Dragon Age: Origins Game Guide
W2 6. R
i XX B

+JRAGON AGE

fE3#%: Jacek "Stranger" Halas (guides.gamepressure.com)

FIPE: Grace



BN esesesesssinissnsnsasieisiessns

Introduction

WIMEMEE : EFIVFRE R oveereereeresrmessernesnesennenss

Origin story: Dalish elf

VIUEHE: BATFR ceeeeeerececmmmmniiiiiinnnii.

Origin story: Dwarf commoner

WIGEHE: AR R
Origin story: City elf

HIGEHEE: R
Origin story: Magi

WIgaE: ARHK

Origin story: Human noble

IR : BARIK

Origin story: Dwarf noble

13

27

41

58

69



&A™ Introduction

AR E TR ) R LML RAT S, T REAMESS R Mo A e 475
AR AR

g A 5573 AP KR

F—RKANMERE RERRBRIER BIFFEN 6 M,

B RNGRIEM R ITA ELAESS, LRSS A R8I

=IO SRS . AR ATTE R, AL R AT IERE

FWERN—LMES, FTUFE Tl i3],

ATEE AL E T 80 ZakiEl, FRUI T AYIIENPTAE . TOHE Hh 2 f 1 sn
LS, AR TTEN:

(Mx, y) —xARE THEg S, y R —E T

filln:  (M10, 5) RRIRESHE g5 H 10 fHE, 3N ETbsA 5 ity .

TS BA A FE RS L LRFR NINEEY), WERRME, JERRYH,
PEEFRIRA R IR CEAEN AT ) .

Jacek “Stranger” Halas

LT WARDAIEEHTH, ABIEHIING . B ELH AR NBIERSE, |
5%, FREFEC WA N IEEZRWRK ing, #RSAE X% U BLS AR,
BEAFR IR LRI,

Grace

This main guide to Dragon Age: Origins video game contains a detailed info on primary and
secondary quests available in the game. Each quest has been described thoroughly. Possible
solutions are shown and ways to defeat enemies are described.

All the quests in this guide have been divided into four main categories:

The first category contains all six origins stories played immediately after a new hero has
been created (player is allowed to choose a story depending on race and class).

The second category contains all main quests tied to the Plague issue. Their completion is
required to reach one of the endings of the game.

The third category contains all quests tied to certain locations. Some of these assignments
are mandatory and some of them are optional.

The final fourth category contains small quests given to the main character by members of
different guilds and organizations.

This game guide is also offering more than 80 large maps of certain areas of Ferelden and
their role is to make the process of finding items, NPC’s and monsters easier. The description
of each quest contains links to these maps and here’s how to use them:

(Mx, y) - X is the map number and y is the number on the certain map

For example, (M10, 5) means that the player should look at map number 10 and search for an
area marked with a 5.



Different colors have also been used to designate some of the main features of the game.
Red color shows characters and monsters, blue color shows locations, green color shows
interactive items and orange color warns about additional dialogue options, including
persuasion and intimidation.

Jacek “Stranger” Halas



VIS : EFFFER  Origin story: Dalish elf
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The lost mysteries of the Ancients
W M1: #HMTSHE Map M1: Forest clearing

W M2: ¥5RIESE Map M2: Elven Ruins
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B4k E: BEME (Tamlen) [FRHZH (Forest clearing) ]

Received from: Tamlen [Forest clearing]
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Description: Start off by interrogating three men you’ve encountered during your patrol
with Tamlen. During this conversation you’ll find out that the humans have been able to
locate ancient elven ruins and that a powerful beast has scared them away. As a proof you’ll
receive an elven artifact. This meeting can have one of three endings. You can release all
the humans, you can kill one of them to frighten the remaining two or you can assassinate all
of them. Bear in mind that your decision won’t have a big effect on the rest of this origin
story, because only a few conversations in the future will be slightly changed.
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You start off in the [Forest clearing] (M1, 1) and you’ll have to travel a few hundred meters
of a linear path to find the entrance to the ruins the humans were talking about. You’ll
enounter a few wolves (M1, 2) along the way, however killing the animals should be an easy
challenge. Don’t forget to examine interactive objects found along the way, including a dead
halla and a tree stump. You can also open a few crates, however you would have to be
playing as a rogue (lockpicking skills required). Once you’ve found the entrance talk to
Tamlen and proceed to the [Elven ruins] (M1, 3).
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During the exploration of the ruins (M2, 1) you’ll be travelling west and you’ll be allowed to
choose between a northern path and a southern path twice (M2, 2). The choice of a path
won’t affect the rest of your mission and in both cases you’ll be dealing with a lot of giant
spiders. Bear in mind that the spiders are capable of taking you or Tamlen down and you
should rescue the other character if something like this ever happens. Aside from the spiders
you’ll also have to disarm a couple of traps (only if you have certain rogue skills).
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Eventually you’ll make your way to a large statue (M2, 3). Listen to what Tamlen has to say
about the statue and continue exploring the ruins. When you’ll try to open the western door
a new trap will be triggered and skeletons will appear near your team. Retreat from the
hazardous area and deal with the monsters in a safer corridor. Once you’ve won wait for both
team members to regain health and proceed to the next room (M2, 4). You’ll have to kill a
mini-boss there. It’s going to be a type of a bear called a bereskarn and you should keep
using all available moves to defeat it. Thankfully you’ll find a lot of potions in crates and
near the monsters in case you’ll need to heal.
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After you’ve eliminated the mini-boss you’ll be allowed to explore the last room of the ruins.
Look around if you want to, however you would be stopped by Tamlen if you’d move too far
away. Sooner or later you’ll have to examine a large mirror located in the center of the room.
Sadly you won’t be allowed to stop your teammate from touching the mirror and the whole
scene will end with the main character waking up in the [Dalish elf camp] (M3, 1). You can
now talk to Fenarel and Keeper Marethari to find out that you’ve been rescued by Duncan
and that Tamlen wasn’t so lucky.
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If you want to talk to Merrill right away proceed directly to the southern area of the camp
(M3, 3). Otherwise talk to Fenarel first. He can be found in [Dalish elf camp - children
Aravel] (M3, 2) and you’ll be allowed to ask him to join you in your quest. Either way you’ll
have to eventually go to Merrill and agree to return with her to the [Forest clearing] (M1, 1).
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You’ll be using the same path here, however this time you’ll encounter several groups of
genlocks along the way. Killing these beasts should be easy, however | would recommend
focusing on eliminating the archers as soon as possible. Merrill will make a few stops along
the route, but it’s not a big deal. Once you’ve reached the [Elven ruins] (M1, 3) continue
exploring the tomb. Genlocks will occupy the same spots as the spiders you’ve encountered
the last time you were here.
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The second pair of corridors will now contain bear traps and you probably won’t be able to
disarm them. The only solution will be to avoid the traps or to move back after receiving
injuries. The statue (M2, 3) is now being guarded by a genlock emissary. This monster is a
mage, so you’ll heve to eliminate it as soon as possible. Once the emissary has been killed
deal with the rest of the monsters.
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You may now enter to the last room with the cursed mirror (M2, 4) and you’ll find Duncan
standing next to it. This conversation will end with Duncan destroying the mirror and you’ll
have to choose between going back with him to the camp right away (M3, 1) or after
exploring the ruins. If you choose to stay in the ruins you can explore the previously
unaccessible western passageway. Break into a crate at the end of the corridor (M2, 5) and
examine a strange statue to summon nearby skeletons back to life. Don’t forget to use
Merrill’s abilities to kill the undead quickly (especially her ability to light her foes on fire).
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You can now return to the [Dalish elf camp] (M3, 1) and listen to what Keeper Marethari has
to say. Go talk to Paivel in [Dalish elf camp - campsite] (M3, 4) in your spare time. It would
also be wise to visit the local trader llen [Dalish elf camp - archers Aravel] (M3, 5). Once
you’re ready to end this quest approach Duncan (M3, 6) and you’ll be given a chance to
begin your journey with the Grey Warden (he’ll recruit you by force if you decline his initial
offer).
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VILEHE: BAFERE  Origin story: Dwarf commoner

MHi4EHE R Beraht's goodwill

Hil& M4: K3 Map M4: Dust Town
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F&kE: Nk (Beraht) [BALE —FRRKX — &I —FK (Orzammar - Commons - Dust

town - Home) ]

Received from: Beraht [Orzammar - Commons - Dust town - Home]

Elurarga? Wik prrrncies. jeh sprasey siefy, Frasla, chlepem?
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WS . MESE R GEEITR T (M4, 2) 347 F[BEAIE —FRX —KI® (Orzammar
- Commons - Dust town) ] (M4, 3) . FISEHITE (Leske) Uiihi——Ahmt<s HAI IR
9] N

Description: Start off by talking to your superior Beraht and with your sister Rica (M4, 1). It
doesn’t really matter which dialogue options you’ll choose, because you’ll still learn a lot
about your current situatiion and about your sister trying to find a husband. Beraht will order
you to team up with Leske and to finish a new assignment for him. End this conversation and
leave the hut (M4, 2) to find yourself standing in [Orzammar - Commons - Dust town] (M4,
3). Talk to Leske here - he’ll automatically become a member of your team.

15
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ML ARAEI TR h — N KRBT 5518 (M5, 2) .
Leske will inform you that Beraht wants you both to locate Oskias and to find out if he’s been
trying to sell goods without sharing profits. Proceed to the northern area of the slums and it
shouldn’t take long to find a passageway leading to [Orzammar - Commons] (M4, 4). Here
you’ll have to travel to [Orzammar - Commons - Tavern] (M5, 1). Once you’re inside you can
either talk to the bartender first or you can proceed directly to Oskias. He’ll be sitting next
to one of the larger tables (M5, 2).

© N 1. B
' i [oH

PRAT AR B ML 2y (Oskias) s ml 5 ff F Ui Ik £ e H B fh B 1 e, 44 2 g 4%
T (AR AMRHIUO o AEHWR L, #aE b IEAEER RS (yrium) o IR
A DA et BT BRI 5 S B (yrium) B ULIRMAE AR AL IR o a0 SRARAR I i ok
)8, BT R, RS . A R N b BT 3 S ml R A —
You can find the goods being sold by Oskias by using brute force and searching his bags
(ignore his protests) or by using your persuasion skills. Either way you’ll find out that he’s
been smuggling lyrium. You can now kill Oskias and take the lyrium from his dead body or
you can persuade him to giving you these items. If you want to choose a peaceful solution
you’ll have to intimidate him to hand over the goods. End the conversation by killing Oskias
or by letting him go.

16
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ATRAZr gt 174 RN, ARJEIRE RS2t . SR e S R E (RIS —FRKX
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During the conversation with Oskias you’ll also be presented with a third solution - you can
decide to keep the lyrium to yourself and avoid sharing it with Beraht. In this case you’ll
want to negotiate terms of splitting the profits with Leske (you can persuade him to take
only 1/4 of the coins) and you’ll have to think of a way to sell the lyrium. Leske will inform
you that his friend Olinda in [Orzammar - Commons] (M5, 3) can buy the smuggled goods.
Go and talk to her and you’ll find out that she’ll give you 30 silver coins for a single unit (this
means you can earn up to 45 silver coins). If you don’t want to lie to Beraht skip this step
entirely. Finish this quest by heading over to [Orzammar - Commons - Beraht’s shop] (M5,
4).

17
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This conversation (M5, 5) can start and end differently, depending on the choices you’ve
made so far. If you haven’t killed Oskias you can lie about it, however Beraht would know
that you’re not telling the truth. In this case you would have to admit to letting him free or
attempt to persuade him and come up with a story about how he’s been killed. As for the
smuggled lyrium, you can hand over all the goods to Beraht, give him only one object or lie
that you haven’t found anything. If you decide to keep the lyrium to yourself you’ll have to
sell the goods prior to entering the shop or use your persuasion skills, because otherwise you
would be searched. Thankfully even if you fail in outsmarting Beraht he won’t kill you and he
won’t even punish you. This conversation will end with your team receiving a new
assignment. This time you’ll have to help one of Beraht’s men to win fights in the arena.
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WP M6: i363%, Map M6: Proving Grounds
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F%&kE: NHkF (Beraht) [HILHE—FREX — NH4FHIEE (Orzammar - Commons -
Beraht’s shop) ]

Received from: Beraht [Orzammar - Commons - Beraht’s shop]

L | g R
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HASFE (quard) SRR, HhE NHAFA VRIIBATE (pass) Htrl LA T o #3255 (M6,
L bk, &IGEIRHBME (Everd) FIERIEM (M6, 2) o VRAILADIE ¥ I B A (1),

ToVEZ INTEEIA I €

Description: Start heading towards [Orzammar - Commons - Proving grounds] (M5, 6).
You’re going to be stopped by a guard, but all you have to do is to show him a pass given to
you by Beraht. Once you’re inside (M6, 1) proceed to the north. Eventually you’ll have to get
to the room where Everd is staying (M6, 2). You’ll notice that he’s completely drunk and
therefore can’t compete in the arena.

20
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Leske will immediately think of a new plan - you’ll replace Everd on the arena by wearing his
armor. You can agree to this plan right away or you can convince Leske that Mainar should
still be poisoned. If you decide to go on with the poisoning you’ll be allowed to choose
between asking Leske for help or applying the poison yourself. If you send Leske you’ll have
to talk to Mainar (M6, 3) and distract him for a short while. If you go in yourself you’ll have to
ask Mainar to allow you to check his room and poison his watter supplies (M6, 4).

TR IR IBE (Everd) , MBS BALKIZER . Bl S v AZEARIR 5 TR L (M6, 3)
A FIIIRPD RS, O CRFESRERD TR A B 27 8l . )5 B AL E
JiE, AIsFE (guards) (M6, 5) Xifi. AR T 6-FHE% .

In order to disguise yourself as Everd you must wear his armor. All the necessary items can
be found inside the chest in his room (M6, 3). Open your inventory and move all the items to
their respective slots, including the helmet. Once you’re ready to move on proceed to the
eastern corridor and talk to one of the guards (M6, 5). Confirm that you want to enter the
arena.

21



BAESER Y (M6, 6) FT 3 NEUAN——HBHEA (Mainar)  (EERMEHFERD  BIE
 (Adalbo) FEF (Lenka) o ff3fHyE Sl FHBGEERE, A ESICX AT #b
Mo =R G, RIPE (Everd) HAEERMIN S wH Y, BIR TIUREITHR. IR
I NANEEL, AT EFARER 8 DU e i AN F0adk 22 (M7, 1) o 7EIX BLARW] B
IR (Leske) MITHZET (Jarvia) XTif, 45 AMES.

You’ll have to defeat three enemies in the arena (M6, 6) - Mainar (fully healed or poisoned),
Adalbo and Lenka. Each time focus on using your active skills and don’t forget to heal your
character whenever he loses a lot of health. After you’ve won the third fight Everd will show
up on the arena unexpectedly and therefore he’ll foil your plans. It doesn’t really matter
how you’ll react to his appearance, because you’ll be thrown into the dungeon by Beraht’s
men (M7, 1). Here you’ll have a chance to talk to Leske and Jarvia, ending this second quest
of the prologue.
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fEfAR Enslaved

HiE M7: DURIFI S 4L Map M7: Beraht’s Hideout
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&K EB: HEALIE B3GR —PFREX — K3 — NHR R E L (Orzammar
- Commons - Dust town - Beraht’s hideout) ]

Received from: automatically after being placed in a cell [Orzammar - Commons - Dust
town - Beraht’s hideout]

M8 R (guard) , ORI BT RAERITNER =4 IR ZHIRE &
EINTARZ 5, ATRMET RIS B, 2457 DA B A IR AT UGN B A 2 BARL, B
I F R (speech) FHBEMAMIEIRG 1o AVE MM I SRR EFT 257 Lo 258 18]
RIS (Leske) MR, EMPLMA TH (M7, 2) ERRIIARTE,

Description: Click on the cell door or on the guard to initiate a new conversation. There are
three ways for you to leave the cell for good. If you’ve spent a lot of points on strength you
can kill the guard with your bare hands, you can steal a key from him when he’s not looking
or you can win a speech challenge and convince him that you’re sick. Either way you’ll have
to dispose of the guard. Free Leske from the second cell and take your things from a nearby
chest (M7, 2).




DA a0 o 5 P AL BEAT — IR R . AL, BAEEAREXT & 1 b5 A BEAT IR A . 84T
HEE s A — 5%, WAL EBR (thugs) BlifR, EERRTHESHF
Carchers) o HIS TAEMHLIA T AMEERG IR MPAHITFEGRE SHKBIELZH
R, R R G — 55 A A

You can now begin exploring the bandit’s hideout. There’s going to be only one main path
leading to your current destination, because you won’t be allowed to explore many of the
rooms found along the way. Small groups of thugs will attack you occasionally and you should
always focus on eliminating the archers as soon as possible. Don’t forget to inspect crates,
barrels and chests to collect supplies as you progress. If you have decent lockpicking skills
you’ll find even more collectible items, especially near the last room.

¥
Hicciysls Walks

R RA—)E, EAEE—NER (M7, 3) o REFTRNHHF (Beraht) (fitg
AN/ boss) FFAMHANERE (thugs) o BEWCSETBFRE ILRRFIRES, BN S22 EL
. IR BEE I FAR K, S 7 R 25 AR M L. R 5 DAL AR (R 25
BRI A, BREAWNET) , BEELEEES O (M7, 4)

Enter the last room (M7, 3) once you’re ready for the final battle. You’ll have to defeat
Beraht (he’s a mini-boss), as well as two standard thugs. | would recommend that you
eliminate Beraht’s bodyguards in the first place, because otherwise you could sustain more
injuries. Don’t forget to heal your team members each time they’ve lost a lot of health,
especially since Beraht’s attacks will do a lot of damage. Once you’ve won you can spend
some time looking around (it would be a good idea to visit Beraht’s office and to open two
chests) or you can proceed to the exit right away (M7, 4).
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B J I8 I S R B DLR R RS [ - PRX — MR RFRE S (Orzammar -
Commons - Beraht’s shop) ] (M5, 7) . ANERELJEE (storekeeper) , £ H M AT (M5,

4) Hk. WEIHAREAN (dwarves) , XG4 RIRSIREXE (Duncan) BTN

EZHNE T 2AHERR (Rica) &, WIIHHMFLER,

Eventually you’ll have to reach a passageway (M7, 5) leading back to [Orzammar - Commons
- Beraht’s shop] (M5, 7). Ignore the storekeeper and exit the shop via the main door (M5, 4).
You’ll be stopped by other dwarves and this conversation will end with your character
leaving the city with Duncan. Don’t forget to say goodbye to Rica and once you’ve confrimed
that you’re ready to go you’ll end this origin story.
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W : TR R Origin story: City elf

P#LH A Day for celebration

HilE M8: #ERAMX  Map M8: Elven Alienage
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fE5%KRE: AZEWP (Shianni) [{EAF—FFRIMNX —ZK (Denerim - Elven alienage -

Home) ]

Received from: Shianni [Denerim - Elven alienage - Home]

WERMEIREIFUE (M8, 1) o FZWe (Shianni) WA KREIRGEIH T, IRIIKRIGE

CEnSRARI A 02 M) BUR IR IS R A hrig i G SRR A 2 o) D&k 3] T
RAMX o T ZYEIE VAR IR A R R AE SN SR o X 1 45 RS 7EMT I /N 7 B 3 —
B MR . AR n] LRRIG AR BRI (Cyrion) i, & YRR T-1X 34 08 A 1k
THOERATF O FBURFERIE R IRE L HHIRER, XA B 45 VRPT AR T
Description: You’ll start this story after you’ve woken up (M8, 1). Shianni will inform you
that it’s your wedding day and that your fiancée Nesiara (if you’re playing as a male) or your
fiance Nelaros (if you’re playing as a female) has arrived at the alienage. Shianni will also tell
you that your friend Soris is waiting for you outside. End the conversation and check a nearby
footlocker to collect a few useful things. You can also talk to your father Cyrion and tell him
that you’re happy or unhappy about the marriage. | would recommend to choose the topic
about the dead mother, because Cyrion will give you Adaia’s boots.
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EH T (M8, 2) RIRIRHIMNA[FEAHM— K RHMX (Denerim - Elven alienage) ]

(M8, 3) . WLEIENUAMERE, BiE1EEEHREFS (Soris) (M8, 4) . FRINIIK
IRER A — R 10 Bk B A (quests) o EFFERAMNX LXK, £FRH—A4
SANARII R, KRB (Vaughan) Si7ESH. /RXHMBFS B RN AR E, KA
ZYe (Shianni) S A A5 IRELS WLBIRARKIZEF (wife) B3ER (husband) .
FAEEEREH — A (human) K2 TR IMX .

Exit the hut (M8, 2) to find yourself standing in [Denerim - Elven alienage] (M8, 3). You can
spend some time looking around or you can meet Soris right away (M8, 4). Your friend will
ask you to follow him and to greet the arriving guests together. Head on to the central area
of the alienage (M8, 5) where you’ll witness a very unpleasant scene involving Vaughan. It
doesn’t matter how you’ll respond to his initial statement, because Vaughan is going to be
knocked out by Shianni. You’ll meet your future wife or your future husband right after this
incident. Soris will then notice that an another human has arrived at the alienage.

A (Soris) BRIXAN N2 KA EXH (Duncan) (M8, 6) o BIfEA/RILIEXS
22 H PARE, Mt A SRR — A RN . BUEEER (valendrian) £ AT
i, RGO, IERAE LSS T . 2R EEMITM S (M8, 7) %. MILTE
TG, VRIATS5 2 RRE B B 0 T A B A ]

The man Soris noticed a while ago is going to be a Grey Warden called Duncan (M8, 6).
Thankfully even if you’re hostile towards him you won’t provoke him and you won’t receive
any other repercussions. Valendrian will soon join the conversation and explain the situation.
You must now attend your wedding ceremony. Head over to the designated area located near
elven houses (M8, 7). Starting from here you’ll be completing different quests depending on
the gender of your main character.
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BE¥:ff Walkthrough for a male character:

f Map M9: Arl Of Denerim’s Estate - Exterior
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M M10: 8 Py E aRE &% [idl — Y %8 Map M10: Arl Of Denerim’s Estate - Interior
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T

o A Y i) [
KRB (Vaughan) SFTWI{GR, W ETE NERE R L1, BFEFZIE (Shianna) « L
i (Valora) FIRFEHL (Nesiara) o Tk & 4190 )5 [F1K) 37, B FLAE4EE B (valendrian)
(M8, 6) . WrirHABHIRER Celves) FHXIZBHLIIBE . HEFX M — R (slaves)
F YRR AT AR AN 2R R W M A iy b0 B e b o R AR STSS S, BISMX AL H PR
(M8, 8) IR A i -

In this case Vaughan will interrupt the ceremony and take all the young elven women with

him, including Shianna, Valora and Nesiara. After you’ve regained consciousness return to
the main square and find Valendrian (M8, 6). Listen to what other elves have to say about
the crisis. One of the slaves in arl’s mansion will say that he can smuggle you and Soris inside.
Once you’re ready to move on with this assignment talk to your new friend near the northern
exit (M8, 8) from the alienage.




B B A% % B [4E A B — A IR H B FE [ — 458 (Denerim - Arl of Denerim’s Estate
- Exterior) ] (M9, 1) . —EZ LA E SRS BERATR N DE HE fel ) AR 58
AT LERF LD E K /N LR (M9, 2) . WHg&EEIA/ DT (guards) Fl
LEER (mabari) . RELHBREEEDWEE, BAZEEIDEHBT RS E S
.

You’ll be automatically transported to [Denerim - Arl of Denerim’s Estate - Exterior] (M9,
1). Make sure that you’re using the sword handed over to you by Duncan. The entrance for
the slaves is located on the eastern wall of the mansion. You can choose the long northern
path or take a shortcut through the southern parts (M9, 2). A lot of hostile guards and
mabari will stand in your way. Try eliminating smaller groups each time and keep using the
healing potions to stay alive.

El - ..:' g |'I::i

MAERTT (M9, 3D, BEA[EAIRE — NGB HEER— W& (Denerim - Arl of
Denerim’s Estate - Interior) ] (M10, 1) . Z—ERIEAAFR/EREE (M10, 2) .
M BRAREAT BT M) T S 25 AT LLRSEAL BB A 4T B R b A SR « £ F—4
B5la) (M10, 3) o, BB FHIEAR, S20F ks R B FRI4E3C (Adwen) FERfE T
Fl. BT (M10, 4) o BEAF =AFIORMIEIR. SEIEF G RFEREE 1,
SR TR AT TR IR A o

Click on the door (M9, 3) to find yourself in [Denerim - Arl of Denerim’s Estate - Interior]
(M10, 1). Notice a sleeping guard in the first room (M10, 2). You’ll have to wake him up and

ALY T -t
E"ﬁ' | 3.'-:

interrogate him. Once you have the info you needed you can either kill him or knock him
unconscious (he won’t wake up later on). A cook will stop you in the next room (M10, 3), but
thankfully his elven assistant Adwen will neutralize this problem. You may now proceed to
the dining room (M10, 4). There are three guards here and they’ll stop you as well. | would
recommend Killing the first one by choosing the correct answer during the conversation.
Once this is done deal with the remaining two guards.
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HREEITRXANEEEE, AN FESKRBGEIR . @BON ARIL K AR (M10, 5)
BHTERE, AR —ANEME . RIEFE, IR % dkatimdt, i3] 5F PRAK (guard
captain) (M10, 6) . — MR L FAXEBEE (KAL) , A, RS EHtT
PUAIBIR L. Z6RIEH £ (knights) SR )5 FEXFfTBAK (captain)

Be careful, because a new guard will attack you while trying to leave this room. | would
recommend to explore one of the larger eastern rooms along the way (M10, 5), because it’s
going to be an armory. Defeat a new guard and take your time to collect new equipment.
Continue heading north until you come across a guard captain (M10, 6). One of the women
is going to be murdered here (you can’t stop it from happening). You can avenge her death
right away. Attack standard knights first and then deal with the captain.
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gz, AAJEIEFEMPURIEE (M10, 7) o EIEWFEADGE, @Y AT,
A PLRBIAD AR, R eid®) 2,0 3 DART . WERIRK A G B, T8y
A FHRZ T o fERJE I E T (M10, 8) A MNFLENA IR (bodyguards) X
R RACME S TR TR, FTRAR BN JE . BT AT DLk B — b2y
e SRR, Bk, et AR, TN

Keep moving north and then choose the corridor leading to the western areas of the estate
(M10, 7). There are a lot of rooms along the way. Exploring them is not mandatory, however
| would recommend looking around. You can find a lot of items in plain sight or in crates,
however most of the rooms will be guarded by 2-3 humans. Don’t forget to use your
lockpicking skills if you’re playing as a rogue. One of the more powerful bodyguards will
attack you near the last room (M10, 8). Make sure to check his body after the battle,
because he was carrying a good shield. You should also look around to find medical supplies.
The last part of this quest is identical for both genders, so you should check the Finale
section.
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LM Walkthrough for a female character:

KB (Vaughan) #THirixa, fEARFIHARRER ZF (elven women) 7 Efh( Hd. Jif
K37 H 85 32 (18 N B — = A B ®A B A — A (Denerim - Arl of Denerim’s
Estate - Interior) ] (M10, 10) . {fEXHE ALY (Shianni) XFifi, SRJE10EHF
TPHIL, TSR — AN N PRARERR LD

In this case Vaughan will interrupt the ceremony and take you along with the rest of the
elven women to his estate. Wait for the game to transport you to [Denerim - Arl of
Denerim’s Estate - Interior] (M10, 10). Talk to Shianni here and wait for arl’s guards to
show up. They’ll kill one of the women (you couldn’t prevent that from happening).

M EFPIAF BN, EIE M IRA S AER ——FRRIHT (Soris) HI. i AXEH I
BAE T —HSIGR, EIEESE, R, K5 HEGETE, RERhe] g . RE 0T
PAFE FE e B8 R ILAh A 2o N

Listen to a short conversation between the main character and two guards. Thankfully you
won’t have to fight them alone, because Soris will show up. Wait for him to deliver a sword
borrowed from Duncan, STOP the fight and equip this item in your inventory. You can now
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attack both guards and it shouldn’t take too long for you to kill them. You may begin
exploring the estate in the search for other women.

FEN—AP50E (M10, 3) o, AAEIRSHIENR, SELFAb RS R B FR4E3C (Adwen)
R T RJERIITE (M0, 4) o JRHEA =A5F EoREIEIR. #RHEX1E Tk
FEARFS A REE AT A

A cook will stop you in the next room (M10, 3), but thankfully his elven assistant Adwen will
neutralize this problem. You may now proceed to the dining room (M10, 4). There are three
guards here and they’ll stop you as well. | would recommend killing the first one by choosing
the correct answer during the conversation. Once this is done deal with the remaining two
guards.

A3 L, f - |

YREE XA E RN EE, BT RS RBER R @ RAKR B (M10, 5)
HATIRE, ORISR — AN FEME . RIESFE TR, WEESE 4. dkakmdl, #3)sF PRAK (guard
captain) (M10, 6) . RIREERAPNIEIEX HIBE (GRAREMEIE , A, RY
AT DUONAEIR L. Se A AER L (knights) 285 FEXTAFRAK (captain)
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Be careful, because a new guard will attack you while trying to leave this room. | would
recommend to explore one of the larger eastern rooms along the way (M10, 5), because it’s
going to be an armory. Defeat a new guard and take your time to collect new equipment.
Continue heading north until you come across a guard captain (M10, 6). Your fiance Nelaros
is going to be murdered here (you can’t stop it from happening). You can avenge his death
right away. Attack standard knights first and then deal with the captain.

ggzde, AAEEBERTEIEE (M10, 7) o EIEHSA AN, @Y A EE,
AR EIADARTE, REsi@F 2. 3 PAERT L. GURIRIMA ORI, JTBEI
DA T . fEfJE 15 EE (M10, 8) A AMFLEH I HIREE (bodyguards) B
difRe AIEME RS TR, ATUS R — AR ER . FUTIE T DS —Le 2
SRRy, B VMO —FE, 5 &

Keep moving north and then choose the corridor leading to the western areas of the estate
(M10, 7). There are a lot of rooms along the way. Exploring them is not mandatory, however
| would recommend looking around. You can find a lot of items in plain sight or in crates,
however most of the rooms will be guarded by 2-3 humans. Don’t forget to use your
lockpicking skills if you’re playing as a rogue. One of the more powerful bodyguards will
attack you near the last room (M10, 8). Make sure to check his body after the battle,
because he was carrying a good shield. You should also look around to find medical supplies.
The last part of this quest is identical for both genders, so you should check the Finale
section.
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&l Finale:

Bl na chasy {"jlr"' Fd

KB (vaughan) ARG — A EIRIE (M10, 9) o A M AR SEEE LTI
)R WURARESZ A @, RSB —2E%k, MZERIET (Soris) —EHIFIFMX CHHL
SR EEIREIR) o BT F AL E . BB ATPIAMRE (lords) , AR5
FYHRE . AU B E A ZPE (Shianni) Xfif.

Vaughan will be hiding in the last room (M10, 9) and there are two ways to resolve the
situation involving him and kidnapped women. If you agree to his proposal you’ll receive a lot
of coins and you’ll return with Soris to the alienage (don’t forget to revisit the hiding spot
the next chance you get). Otherwise you would have to defeat Vaughan and two lords. |
would recommend dealing with the lords before attacking Vaughan. Talk to Shianni once the
arl has been killed.

1y wedniriat, s oa bym ol Fotrarbns ml bmlons ine

m ars ety shagany . kv, s ol rovha oo oty
iyl
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o 0] 3[4 A F i — ks R APX. (Denerim - Elven alienage) ] (M8, 8) , MRS E R
(Valendrian) . XB8& (Duncan) XJifi. WISRARE 7TIRERER, R0T AR B Ui ) 5L
o MESF PHI, MAIERBIAER GESRERS) WIRILECRA B XTF.
BRI IR T SR AR — DI 2] 5 O & b, PO FEARBE IR KA X6 5 s 2 1R AR
AN 7472 o I RARAN I, BAH (Soris) sl a0 RARCRIFUCER, 15
e —RE, BFOMRREE (Elva) 2 HRIEUARAIZR R 4T )5 kg RATT Celves)
Foll, FEXSEXE, BRI
Sooner or later you’ll return to [Denerim - Elven alienage] (M8, 8) where you’ll have a
chance to talk to Valendrian and Duncan. If you decided to take the gold you’ll have to come
up with some kind of a lie. Otherwise you’ll tell them the truth. It won’t take long before
guards show up and they’ll be looking for someone to blame for the break in (and ransom) or
for arl’s death. The best way to end this quest is to blame everything on yourself, because
Duncan will recruit you to join the Grey Wardens before you’ll be thrown in jail. If you do
something differently Soris will be apprehended. This will also occur if you decide to keep
quiet, because Elva would interfere and point the blame on you and Soris. Say goodbye to all
the elves and talk to Duncan when you’re ready to start your journey.
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VIUEHEE: V@ Origin story: Magi

The Harrowing
M M11: S35 KT Map M11: The Circle Tower Chambers
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i M12: HiZEEE Map M12: Fade
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RS B - BB RIMER [ — B8 2 /T (The Circle Tower — The Harrowing Chamber)]

Received from: First enchanter Irving [The Circle Tower — The Harrowing Chamber]

Wk TFAERZARRSC (rving) « BB XK (Greagoir) (M11, 1) HIXFiE. A1 RIR,
BRSOV, AR ITE— M 4897 OGRHRIE . TG, IRtk
REF—ANPRRR I E B, FT 0 — AR K R . 5t s, FRt £ IAE [ E B (Fade) ]
(M12, 1) o —B&HIAT, MHBGHRZERITMER K@ (wisp wraiths) .

Description: You’ll start the game by talking to Irving and Greagoir (M11, 1). They will both
tell you that in order to become a mage you must survive a ritual called the Harrowing.
During this ritual you’ll be transported to a mystical realm and you’ll have to defeat a
powerful demon. Wait for the main character to end up standing in the [Fade] (M12, 1).
Head forward and use your standard array of offensive spells to defeat weak wisp wraiths.

koL AT, BB A SUIEIMGA s, EAREH S AZR (Mouse) (M12, 2) . XA
Wb G A R — NN, R e E AR E E FE N2 — . 4R Sk AT R KB
(wraiths) . WRT LAZEAE PR BIJ6ZBR (shimmering balls of light) (VAJT 25711
B .
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Continue moving forward until you come across a talking rodent, calling himself the Mouse
(M12, 2). This creature will then transform to a human being and it will introduce itself as
one of the people who didn’t make it out of the Fade. Keep heading forward and killing the
wraiths. You can also start opening vases found along the way to collect shimmering balls of
light (replacement for standard healing potions).

e JEREI BRM R (Spiritof Valor) (M12, 3) o R ZRZEW) & LAFTCEBE . 7T LA
IR Ccunning) $AE CAAMAIRIEIID BAE TR FrhFT Il R o I SRR E ZEA g R
THT, BAMRIER R HA —HE2ZER (balls of light) . §TWMds R J5 15 5 BRI
(Valor’s staff) . ZRJE R LLRH FHa R —EAREL, B FARBHTREE KE .

Eventually you’ll have to locate the Spirit of Valor (M12, 3). Talk to the creature and ask it
to give you an object to help you in defeating the demons. You can achieve the final result by
using a high cunning skill (additional dialogue option) or by defeating the ghost in a duel. If
you decide to start a fight make sure that you have powerful spells in your arsenal and at
least a few of the balls of light. The reward for defeating the spirit will be Valor’s staff. You
can now leave the ghost alone or finish it off using your newly acquired weapon.




kel mnT, AAEJLABRIR (spirit wolves) o VERZLHE KIRMARM R . BAHEK
Ja kB MitE%E (Sloth Demon) (M12, 4) . Fhx}i%, ibfb#HSZER (Mouse)
AR — 3k A o ARAT DANGEBEG S HTICE GRS SHEAR A —28) si i e e i =4
WA, BRI ESE: HE (the map) . FH3k (the tongue) A% (the dream) .

Continue moving forward and get ready to defeat several spirit wolves in the near future.
Each time focus on eliminating one of the wolves instead of attacking all the spirits at the
same time. Once it’s safe proceed to the lair of a Sloth Demon (M12, 4). Initiate a new
conversation and ask the demon to teach the Mouse how to transform into a bear. You can
achieve the final result by defeating the demon in combat (it’ll be harder to win this time) or
by solving three of its riddles. The correct answers are the map, the tongue and the dream.

fERJa i, ZR (Mouse) 242 EHN—3KAE, X AMESIRIIMHEM — . a3
R R (M12, 5) o ERE LA ERRERIR (spirit wolves) , EATH]
LA IE TR ANE -

Notice that the Mouse has now transformed itself into a bear which will make winning the
last battle in the Fade easier. You’ll now have to return to a large area you’ve passed
through earlier on (M12, 5). Watch out for new spirit wolves along the way, because they’ll
appear out of nowhere.
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R F R R (Spirit of Rage) , FITXTE. XXX IEAT AP, HHEWRBITEG T .
AEHSHABKEY (monsters) , &/ HMR . THE BT 5 R (Mouse)

R o XU IR PR TG R R, RO AR TRAR 23 A B B L 5/l P o Bt 25 [ T )
BT . Rkt E Bl V)4 Bl [ — 22 4E X (The Circle Tower - Student Quarters) ] (M11,
2) , FABEk. F¥A Qowan) [FRIEME, FRAT LARMABIFRAC ISR, AT LA
YRt .

Locate the Spirit of Rage and talk to it. This time you won’t be allowed to resolve the
situation peacefully, because the battle will commence after a short introduction. Ignore
ALL other monsters and focus your attacks on the main spirit. Once i’ts been defeated you’ll
automatically trigger a new conversation with the Mouse. It doesn’t really matter which
answers you’ll choose, because the main character will soon understand that the Mouse is in
fact a demon and that it’s trying to escape the Fade. Wait for the game to transport you to
[The Circle Tower - Student Quarters] (M11, 2) and for the main character to wake up.
Jowan will greet you and you can tell him about the ritual or you can keep its details to
yourself.
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EIR S
The Circle Mage
5%k H: £/ (Jowan) [F#E—24X (The Circle Tower - Student Quarters) ]

Received from: Jowan [The Circle Tower - Student Quarters]

F*7 Qowan) HURR, %KM E WK RGBS —EINIX] (M11, 3) %
EBIRKIL (rving’s) MAAAZEGE (M11, 4) , Urf RS 2 8 i — B i/ xd if . BRSC
VAR B T E PO HNEITRMAS R ARG IRELR XS H B L (M11, 5) . 5%
SERUE BT I, v )2 TR OCRAR A 1

Description: Jowan will inform you that the First Enchanter Irving wanted to talk to you and
this means that you must travel to [The Circle Tower - Mage Quarters] (M11, 3). Once
you’ve arrived at Irving’s office (M11, 4) listen to a short conversation between him and
Duncan. Irving will then inform you about the promotion and he’ll give you mage’s robes.
Your final task here will be to escort Duncan to his quarters found on this level (M11, 5). Exit
the room once you’ve completed this assignment and Jowan will to talk to you again.

47



I 55 B B A

Ties of blood and magic
& M14: HiR%=E Map M14: Basement
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£%kHB: ¥/ (Jowan) [F#E—24[X (The Circle Tower — Student Quarters) ]
Received from: Jowan [The Circle Tower — Mage Quarters]

F* A Qowan) ZRF|— a7 IHE. FEJE, %583 BIMHT K — N8
(M11, 6) , WEMBIFEREER (Lily) o TR IRiR, 28 hfi 3 rr ik g 2
PRT DA NS B At BB £ P Bl o S RARAN ST SRS AL, AL 2L 4R KDL (Irving)  (M11,
4) ARNEDL . VRIS R RIS A 7 22 AE Al — 289108 . ANVERIVIEEERAT 4, AR

SAFENT 22 (0 B AT, AR B A T 46 S

Description: Jowan will ask you to hear him out in a safe place. Once you’ve agreed to his
request you’ll be automatically transported to a nearby chapel (M11, 6) where you’ll meet
his partner Lily. Jowan will inform you that he plans on destroying his phylactery and
escaping the tower. You can now agree to help him out or to refuse in aiding him in his
escape. If you choose not to help him you must go to Irving (M11, 4) and tell him about the
situation. The enchanter will then ask you to continue working with Jowan so he can ambush
him at the right moment. Either way you’ll be familiarized with the details of Jowan’s plan
and you’ll start helping him in achieving his final goal.
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EAMESS IS — B 70 R AR BT EAE I T = M BEVE p b2k R . SRR H 1, SEZRIBR
& Crving) (M11, 7) Xifi. AERXZH PG, REFMME—A K. Xfifid, RS
SNEARAR B K, R AL — AR INFER M A

The first part of this quest will be to find a way to disable a magical barrier in the tower’s
basement and in order for this to succeed you must talk to Owain (M11, 7). He can be found
in the center of this level and you must ask him for a rod of fire. Sadly, during this
conversation you’ll find out that one of the enchanters must sign the form before he can give
you the object you desire.

APIRLENTAT LIRS E A . IRIRZ AT FABKSC (rving)  (M11, 4) 04k, B4R
fib R J5 A PT AR BB Ao A SRR EL AR TS I AR, A ARRAS BE E RO,
PRI E R (Leorah) HIXZATS —FAEXHIE R (Pests in the storage area) -
FERAT S JG E R BB, iR A, #in] DR BT . EE T FA& 2 ERIR (Owain)
(M11, 7> f321KHE,

You can ask one of two enchanters to sign the form. If you’ve alligned yourself with Irving
(M11, 4) then all you have to do is to explain the situation to him and a second later you’ll
have his signature. If you truly want to help Jowan and Lily you can’t go to Irving, so instead
you’ll have to perform a sidequest for Leorah - Pests in the storage area. Once you’ve
finished the assignment go to Leorah and remind her of a favour. Return with the signed form
to Owain (M11, 7) and in return you’ll receive the rod of fire.
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PUE R B X (M1L, 6) , IR/ (Jowan) FIFFH (Lily) JEas k. MATH 2
IIAVREIBATL, T RAZARATTHE A4 . BCAFEAR . BB —224EX (The Circle
Tower - Student Quarters) |G . I F it LA KT 2A 54 —#F = (The Circle
Tower - Basement) ] (M11, 8) .

You may now return to the chapel area (M11, 6 ) and show the rod to both Jowan and Lily.
Notice that they’ve joined your team, so it would be a good idea to spend some time
equipping them and managing their ability bars. Locate the stairs leading to [The Circle
Tower - Student Quarters]. Here you’ll have to proceed to the northern door to travel to
[The Circle Tower - Basement] (M11, 8).

BN E S (M14, 1 BRI SZBI A aET. FRBIPIETT (M14, 2) o F—FTFF (Lily)
2ATIF . BT RIVURE, RS KIAREIKEE (rod) X EEEFEEARER . REik#E
RIDHIETE, BN =FET], BRI K (M14, 3D .

Once you’re inside the basement (M14, 1) you can start moving forward right away. All you
have to do here is to approach two doors (M14, 2). The first door is going to be opened
thanks to Lily. As for the second door, you’ll find out that your rod doesn’t work on the
magical barrier. As a result you’ll have to choose the eastern corridor where you’ll find the
third door and have a chance to use the magical item for the second time (M14, 3).
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Mk (rod) FTIFEE =R THINAR, SAERHETKESR (sentine) &%, JFH, HTF
FHRASAHELZWE K RS EE D B FF (Lily) 77OV 25
B, XHESFRAHB. WFFA (Jowan) , AR KIEREIETT LA BAECK 14 5 .

Notice that using the rod to open the third door has resulted in a nearby sentinel coming
back to life and there’s going to be more of them in other areas of the basement. Each time
you attack a new group of sentinels focus on eliminating one of the targets instead of hitting
all of them at the same time. Lily can also stun them using one of her abilities which helps
out a lot. As for Jowan, focus on using his fire spells, because they’ll do a lot of damage.

ARLELAIN BT R R AT . AZEICH RN E, ATLDEREIA DA . TERAR
TEXIAFE SN . R E FKMEIE . (Robed sentinels) , ZJoT4a, HUREAT
# (Deepstalkers) & FHIFN . AL eA1HEI2H —1/ boss, FrAERPLH K.
You’ll now have to explore the entire basement and you’ll be moving counter-clockwise.
Don’t forget to search smaller rooms to find a lot of useful supplies and be ready to defeat
other types of opponents. Robed sentinels will always have to go down first. Deepstalkers
on the other hand are weak creatures, however one of these monsters will be a mini-boss, so
you’ll have to pay more attention to killing it quickly.

RFH T IR — A5 ] SedT TN 0 T S B BAIERL . Aot — REsh PR (M24,

4, HIRARSAXE, REmH AL (M14, 5 o EREIBVABEIHE,
RGBT R . IR 2 B B KR RS — B 4R B
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You’ll have to make your way to the last room of the basement. Start off by opening a nearby
chest and collecting a blackened heartwood staff. You may now click on a statue of an animal
(M14, 4). Listen to what your team members have to say and click on a nearby bookcase
(M14, 5). Ask one of the allies to move this object and click on the statue for the second time.
The main character will automatically use the rod here to destroy a section of the wall.

Eﬁﬁﬁﬁﬁﬁﬂkgﬁfﬂ‘] BN, BFORHAFH—1 5 (sentinel guardian) 2/
/N boss. VERAVRIIBAAATAMIL, ANELLAATIESG S AERE . 3 KEN G IE A RE AR
—/\¥ M%?Li?ﬂﬁﬁﬂ‘]?ﬁﬁ (Jowan’s phylactery) (M14, 6) . HIRARAIRK

P JH:?IH AT DARAR I SE T Ath, ERXASHABLER . WA, WnT LR & &I
=

You shouldn’t be surprised to hear that more enemies will be waiting for you inside. Be
careful, because one of them (sentinel guardian) is going to be a mini-boss. Keep using the
spells to heal your team members if possible and prevent them from dying during the battle.
Once it’s safe again use the stairs to get to a new platform and click on a table to collect
Jowan’s phylactery (M14, 6). If you were working with Irving you can now confess that you
betrayed him, but it won’t change the outcome. Otherwise agree to leave the basement.

(R R BBV B [SEEZ%'%JEQT ﬁtETT}J\jtJﬂE’JI]E@U[ﬁﬁ 24X (The Circle Tower -
Student Quarters) ] (M11, 8) , MHIERIC (rving) « #EX/R (Greagoir) ﬂl i S
HE L (templars.) 2 HIFHIEARAT (team) o WIERARZ BTN AW, AR &%,
BN KK EE, HARNE A AL . BROCE AR & 75 W R = iTiF@ LIPS
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PRAKEAZ HyERL (staff) , RAT LA AR (persuasion) FiREME. FFEMLERE, F*A
(Jowan) MIEEHhEE, TiRNERERE (Duncan) B 35 iR FE

Head on to the northern door, because the magical barrier has been disabled (M14, 7).
Return to [The Circle Tower - Student Quarters] (M11, 8) where your team is going to be
stopped by Irving, Greagoir and other templars. If you’ve been helping Irving he’s going to
be happy with the outcome. Otherwise he’ll be mad at you, but it won’t change anything else.
Irving will now ask you if you took any items from the basement and if you don’t want to give
him back the staff you can lie about it using your persuasion skills. This prologue will end
with Jowan escaping the tower and the main character joining Duncan to set out on a new
journey.

54



7 X ) 3 R

Pests in the storage area

HiE M13: 7% Map M13: Caves
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B3R E: mbrEITEREK [ —EMX (The Circle Tower - Mage Quarters) ]

Received from: Senior Enchanter Leorah [The Circle Tower - Mage Quarters]

R ZAMTES — LA BB A H; (Ties of blood and magic) Ji 7] LI HRIXAMTESS . 5
i%’]**‘ﬁti@ﬁ%‘ (Leorah) (M11, 9) o XJiffih 43 &b A BRGT—— /A7 L
Wk, REF LA B S R —IEARE, WD —mTT (M1, 10) . id
R FROCA IR IEIT KA (magesrobes) JE kST 5

Description: You will be allowed to start this quest after you’ve finished the second
assignment - Ties of blood and magic. Go to the second level of the tower and find Leorah
(M11, 9). During the conversation you’ll find out that she’s having problems with the spiders
in the caves and you can agree to help her. Leorah will give you the key which you can use to
open a nearby door (M11, 10). Before you start the mission make sure to wear mage’s robes
given to you by Irving.
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Sk B[ —EIF X — 7 7% (The Circle Tower - Mage Quarters - Caves) ] (M13, 1) .
—ERI R, PIARE, GERRRRARS. @A ZLERIRR, XREHAS R A A B2
Bk (giant spiders) | . WG AV T, WIEFAZEBGL. K HEINIRRZ 2GR E
HREBH (Leorah) (M11, 9) . WIIERK—DPARET .

You’ll soon find yourself standing in [The Circle Tower - Mage Quarters - Caves] (M13, 1).
Head south and then choose one of two available corridors. | wouldn’t recommend moving
too fast so you won’t be fighting more than two giant spiders at the same time. There are
also going to be a lot of crates in the area and it would be a good idea to open at least some
of them. The game will inform you once it’s safe again and you can return to Leorah (M11, 9).
She will tell you that she now owes you a favor.
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VIiEHE: ANBHHE Origin story: Human noble
RERMES

Father’s assignment
Ho P M15:  FEHT 2348 Map M15: Cousland Castle
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RSk : Mg « B2 (Bryce Cousland) [FEH23#& (Cousland Castle) ]

Received from: Bryce Cousland [Cousland Castle]

MIvE{E[EERT 23888 — IEJT (Cousland Castle - Main hall) ] (M15, 1) BIAMAIE.
2 WEIASEA BT « PFEH2: (Bryce Cousland) . Z{AE (Arl Howe) FIXBE (Duncan)
A EA 2D o Ak R AR I, — B R, REGEEERZEE —HE
(Cousland Castle - Atrium) JHIEIE. 7EiX HAR2 WHRFHE (Eleanor) . Z4EHi/NMA
(Lady Landra) . 32 B#F (lona) FIE4E (Dairren) (M15, 5) . FIABATHN)LA), 4k
G155 .
Description: Start off by talking to other characters standing in [Cousland Castle - Main hall]
(M15, 1). Your father Bryce Cousland, Arl Howe and Duncan (he’ll arrive later on) are going
to be the people you need to meet. Bryce will soon ask you to go and find Fergus for him.
Head west until you arrive at a corridor marked as the [Cousland Castle - Atrium]. Here’s
where you’ll meet Eleanor, Lady Landra, lona and Dairren (M15, 5). Have a little chat with
them and continue your quest.
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R E R [ERT = — BRI E ] (Cousland Castle - Fergus’s Room) ] (M15, 6) .
FISBHEHT (Fergus) KAhix N —BFIBT4N (Oriana) . BAS (Oren) Xiifi. FH/5Ami
Hi « EEHr= (Bryce Cousland) Fth1ZETIRFTE (Eleanor) HIL. BSH 5L HATS .
Eventually you’ll have to reach a small room marked on your map as the [Cousland Castle -
Fergus’s Room] (M15, 6). Talk to Fergus here, as well as to members of his family - Oriana

and Oren. Bryce Cousland will show up here in a short while, along with his wife Eleanor.
Exit this room to end the first quest of the prologue.
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TRALH R =

Chaos in the pantry
F43kE: HIREBL (SirGilmore) [EHT2## (Cousland Castle) ]

Received from: Sir Gilmore [Cousland Castle]

£ o BEA B !
B MMES LR EHE F TR E (M15, 2) , EH/REERL (SirGilmore) &#4(E/R. fi
VORI Ly LB R AE RS p LA B, DUALAIR . BI[E#T = — 5 (Cousland Castle -
Kitchen) JFIE§ (Nan) (M15, 3) XJif. Xif 7 A1 o] LG FME o ) &, Wnrbl
PR 303E, FRREIE CGintimidation) ;A& 1EM-FifE T k.
Description: Make your way to the kitchen area (M15, 2) before you end the first quest and
you’re going to be stopped by Sir Gilmore. He’ll tell you that your mabari is running around
the kitchen and wreaking havoc. Go to [Cousland Castle - Kitchen] and talk to Nan (M15, 3).
During the conversation you’ll be informed about the problem and you can now focus on
solving it or you can talk to Nan again and use intimidation to calm her down.
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MBI T T3 N[EERT 22 — £ = (Cousland Castle - Pantry) ] (M15, 4) . X B {Rn]
AR S EER (mabari) “Xfif” , FFAERANET RIS 2 ERH T —
— UMM ERI T EREZR (giantrats) . —HIFREHXEER, SHELHER
MR . TS SE IS B B [EE R 23 — B (Cousland Castle - Kitchen) ][AE§ (Nan) -
. H/REER L (SirGilmore) 2B\, Mo BEAENR &L ——E A &AM HER LStk
.

Use a nearby door to enter [Cousland Castle - Pantry] (M15, 4). Here you’ll be presented
with an opportunity to “talk” to your mabari, as well as to give it a name. You’ll soon find
out that your animal was in fact helping, because giant rats can be found in the pantry. Start
attacking the rodents and don’t be surprised to see more of them appearing in a short while.
Once it’s safe return to [Cousland Castle - Kitchen] and report to the Nan. Sir Gilmore will
now leave your team, but thankfully the dog will remain as your faitfhul companion.
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ZHIE R
Howe’s betrayal
5K B: TEHRIEMAES G B AEUE B 223k % (Cousland Castle) ]

Received from: automatically after completing Father’s assignment quest [Cousland Castle]

fE55 N [EERR 2382 — /R AU B TE] (Cousland Castle - Your room) ] (M15, 7) JF4h, 5t
E, ANPpshisk, BERER, HATERCHIERS . TR, SERE PRI A R
NP EE . W RAE &, T DAEM IR AR T BB A AR TS, NESERN LR
(Howe’s soldier) ¥, XFERiALFER# 5 HF (Howe’s archer) B 7. T+
S JE AT HAR RN o AEEILIABAT &, TS E|& M (gold) FIFE S (short

bow) -

Description: You start in [Cousland Castle - Your room] (M15, 7) and you’ll be presented
with a short cut-scene. Wait for the main character to stand up and pause the game before
enemy forces show up. Open your inventory and equip your character with the best items
you’ve got. If you have a moment you can also open a nearby chest and collect additional
things. You should now wait for Howe’s soldier to show up, so you won’t be attacked by
Howe’s archer at the same time. Once the soldier is down take care of his colleague. Don’t
forget to loot both bodies, because you’ll find gold and a short bow.
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s E R 2, fE[FES =308 — KA BIF5 1A (Cousland Castle - Teyrn’s room) ] (M15,
8) A F# ML (soldiers) , FHARIKIEERIRFIW (Eleanor) , <> H 3 INIARA
i (AR —E) o WSCRIERBENME T, BREA SRR, £
[FE 87 22 3 28 — BB A& 2T B 1] (Cousland Castle - Fergus’s room) ] (M15, 6) &E, 4
BIRNBIRIN

Exit your room and turn left where you’ll have to defeat two other soldiers. They will be
standing in front of [Cousland Castle - Teyrn’s room] (M15, 8). Eliminating them will allow
you to save your mother Eleanor and she’ll automatically join your team (don’t forget to give
her some kind of a weapon). You can also explore her husband’s quarters, collecting valuable
items from one of the crates. Visit [Cousland Castle - Fergus’s room] (M15, 6) if you have a
spare moment and you’ll make a shocking discovery.

FIFIET 2, R EADHA (enemies) ZH K. WMRIRIENHN G EIFHR L, &
AN&EA, B KSHTF (enemy archers) & FxT A HA £ (soldiers) . 44k
e (M15, 9) IlHE, 2F —Bdgskd. FIRKIEESE (mother) Xfifi, VEE
Bk A IR, XRE, BR T ARAE — SRR EEIE SN, IV LA B IE S, AT
THRE S T4 (FERT2 4 (The Cousland treasury) )

You’ll now be moving back to the main hall and it shouldn’t come as a surprise that other
enemies will be waiting for you along the way. Some of them will even respawn if you decide
to revisit areas you’ve secured in the past. | would always recommend focusing on
eliminating enemy archers and only when they’re gone to attack the soldiers. A new
cut-scene will be triggered when you’re close to the atrium (M15, 9). Don’t forget to ask
your mother all the necessary questions, so aside from finding out about the secret
passageway you’ll also find out about the treasures and you’ll start a new subquest (The
Cousland treasury).
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LA N < N

MR %R, 83— (slaves) . RATLLULIR (persuade) fihZik (RSt
FEAXHD ER, X REEN (enemies) HRIR £, B ATHN D ELE R (mabari)
F] [P BT 230 — 1IE/T (Cousland Castle - Main hall) ] (M15, 1) ®iit. KIRT 55
FACEIE g T, HRARmE, InRafid[ER2EE — K18 (Cousland Castle
- Library) ] (M15, 10) .

Head east where you’ll meet one of the slaves. You can attempt to persuade him to rejoin
the battle, but it won’t be a big difference. Be careful, because there are a lot of enemies in
the area and for the first time you’ll also be dealing with other mabari. Keep heading
towards [Cousland Castle - Main hall] (M15, 1). Notice that the northern passageway near
the dining room is blocked, so as a result you’ll have to move south-east, passing by
[Cousland Castle - Library] (M15, 10).




PRAT IS B B 1 s (BT — /RS (BN SiE R E B E ZME— BT
(Cousland Castle - Main hall) ] (M15, 1) . #AFEHIHF/RER L (sir Gilmore)
F5FE (guards) —EITIMEERIA (Howe’s men) o ¥ 5 R A F i BN 13 )i
(mage) , RFAKHNERIRTH o 100G PR AR o 8245 05 55 7R BE

XF I, T TR S S A ST R 1% 1O o

You can now decide to secure all nearby rooms (including the chapel) or you can proceed
directly to [Cousland Castle - Main hall] (M15, 1). Once you’re inside you’ll have to assist sir
Gilmore and other guards in defeating Howe’s men. It’s extremely important to attack an
enemy mage as soon as possible, because otherwise he would start using powerful spells.
Once the mage is out of the picture you can attack other hostile units. Talk to Gilmore when
it’s safe and ask him about your father Bryce.

MIETRACH O (M15, 13) H2:, FEE )5 R [ESZME —F 5 (Cousland Castle -
Kitchen) 1 (M15, 3) %. FEIFESHERRPIBA (enemy units) Witi. HEANEEE
AR 2R — = (Cousland Castle - Pantry) JHI1] (M15, 4) . Izt
[1J5L3% (father) . X8H (Duncan) Xif. BPEARIELXSH PIMEH, At smiErRmA
IRASF 3 o AT 55 45 R G Fr 5 58 Lo

Choose the northern exit from the main hall (M15, 13) and once you’re in a corridor start
heading towards [Cousland Castle - Kitchen] (M15, 3). Be careful, because some of the
remaining enemy units may attack you along the way. Once you’re inside the kitchen click
on the door leading to [Cousland Castle - Pantry] (M15, 4). Talk to your dying father, as well
as to Duncan. You should know that even if you refuse to join the Grey Wardens Duncan will
still recruit you by force. Finishing this quest will allow you to end the prologue.
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e =&

The Cousland treasury
£k E: KERABFWE (TeyrnaEleanor) [FEHI24H & (Cousland Castle) ]

Received from: Teyrna Eleanor [Cousland Castle]

M may W de wlurbos, maglibpieg re e pild slibel e L onbedd moaen sl

FERISFT UG il 1 IR B R A A R BOG X ME S . B ZMES ——FERE R
(Howe’s betrayal) H1JF4f f5 FIIEFTiE (Eleanor) Xfifi. YRF[ 25 RIRKT Kk 4

R, HFEIRITITEERNARL (key) .

Description: In order to activate this quest you must choose the correct answers while

talking to Eleanor. This conversation will take place soon after you’ve started the second

main quest - Howe’s betrayal. Eleanor will share the knowledge with you about the family

vault and she’ll give you a key needed to open it.
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TR B 4%, Se B[R 2230 — KM (Cousland Castle - Guard post) ] (M15, 11)
HENKIW, i@ ER 2 — 4 (Cousland Castle - Treasury) /1], A LLASGHS:
WA, WA EEITRE T, ZERPARERY & — FKEES (family
sword) FIKEZJE (shield of Highever) (M15, 12)

In order to get to the vault you must first make your way to [Cousland Castle - Guard post]
(M15, 11). Enter the guard post and click on the door leading to [Cousland Castle -
Treasury]. You can spend some time examining nearby poles or you can click on the main
chest. Collect two unique items - a family sword and a shield of Highever (M15, 12).
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VITEHE: BARIE Origin story: Dwarf noble
RS
The noble feast

HiE M16: =& Map M16: Royal Palace
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M M18: iRX361% Map M18: Proving Grounds

Lh
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EEKE: BERE (Gorim) [BEIAE—HAX—2H]

Received from: Gorim [Orzammar - Diamond quarter - Royal Palace]

PRI (Gorim)  (M16, 1) Wi, N T RPURBUNEHRE R, 22T I8
K EEss o AR AT DAL A X I AT LR, B3 2 se B Wik . W& 5 7 E 4%
& (shield) , JEMPHTIAE T HEH 8. WHO (M16, 2) HRRIFI[EAIT
—4&54A X (Diamond quarter) ] (M17, 1) .

Description: Your friend Gorim (M16, 1) will inform you about an upcoming feast to
celebrate the main character becoming an officer and he’ll also tell you that you can spend
free time by visiting local merchants in the Diamond quarter or by going to the arena to
watch some fights. | would recommend that you agree to take a family shield with you and
you should also pick up items from a nearby crate once you’re done talking to Gorim.
Proceed to the exit (M16, 2) to find yourself standing in [Orzammar - Diamond quarter]
(M17, 1).
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2Pt 2 WERAMRI A Woh—4F B % (Trian) AA4E (Bhelen) (M17, 2) . fEAI
AT S B, ARAT DA™ 5 — 28 CAn SRARARISAE R E D , AT RN . ERE A
XA PYAEA (M17, 3) —248% A (silk merchant) . 2B A (armor merchant) .
H2EE A (weapon merchant) FIEEVEE A (magic marchent) . #E& U7 4k 45 )5 M FH
L, M—PMEFP T (royalescort) (M17, 4) Piik. REH—MATAEA K24,
P EREERBTE RS2

It won’t take too long for you to meet your two brothers - Trian and Bhelen (M17, 2). You
can be harsh during the conversation if you want to, because you don’t have to worry about
any repercussions. There are four traders in the diamond district (M17, 3) - silk merchant,
armor merchant, weapon merchant and magic marchent. Once you’re ready to move on
with the quest head south-west and talk to a member of a royal escort (M17, 4). You’ll find
out that it’s not safe to travel alone, so the guards will accompany you to the arena.

IRBR ] T [ — R %Y (Orzammar - Proving grounds) ] (M18, 1) . FIZ&GIUF A
PG (M18, 2) o RATLAS AR LegE, W] ABR SN 834 K e gg (M18, 3) .
YRR e e LB, WU TR T R B <EL BEKF (Aller Bemot) < FITIE/R < /R 2K (Adal Helmi)
BT i@ - (SirBackstone) FIFE2fEM « K (Frandlin lvo) . Lb3#E—i b —ixE,
EREZ AR, BENIHL RN RARIEZZE (proving helm) . /RATLLE %
BOX AR, BB S e — A ol . g B mES A E AR ERT R
(royal escort) (M18, 1) Xfifi, SR /RE R BG4 X . BIEH AT (M17, 1,
HIFRITHAN[RILE 4G X —E2E (Orzammar - Diamond quarter - Royal palace) ],
AT REEEE (M16, 3) .

It won’t take long before you’re escorted to [Orzammar - Proving grounds] (M18, 1). Talk to
Proving master here (M18, 2). You can decide to remain in the audience and to see a couple
of duels or you can ask him to allow you to participate in arena fights (M18, 3). If you decide
to challenge other dwarves you’ll have to defeat Aller Bemot, Adal Helmi, Sir Backstone
and Frandlin Ivo. Each duel will be harder than the previous one and it’s also going to be
important to keep using available abilities. The reward for winning all four duels will be a
proving helm. You can keep this item to yourself or as a gesture of goodwill you can give it to
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your last opponent. Once you’re done visiting the arena talk to the royal escort again (M18,
1) and confirm that you want to return to the Diamond district. Head on to the start area
(M17, 1) and open the large gate to return to [Orzammar - Diamond quarter - Royal palace].
Proceed to the throne room (M16, 3).

B 98T « iA#T (Lord Ronus Dace) (M16, 4) FEERIRIKIR. 783 F R 2 A,
FAUINUIR (18 TRy o/ N e DN = W N1 1 NGl 1 57 19 7o PR A Y R TR (N2 a5 8
A AR R A R A, n A R R, B Ao 25k 100 N G — R E WD .
Lord Ronus Dace (M16, 4) will want to talk to you and it would be a good idea to grant him
with an audience prior to approaching king’s throne. You can agree to his proposal to give the
rights back to the surfacers or you can dismiss his idea. If you say yes you should also consider

asking him about something in return and Ronus will offer you 100 gold coins (don’t count on
getting rich so soon, though).
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IRARIW T &Hr (Dace) , AWML W#H/RAKNHE (Lady Helmi) (M16, 5) . iR
RIFE TR S, B a i — EREIARIRAZ S KU, A SRR E R T iE )
B, BATEEMSBEAGS G VRA] LAICA b YRS, AT DA R dt 7 M [ T 2 1R I
LB IFTH AN S, W7 DL R 2 H8IE 0T, XMl TR 2 T2 G SRRk
B Ja —A, ARAT D VR AR R At 1 L SE A B A 4 o e R i R A DR T VR R AE SR
kAT BEYCE (M18, 3D o AREFTIMOA Wi Btk - ——81& (Mandar)

If you talked to Dace you should also consider talking to Lady Helmi (M16, 5). She’ll start the
conversation with an unpleasant statement if you agreed to Dace’s idea. Helmi will inform
you that if you agree to his plan the entire kingdom will find itself in debt. You can ignore her
concerns, you can agree to help her in dismissing Dace’s idea during the conversation with
the king or you can return to Ronus to find out more about his plan. If you choose the last
option you can tell him that you know his real intentions. The most extreme solution in this
case would be to challenge his royal house to a honorable duel in the arena (M18, 3). The
goal here would be to defeat one of Dace’s most skilled warriors - Mandar.

FIFREE (M16, 6) , XATIFHE. RS, $EEH (Lord Dace) it R
R, ARELE PR SCRIE ST HARRI TR . ARG B SCRE, AU L3k, hagii—
ANT, VPERERESR— KER. EEBMEM (King Endrin) ibfRERFFE 2. FFEH
% (Trian) £ (M16, 7) o MRENAEAAFFRZHEI T, B FRA{AR (Bhelen) .
AAEAH Oy B 22 AR BOR BRI ZF AL AR AT PAF SRR A 2z, ] BLEAUA e 1
ik,

Approach the king’s throne (M16, 6) to start the ceremony. During the ceremony Lord Dace
will present his idea and you’ll have to choose between backing him up and dismissing his
plan. If you helped Dace talk to him after the celebration and he’ll give you a note of credit
with a promise of a payout in the near future. King Endrin will ask you to find Trian for him
and in order to do that you must go to his quarters (M16, 7). Trian will leave soon after
you’ve arrived and that’ll leave you with Bhelen. Your brother will share his concerns that
Trian is probably trying to kill you to have real chances in seizing the throne. You can agree
to plan the murder of Trian or you can ignore Bhelen’s idea.
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SRS
Noble journey
i M19: JRFFHIFERE Map M19: Ruined Thaig
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£4kE: BERERK (King Endrin) [BILE—EFHFHIFEE (Ruined thaig) ]

Received from: King Endrin [Orzammar — Ruined thaig]

ZERAMALE (Bhelen) FIRAJS RIBI[BEHLH — KA K FHE (Orzammar - Ruined thaig) ]
(M19, 1) . BE (king) ibfRRIZEHL— MR EHE. BEHB (Gorim) LA/R—
B SERIXAMESS o BENTFICHT# DR P 55 d 58 4 137 H AN as -
Description: Once you’ve ended your conversation with Bhelen you’ll find yourself standing
in [Orzammar - Ruined thaig] (M19, 1). The king will send you on a mission of finding an
Aeducan shield. Thankfully you won’t be travelling alone, because Gorim will accompany you
in this journey. Make sure that both characters are using good weapons and armor before
heading into the caves.

2 [
Fes LA/ ERIBRE (giant spiders) FIHLEWFITH (deepstalkers) o Bifdik-1 A
At A FEREAN, MO SBELSAD, HHSH ST WRIEH JLAFaEN,
TR ARI AR 2 IR, BT DL BAT T o 72— KT 7 BLIE ) 3h Z 48R «fHK (Frandlin Ivo)
(M19, 2) , s mABMEL.
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During your time spent in the thaig you’ll be dealing mostly with giant spiders and
deepstalkers, however winning most of the fights shouldn’t be a big problem. Pay more
attention to genlocks, because they’ll be travelling in packs and some of them will be using
bows. There are several traps in the caves and you can consider disarming them if you’re
playing as a rogue. Eventually you’ll have to reach a much larger cave where Frandlin Ivo
will join the team (M19, 2).

B A (genlocks) fRIHIKIRIR . A FIIAIHT, 2] —F(LAE BHTES (scout) (M19, 3) ,
il 2NN TR BT

You can spend some time exploring smaller caves and nearby passageways, but it’s all
optional. In order to move on with the mission you’ll have to be moving south-east until you
enter a larger cave protected by a group of genlocks. Keep pushing forward until you come
across a friendly scout (M19, 3). He’ll also join your team for the purpose of finding the

shield.

ek B — AN RHE AR IEIE (M19, 4) . JEE, B H R FEE RIS BT
XANEE. mradbarEE, WRBEZELS (leader of the mercenaries) (M19, 5) .
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AT A H B R IR SN TG 6 B CUR AT AR Bt tH 4P & (R e ), Bl B AR At )
FT (men) MREH K L. L KSEF (archers) FEXfAS kA,

It shouldn’t take long until you come across a passageway with a lot of dead bodies (M19, 4).
Notice the fact that the royal signet ring must have been used to open this passageway. Head
north-west until you meet the leader of the mercenaries (M19, 5). It doesn’t matter how
you’ll respond to his threats (you can lie about the shield or tell the truth), because sooner or
later you’re going to be attacked by him and his men. Before you attack the leader make
sure to eliminate all the archers.

:\‘ﬁ I- = = x 2
B2 G2 T XTI (bandits) o MCGLAIR R 18 2| B E IR (signetring)
TR ANEA[BRILIE — R F B — AT (Orzammar - Ruined thaig - Thaig chamber) ]
(M19, 6) . TEMR—ADT RS, LR =%B\K (team members) uifEFE5)
FIRR b, SIS N RFTIFARE (M19, 7) o IXAE BT RE = 2R A E $7)& (Aeducan shield) .

Defeating all the bandits is going to be relatively easy. Check the dead body of the leader
and take the signet ring. You must now find a door leading to [Orzammar - Ruined thaig -
Thaig chamber] (M19, 6). Solve a simple riddle by ordering your three team members to
stand on movable floor pieces. Once this is done use the fourth team member to open the
sarcophagus (M19, 7). Doing this will allow you to get your hands on the Aeducan shield.

5 - 2l i

0] B[ B3 — R FHIFHM (Orzammar - Ruined thaig) ] (M19, 8) . ¥, A R
# A (genlocks) Fl—LEZEIR (Plague wolf) (/) boss) iR, Ji4rids il ™ = i)
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s, FrRARE T MRREON S B9 2 MBI (M19, 2) £ AH
BT ARE R BRE.

Head back to [Orzammar - Ruined thaig] (M19, 8). Be careful, because you’re going to be
attacked by a new group of genlocks here, as well as by a Plague wolf (mini-boss). Deal with
the wolf first, especially since the creature is capable of taking down your teammates and
inflicting massive injuries. Once it’s safe you’ll have to start moving back to a large cavern
where Frandlin has joined your team (M19, 2). Ignore a conversation about a possible
ambush spot along the way.

WERAIRZHA B2 E L, MREE LA R 2RI RZ (Trian) AL MEAF
T (dwarven guards) )74k, GnRARTFRIRERF R 2, A2 TEER, FRAT LA
XA o Il AR EIA AR AL 5 T RIFER G . ARIBR, AT A A g sk A%, R
PRl H s E B Csignet ring) B8 F- 8% (URBAME B I F& (scout) 2R Ath)
If you ignored Bhelen’s warning you’ll discover dead bodies of Trian and dwarven guards
upon your arrival in the cavern. If you conspired against Trian he’ll still be alive and you’ll be
allowed to talk to him. During the conversation it’ll soon become clear that Bhelen has told
him the exact same story. Sadly you won’t be allowed to find a peaceful solution, even if you
decide to show him the signet ring or surrender (the scout in your team would provoke him).
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GGG S, A2 BTRSEEE —HE, JRBAT 5 85F (enemy archers) , #AJ5 FR U4
B2z (Trian) . flA0/E MRS 4ksk, Z9H KA MBAG LA S45W. RE—
N, EEBMEM (king Endrin) K. A, VRICTERAEIE X —V)# 2& 1A
& (Bhelen) —FHIN, WRHIAKfIZREE (scout) FIFE=FEM (Frandlin)  (/RH]
PLARSEA AR 2SRk F54RE, it 7Bk (M20, 1)

Once the battle has started you should use the same tactics as before and focus primarily on
defeating enemy archers. Once they’re gone you may begin attacking Trian. Bear in mind
that his death won’t stop this battle, because you’ll have to eliminate all enemy units.
Either way you’ll trigger a cut-scene, showing king Endrin’s arrival. Sadly you won’t be able
to convince your father that it was all Bhelen’s fault and that you’ve been betrayed by the
scout and by Frandlin (you can take revenge on him by killing him). This quest will end with
the main character being thrown into jail (M20, 1).
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F5kE: SR B3GR LE —\BAR (Orzammar - Prison) ]

Received from: automatically after arriving in prison [Orzammar - Prison]

M FRE (Gorim) X1 CHbARBEFEAP5AM) o VR ACBARIER RN A B, 2
WAL BILID S, (RN TR L . TURER RN B MR INE R —1: 4K
B LA KR 7P (Grey Wardens) o R PR 2 UL 3147 =15 B 52 4F (Lord
Harrowmont) . WURARIAABTEE SAHE, BREH AR, B2 SR m R — AR
BAKS.

Description: Start off by talking to Gorim (he will be standing outside your cell). Your friend
will inform you about the current status of both of you. He’ll be kicked out of Orzammar and
he plans on travelling to Denerim. You’ll have to remain in the Deep Roads and the only
rescue will be to find Duncan and other Grey Wardens. You’ll soon be given an audience with
Lord Harrowmont. If you tell him the truth about your innocence Harrowmont will give you
an excellent dwarven longsword.

,r.p:"';, 2 an TR
PRl B[ RALE — R Z B3RS (Orzammar - Deep Roads Outskirts) ] (M20, 2) .
MEERTHE, —EIFA 24, B3 ERME (giant spiders) « 8 A (genlocks) Fl

JEH1T#E (deepstalkers) o EE OB, Bl T RN 74K EZRIRERE
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Wait for the main character to be escorted to [Orzammar - Deep Roads Outskirts] (M20, 2).
You may start exploring the area to the south of where you started. Naturally it’s not going to
be safe here, because you’ll encounter new giant spiders, genlocks and deepstalkers along
the way. In addition to that you must also watch out for traps. Make sure to loot all the
bodies of dead dwarves along the way to collect missing pieces of your armor.

i -

f == *: r-:v-'ir'_

BJEHRENFEUE T (M20, 3) o HIRHERIFERF EE R P2, XE (Duncan) 7E
IR ERBER, IS VRN KA 47 # (Grey Wardens)  (RIERIEZAafthth 233 BRI, )
You’ll eventually locate the exit from the cave system (M20, 3). | wouldn’t recommend going
there unless you’re absolutely sure that you want to end this prologue. Duncan will greet you

here and will offer you a chance to become one of the Grey Wardens (he’ll take you with him
even if you refuse).
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