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(Grace: HETAGMEH, HFHE AL — 171 D

This guide to Two Worlds Il contains a detailed description of all the quests available in the game,
together with all the possible solutions, endings and their consequences.

In the first part of the guide, I’ve included the main quests - description of all the chapters
required to successfully completing the game.

The second contains quests connected with particular locations in the game.

The third group are various quests received from various guilds, completing which increases your
reputation.

At the end of the guide there are over 50 maps of locations, with particular places and people -
described in the guide - marked on them. 10 of them are never before published and not
available (even from the game) labyrinths!

& Legend:

WS T R (Mxay) , H x (AR S, y AR EARE AL E

Bl (Mx:y) ForiE 23 b f#T 56 ARyt AL E .

PIERESE

aeafonmt CEY. ANV, Be——a GREnED , ge—Wh, BE—F%

Map references have been marked in the following way: (Mx:y), where x indicates the number of
the map and y the position on that particular map.

For example (M23:56) indicates place marked with 56 on map 23.
Colour symbols:

Red is for characters (monsters, people), blue - locations (particular maps), green - items, while
orange - missions.

Artur “Arxel” Justynski
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Main quests - Prologue

@Bk Jail Break
1%k H: 1A.3E (Dar Pha) [ZEIH# FiEiE (Old Underground Passage) ]

Received from: Dar Pha [Old Underground Passage]
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Wk — UG, A IRNE DR F gkl KRG, st MESs . AERFRA T, RE
i, WE#EAFEZ (Rogdor) (M40:1) ——ik.3E (Dar Pha) HIEfE. Extigz)E, B
BB B[R TEE A#——# (Inside Vakhmaar - second floor) ]

You will receive this mission right after the beginning of your adventure, once the mysterious
character frees you from the guards’ hands. Don’t waste time and follow her until you reach
Rogdor (M40:1) - representative of the Orc race, who’s working with Dar Pha. After a cutscene
and a short conversation, run along up the stairs to the second floor [Inside Vakhmaar - second
floor].
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KT I G Ak B ——oR 3 — M AL F W 1 P 18] o /R 75 224K BT T8 38 1)k —— LRk
JadiHe . JPRAEBARIE (MAL:D) . JHEJT kA%, HAEEFE (Dar Pha) & LTS EJ7
(I 3E (M41:2) —— 1045 32 AR F AR 2L 55 CERUAATE S ST HZ 4 AR A B GBEATHREMD
Once the door gets open, move on - you will reach a room with a hidden passage. You need to find
the switch - go up the stairs and turn right. The switch is between the bookcases (M41:1). After
pushing it, go back down and follow Dar Pha onto the passage (M41:2) above the throne room -
crouching beforehand (by default, hold down the [right mouse button] while standing still)
(sneaking ability will be unlocked).

Ysed E WS PRI EEZ[RRBAF—F—2 (nside Vakhmaar - first floor) ], HXIRE
ZR (Sordahon) Ff1%% (Rogdor) Juidf. (LI 15, ERHAR B L FHE —MEETT,
AR HIE T (quards) , BRAE URITRCa BN FHRERS (1977 1) — BB B e RO A5 )
(N 145 RefR8) » MR —MlEI 2| [ZIH# TIEE (Old Underground Passage) ]

After watching another cutscene, head towards the stairs (M41:3) and go down to the throne
room [Inside Vakhmaar - first floor]. You will witness a fight between Sordahon and Rogdor.
Unfortunately you won’t make it to the teleport - you have to use a second one, located in the
dungeon. Don’t mind the guards and sprint (by default hold down the [right mouse button])
(stamina ability will be unlocked) after your saviour towards the stairs (M41:4), which will lead
you back to the [Old Underground Passage], but from the other side.
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—IEMREREAE T ARFIFIAE 2 BT . FGA.S3E (Dar Pha)  (M40:2) Sfif——uth 2 Z R W F481, f#
HFBIEREFT A0 1] (M40:3) o iR Bias RAES O AL F R 7E N — ZHIsk DAL ies% . i
HiBEE, A HMH (M40:4) .

Unfortunately you also won’t make it through the bars, which will separate you and your
companion. Talk with Dar Pha (M40:2) - she will teach you how to open locks. Use the newly
gained knowledge and the picklock to open the door on the left (M40:3). You have to hit each the
gap in each ring and push it deeper. Move on along the corridor, until you reach the goal
(M40:4).

N

Ochramiay Dor P, ™

EHREARLHRZEBER (M40:5) #RINE —AMEILT]. AndEFEGMAES A G TIE. Mk
3E (Dar Pha) XJifi——RIMES 2 f it FHRFHE (mace) CREEHHE) , sFEAM, &g
At (F 8 , BE - 1NEIRaHIil—T MR E S . RE~EEBIFT/REY (Alsorna) ]
(M1:1) . fE4[E® (The Rescue) 1¥is.

Inside the alchemist’s old library (M40:5) you will find a second teleport. It however needs to be
prepared first. Talk to Dar Pha once more - your task is to grab the old mace (it lays on the
nearby shelf) and guard the entrance. Take out the weapon (by default [F]) and after a while, a
single guard should appear - you shouldn’t have any problems with defeating him. In the end,
teleport to [Alsorna] (M1:1).

You will unlock [The Rescue].
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LM B £ /K Getting to Hatmandor
£ K EH: FEH (Cassara) [PT/REHN—HTE—REFZHEM (Alsorna - basement -

Ghortarius’ Chamber) ]

Received from: Cassara [Alsorna - basement - Ghortarius’ Chamber]

In order to get to Hatmandor, you have to complete the [Desertgate] quest.

NOTICE: You’re not able to get through the gate while riding a horse.

FRTT, WEISFR, MTZEERXBERLER (Varns) . E[BHFE L /R#X (Hatmandor
Region) ] (M12:1) BH|ZE A2 5, S WH 5 DAMBLERE (varns) (B, EEAZEL
T EUEAT— A5 o JHEERYZ FE R, CHI—SRERE (Varns) . ARk LS
L2 2 /R—EB (SE B L2 B (Varns) ) FLERE (FEAFES5[E 5 K12k (Lost head) ]
B (M12:2) ) &

After crossing the gate, you will eventually come across guards who will warn you of the Varns,
controlling all the gates. After getting to the first one [Hatmandor Region] (M12:1) you will
come across a group of guards fighting the Varns. Try not to attack any of the guards as they will
stop being your allies then. After clearing the road the gate will open and a few more Varns will
appear. You can choose from two paths in order to get to Hatmandor - the main route (with more
fights with Varns) or the hills (nearby the [Lost head] quest (M12:2)).
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B AARIEME 5 2 KK I[WE (Desert) ] (M21:1) . 5F PibfREFR 5% & BALAK (valarin) ,
M ZE V) FEGNIE (Cheznaddar) FIZNPETE L (M20:2) o N T HEANIRT, R1GLEM—EFH——
ERAELN T RERIBHIE O

Eventually you will reach the Hatmandor gates [Desert] (M20:1). The guard will tell you to go to
commander Valarin, residing at the inn in Cheznaddar (M20:2). In order to get to the city, you
have to run a small errand for the commander - you have to meet an informant, who possesses
information about the murderers.

EHRAPAE (Jarrad) (M20:3) o XFMUABRIEBRAEFMEE——N Tibbibil, fREH b
KB EERNZS, AEEROHER (M20:4) o GFEA WAL, (EARAT LU TR A ——FH]
MG, Al FHIT B REST IR T

Head to meet Jarrad (M20:3). The man isn’t willing to give any information - how him to speak,
you have to firstly help him with getting medicine for his mother from the emperor’s warehouse
(M20:4). The warehouse protected by two guards, but can get inside through the roof - use the
beams. You’ll have to picklock the hatch.
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HENZ JGTEFE T B4R 388 /K (Dew Bottle) . R 5T K, [0l LR A48 (Jarrad) (M20:3) .
BEFEAEE. WBRPAR (Valarin)  (M20:1) 8. Wi RITESTTR T .

fRBESRWA (nside Man) ]
RAUTE S [FLRL AR IR N —XI8 543 (Valarin’s Informant - Mirage’s Identity) ]

Once inside, search the chests for the Dew Bottle. Return to Jarrad (M20:3), getting out through
the roof naturally. You will learn more about the murders. Head to Valarin (M20:1) and report to
him. The gate to the city will be opened.

You will unlock [Inside Man].

You will unlock [Valarin’s Informant - Mirage’s Identity].
WIEZ 1] Desertgate

B4k E: BRER//R (Odva) [EZE (Bayan) ] (M3:1)
Received from: Odval [Bayan] (M3:1)
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A DHAETFL/R (Odval) Xl (M3:1) , ARG FHE—SKIBATIE, RARTEME 2 2 /KRS,
R ITIEM R

After speaking with Odval the guard (M3:1), you will learn that you’ll need a pass, attainable
only at Hatmandor. You need to find a way to get through.

H¥E 1 Solution 1

[ 20A R, ISP ETDRER (Smart Mat) , b4 500 B84 (500 auras) SEZAUR—ANhidiE
1T .

FRBUT 55 [HhEBATIE (Forged pass) ]

. BEESER: (Smart Mat) &M

Once you return to the village, you will come across Smart Mat, who for 500 auras will offer you a
forged pass.

You will unlock [Forged pass].

NOTICE: Smart Mat is a fraud.

J7¥% 2 Solution 2

TE R —AEEA R O, —MBRTEKSE RN R——h 472 “WTF” FEFEH (Tobias
the Trunk) (M3:4) . £F44ih 300 B4z, 52)ERBIERER.

fROUE S [ERIEIE (Smuggler's passage) ]

HE: “NF” BFEEET (Tobias the Trunk) MR T, (HRUIRIREZ XMES, RESTED)
FEYNIE R R IEE N TR LR [E 4 B 2 /KR F/KIiE (Hatmandor Sewers) ] (M21:13) . Wi
TEAE45[IH47 (Old wounds) 1R A5 T F22, st HE BT 45 (4 B 5 1235 ( Desecrated Shrine)].

Right next to the north village exit you will see a villager sitting on a bench - his name is Tobias
the Trunk (M3:4). He will offer you information of the smuggler’s passage for 300 auras.

You will unlock [Smuggler's passage].

NOTICE: Tobias the Trunk is a fraud, but in case you accept this mission you will meet him once
again in the tunnels beneath Cheznaddar [Hatmandor Sewers] (M21:13). If during [Old wounds]
you’ve Killed Scythe, you’ll receive [Desecrated Shrine].

5% 3 Solution 3

WRTEAL I 2 L AE 5 R 3 Bhid iE#8 B (Dagwa) (M3:5) (4Rt —2e5&)l7) . MOKITTIEER G FE
OO I . W URIREE MR 2, IR EAR RN

FRBNESS [EFAIBIE (Smuggler’s passage) ]

If after teleporting to Bayan you helped Dagwa (M3:5) (gave her some sausage), you can talk to

her again after coming back from the gate. She will tell you about at old smuggling route and
mark the entrance on the map.

You will unlock [Smuggler’s passage].
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F7¥: 4 Solution 4

RS N S (Lewsam the Gravedigger) (M3:6) , #2432 o

BT [ERILM (Lost head) ].

ALAMS 36T 338 B 3Efh (Tom Scribe) RMEE, 1SRRI LAYE SCHF o AERF B —4
K& LA, RIS 73 (MT:7) o B2 4.

FEEIAE 5 (B e 3R AE AU S8 K i (Scribe’s Inkwell) .

55 B e IR B B s SRAR R RT,  dhsx H Bh AR

Head to Lewsam the Gravedigger (M3:6) and accept his offer.

You will unlock [Lost head].

You will learn about Tom Scribe, who falsifies documents. He’s at the village, sitting on a bench
beside his home (M7:7). Accept his offer.

You will unlock [Scribe’s Inkwell].

By the end of the mission you will come across Scribe’s ex-wife, who will offer to help you.

J7i%k 4—#5/F 1 SOLUTION 4 - ENDING 1

fEEKHL CGinkwell) 45 3B¥&HL (Flora) ——lh & & IFIREER BT

Give back Flora the inkwell - she will show you the old smuggling route.

J7ik 4—%5/F 2 SOLUTION 4 - ENDING 2

B4 IEHL (Flora) , fCa/KIMILSEER TN, EEATIE (pass) , HHREMEF/R (Odval)
(M3:1) , [z, K.

Deny Flora and give the inkwell back to its owner. You will receive the pass, with which you can
head to Odval (M3:1). Show it to him and go through the gate.

K15 Solution 5

FIFTEID () (M3:2) &, SEW—RIUES: [BESLE (Veterinarian practice]) 1. [l
(Starvation) ]. [ (nitiation ceremony) 1. [ 5K (Rustler’'sRun) ]. [F&
(Drought) ]

ARSI, BRI (Selena) FTHIFTEIE (Alima) . Fl£ (Ledo) #HEMN TG, b
SUEURIBATAE (pass) PLnkif. MZLIRBMERIR (Odval) (M3:1) , [mfhitiss, @it Kl].
Speak with Alima (M3:2) and begin completing a series of quests: [Veterinarian practice],
[Starvation], [Initiation ceremony], [Rustler’s Run], [Drought].

During the [Drought] quest, help Selena overthrow Alima. Once Ledo takes over the village, you
will receive a pass from him, as a token of gratitude. Now you can go to Odval (M3:1), show him
the pass and go through the gate.
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WA Inside Man

453k E: 4 -BhiAk (Gart Valarin) [¥# (Desert) ]

Received from: Gart Valarin [Desert]

BRM R T MGG, IREM— B, B@EAIGR 2 Z /RN . B3 “
2 K7 #1E (“Under the Influence” inn) (M20:7) £ WLE#E/R (Basel) . fh&4AIRJLAME
%

BRAFEZHEE, BHESEFPE (The Escort) o

URAE S AR, 58 75 258 45 (B2 (The Package) .

33— 225 T XUR SEHAEME B

NT THEEZ, TS [ERTIAIE (The Elimination Job) ]

ZJFEBER (BaseD) 7 AEEMN, HUEHEZ R TRFZIENEE.

In order to gain information on the Tower and the captain, you have to play a spy and infiltrate to
the Hatmandor underworld. Head over to meet with Basel, who resides in the “Under the

Influence” inn (M20:7). In order to learn more, you have to complete a few assignments for
Basel.

In order to learn more, complete [The Escort].

The task won’t go too well, you have to complete another one: [The Package].
You will get to know some interesting facts about the murders.

To learn more, complete [The Elimination Job].

Basal will then fully trust you and you’ll learn more on The Tower of Fangs.
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#3% The Escort

f£5kE: E%E/R (Basel) [WiE (Desert) ] (M20:7)
Received from: Basel [Desert] (M20:7)

[

|

Toco, do dricta?

sz AE 555, NENGIEN ML, $REZBEETE (Old Yarsk) . Fflixdih, ERE k2] R /KE M
K8 £ /R F/KiE (Hatmandor Sewers) | (M21:1) . EREflkFI4ESH A (M21:2) , JRAEH
I 5 T —— VR BT S5 A2 MW 52 5 1 10 o

After accepting the task, go down and nearby the inn entrance you will find Old Yarsk. Talk with

him and follow to the sewers [Hatmandor Sewers] (M21:1). Run after him to the meeting point
(M21:2) and hide behind the barrels on the right - your task is to eavesdrop the transaction.

£/ 1 Ending 1

WRARME S AT AR I, B3k EBEEIR (Basel) [MiE (Desert) ] (M20:7) , FEHIH/D KR
[

fRBVES[BE (The Package) ]

If you’ll get noticed by the second contractor, return to Basel [Desert] (M20:7) and get the lower
prize.

You will unlock [The Package].

% 2 Ending 2

WAE R B, WERFEAEL, MAKEBHR, R ARG, RIPEEHR (Yarsk) .
MR EER— Nt EE A, EERAEZER (BaseD) [WE (Desert) 1 (M20:7) .
fRBVES[BE (The Package) ]

Stay in the shadows and wait in case anything goes wrong. If it does, jump out from behind the
barrels and eliminate the contractor and the thug, while protecting Yarsk. Search the bodies to
find a precious gem and take it to Basel [Desert] (M20:7).

You will unlock [The Package].
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fZE The Package

f£5kE: E%E/R (Basel) [WiE (Desert) ] (M20:7)
Received from: Basel [Desert] (M20:7)

FHUES [P (The Escort) I —/AMES .

B 2 R ——WR* (Reesa) —— 25 R 2 M5 B 7“2 F 7 Il TE (“Under the Influence”
inn)  (M20:7) #kE4h. dhfEsh ] EARoS AR KA E 5 URR D& —— “IRAEIIE” —
) 5F By AN T4 BiEFRs S (M20:9) . EREMA T HEEHHEE (Package) « &
TH 2B FIEE* (Reesa) .

fRAUTE S5 [383% (The Delivery) ]

You will receive a second task upon finishing [The Escort].

The barmaid - Reesa - will give you more information. She can be of course found in the ,,Under
the Influence” inn (M20:7). She will mark the package’s position on your map and give you the
password -,,You don’t want to know” - which you have to tell the guard. Head to the marked spot
(M20:9). Inside you will find a chest containing the Package. After you leave the cache, you’ll
come across Reesa.

You will unlock [The Delivery].

3% The Delivery

55k E: MEE (Reesa) [V (Desert) ] (M20:9)
Received from: Reesa [Desert] (M20:9)
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2R, FRWT, EMEN DT AR —— RN O AN, R A, R
S — AR (priest) fEZEfR (M20:10) . HESTH G RIEHREZE/R (Basel) (N20:7) .
fRPMESS BB I/E (The Elimination Job) ]

The Package gained during [The Package] has to be delivered directly to the addressee. Return
to Hatmandor, cross the city and turn east before the temple entrance - it’s guarded by a priest,
so you wouldn’t sneak by anyway. By the east wall there’s a priest waiting for you (M20:10).
After delivering the package, return to Basel (M20:7).

You will unlock [The Elimination Job].

You will unlock [Valarin’s Informant - The Murders].

B TAE The Elimination Job

£%&kH: EZE/R (Basel) [WE (Desert) ] (M20:7)
Received from: Basel [Desert] (M20:7)

SERAES[83% (The Delivery) /a3,
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MZHE: (Old Yars) Xfif, T MWl E AT DIRBIZARPEE Qarrad) ——RE R Pifth. AT
ZRIAVEEE S (M20:3) o FE[ T ILEIFNRE (Reesa) , MbAHZE[H IE/R A AR ME (Jarrad) .
N5 )T EL T Ay A 06435

You’ll receive this mission right after completing [The Delivery].

Talk with Old Yars to learn where to find Jarrad - the one you have to kill. Head to the
south-west part of Cheznaddar (M20:3). By the door you’ll find Reesa, who will try to stop you
from killing Jarrad. Go inside the house and talk with the man.

£/ 1 Ending 1

BOSARAE (Jarrad) , FVFMERIT O AR B B, [ AIREZE/R (Basel) (M20:7) &
PRI K T Br. XFET IR E L A% .

fRBUT S DEE AR ES (The Paindome) ]

Spare Jarrad, tell him to pack his things and leave town. Return to Basel (M20:7) and report that
you’ve eliminated the target. You’ll earn more experience points.

You will unlock [The Paindome].

Zhf 2 Ending 2

AICADIE (Jarrad) , [HLFKEZER (Basel) (M20:7) , Hiffth HFRCAH K
XA FEES R/RERIE I (Mirrd’s Revenge) .

RO % BE AT (The Paindome) |

Kill Jarrad, return to Basel (M20:7) and report that the target is dead.

The choice will have an influence in the future during [Mirrd’s Revenge].

You will unlock [The Paindome].

B4 Captain
£k E: FE (Tongue) [WIE (Desert) ]

Received from: Tongue [Desert]
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FEAES X R EEE (Murders Investigation) ] E ZhE0E .
BT E, WE Ay, A s R RIRL, 5 URIRBLRUE (Varns) &zl 1 K73
EFHRES (Captain) [M4FE L /RHIX (Hatmandor Region) ] (M12:5) Mg b, R<if %)
JURE. RS H RIS, BEABKIEA L B ARG . FEIEHH IR, Sl — eSS, 4
RETR BT TR B

FRAIMT 55 [JERM iEFE (Gorlag’s Curse) ]

You’ll receive this mission automatically during [Murders Investigation].

After leaving the house, you will meet a guard, who will give you the gate keys and warn that the
Varns have taken control of most of them. On your way to the Captain [Hatmandor Region]
(M12:5) you will have to face a few groups of them. After getting to the spot, enter the tent and
talk with the man. Before you learn anything about the Tower of Fangs, you have to prove
yourself worthy and complete another mission.

You will unlock [Gorlag’s Curse].

REMAHIE  Gorlag’s Curse

E%&KE: ¥ (Captain) [WBHFE2 L /RHLX (Hatmandor Region) ] (M12:5)
Received from: Captain [Hatmandor Region] (M12:5)

Wk Z=[RIEMIAIN (Gorlag’s Cave) Mt ie—EHEA K. RIFESERTEFRN[EREEL R
Hi[X (Hatmandor Region)](M12:6) . it N\ J& , i & #E N 55— AN KA, ILEIK3EME (Gorlag)
(M13:1) . HRIEXTIEMIEI, (L55AH WiFhse s 5

The soldiers sent to [Gorlag’s Cave] haven’t returned to this day. Your task is to head to the cave
[Hatmandor Region] (M12:6). Once inside, go along the corridor to another large cave, where
you will meet Gorlag (M13:1). Depending on the chosen dialogue line, there are two possible
solutions.
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5¥E 1 Solution 1

AT LA BRSO —— R (Gorlag) FGEY (ants) #ETCHIR. AR BT Afs 5 ml GEA
e, RMEILRIBAN . WRRIRICAMAT, W3R (Gorlag) & FEFIEHRL (Key) , FT7F
RIT, R LEATEREEE (M13:2) « B (M13:3) , FIMR3EH (Harlef) —jg[l
IR EM (Captain) [WBHFEL/RHLX (Hatmandor Region) ] (M12:5) .

R 55 IEITAT S RIT (Mages Guild Master) ]

You can kill the monster - both Gorlag and the ants will attack you. Your level and damage

probably aren’t too high, so the chances of winning are rather miserable. If however you do
manage to kill them, take the Key from Gorlag and use it on the door, behind which you’ll find
the only soldier still alive (M13:2). Head to the exit (M13:3) and return to the Captain together
with Harlef [Hatmandor Region] (M12:5).

You will unlock [Mages Guild Master].

JH¥E 2 Solution 2

FRAAXHE, #5 B NFRLL (Scythe) Il HL &= B —Huf sk,
BT [IHE (Old wounds) ]

FEEAKRER, BT, ot e, BB O (M13:3) , FIG3ESE (Harlef) —jig[a] X
KB4 (Captain) [MAHFE £ /KRHIX (Hatmandor Region) ] (M12:5) .

FRBIMT S [IEIMATLRIT (Mages Guild Master) ]

You will lead to a conversation, after which you’ll be asked to attain a stone, currently in
possession of Scythe.

You have to complete [Old wounds].

Once you return with the stone, the monster will eventually die either way and you’ll be able to
safely free the soldier. Head to the exit (M13:3) and return to the Captain with Harlef
[Hatmandor Region] (M12:5).

You will unlock [Mages Guild Master].

I[H¥5 Old wounds
B3R E: XM (Gorlag) [K3EMHIFMIT (Gorlag’s Cave) ]

Received from: Gorlag [Gorlag’s Cave]
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TEATS5 [ R IETT (Gorlag’s Curse) THHISHEHIEHIESE, whal IERIXAMES
R[4 8 2 /R F/Ki#E (Hatmandor Sewers) ], AD7E[¥E (Desert) ] (M20:17) . 1RH)
Hir——%4 (Scythe) ——Hi7E F/KEHE (M21:3) . FEZESH—NFF (mummy) I
. A HMH)E, ML (Scythe) Xfif.

You will receive this mission after running an appropriate dialogue during [Gorlag’s Curse].

Head to [Hatmandor Sewers], the entrance is at [Desert] (M20:17). Whereas your target -
Scythe - is inside the sewers (M21:3). Right after descending, you will be attacked by a mummy.
After arriving at the destination, you will have a short conversation with Scythe.

£kl 1 Ending 1

L (Scythe) JEH— Fif i . 1550 KSEM 1A S Pl & XA A Sk 1931 3R 19
A#frf (Gorlag’s mortality) ——[HI [ X3k BT (Gorlag’s Cave) ] (M13:1) , AHTE[MG
¥2Z /KX (Hatmandor Region) ] (M12:6)

Carry out a calm conversation with Scythe. You will learn that the stone sought by Gorlag
contains his stone. You will receive Gorlag’s mortality - return to him [Gorlag’s Cave] (M13:1) -
the entrance is at [Hatmandor Region] (M12:6).

%)% 2  Ending 2

R 3R (Scythe) FEdh., #F bk, ZRIXRFEHNEMA (Gorlag’s mortality) —
— 3 [ X3EA% A 7T (Gorlag’s Cave)](M13:1)—— A\ [ 7E #4452 £ /R #1 X (Hatmandor Region)]
(M12:6) -

BT BT S KIT (Mages Guild Master) ]

Throw an insult at Scythe and kill her. Search the body and take Gorlag’s mortality - return to
him [Gorlag’s Cave] (M13:1) - the entrance is at [Hatmandor Region] (M12:6).

You will unlock [Desecrated Shrine].
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HIM T4 K0 Mages Guild Master

43k EH: B (Captain) [WBHFE2 L /RHLX (Hatmandor Region) ]

Received from: Captain [Hatmandor Region]

e AT 55 [ R HIIHSE (Gorlag’s Curse) 15 H BhiE0E .

RE) X TRAFHE (Dattan) {5 B ——AMbAIE U ANR T 2 3. FEITIT S LB E L /R
[X (Hatmandor Region) ] (M12:7) . #tANJ5, fEAfEETTREE. EEMEWMEANE, F
BRI KITHRR —TRF . Tl —DNE RN EETE.

RIS [FF 22 B8 (Belly of the Beast) ].

You will receive this mission automatically after completing [Gorlag’s Curse].

You will gain information on Dattan - a mage who should know how to get inside the Tower of
Fangs. Head to the Mages Guild [Hatmandor Region] (M12:7). Once inside, use the teleport to
get to the upper level. Before you can learn more about the road to the Tower of Fangs, you have
to bring the Master a dragon fang, guarded by a giant beast.

You will unlock [Belly of the Beast].

Bea> 5 Belly of the Beast
£%KE: BAFE (Dattan) [ME4FE £ /RHIX (Hatmandor Region) ]

Received from: Dattan [Hatmandor Region]
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Lt a0 el T A X
FERUAE S IEIMAT &KW (Mages Guild Master) JHISAFE (Dattan) X155 H 3hEIH X MES
ARy (M12:8) , #FERMEE . IHESERIKENKER (Tailers) . WRRMLHMK.
iEAE S, 2AEFIZ). RIERFEIR 52 A RERIES CXMIERA RS T KA, W FE
MTHAS, B Rai) o E—4%/N gk, HANBRHE (Dattan) FritME & (beast) . R
BEiLHA T4 (WRIRE SEERE o MaTUEEH, PRl R RN Ea s EEY. 3R
F (Dragon Fang) , f#ifi#5i%A (Teleport stone) [HIFENTTS (M12:7)
BTSSR RZE (Crystal Army) ]

You will receive this mission automatically after talking with Dattan and finishing [Mages Guild
Master].

Head to the canyon (M12:8) and follow it to the dragon’s skeleton. On your way you will
encounter a large number of Tailers. If you’re not at a high level and don”t deal huge damage,
the fight can be quite tough. Try not to lure more than one at the same time (often it’s
impossible and you can have problems fighting with two at once). At the end of the path you will
find the beast mentioned by Dattan. Try to keep it at bay (if only you have some archer abilities).
You can also try to trick the monster by quickly running to the skeleton, taking the Dragon Fang
and teleporting to the Master’s quarters with the Teleport stone (M12:7).

You will unlock [Crystal Army].

KEKZE  Crystal Army
£%KHE: BAFE (Dattan) [ME4FE £ /RHIX (Hatmandor Region) ]

Received from: Dattan [Hatmandor Region]
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e (Dragon Fang) 4 EAHFE (Dattan) & H 3hE0E -

B K NALIET], RBIK A AT (Cave of Crystal Golems) ], 7EILH £ L5 &4
(Captain) . fiiEH el (M16:1) J5, & —BUdasahm, SRJammxaE — B B 4ER 5K & 2E R
K%,

BT, RA ALY

-— T

-—5K 5

-—ANER CRpEL ERETKO

FRBVE S [BAEE KB (Way to the Tower) ]

fRBUTE S [BAE (The Traitor) ]

The mission will begin automatically once you bring Dattan the Dragon Fang.

Follow the Master into the teleport. You will be transported to [Cave of Crystal Golems] in which
you will also meet the Captain. After getting to the spot (M16:1), a cutscene will play and you
will be faced by an army created from the verita crystals.

Before you move on, you can choose a present:
- An axe

- A bow

- A spell (fire, air or water)

You will unlock [Way to the Tower].

You will unlock [The Traitor].

BAEKE  Way to the Tower
£k EH: B4H (Dattan) [KEEFABEAIFIT (Cave of Crystal Golems) ]

Received from: Dattan [Cave of Crystal Golems]
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145K RE (Crystal Army) 12 )5, BAFH (Dattan) &S VFIRUMEAAT AR T 2 5

B S, —HIE, RAEERS BRI (Forgotten Temple Ruins) JHIfE%E 1 [BHE 2

% JR#[X (Hatmandor Region)](M12:10) . {1 4318 £ — L Bf # (beasts) Al — N FLEEE (Varns)

B, BENT G — E AR R (M18:1) , BENTRNME S RSB EE—T 2
(Forgotten Temple Ruins- lower level) ] (M19:1) . XEHHEAAF T (mummies) AlAk

iHEe (Stone Sentinels) . AMEEAKEH T (M19:2) &

fRAIE S [RF 28 (The Tower of Fangs) ]

After completing [Crystal Army] Dattan will show you the way to the Tower of Fangs.

Once you leave the previous case, head south and you will find a teleport [Hatmandor Region]
(M12:10) leading to [Forgotten Temple Ruins]. On your way you will encounter various beasts
and a Varns camp. Once inside the cave, head to the other side (M18:1), from where you can
head to the second part of the cave [Forgotten Temple Ruins - lower level] (M19:1). Here you
will be faced by mummies and revived Stone Sentinels. Fight your way to the exit (M19:2).

You will unlock [The Tower of Fangs].

RIF2Z 3 The Tower of Fangs

£k 8. KBEHL (Cassara) [FI/RBEH-H T =-KEF 25 /5FEE (Alsorna - basement -
Ghortarius’ Chamber) ]

Received from: Cassara [Alsorna - basement - Ghortarius’ Chamber]
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XAMES AR R Z AIFIFeE0 (Prophet) X il Ja s 1. Wik R NRA 2 3. e TS5 8
EE B (Way to the Tower) 1f5, BRI, EIFHIE S B 2] H I [E R 2 £ /KX
(Hatmandor Region) ] (M12:11) . ¥#HERFIRA 2 (M12:12) , REBIIFAKRYF—FH
—UEE IR (Giant Scorpions) £X¥AERI .

The mission gets unlocked at the very beginning of the game, after talking with the Prophet. She
will give you an assignment of getting to the Tower of Fangs. The mission will appear once more
after completing [Way to the Tower]. Leave the tunnels and you’ll be once more on the surface
[Hatmandor Region] (M12:11). The path will lead you to the Tower of Fangs (M12:12), however
it’s not easy - a few Giant Scorpions will cross your path.

WANEZ G, WEMESIEE R R, 205 RKRIXFE. BARTmEALE], BEEHRK—H
ARG, WBERL (Necrises) APl EESIFHEEF, XFEMASH KERBRAHII—
—NBERZ A RANRRGE. HUAKTE, E2HZRIBERE (Gandohar Journal) ——1H
Pl— AN BB N (Reaper) . TH'w, ¥, FOAXEMGRILLEN, A LRI RS 5 i
&, FTUAARZER A 5 i 8t

R EFERL (Cassara) [FI/RZEY (Alsorna) 1 (M1:7) fEHEATE M. £ SEFERIFE N 1) B
[E] o

FRBTSS B R RGNRI[SE %0 (Prophet) 158 &%



| W)

WORLIUS

il
Inside the Tower your task is very easy, or at least so it seems. You have to run to the other side
and into the teleport a couple times - when only you get near it, Necrises will appear. Try to

avoid the traps so that as few enemies as possible will appear - you can have problems with a
bigger amount. After you get to the main hall, collect Gandohar Journal - a Reaper will show up.
Defeat him to get out of the Tower. Because of the small size of the room, you should forget
about fighting using the bow, as you might not even have the time to stretch it.

Head to Cassara [Alsorna] (M1:7) and show her the journal. She will ask you inside her rooms.

You will unlock the next part of [Prophet] at Alsorna.



