talk to Samed @. He gives you an Anatomy Diagram.

3. Hunt skeletons to collect Skull1 (50a), Rib Bone1 (15a), Arm
Bone1 (10a), Spine1 (10a), Thigh Bone1 (10a). Hunt zombies to
collect Zombie Head1 (30a), Zombie Heart1 (20a), and Zombie
Liver1 (20a). You can do this in two areas:

Ruins of Despair, due south of Gludio. The ruins sprawl beyond
the inner walled area, so explore the outer areas. Hunt Shield
Skeletons and Skeleton Infantryman — skulls and arms will
be rare. Also hunt Zombie Soldiers and Zombie Warriors.
Ruins of Sorrow/Agony, west of Gludio until you can take the
north fork in the road. Go to the area west of the walled ruins.
Just ignore the Bugbears, and avoid the Spartoi — they are
very strong. Kill Tracker Skeletons, Tracker Skeleton Leaders,
Skeleton Scouts and Skeleton Marksmen. Also kill Ruin
Zombies and Ruin Zombie Leaders.

4, Take all the skeleton parts to Varsek ®. He takes each set of
5 skeleton parts and tries (80%) to assemble a Complete
Skeleton. Repeat for each set of parts you have.

5. Return all the completed skeletons to Samed for 2000a, turn in
the spare parts when you get a pile and don’t have a lot of
spare skulls and arms.

MiLLENNIUM Love LEVEL 15 TALKING ISLAND VILLAGE
In the temple of Talking Island the Elf, Lilith, has lived over a thou-
sand years since she lost her lover, Theon, in the war against
Beleth. Because she has not found his body, she still believes he
is alive, and on your way to Gludio she asks you to find the
whereabouts of her lover.

1. Talk to Lilith €. She gives you Rylin's Letter.

2. Take the boat to Gludin.

3. Talk to Master Baenedes €). He asks you deliver a diary to

Lilith.
4. At some point return to Talking Island.
5. Deliver the diary to Lilith, for a Haste Potion.

OFFSPRING OF NIGHTMARES LEvEL 15 DARK ELVEN VILLAGE

Magister Vlasty is doing research on an undead monster called a
dark horror. He needs dark horror skulls for the actual tests, and
wants you to hunt and bring the skulls to him. Dark horrors are
found in the swamps, on the south side of the village.

1. Talk to Magister Vlasty @.

2. Hunt in the swamps to the southwest for Lesser Dark Horrors
and Dark Horrors until you get a Perfect Skull. You may also
get Cracked Skulls, which are not important.

3. Give the skull to Vlasty, for Bone Gaiters.



REGULAR QUESTS: 5

-21

RANCHER'S PLEA LEvEL15 NW TALKING ISLAND SHORE

Edmond plans to establish a ranch on Talking Island along with
his friend Marius, but is having trouble, as giant spiders keep
devouring his flock. Edmond promises to reward the player for
every spider husk brought back after the player has hunted the
spiders. He also tells the player to visit Marius if anything is
urgently needed for the quest.

1. Talk to Edmond in a house on the northwest shore of Talking

Island (-115K, 222K).
2. Hunt Giant and Talon Spiders to collect Giant Spider Skins.
3. Give the skins to Edmond for 25a each.

SAVE My SISTER LEVEL 15 TALKING ISLAND VILLAGE

Elias, a Master at School of Magic, has been to the northern
woods with some students to gather herbs. But the students have
caught a fever, and Priest Yohanes has been asked to create a
remedy. Large amounts of poison sacs are needed, and you are
requested to gather them and take them to the priest.

1. Talk to Elias ®.

2. Hunt Giant Spiders until you get a Poison Sac.

3. Give the sac to Priest Yohanes @ for a Fever Medicine.

4. Give the medicine to Elias, for a Haste Potion.

TARANTULA'S SPIDER SILK LEVEL 15 DWARVEN VILLAGE

The king of Elmore has requested the best spider silk formal wear.
Trader Mion, a cutter of the Silver Scale Guild, asks you to collect
tarantula spider silk. Hunt crimson and hunter tarantulas, then
bring back their spider silk. Spider silk may also be acquired by
taking tarantula spinnerettes to Defender Nathan to be spun.

To start this quest you must have a Ring Of Raccoon or Ring Of
Firefly.

1. Talk to Trader Mion in the Dwarven Village magic shop.

2. Hunt Hunter and Plunder Tarantulas and collect Tarantula
Spider Silk. You can find them one valley east of where the
Northeast Coast teleport takes you. (Crimson Tarantulas also
drop silk.)

3. If you get any Tarantula Spinnerettes, take them to Defender
Nathan @, to be turned into silk. One spinnerette = 20 silk.

4. Take the silk to Trader Mion for 20a each.

ToTem oF THE HESTUI LEVEL 15 ORC VILLAGE

Recently, more and more gray bears on the Immortal Plateau are
becoming possessed with the evil spirit of Kasha, the spirit of
death and decay. Seer Tanapi worries about this and explains that
the gray bear is originally the protective totem of the Hestui Orc
tribe, and asks you to bring death to the possessed gray bears
and put them to rest. While hunting kasha gray bear totems, you
will confront Kasha's Spirit. Defeat the spirit and bring back proof
to Seer Tanapi.

1. Talk to Seer Tanapi €Y, southern chamber.

2. Hunt Kasha Bears in the northeast near the waterfall to col-
lect Kasha Parasites.

3. Once you collect 50+ parasites, the Kasha Bear Totem Spirit
will appear and attack you. Once you kill it you get a Kasha
Crystal.

4. Talk to Seer Tanapi. He will take the crystal and give you a
Totem of Hestui.

5. Sell the Totem of Hestui at a store (for 5200a).

WILL THE SEAL BE BROKEN? LEVEL 16 DARK ELVEN VILLAGE

Tetrarch Talloth is studying the Dark Arts. He asks for ingredients:
Omen Beast's Eye, Taint Stone and Succubus Blood.

1. Speak with Tetrarch Talloth .

2. Collect Omen Beast's Eye, Tainted Stone and Succubus’ Blood
from The School of Dark Arts.

3. Return to Talloth with the ingredients, for 5000 Exp.

CRysTALS OF FIRE AND ICE LEVEL 17 TALKING ISLAND VILLAGE

Trader Katerina deals jewels as a subsidiary business. She asks
you to head to the Elven Ruins to get soul ore shards, which were
used by the ancient Elven mages. As you have been told, you find
Salamanders and Undines in the Elven Ruins, and you can get
‘flame shards’ and ‘ice shards’ from them.

1. Talk to Trader Katerina @.

2. Go to the Elven Ruins and hunt Undines and Salamanders to

collect and Ice Shards and Flame Shards, respectively.
3. Return to Trader Katerina and turn in the shards for 60a each.

CAtcH THE WIND LEVEL 18 ELVEN VILLAGE

The spirit of the wind, lirein, has the soulstone ‘wind shard’ in its
body. Rizraell asks you to collect them to create the ‘scroll of the
wind.’ Defeat the lireins and return the collected wind shards to
Rizraell.

1. Talk to Rizraell ®.

2. Hunt Lireins and Lirein Elders to collect Wind Shards. You can

find them in great numbers near the 3 bridges north of Gludio.
3. Return to Rizraell at any time to turn in shards for 30a each.

DESTROY PLAGUE CARRIERS LEVEL 18 ELVEN VILLAGE

The ratmen, whom the Elves call ‘the plague carriers,” spread an
epidemic in the Elven Forest and once fought for the Dark Elves.
Because of this, the Elves have bitterness against them. Master
Ellenia asks you to eliminate the ratmen that are nesting in the
Elven Underground Fortress. Bring her their fangs as proof, and
you shall receive a reward.

1. Talk to Master Ellenia €.

2. Hunt Sukar Wererats and Sukar Wererat Leaders which drop
Wererat's Fangs, and their boss Varool Foulclaw, who some-
times drops a Varool Foulclaw’s Fang. Once you get a Varool
Foulclaw’s Fang, return to Master Ellenia.

3. Return to Master Ellenia at any time and turn in the Wererat's
Fangs for 60a and the Varool Foulclaw’s Fang for 10,000a.

SWEETEST VENOM LEVEL 18 DARK ELVEN VILLAGE

Astaron explains about ‘Dreviant Wine,” which is brewed with spi-
der venom. He is planning to make wine with grapes imported
from Gludio, and asks you to retrieve spider venom sacs, which
are the toughest materials to obtain. Hunt the spiders in the Dark
Forest and return the sacs to Astaron for a reward.

1. Talk to Astaron ®.

2. Hunt Poison Spiders and Arachnid Trackers until you collect

10 sacs.
3. Give them to Astaron, for 3500a.

BLoob FIEND LEveL 21 ELVEN VILLAGE

Trader Creamees had lost his friends and kin by the hands of the
dark side which was summoned by a Dark Elven Master of Dark
Arts. The leaders of the dark side and the kirunak (a.k.a. the Blood
Lord) still lurk within the Underground Fortress, and he asks you
to seek revenge.

1. Talk to Trader Creamees .

2. Hunt and kill Kirunak to get a Kirunak Skull. He is the demon

boss of the Undergroup Fortress (at #41).
3. Return to Trader Creamees, for 3000a and 4000 Exp.
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DANGEROUS SEDUCTION LEVEL 21 DARK ELVEN VILLAGE

Tetrarch Vellior has insomnia due to continuous nightmares. A
creature called a succubus is the source of the nightmares, and
he asks you to defeat the dream-catching succubus ‘Merkenis’ at
the School of Dark Arts.

1. Speak to Tetrarch Vellior €.

2. Travel to the School of Dark Arts. In the center of the dungeon
(#38), a succubus spawns called Merkenis. Kill her to receive
the quest item.

3. Return to Vellior, for a Bone Piece Breastplate.

SEED OF EviL LEvEL 21 TALKING ISLAND VILLAGE

High Priest Biotin of the temple has received a revelation of his
god in his dreams. A few days later in his dreams, he finds out
that a seed of evil is growing in the Elven Ruins. He asks you to
eliminate the devilish seed of evil, which has the wings of a bat.

1. Talk to High Priest Biotin €.

2. Go to the Elven Ruins (room #30) and slay Nerkas to get his

Clay Tablet. (He appears every 15 minutes.)
3. Give the tablet to High Priest Biotin, for a Sickle.

SENSE FOR BUSINESS LEVEL 21 S WASTELANDS ENTRANCE

Trader Sarien sells rare magical ingredients to the lvory Tower of
Oren. He tells that you can acquire two of the eight ingredients in
the Wastelands: monster eye meat and jade. He asks you to
retrieve the monster eye carcass and the basilisk’s gizzard.
1. Talk to Trader Sarien, in D24, at the southern entrance to the
Wastelands.
2. Hunt Monster Eyes and Basilisks in Wastelands.
3. Take your items to Sarien for a reward. He pays 30a for
Monster Eye Carcasses, 75a for Basilisk’s Gizzards and 2000a
for Monster Eye’s Lenses.

VANQuUISH REMNANTS LEVEL 21 GLUDIN

The Black Lion, hired by the Lord of Gludio to eliminate the Ol
Mahums, has performed very poorly. With many soldiers lost, the
Black Lion is recruiting skilled fighters to battle against the Ol
Mahums. Defeat the 0l Mahums and collect their badges as
proof. Leopold will reward you.

1. Talk with Leopold @.

2. Go to the Abandoned Camp and hunt ol mahums of various
sorts to obtain badges of rank.

3. Take the badges of rank to Leopold for a reward. If you give
him 100 tokens at the same time, Leopold gives you the Black
Lion mark. Recruits and Guards drop Red Badges (60a each);
Shooters, Suppliers and Officers drop Blue (65a); and
Generals drop Black (70a).

ADEPT OF TASTE LEVEL 22 Dion

Chef Jonas is preparing a monster eye steak for a competition.
The judge is Magister Mirien, also known as the ‘Adept of Taste.’
You must collect high quality ingredients in order to fulfill her
picky sense of taste.

1. Talk to Jonas @.

2. Talk to Trader Sonia @. She asks you to collect Mandragora
Sap by killing Mandragora.

3. Talk to Guard Jacob @, then hunt the Bloody Bee or Stinger
Wasp to collect Nectar. If you go to Grocer Pano (Floran €),
he will tell you to hunt Hobgoblins and collect their talismans.
If you go to Priest Glyvka €, he will tell you to hunt Gray Ants
or Giant Crimson Ants and collect Marsh Green Moss. If you
go to Magister Rollant €Y, he will tell you to hunt Monster Eye
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Searchers and Gazers and bring back their bodies.

4. Go to Jonas to make a steak.

5. Take the steak to Magister Mirien @, who gives an evalua-
tion based on the ingredients you collected. The scale is 1-5.

6. Bring back Mirien’s cooking evaluation to Jonas for a reward.
The amount of the reward will be different according to the
rate 1-5.

DwARVEN KINSHIP LEvEL 25 DARK ELVEN VILLAGE

The Dwarven Warehouse Freightman, Collette, misses her fellow
companions, and wishes you to deliver her letter to Harprock in
the town of Gludio.

1. Talk to Warehouse Freightman Colette &. She gives you
Colette’s Letter to deliver in Gludio.

2. Deliver the letter to Warehouse Keeper Haprock (. He will
then give you Norman'’s Letter to take to Warehouse Keeper
Norman in Gludin. You will also get 1000a as partial payment.

3. Give this letter to Norman @ for the remaining 5100 Adena.

HunT oF THE BLACK LioN LEvEL 25 Dion

Mercenary Sophya, captain of the Black Lion, recommends that
you participate in the mission to eradicate Dion of monsters.
Accept Sophya’s mission and carry out the task of eliminating