55— FEHX Quests - Main locations
HEER Ostagar
TIANIKARFP# Joining the Grey Wardens

£43%HE: XXE (Duncan) [BEi4FFE (Ostagar) ]

Received from: Duncan [Ostagar]
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WIE WO 52 G FRIE X AME S« TE[RET4EE (Ostagar) JWLEIHE —A A e EEYL2
(king Cailan) o RIS /RAR J5 B 0 Al R 500K 2R, B AN 22 52 BIMEAT 45 411 - XBH (Duncan)
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Description: This quest will begin once you’ve ended one of six available origin stories. The
first person you’ll meet in [Ostagar] is going to be king Cailan and you won’t have to be too
kind for him, because you won’t receive any penalties for being rude. Duncan (M21, 1) will
inform you that you’ll have to take part in a ritual to become of the Grey Wardens. Notice
that your ally has given you a few basic pieces of equipment and it would be a good idea to
examine them in your inventory. Follow Duncan’s instructions by heading west and crossing
the large bridge. You can now talk to Duncan again (M21, 2) or proceed directly to the
north.




SKEACA R e, HBIFTRIBTZRR (Alistair) , Emf (M21, 3) o SRR % R 4
WFINEIT (mages) FIIRTE G AT 1, BIARARZES I, A& AL A 7 7
N (FFE Jory) FIERZERT (Daveth) ) , RZETAIAE & WikfBAT T, Ml ss
NI AE S . XIETE R, ERRET R/ RTR B —NME 1, $19F, B3 —LfF
X C(runes) o HUFEZEFFIHHTZR /R B 23 XEE (Duncan) (M21, 2) .

Once you’ve arrived at the northern ruins find Alistair and approach him (M21, 3). Wait for
Alistair to end a conversation with one of the mages and then you’ll be allowed to talk to him
and to confirm that you want to take part in the ritual. During the conversation you’ll find
out about two other recruits (Jory and Daveth) whom you’ve might have already met and
they’re are also going to take part in the preparations for the ritual. Once you’re done
talking open a chest located close to Alistair to collect valuable runes. You must now return
with Alistair to Duncan (M21, 2).

il 4 I i
HIXRHE (Duncan) Xif, 5H7EAZ HTIE 75 258 B T E AR 5% o VR0 B bRl 5]
MR B URAEE (darkspawn) FR LR 21 AR A S5 57 2 4 S S e 1 s o 7T DA JR) —
BEAF S5 A S 1), SHE S R P E . AISE R (guards) XFifjE, BNAIAGAE[RFEBERIR

(Korcari wilds) ] (M21, 4) .

Talk to Duncan to find out that before taking the ritual you’ll have to perform two impotant
tasks. Your objectives will be to deliver three vials of darkspawn blood and to locate an area
where Grey Warden’s archive documents are being stashed. Ask additional questions about
each task if you want to and after the conversation head west. Talk to one of the guards to
let you through to [Korcari wilds] (M21, 4).

54 Il Tainted blood
£4%%H: XXE (Duncan) [BEi%FFE (Ostagar) ]

Received from: Duncan [Ostagar]
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XAMES RS . EREETER (Korcari wilds) RAEHN, 2/~ AT LA1S 2
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Descripton: This is a relatively simple quest. Keep eliminating hostile creatures during your
time spent in the [Korcari wilds] and check their bodies after each battle to keep finding
vials of darkspawn blood. You’ll be dealing mostly with genlocks and hurlocks and it
shouldn’t be hard to kill them as long as you don’t attack too many of them at the same time.
You’ll have to acquire only three vials for the purpose of this mission, however you’ll find
more of these objects and it’ll be up to you if you want to keep collecting them.
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W £E =3 L5 T DA A B[ B4 E (Ostagar) ], 1H2, BIUREZE R E, s
TAMES RS EREELD o A[FHREFRIE (Korcari wilds) 1R [l 5 FIXBH
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PR AT R, FHFANBEIES—AURZE (After the ritual) .

After you’ve collected three vials you could return to [Ostagar], however | would recommend
to keep playing, because you’ll have to complete the second quest (The Grey Wardens’
cache) anyway. Once you’ve returned from the [Korcari wilds] for good talk to Duncan (M21,
2) and assuming that you’ve completed both tasks you’ll take part in the ritual. Don’t worry



about it, because you’ll survive the process and automatically trigger a new important quest
- After the ritual.

RS HEHIBRE L The Grey Wardens' cache
4% H: AE (Duncan) [B#HEFE (Ostagar) ]

Received from: Duncan [Ostagar]

FERRMR P — B IR B T AT, R dE RS (monsters) , Halr—AN/INEIER) (M22,
6) JE BT N oK. BRI EREORME, EIARAT AR 49BA R (team members)
AL B

Description: In order to solve this quest you must keep moving to the south-east, eliminating
all the monsters you encounter during your time spent in the woods. Make a stop once you’re
close enough to small ruins (M22, 6). It would be a good idea to prepare for a difficult battle
by healing your team members, improving their equipment and saving the game.
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BLERIIBAR (team members) Z [A{RFF—E M E . BN EAADREBE, FrUURE
WCEE B /N boss, EL RN T Ko

You should be able to notice a small wooden bridge in the distance (M22, 7). The bridge is
going to be defended by monsters and you’ll have to watch out mostly for a Hurlock
emissary. Keep your team members far away from each other, because the emissary is going
to be a mage and it’ll throw a lot of fireballs at your men and women. You must keep
attacking the mini-boss from the distance, because the area around the bridge is filled with
traps. Keep attacking the monster until it’s killed.

WERARBA R (team) WA NIRBRIARE, IRMAEH ERIREB R . aRih, Eald
MR 2 2/ o M R AR SE R R AL T RTEE (M22, 9) o SRS NS E|—A )
boss. X KERAT )2 — BRI T (BETEIRB A Hurlock alpha) , Budi ik A E
EARIIBA AR R R ML . AR e B AN A

If you have a person in your team capable of disarming the traps you should spend some time
doing that. Otherwise you’ll have to be careful while moving your team to the other side of
the river. Now you’ll want to start moving north-east (M22, 9). | have to warn you that it’s
not going to take long before you encounter a new mini-boss. This time you’ll be dealing with
a powerful warrior (Hurlock alpha), so you’ll have to watch out for followers losing a lot of
health due to beast’s attacks. Make sure to examine the body of the boss after the battle.




)4 X IATRE, BEAN— KRR, JRiE A — D GRDEHT kL (M22, 100 o $28E:
FERRILRIE AL 2 R/, BIAMR R 5ER TAE SIS ML (Tainted blood) , BIAME =&
F—BIpsahm, LARBEFE (Morrigan) . FISCFH BEAT @R IO S, A5 Mhes
ORI B IEAL, 25— b7 5 WA R .

You’ll have to make your way to a designated area of the map. Enter larger ruins and notice
a stash with a yellow blinking arrow (M22, 10). | wouldn’t recommend approaching the stash
unless you’ve already completed Tainted blood quest, because doing so will trigger a
cut-scene featuring the witch Morrigan. The conversation with Morrigan is going to be short
and rather irrelevant, because she’ll eventually guide you to a different area to meet your
mother.

7 AR
MFHFEFFL (Flemeth) FIXfiHEREF, NURKEBRMELE, RAMSTEERY
(ancient treaties) 45 1R, ik H 20 # I [T~ (Ostagar) 1 (M21, 4) . HE%
215 E (Duncan) (M21, 2) , #HMMES TN, HEESIAGR. TR EF
TR, I EBNETE IS ——Z G (After the ritual) .
You won’t have to pay too much attention to your answers during the conversation with
Flemeth, because sooner or later she’ll give you the ancient treaties and you’ll
automatically return to [Ostagar] (M21, 4). Naturally you must go back with the treaties to
Duncan (M21, 2) and assuming that you’ve completed both tasks you’ll take part in the ritual.
Don’t worry about it, because you’ll survive the process and automatically trigger a new
important quest - After the ritual.

LEERR The mabari hound
145k H: REFHRBE G BaEERHR BEFRIR (Korcari wilds) ]

Received from: automatically after collecting the Korcari flower [Korcari wilds]



RAENEEGEME, HHAERGEREIRREE R — kD EER (mabari) 1EAKE,
A REB R MES A . TERFETIR TR BB B2 I8 (Korcari flower) (M22, 3) .
mfeas, REWTUrRBAK (followers) Uift4 .

Description: In order to unlock this version of the quest you’ll need to have the mabari as
your follower when you reach Ostagar and this can occur only if you’ve chosen human noble
origin. Explore the south-western area of the swamps to find the Korcari flower (M22, 3).
Click on this object and listen to what one of your followers has to say.

TR v
FEaF B [BEREF (Ostagar) 1, #f& (M21,5) 2. FiYilfI A (Dog trainer)
Wi o X AR S URR, A RT AR X MAE TR T A i B B R 4B A A, AT DA EAR
P, 97T U422 32 R (20 AN4R T 20 silver coins B 2 B8 & K4 (50 AM4R 1 50 silver

coins) o

Return with the flower to [Ostagar] and go to the kennels (M21, 5). Here you’ll have to talk
to the Dog trainer. During the conversation you’ll find out that he could really use the flower
to heal other mabari. You can give him the flower for free, agree to his payment (20 silver
coins) or ask for more money (50 silver coins).



O EERRR The mabari hound
5% 8: IFA (Dogtrainer) [BEHEr4ER (Ostagar) ]

Received from: Dog trainer [Ostagar]

pprrids b2 aprane, I g ocreh Jo remba (e (dfele
da. Fin rlarry e sipbha chare )
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B

TR RA KIS, IREBMEPAREH SEER, Mt NEitkmt. 5
M4 (M21, 5) FYIFIAN (dog trainer) 5fifi. fheilffve—k L EER (mabari)
A, IXAMRE R, RGP R RATAIAT 7. et IRIR, MRy
EORIGIT B .

Description: In order to unlock this version of the quest you can’t have mabari with you after
your arrival to Ostagar, so basically you can’t be playing as a human noble. Go to the kennels
(M21, 5) and talk to the dog trainer. He’ll ask you to put on a muzzle on one of the mabari.
It’s a very simple activity, because all you have to do is to choose a correct action from the
list. Once this s done you’ll find out that he’ll also need an herb to heal the animal for good.

TEVRERITa R TR BB R B Z A (Korcari flower) (M22, 3) . midifias, BEMA
Kz LRI, S . EELRIERG, SEERETIA .



Explore the south-western area of the swamps to find the Korcari flower (M22, 3). Click on
this object to add it to your inventory. You can now return with this object to the dog trainer.
Show up what you found and you’ll find out that the mabari will be ready for battle soon
after the main battle has ended.

R 5 After the ritual
F%kB: BE (Duncan) [HHFHFFE (Ostagar) ]

Received from: Duncan [Ostagar]

BAE, i F 2SR HER IR . BT, VENER IR A R, R3] T — MR &
WER YN EFE (quartermaster) TR M S, #hRETR. SRERIEILTT, LW
—APRET (M22, 6) , WUEES . WBGRHHR), ERE IR A R, XA
MR AR R 2R R (Alistair) 1A .

Description: Take your time to make preparations for the main battle and notice that you’ve
been given a powerful amulet as a reward for bringing the treaties. | would recommend that
you visit the local quartermaster to sell some of the less useful things and to acquire
supplies. In order to begin this mission you’ll have to approach a large table located in the
north-west (M22, 6). Listen to the plan and choose your answers carefully, so you won’t role
any relationship points with Alistair.

R /REE Tower of Ishal
F54KkHE: BE (Duncan) [BEH4HFF (Ostagar) ]

Received from: Duncan [Ostagar]
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FEE, 28 AN ANACIAREIBME (—AMEF mage, B0E — ANk —
ANFE guard) o SAFEPIEIC B, AT HEIMRTERAY) . REHANEE (B
B IX AN XA TF . D

Description: Start off by travelling towards a nearby bridge (M22, 7) and once you’re close
enough you’ll be rewarded with an interesting cut-scene. Head forward, ignoring all the
fights and explosions taking place in your vicinity. You should be heading towards [Ostagar -
Tower of Ishal]. Once you’ve arrived at your destination one or two NPC’s will join the team
(only the mage or a mage and a guard). Make sure to equip your new allies, because you’ll
need them to finish this quest. Enter the tower grounds (this is the area that was
unaccessible up till now).

sz ARAL R HE, Wik S EBADYE N (genlocks) AIEEE A (hurlocks) . &
RAFE (mage) MIEEARZGE /1, EEEILESHF (archers) AL . FiH
R5E—FEMAFIN L 42 5 B4R a2 5, FIEON R S BRI KB 5 8 F . e
KB FERIRTTRT (M22, 9) , XEA—1ZRFEE A (alphaHurlock) o fii ] Lk
i s T AR R 8 BN



Keep heading north-east and don’t be surprised by the fact that a lot of hurlocks and
genlocks will stand in your way. Try using the mage in your team to cast powerful spells and
don’t forget to keep your archers and mages away from the main battles. Remain in one area
until you’ve defeated each group and don’t forget to spot and kill enemy archers sooner
rather than later. Eventually you’ll make your way to the main gate of the tower (M22, 9)
and this is where you’ll meet an alpha Hurlock. Use the same tactics as before and you
should be fine.

]

IR, FAN[XWIREE—JE (Tower of Ishal - Ground floor) ] (M23, 1) . 7
FT—ABElEdE — A EEANEE (Genlock emissary) (EZ#E R, F/NOIEE. HEUICK
boss 5| F3X B M AN it 5 IR H By o AT DU RREARCK B HL A K AZEEIE KA R
[FIBA G (team members) #MiL, LAFGARAISEI TR E NS % .

Opening the main door will result in your team travelling to [Tower of Ishal - Ground floor]
(M23, 1). You’ll have to be extremely careful here, because a Genlock emissary is waiting
for you in the next room. | would recommend that you encourage the boss to come here
instead of trying a frontal assault. You can also try putting out nearby flames using a proper
spell. Don’t forget to heal your team members frequently to prevent them from dying too
many times.




F#2/)5 boss (mini-boss) J& i #4sIX BLILAD RN o 3% AT —AN K55 [E RN AN /N 55 1]
HIHAALEN (enemies) , Z/NCy, ANEHEN G5 B, X BA] LLgE g s B 20
REWR G BTRBE R S8 5 @ b R 2 [ /R 38 ——#% (Tower of Ishal - First
floor) ] (M23, 2)

Once you’ve taken out the mini-boss focus on securing this entire level. You’ll have to
explore one larger room and two smaller ones. Each time be careful and try showing yourself
to enemies to make them come to you instead of entering new rooms to be surrounded by
them. You must make your way to the stairs leading to [Tower of Ishal - First floor] (M23,
2).

LE R ! - J

IFH R — X B boss B4, WIHER, SIRHGEFEER, SBERWEEED
(monsters) . SRZVEBCRIEEHE R BECA S (M23, 3) , AT LB AR E BN .
A JGIRTE B AEON 5 R B — AN 5], BT — DX s — e SRl BE R A4 32
WI/REHE—_—# (Tower of Ishal - Second floor) ] (M23, 4) ,

The good news is that the first floor of the tower is not being guarded by any bosses. The bad
news is that once you’ve reached the main corridor you’re going to be surprised by two
groups of monsters. | would strongly recommend using ballistae during your time spent in the
tower (M23, 3), because this way you can harm enemy units easily. Once you’ve secured the
main corridor proceed to a smaller room where the last fight will take place. Finish off by
using the stairs to go to [Tower of Ishal - Second floor] (M23, 4).




B AR DR, JUFREA G EAEEAN (enemy forces) B5F. Ak & A
KPR, PR N B B A — A ] A MR8 N (Genlock alpha) . %
BORIRII S BEER (mabari) FRTFTIFE] (M23, 5) o FHEEAE KOG, WE
KF[LW/REE—TZE (Tower of Ishal - Top floor) ] (M23, 6) . ZERIETIAERT, id
FRAFAE R o

The second floor of the tower contains more rooms and almost every area is going to be
guarded by enemy forces. Make sure that you’re not moving too fast or you can end up being
overwhelmed by the number of enemy units. You’ll come across a Genlock alpha in one of
the rooms, but on the other hand you’ll be allowed to make the process of securing the tower
easier by opening cages with friendly mabari (M23, 5). Wait for the dogs to secure the area
for you and then find the staircase leading to [Tower of Ishal - Top floor] (M23, 6). Make
sure to SAVE YOUR GAME before heading up to the top.
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TEIX B T8 —1) boss i, XFR—1TRAE (ogred (M23, 70 . BANBEREHE
RK, BIEDYRM LB BT, B4, AERIVEIT (mage) (M (rogue) fif
i/ BB F RE, XFES iR L,

You’ll now have to take part in your first serious boss battle and you’ll be going against an

)

ogre (M23, 7). | would recommend that at least two members of your team should begin
attacking the beast from the distance, because ogre’s direct attacks can take a lot of
damage. Besides your mage or your rogue can stun/paralyze the opponent and it’ll make the
process of injuring the beast a lot easier.




WIS RIEIE (mages) /5 #iF (mages) Akt (warriors) B & AN (ogre)
BURERIE BRI A, & NS 22 B i) . RAEIRPT < HRe, HinE
TR FNLEE G H . R NG NG TR BRI S, SRS AR, S
K.

Keep attacking the ogre with a team divided to mages/archers and warriors. Don’t forget to
take special care of less resistant members of your squad, because they can die almost
instantly if the ogre gets to them. It’s also important to keep using all the abilities you’ve
unlocked so far to increase chances of scoring good hits or to make ogre’s attacks less
powerful. Once the ogre has been defeated check its body for precious artifacts and then
click on the fireplace to start to start the fire.
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AT S e G, B BEhE, ARG s BB IRL/NE] (M24, 1) o BESR S
ZFiH (Morrigan) i, XHEE/NZEAS (M24, 2) 4k%E:. EHEHEFRSIENE, LB
FIEZR/R (Alistair) WRAR, FHAFBIASEH] H 18— AUFE . KRS R A S H 2N
N, HBOEDUA F A5 — FEFLFIRAE (Arl of Redcliffe) . MUIXFEIEA
(Paragon of her kind) . Bf & i) A<4: (Nature of the beast) F1¥ZLKIFF (Broken circle) »
XEATLS O A AEELRIES (Nature of the beast) THFTNE T . BITX— X (M24,
3, HMMRERZBI&EER (Lothering) ].

Once you’ve finished your mission in the tower you’ll see a very important cut-scene after
which you’ll end up in [Flemeth’s hut] (M24, 1). Wait for the main character to wake up and
you’ll be given a chance to talk to Morrigan. This conversation will continue outside the hut
(M24, 2) and you should pay attention to what you say in order to prevent Alistair from
hating you and to score first relationship points with Morrigan. At the end of the conversation
you’ll find out that Morrigan will join and your team and you’ll also activate four main quests
- Arl of Redcliffe, Paragon of her kind, Nature of the beast and Broken circle. You can find
out more about these assignments in the Main quests category of this guide. Leave this area
(M24, 3) and confirm that you want to travel to [Lothering].



FEBEFE Korcari wilds
t£#+ The missionary

5k E[RREFEE (Korcari wilds) 13 FNE B 5 E 3h0E

Received from: automatically after finding the letter [Korcari wilds]

LR

TEIEE [ R (Ostagar) JHIREEMITHRE]—H{E Uetter) (M22, 1) . 7EHEH
B AR, R, REE H S PR EE R B L.

Description: A letter (M22, 1) can be found near the passageway leading back to [Ostagar].

Search the swamps for a glowing object, click on it and read the letter if you want to by
opening your personal journal.

T P

AN PRGBS B B3R N, ROAAR AT DL B 4R 2 e 5 ) sl . 7EVE e AR A —
JEANHE (M22, 4) o B/NG, XHEA KRR (wolves) , i&FH —/) boss (BB
alpha wolf) . AJGECN G225, #HE—DMFF (M22, 5) , HfA —LaF R,
A5 —3 25 BI1E (farewell letter) , — 3175 F (axe of the Ash Warriors) F1—#f JJ (Chasind
blade) .

You won’t have to follow the strict instructions described in the letter, because instead you
may proceed directly to where the treasure has been buried. Check the southern area of the
swamps to find a small bridge (M22, 4). Be careful, because this area is going to be guarded
by a large group of wolves and by a mini-boss (alpha wolf). Once the animals have been



killed head on to the other side and find a chest (M22, 5). There are some interesting items
inside, including a farewell letter, an axe of the Ash Warriors and a Chasind blade.

B 5 BB E BB Last will and testament
5% E: FREETTE (Korcari wilds) JRILEME (Rigby) H/71E )5 E shiEE

Received from: automatically after finding Rigby’s body [Korcari wilds]
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TERRMAPE (M22, 8) , a8 AN (genlocks) « 3E N C(hurlocks) F1JE (wolves)
TR T, R BMEEE (missionary Rigby) 744 . @ CE Hdb— 5 gl K Ja
FAONERF o A6 2 BURS LI P AR, 15 2 Ath 1 5 S5 1) IR EE AT B (last will and testament) o

Description: The body of missionary Rigby can be found in the middle of the forest (M22, 8)
and this is where you’ll notice genlocks and hurlocks fighting the wolves. | would
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recommend that you don’t interfere until one of the groups has been exterminated. Examine
Rigby’s body and pick up his last will and testament.

FE AU ES VO o

nE 2l ]
HIAEVEEETE I — F RS (M22, 2) o /Ny, IR RS EUI4ERE (darkspawn) EIoift
S N TR TS, BRI
You’ll now have to proceed to the ruins found in the western area of the swamps (M22, 2).
Be careful here, because the area is going to be heavily guarded by the darkspawn. Attack



the creatures from the distance if you can and prevent your team members from losing too
much health.

b

RICHTA NGB IR, SdE Ak, FREGEE Y. BBk B ] 58 AT 55 -

D 5B ESKEF (ockbox) , EFFEA (fluorite) . ZFEFA (emerald) . fL
#A (malachite) . —EZiE (note) FI— P HEF (amulet) . F5545HK

2) ANTHAFET, EEE, E54%sE. ME[FEETFR—/N#E (Redcliffe - Chantry) ]
(M27, 5) J5, RINEE Jetta) . Albxiih, 04 741,

Once you’ve taken care of all hostile creatures you may examine the ruins a little closer.
Click on the fireplace to find a hidden stash. You must now make a decision on how to end
this quest:

1) You can open the lockbox right now to find fluorite, emerald, malachite, a note and an
amulet. This would result in this quest coming to an end.

2) You can keep the lockbox untouched to keep the quest going. Your next step would be to
find Jetta while visiting [Redcliffe - Chantry] (M27, 5). You would have to talk to Jetta and
give her the lockbox to end the mission.

KRS BIARIE Sign on the Chasind trail
FEFKE: TG DRFEERE (the Chasind trail) Hric i HshEE[RHE B RR

(Korcari wilds) ]

Received from: automatically after finding the last sign on the Chasind trail [Korcari wilds]




TEVEISIEYE (M22, 2) AT DUl E 7 — N LRSS . E—MHT, BHE — R
HHHTEEF HE (Rigby’s field journal) . FESCfF, 82 EERERICHIEE. B
FERT DL R R BT SE—AMhRiddE (M22, 11) A&,

Description: Start off by exploring the western ruins (M22, 2) where you had a chance to
complete a different side mission. Find a chest containing Rigby’s field journal. Read the
document to find about the existence of the signs on the Chasind trail. You may now start
finding them. The first sign is located nearby (M22, 11).

SEUCHREIERIE, — M HhRICH & th LA b (T AR bR . IR
BT —MFRID CEH R RO A B “FH” BB o R — A ook
He——1E 5B/ boss HIBE T HIHEAR M.

Each time you’ve touched an object a new marker will appear on your personal map (in one
case - two markers). Use this clue to find the next trail (keep “scanning” the area with your
mouse until you find an interactive item). The last object will be hard to find - you’ll have to
search the bushes near the bridge where you’ve defeated one of the mini-bosses.

WIFEEAT LA E TR EM T . LR R (M22, 12) . SREEE, &6/
FOERE A RLE . RIEMN G — W, KBBFBARTE (barbarian’s
mace) , K 84 (Chasind crusher), B B2 5 (Korcari bow) f14i £ L Z (Thane’s
helm)



The game will now inform you that you’ve been able to figure out where to look for the
treasure. Use your map and head south (M22, 12). Be careful, because when you approach
the campsite you’re going to be attacked by a small group of camouflaged assassins. Deal
with the darkspawn and examine one of the trees to find barbarian’s mace, Chasind crusher,
Korcari bow and Thane’s helm.



B R Lothering
% _F#e8¥E Bandits on the road

ESRA: B E R G HaBE 8 & R]

Received from: automatically after arriving in Lothering [Lothering]

RE[KE R (Lothering) 1 (M25, 1) J&, —HFiREE (bandits) FERMIERE, ibf]
RE 10 MRT (10 silver coins) AT P . R H hiE

1 FE AN 10 AMET (10 silver coins) , X SAEEAMMATE MG T#ER, JFOXR
HE 20 MR (20 silver coins) .

2) fFE AT Cintimidation) 4% BeMFAARATT, ASXARAT#EAT Bodi o 38 ] LAE A 30 R

(persuasion) %fE, HUFMmE, ([HERAIRA SHELMBAT,

3) YEREATUES ERTIEE, VIR (persuasion) $RE, & IFI1E — =2 LB
T BN Ccaravan) IEFHIXAN T A 2K -

Description: As soon as you’ve arrived in [Lothering] (M25, 1) you’re going to be stopped by

a group of bandits and they will demand 10 silver coins before they’ll let you through. You

can now decide how to deal with this situation:

1) If you pay them 10 silver coins you’ll only make them more greedy and they’ll request 20
silver coins.

2) You can use intimidation to prevent them from attacking your team. In addition to that
you can also use persuasion to demand money for letting them go.

3) Once you’ve found out what they’re up to you can use persuasion to convince them that a
poorly defended caravan is heading this way.




B — T KR AR JOX F BRI (bandits) , R EEAESCF T ICMAT . RISAR 2 FiT— BN
AT €, ILAE AT DURRA B S At AT T A Sh Bt o dRSHITH 06 J5 42 2Bt /) boss——7i
BHM (leader) o HWURAATIINHE A 210, HEAT BN . VRAT DAROGIR 5 o i
WA LABABAT— 5o W RAREROEARATT, A T AT I M G AR VG

Sadly in order to solve this quest once and for all you’ll have to get rid of the bandits by
defeating them in battle. You shouldn’t have any problems provoking them to attack your
team members, even if you’ve been acting peacefully so far. As soon as the battle has
started focus your efforts on defeating their leader who is going to be a mini-boss. Once the
leader is almost dead he’ll surrender and you’ll trigger a new conversation. You can now
decide to finish off the bandits or you can let them go. If you allow them to leave don’t
forget to order them to return all the stolen goods.

— A% RIEER L Afallen templar
EFKE: HBEENL RSB 3hEE[I&Z R (Lothering) ]

Received from: automatically after finding templar’s body [Lothering]

LK) 1

K —EBEEXERLE (templar) )74k, fdi 4,
FRPHFER A ——HE LS (knight’s note) Fl—E+&F (knight’s locket)
Description: The body of a templar can be found next to an area where you’ve encountered
the bandits (M25, 1). Click on the body to collect two items - a knight’s note and a knight’s
locket. Read the note to receive further instructions.




P& ZE R — /N (Lothering - Chantry) 1%, #EIBLEZY/K (SirDonall) (M25,
3, B RAMIRERE, YRR R I T R R R T . T A EARBI AR TE G
A A, B IR—A& M (gold coin) -

Travel to [Lothering - Chantry], find Sir Donall (M25, 3) and during the initial conversation
with him mention the fact that you’ve found the body of the templar. You can give him the
items you’ve collected from templar’s body for free or after he’s paid you a gold coin.

HUM % ~8K Chanter's board
F5KE: NS RRZEIUE S GG [ ZE R (Lothering) ]

Received from: automatically after taking assignments from the chanters’ board
[Lothering]

RERP A ER HEB—AMES, EEle, B LI TA/E. Jeisdnmi (M25,
2) , EIAMES . B MEFERFITM =58 E (bandits) (M25, 9) . &A
AL B 2R EARos R, TR =30 85 I B ARAT e . BN 2, BR T 3RS,
RIELIBEIMEHERIRR (peasants) .« L5 E Jo (R A sh A TR sh B, 2400
HA M 5EF (archers) . fE/KIAMBREFHHNEHM (leader) , LB . 5
FEFTA 58 75 i 1] 25 3k UM SC T (Chanter Devons) (M25, 2) Z 4 (3 /N4 3 gold

coins) o

Description: Only one quest will appear in your journal, however you will be forced to
perform several tasks in order to complete it. Start off by reading the board (M25, 2) and
accepting all the missions. The first quest will require you to defeat three groups of bandits
(M25, 9). The enemies will be marked on your map and you’ll be allowed to defeat them in
any order you want to. Be careful, because aside from the bandits you’ll also encounter
hostile peasants. Each time you’re close enough to the bandits provoke them from the
distance and watch out for their archers. The group stationed near the water will also have a
leader and obviously you’ll have to pay more attention to killing him. Once you’ve killed all
the bandits return to Chanter Devons (M25, 2) and collect the reward (3 gold coins).



BT TAE R K —RFERE (black bears) (M25, 11) . W5 —HEHm &dbarit. 7

KL ENBRE . REBNHE K. RIEHA I RELLS Bl 2 HRBUTESCHT (Chanter Devons)
(M25, 2) EHRFEH.

The second assignment will require you to get rid of a group of black bears (M25, 11). Exit

the town and head north-east. The animals can be found near the water. Try attacking one

bear at a time if possible. Once you’ve defeated all the bears return to Chanter Devons for

your reward.

B a — I TAE IR BIGEIE (8t iA (M25, 12) o WG, Rt EiE R — Kb, B
KP4k Crotting corpse) #—#EMR (wolves) TEE, F/hD. FAGCIRZ G A GEMR
Wk, ZRHE (medallion) . #4574 T A% F L ATESCHT (Chanter Devons)

The final third assignment will require you to locate Sarha’s remains (M25, 12). Exit the
town and follow the instructions on your map by heading north. Be careful, because the
rotting corpse is going to be surrounded by hostile wolves. Defeat the animals and examine
Sarha’s body to find a medallion. Return with this object to Chanter Devons.



TMYEHEY More than just plants
F5KkE: KEXKETVH/ (Elder Miriam) [ R (Lothering) ]

Received from: Elder Miriam [Lothering]

KEWH (M25, 5) ERUESG =A/DEIBIT A7 (lesser health potions) . 75 B3 B )
&, RAUIRMEFA NS H 2% (Herbalism) A REEIIXAMES . AFIMREE: =
MERZIR Celvenroots) CGEMILILEIRZ) , = AZFHME (empty flasks) (A LAFR
FSMEM (Barlin)  (M25, 6) JFHLCE]) o FTIT25570RC & i bl 1 =255 AR5
(] LK B AR A Y 24577, £33 50 MR (50 silver coins)

Description: Miriam (M25, 5) will ask you to prepare three lesser health potions. The most
important thing for you to know about is that you’ll only be allowed to start this quest if
either one of your team members knows something about Herbalism. The ingridients you’ll
need for the potion are: three elven roots (there are a lot of plants to the north of the city),
three empty flasks (you can find the flasks on your own or buy them from Barlin (M25, 6)).
Open the screen where you mix the potions and produce three units. You can now return to
Miriam to give her the potions and in return you’ll receive 50 silver coins.

EHEJAEL A poisonous proposition
£4KH: EM (Barlin) [EER —BEUWSFT (Lothering - Dane’s refuge) ]

Received from: Barlin [Lothering - Dane’s refuge]




B (Barlin) (M25, 6) 2XLHIR—MES . FEUIINZ, KA LSIRKMLHA A
SHRY (Toxing) A HAREERIZMES . XMESH E—ANEAZ CMUEREDD |
W AR FINCR}, TR B2 o X IEHIE = HEER (venom) . ZEBEHE (Empty flasks)
ATDAE BRI BRI K. FRREY (toxin extracts) T LAYEIR T AR Jb ¥k 52 7
(M25, 100 193], @VCRABZI, 4B\ R BB S T80k (spiders) . SEH|HCE
JEAT PSR LG OT =267, TR AR, 241k 75 MR (75 silver coins)
YERHRI -
Description: Barlin (M25, 6) will have a job for you. The most important thing for you to
know about is that you’ll only be allowed to start this quest if either one of your team
members knows something about Toxins. The idea here is similiar to the previous quest
(More than just plants), because you’ll have to find the ingredients, mix them and deliver
the toxins. This time you’ll want to produce three bottles of venom. Empty flasks needed
for this quest can be purchased directly from Barlin. As for toxin extracts, travel to the
north-east of the city and find spider’s lair (M25, 10). | would recommend killing the spiders
in pairs by provoking them from the distance and getting rid of them with the help from an
entire team. Once you have the ingredients use the Toxins screen to manufacture three units
and deliver the venom to Barlin. He’ll reward you with 75 silver coins.

WIS ESE A The imprisoned qunari
5% E: B (Sten) [IBER]

Received from: Sten [Lothering]

ExN 2l O :
R ALAE Bl —AR%, Bl (Sten) WXCTERT (M25, 7) . RIS, Wiflukf
(R 52 o ARAT AAS B A, ] DB AN AR BT O T ibAd3R1S B i, AR 3 [¥%
B R — /NEE)BE K BEIE (Revered Mother) (M25, 8) Xfifi. WIHFEFI LG (Leliana)
FEARBIBAMEL L, AN A8 I BEIREIR TR e e, s BB IR I . 73 2IBARL IS L4k 4k M i
KAt 78 FEL TR HE R
Description: Check the area to the north of the city and you’ll find a cage with Sten being
held inside (M25, 7). Talk to the qunari and listen to his story. You may now ignore him or
you can offer Sten a spot in your team. In order to free him you must return to [Lothering -
Chantry] and talk to Revered Mother (M25, 8). The interesting thing here is that you don’t



have to rely on persuasion or intimidation, because if Leliana is a part of your team she’s
vouch for your good intentions. Once you have the key return to Sten and open the cage.

MR R L ZBRIFEI A Traps are a girl's best friend
£55kE: FIFI# (Allison) [#&3 R (Lothering) ]

Received from: Allison [Lothering]

[OTH

FIBTFIFR (Allison) (M25, 4) XiEHEENES . fZuiE, RA 4SRN A A
TREBABEALC A A v e B X MESS . BINE B R — BB WA AT (Lothering - Dane’s
refuge) JHREM (Barlin) (M25, 6) E=AHLKAKREE (trap triggers) . FTITFAPE
FIVEHIMR, HIE=REEFEABFILIE (line traps) . [BIELIFTFI AR RS M, 53] 50
MR (50 silver coins) .

Description: Start this quest by talking to Allison (M25, 4). The most important thing for you
to know about is that you’ll only be allowed to start this quest if either one of your team
members knows something about Traps. Head on to [Lothering - Dane’s refuge] and
purchase three trap triggers from Barlin (M25, 6). You can now open the window where you
build new traps and confirm that you want to manufacture three line traps. Return to Allison
with the items and she’ll pay you 50 silver coins for helping her.



¥ E H Campsite
B4k Enchanting

£k E: FIE/R (Sandal) [FHEM (Campsite) ]

Received from: Sandal [Campsite]

1 FEJ’-EE‘ | 2l n;dn-.‘-.
TXAME 55 S AG S — B Uk an ] BE AL i i) 8 38t . FIHEFF (Bodahn) X1, 4R & Al A
B)LT-ZIE/R (Sandal) (M26, 1) Xfifi. BERMXMES, RFEEMHE D —MNMFX
Crune) BALIREIYIE (items) .

Description: This is more a tutorial rather than proper quest and it’ll teach you how to
enchant items. Start off by talking to Bodahn and then have a conversation with his son
Sandal (M26, 1). In order to complete this quest you’ll have to enchant one of your items

with at least one rune.



HETFAIR Redcliffe
BRI E A village under siege
F%&kB: BtE - FH (Bann Teagan) [FEEAIR—/N#EE (Redcliffe - Chantry) ]

Received from: Bann Teagan [Redcliffe - Chantry]

HEIA [F 832 F K (Redcliffe )] (M27, 1) J5 AT LLEZ 21X M55 o ZEA AP L FNFE S #T (Tomas)
(M27, 2) X} ik . 7E[FEFLA)R — /M (Redcliffe - Chantry) JFI# H (Teagan) (M27,
3) Xk, ESEEER . WRIRIELTEIIRRA ORI e, RS A 7. &
RIFRAERS B, P EIAT AT AR o
Description: You can oficially start this quest when you get to [Redcliffe] (M27, 1).
Approach the bridge where you’ll have a chance to talk to Tomas (M27, 2). The next
conversation will take place in [Redcliffe - Chantry] where you’ll receive an update from
Teagan (M27, 3). If you refuse the help in dealing with the undead you’re going to be asked
to leave the village. Otherwise you’ll be allowed to assist in the preparations for the
upcoming invasion.




P[5 75 F] R — BT (Redcliffe - Tavern) ] (M27, 6) Al N8 24 25 424 (Lloyd) (M27,
7D XE, fhIREASER, BEMKSNL JRATEAMERETE Gintimidation) £¢fg kAl
IR A FE I BAMEL -

Start off by going to [Redcliffe - Tavern] (M27, 6) and talk to barkeep Lloyd (M27, 7).
Mention the undead during the conversation and listen to his reaction. Notice that you can
convince him to join the defenders thanks to intimidation.

el L 2 Al .
W [FEEF K —EEHR (Redcliffe - Smithy) ] (M27, 8) . MAELEHNEE,
R i —— UL Cpersuasion) + fATF Cintimidation) FRE, FTHE K IEE 1 H
FFait e . HEN RS FERIEERRSC (blacksmith Owen) (M27. 9) XJif. WiRZ R
Bt At I AR R FIHE R TAE . ARG R ZIL, e Bos 5N — 1
LRAT5 CGRRIEIRBF Lost in the castle)

Now travel to [Redcliffe - Smithy] (M27, 8). You won’t be able to enter the building right
away, however there are a few solutions to this problem - you can use persuasion,
intimidation, break the door or use a lockpick to open it. Once you’re inside talk to the
blacksmith Owen (M27, 9) and you’ll find out that he’ll help in the preparation if you
promise to help him. If you decide to help his daughter you’ll automatically trigger a side
mission (Lost in the castle).




FI[FEMETFIFR —QE (Redcliffe - Store) ] (M27, 13) , FF| oK. A,
k2. SR8 5 2 [F AR A R — 4R B 55 F (Redcliffe - Dwyn’s house) ] (M27, 14) .
R TIHEN A, A%k NERE (dwarf Dwyn)  (M27, 15) XFif. w] 218 FE IR
Cintimidation) ¥ EE1EAIIAN LR AT FERI BT, an R sR4E4E, nT LAt .

Make sure to go to [Redcliffe - Store] (M27, 13) and you’ll find a couple of barrels. Click on
the barrels to examine them more thoroughly. Your next stop is [Redcliffe - Dwyn’s house]
(M27, 14). Break open the door to gain access to this building and once you’re inside talk to
the dwarf Dwyn (M27, 15). You can convince him to join the battle using intimidation or you
can attack him if he still refuses to help.

AT ZEAER /ML B, BB (Sir Perth)  (M27, 16) , AMBxFiE. *Hi&EH
flfR AR B E] 7T GoiD o BFRGREFR), B b RE T R AT AR A
I X3 BI[FBTAIR—/NEE (Redcliffe - Chantry) ] (M27, 12) FKRFERGR
(Mother Hanna) (M27, 17) . Uik (persuasion) B{{FF Cintimidation) #:#E,
MEURET LR E AP AL “ME” e . SR E R IR E I, SRR T Gilsid
A, ARG (fake) B

Once you’ve explored the village find Sir Perth (M27, 16) on the hill in the north-east and
talk to him. During the conversation you should inform your ally about the oil found in the
store. You can also offer your services and Perth will ask you to help the soldiers in receiving
additional holy protection. Travel to [Redcliffe - Chantry] (M27, 12) and talk to Mother
Hanna (M27, 17). You can get what you want if you use persuasion or intimidation. Hanna
will promise to deliver “sacred” amulets to the troops. You can now return to Sir Perth and
inform him about your successful attempt (don’t forget to warn him that the amulets will be
fake).



T — . EN PP R EREZ 5 (Murdock) (M27, 18) , Ffihxtif.
BIRPCEH N R, Mgt —, Mg BT 7R A ERNHES, RE
H s —ASHT T 5 — 22 ) Bk Attack at dawn.

There’s only one more thing for you left to do and that is to talk to Murdock (M27, 18) who
can be found in the center of the village. This conversation may be a little longer if you’ve
decided to recruit some of the villagers. End the conversation by confirming that you’re
ready to defend the village. This will automatically start a new quest - Attack at dawn.

REEHITZT A missing child
4K E: JREHME (Kaitlyn) [FETRRK—/MEE (Redcliffe - Chantry) ]

Received from: Kaitlyn [Redcliffe - Chantry]

[

HURFBIR B AR AT AR Al 25 B S o UL S BRBIXANE T, FEB[FETTAR -1
Bk B AR (Redcliffe - Kaitlyn’s home) ] (M27, 10) o #EANAT LK) 55 1R, LB (M27,



1D o RATRIAERANZ 7L 4R M AR, AT PAR AR SG TR AR I T FtE . 4R
RRIMGF, VR — e TR (key) .

Description: Kaitlyn (M27, 4) will ask you to find her missing brother Bevin. In order to find
the boy you must travel to [Redcliffe - Kaitlyn’s home] (M27, 10). Enter the room found to
your right and approach the closet (M27, 11). You can send the boy to his sister right away or
you can ask him about his father’s blade. If you play this all out correctly Bevin will give you
a key to a chest.

i ’ _' '.:é' .._-..1

MIE RS 23—, HBE—MET. ARIRISBREI0HERE (key) FTH, EIFEX
7] (Green blade) . )5 IR [HMETERIRK —/NEE (Redcliffe - Chantry) ] (M27, 12) .
BJE—UCYUEHR R (Kaitlyn)  (M27, 4) Xi&, RA[CAFRE Ay, thaf bl
SRR AL T T) o WRARAE G — A IelE, URA] DAl JURE R RS A sk R T, B
ENAESCHE RIS . WK A SR E T, T RAA U R R ) 1, R i
PRAR N DU BY 25 S0 1 B T

Use the nearby staircase to get to the first floor and once you’re there spend some time
looking for the chest. Open this object using the newly acquired key and take the Green
blade. You may now return to [Redcliffe - Chantry] (M27, 12). During your final
conversation with Kaitlyn (M27, 4) you can ask her for a kiss and you can talk to her about
the family blade. If you want to be a hero you can offer her payment for the blade or promise
to return it after the battle. If you want to keep the sword for yourself don’t mention it to
Kaitlyn and stop the conversation after she’s thanked you for finding Bevin.

R RIEIEH Lost in the castle
fE%RE: BRI (owen) [FHEWFK—ERIEH (Redcliffe - Smithy) ]

Received from: Owen [Redcliffe - Smithy]



L]

LOME R L Y
FI[FHEEAIKR—EIEH (Redcliffe - Smithy) 1 (M27, 8) . BIfELIEHENE R, ik
TE——E AR (persuasion) « iR Cintimidation) #5768, F78% KT8 18 F T4
ke, HENEEGMERIERRSC (blacksmith Owen) (M27. 9) XFif, 4N YRHLIES
T8 J5 T B R ) 2 L PLSE YR . 7E[BR R R E —FHE (Redcliffe castle - Main
floor) T@fEH R = MERESIL, AADNEE (M29, 3) , Wik fE S B FIFL ST
1, it BRI FEIR B AR FENLE , B3 [ E A < — 2K IR 8 (Redcliffe - Smithy)],
BRE 2B — BB EE (shielded dwarven armor) .

Description: Start off by travelling to [Redcliffe - Smithy] (M27, 8). You won’t be able to
enter the building right away, however there are a few solutions to this problem - you can
use persuasion, intimidation, break the door or use a lockpick to open it. Once you’re inside
talk to the blacksmith Owen (M27, 9) and agree to save his daughter Valena during your stay
in the castle. You can find the girl after you’ve arrived at [Redcliffe castle - Main floor] and
she’ll be hiding in a small room (M29, 3) near the passageway leading to the basement. Talk
to Valena and send her away to Owen. Return to [Redcliffe - Smithy] after dealing with the
crisis in the castle and he’ll reward with a shielded dwarven armor.

AR B Attack at dawn

455k : EHAESHEBIHIFE (A village under siege) Ji H 3h#E [F & 7o F] 5
(Redcliffe) ]

Received from: automatically after completing A village under siege quest [Redcliffe]




RS TP B R [FEETEARIR (Redcliffe) 1Z# (M27, 19) . WSz Bk IA R i) [E) B2
& (allies) F2EIndyh i Sith, BLm A B KRRt 2 Oy — B KB, Ih BRI A SER A
2. MEBF (zombies) HILEHHEY T . FEESED NEENTHW, AEEMIFL.
A G BAR KB, AT E IR 55 .

Description: This quest will begin with you standing in the eastern section of [Redcliffe]
(M27, 19). If you’ve informed your allies about the existence of the oil the main path leading
to the village will become a burning wall and that’ll help you in defending Redcliffe against
the undead. Wait for the zombies to show up and start attacking them. Make sure to focus on
single targets each time instead of injuring random creatures. Thankfully the zombies won’t
pose a big threat and their attacks are going to be weak.

BT JLBFASER (undead) BN o BFREECN HILAT, RaA 78 2 B RIHEATIR T .
W, HE B (quards) BIRIRE FEKILA I T KHLEERE . PRE T AR EH
THEX (M27, 200 , B EICARSIRITRAGUIRTT, FFORAFIF .

You’ll have to deal with several groups of the undead, but thankfully you’ll have plenty of
time to heal before the next wave of monsters shows up. Keep defending this area until
you’ll be informed by one of the guards that more skeletons have been spotted near the
water. Follow the guard to the main section of the village (M27, 20) and don’t forget to heal
your characters and to save your progress along the way.

Lr".‘) *- B A BT O




SRZVE VORI B . B AN/, AREEIR BT LRI AR GF (A8 . AN ZEBTEA
KL, PARGREEN R S RO A S NGE, & —Bidyshe, 8:HER.

I would strongly recommend attacking the monsters seen in front of you from a distance. A
nearby hill will do the trick, because you’ll have a good view of the battlefield. Don’t move
too close to the monsters, because you would have been surrounded by the them in seconds.
Keep fighting until all the undead have been defeated. The game will now display a
cut-scene to inform you about your success.



EIMEIR AR The Circle tower

AW, TAMEIT Five pages, four mages
EERE: KB BTG B 3hEuE EITEM A (The Circle Tower) ]

Received from: automatically after finding all five pages [The Circle Tower]

 AEUEF YT AEEAE

W BE Tl 3 (pages) JEXMES o . 7R3 B Ad ey i i 23 20 1
THUE G AT, EAE B [EIMEIT & — KT (The Circle Tower - The great hall) ] (M34,
11 .

Description: This quest will appear on your list once you’ve collected all five pages and in
order to do that you must start clicking on certain objects found insdie the tower. Make sure
to go to [The Circle Tower - The great hall] before you start looking (M34, 11).

ol Sl il I -

LR H A X (notes) & & T A, AiA: A — ANl . SEEVLES] L « F748 (Beyha
Joam) . FMBXiE, ARGFHHEAh. 7ERFEXAS boss B, FEEMIEANEM (mage) ,
Je B T4



Once you’ve successfully collected all five notes leave the tower and head to a different
location. You’ll soon take part in a random encounter during which you’ll have a chance to
meet Beyha Joam. Have a little chat with him and then attack him. Don’t forget to eliminate
a mage seen on a nearby field before dealing with the main boss.

AR} Summoning sciences
F5&kE: $®£F (FHez$) (summoning books) J& H EEIE[EIFAE (The Circle

tower) ]

Received from: automatically after finding one of the summoning books [The Circle tower]

oL R FT 1 LYY | |
#HF (HMeZz Y (summoning books) FH—AJGE, BRI AMES . BHE
S EREAR B, XFERA REM BT A . AN EEM A E — 24X (The Circle
tower - Student quarters) JHF|, —MEFRKIT (M33, 13) , 7 — 5 1ESIA
FIEHTE (M33, 14) . ZFH/EHRBHMBER (M33, 15) JFIRZR .

Description: This quest will be added to your list assignments after you’ve found one of the
summoning books. | would recommend locating both parts, because this will help you in
understanding what has to be done. Both parts can be found in [The Circle tower - Student
quarters]. Look for them in the centrall hall (M33, 13) and in a destroyed library (M33, 14).
Once you have the books in your possession find the summoning fountain (M33, 15) and start
completing the exercises.



BE—AER] First exercise:

d 50 AR AR (M33, 15)
Step 1: Click on the summoning fountain (M33,
15).

Ll d- R T ¥

& . waE s m B -

il o~ (M33, 16)
—_
Step 2: Find the first book located in the northern

row of the northern section of the library (M33,
16).

fl 55— o0 il MR T R — A —
o Sy REPRE U BB R . e
| AR E A (M33,17) .

~ Step 3: Click on a portal of summoning the First. A
i spirit hog will appear in the library. Check its body
€ to find jewel (M33, 17).




B -A4>] Second exercise:

d 75— 0. S AR (M33, 15)

Step 1: Click on the summoning fountain (M33, 15).

e ] ;

Hie y BN b BT b HE TR s —
A4 (M33, 18)

Step 2: Find the first book located in the northern row of
the souther section of the library (M33, 18).

B=0 mali BRI 4EAT RS (ETE
b, vakk (M33, 19) )
Step 3: Click on huge statue of mage Gorvish (western

wall of the northern section of the library (M33, 19).

gl 500D Rl AR IR T H MRS A B IE
[ HIL— AN R (M33, 20)

Step 4: Click on a portal of summoning the Second. A
ghost will appear in the library for a short period of time
™ (M33, 20).




B|=/A%Z] Third exercise:

FE WS E

e AR (M33, 15)

Step 1: Click on the summoning fountain (M33, 15).

L HREEETET R AR 2L R
AP (M33, 21)
Step 2: Find the first book located in the
south-western row of the southern section of
the library (M33, 21).

F=00 BRI K = T (M33,
| 22) .

Step 3: Click on the wooden table in the northern
section of the library (M33, 22).

HVUL . AEEATE R AR RS —E S (M33,
23) .

Step 4: Find the second book located in the southern
section of the library (M33, 23).




=

| - \ s S N
4 F o0 i E KRR R (B
TEAEER, PidE (M33, 19) )
Step 5: Click on huge statue of mage Gorvish (western
wall of the northern section of the library (M33, 19).

AL EE R BIE R R rHE A 2R
— A4 (MM33, 24)

Step 6: Find the third book located in the southern row
of the southern section of the library (M33, 24).
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Step 7: Click on a portal of summoning the Third (M33,
25).
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After you’ve successfully completed the third exercise a mini-boss will appear in the library
(Sailor of the Fade). Kill the creature and examine its body to find electrical gauntlets a
spiky armor.



