***********************************************************

Ancient Anguish Quest Solutions!!!!

***********************************************************

1. Help a young lady of Tantallon (15 points, by Piper)

 2. Explore the Forsaken Lighthouse (25 points, by Sully)

 3. Assist the tree sprites of Sydryth (25 points, by Aisha)

 4. Assist Moosah in the Dragon's Playground (25 points, by Malire)

 5. Recover the gremlin leader's lost property (30 points, by Redwolf)

 6. Bring good powers into this world. (35 points, by Gwendolyn)

 7. Return the Azhads' prized relic. (35 points, by Larina)

 8. Help August find his mother's necklace (35 points, by Jerusulum & Llandra)

 9. Aid the Alatacirians in their time of crisis! (35 points, by Sylwen)

 10. Help the monks (45 points, by Profezzorn, Kosh and Katarina)

 11. Restore the soul to Listhalia's maiden (50 points, by Deric & Willow)

 12. Relieve a poor servant of his problems (50 points, by Florin)

 13. Help Khmoram to walk again (50 points, by Trixx)

 14. Zhamarr (50 points, by Musashi)

 15. Assist the King! (50 points, by Amante)

 16. Assist the princess of Andeli (50 points, by Tigress & Saerdan)

 17. Investigate the Scythe plot to invade Nepeth (50 points, by Salliver)

 18. Release the Music Man's trapped soul (50 points, by Levi)

 19. Thwart the wizard in the Star Caverns (70 points, by Timber & Rebelheart)

 20. Kill the warlock and restore the balance (75 points, by Asyvan & Ged)

 21. Brave adventurers, I call you one and all! (75 points, by Greyson)

 22. Unravel the legend of the Whisper Geyser (75 points, by Taver)

 23. Solve the mystery of Cyrano's Lament (75 points, by Elad)

You have solved 0 out of 23 quests,

and you have collected 0 out of 1075 quest points.

To become a wizard, you need 752 points.

You need 752 more quest points.

***********************************************************

1. Help a young lady of Tantallon (15 points, by Piper)

***********************************************************
 This is the most pathetic excuse for a quest out there.  To solve it you need to:   Bring a light  source!!! Then go 3s, 2w, break planks, s, d, e, ne, get stick, e, crawl e, look at hole, poke eyes, kill the  rat, get all from corpse (the trinket), and go give it to the lady.  Like I said….. pathetic, but you  just solved a quest.  WOO WOO!!!

***********************************************************

2. Explore the Forsaken Lighthouse (25 points, by Sully)

***********************************************************
From the crossroads, go 11n, 6e, enter, ne, se, n, search wood, enter crevice, say 'help', out, s, nw, sw, open wooden door, e, 2u, kill wraith, search, open hatch, u, open small grey door, w, se, ne, give spyglass to evangeline.

That's it!

Directions back to Main are: sw, nw, e, open hatch, 3d, w, out, 6w, 11s.

It is also possible to bypass the Horner by climbing up the outside of the lighthouse, typing pry grate, and then climbing up onto the walkway. You'll want to move quickly if you choose this option so that the grate does not close behind you.

***********************************************************

3. Assist the tree sprites of Sydryth (25 points, by Aisha) ***********************************************************
9w, 4s, 16w, 6s, e, s, e, 5s, w, 4s, 2e, s, 6e, nw, 4n, w to get to poison ivy

Begin by buying a shovel (or get the shovel from Blor area, or Zhammar) and a light source.

Follow the dirs to Sydryth. With a little exploration towards the north you should have no trouble finding the place where the poison ivy is. When you find this room, exa shadow and search the ground. 

Enter the hole. Exa the north and east walls, dig ground, enter opening.

Kill the 2 Goblin gaurds. Go into the room they're gaurding and kill the Goblin Commander and take from his body the Medallion of Sydryth. Go back, enter the opening to return to the hole and climb the wall.

Then from the place where the poison ivy is, go south until you reach a place where there are trees with climbable branches. Climb the branches.

Ryltar the Sprite leader is at south side where the Candy store is, search around until you find him. 

When you do find him, say help, then wait for his babble to finish. Then give him the Medallion.

That's all folks!

***********************************************************

4. Assist Moosah in the Dragon's Playground (25 points, by Malire)

***********************************************************
There's a boatload of places to search in this quest.  Here's a bunch of them.  Basically all you have to do is find the body, and the arm of Moosah's puppet.  Start off from the entrance of the playground (8w, s, enter park, w from xroads).  Search opening, w, search hole, n, climb pole, slide pole, nw, climb slide, slide down, sw, search cavity, climb rope, search bag, n, search box, s, climb up, search nest, climb down, climb down, w, u, open bench, search bench, d, swim 2n, dive down, search crevice, swim u, swim 2s, w, open end, search end, w, sw, search bush, 2n, search bush, search mouth, s, sw, climb 2up, search vent, climb 2d.  If one of those places has the arm (the body's always in the bench), you can finish the quest.  To do this, go 3e, climb rope, open n, n, give body and arm to moosah.  He makes puppet, then gives it to you.  Go s, climb rope, 4w, n, open sw, sw, give puppet to prissy.  When she asks if you really fixed her puppet, say moosah.  Bingo, you're finished! 

***********************************************************

5. Recover the gremlin leader's lost property (30 points, by Redwolf)

***********************************************************
31n, 9w, 10n, 17e, 2n, e, open n, 4n, w, 2n, say rope, 2s, e, s, w, 2s, say net, 2n, e, n, 3e, say can you please train me.  Wait for him to say you're trained, then go 3w, se, lay trap.  Wait for Bliznik to show, and be trapped.  Get doll, nw, 3n, give doll to zibzib.  You're done.

***********************************************************

6. Bring good powers into this world. (35 points, by Gwendolyn)

***********************************************************
For this quest you must open a secret portal to release good powers into the world.

To do this, you'll need a paper inscribed with runes, a crowbar, a magical powder, and a candle.

Here is the quickest and easiest way to do the quest; it will take you 5-10 minutes.

   1. Get a light source and travel to the Convent at Crescent Lake. (From XRoads: 9w ,4s, 16w, 6s, e, s, 4e, n,  open brass, n.)

   2. Open door, n, press button, get paper.

   3. Go s, 2e, 3n, up, up. This is where the powder is. Get pouch.

   4. Now go 3d, 2s, open door, w, get crowbar.

   5. From there, go e, 2n, open w,  w, pull lever, go 2w, kill snail (he's easy). The portal is south of there, but you still need the candle and a blessing for the crowbar. It's best to kill the slug first to make sure your candle doesn't die on you (you need it to burn the powder as well as to penetrate the magical dakrness near the portal.)

   6. From the 'slimy corner' where the slug is, go 3e, up, 3s, w, open door, n. Get candle. Type 'read prayer over crowbar'. Go s, e, 3n, d, w, pull lever, 2w, s.

   7. Light candle. Type 'burn powder'. Type 'read runes'. Type 'open portal with crowbar'.

That's it. Directions back to XRoads from there are: n, 3e, up, 3s, w, s, 10e, 10n, 9e.

Happy Hunting!

***********************************************************

7. Return the Azhads' prized relic. (35 points, by Larina)

***********************************************************

1. Buy a torch and a sorcerer's map from the shops in town. No heals are needed.

2. Go 9w, 4s, 17w, 6s, e, s, e, 5s, w, 4s, 2e, 5s, w, 5s, e, s, 7e, 3s, w, 2s, w.  At that point, there should be an exit for sw. Go sw, sw ,sw ... you will see a nomad guard named Khasek, the nomad guard.

3. At Khasek, the nomad guard, say peace. He will let you pass. go sw, sw, sw, n. This will bring you to Muhammed, the nomad chief, and Lulia, the slavegirl. Say Nepeth. The chief will spout off about Nepeth and Drin (can ya blame him?) then fall asleep, and when he does, Lulia will tell you that she will give you one piece of advice. When she shuts up just say tomb. she will say something like "Lulia adds: Now please leave. My master must rest. Good luck and may Drakh watch over you. Uz Draq Uz Xxxxxx." What Lulia says "Uz Draq Uz Xxxxxx" changes each time you do the quest. The Uz Draq Uz Xxxxxx part is what you need. Write it down, or just cut and paste it like I did.

4. From there go 2s, se, enter shrubs, push through growths, lie, crawl into gap, stand, search shrubs, search corpse, get lamp, w, enter crack, light torch. Then rub lamp, push symbol, rub lamp, push symbol, search somewhere (You need to search a specific part of the room. Ie, "search east wall", "search south wall", etc... that changes each time as well.), get something (piece of equipment: The item you find changes as well... sometimes a sword hilt, knight amulet, clasp, etc). Push symbol until you see a room with a statue in it. Look at head. Turn head. You should hear a scary voice challenge you. Push symbol. At the ghost of the nomad, just say Uz Draq Uz Xxxxxx, or whatever it is. He will dissapear and drop a toe on the ground. Get it.

5. Push symbol once more, and you should be back in the original tomb room, where the door is. Open door, go n, ne, n, n, give toe to muhammed. Wait until he says he's looking for equipment to show him that the knights are gone for good, and give him the clasp (piece of equipment). He will thank you profusely, and you will see the "You feel you have done a good thing!" message.

--Voila. This quest is dead!

***********************************************************

8. Help August find his mother's necklace (35 points, by Jerusulum & Llandra)

***********************************************************
You don't have to kill anything except an eel.

Go 25n, 2e, n, e, ne to August.  Say help, go n, enter, d,  to get inside the cave where the waterfall is. <Search waterfall> and an eel pops out in your hand.  Kill eel, get the skin, and wear the skin.  (Note that the first time I had on heavy armour which I had to drop in order to wear the eel skin, then I put my armour back on over the skin. The next time I tried the quest, I had minimal armour on, and was able to put the skin on w/no problem.)  Then go u, out, s,  back to August and go e to the cove. 

Enter cove, hole. In the hole take the live conch. You can take the other stuff to sell if u want, but you don't need it.  Go n, stand, u, out, s to get back to August.  You have to go back e to the cove, enter it again, then go e, up, and here you will see a merman named Kaneki.  Say thank you and she gives you a hint. Go e and search until you find a box (search wall a couple of times). Take a necklace from the box, and wear it. It allows you to breathe under water (the skin allows you to swim so the water doesn't hurt you). 

After you get the necklace, go back to the mermaid and enter the hole she's guarding. Enter hole, e, n, e, n, 2e, s to Illonomon.  Say volunteer. If he asks you if you want to volunteer, Say yes, and off you will be taken to slave away. As soon as you are taken, start typing <harvest seaweed>. Do this as many times as you can, and you will be given some seaweed as a reward. If you don't harvest enough, you don't get any seaweed and you have to wait for reset to try again. 

Once you get the seaweed, go n, w, s, 2w, s, 3e to the room where the hatch is and where you can go up into the rigging. There is a shark in one room near there, but you can blow by it and it doesn't leave that room. Climb the rigging and talk to the merman up there (Brilloc). He says he's hungry and he'd trade his treasure for some ingredients for soup. Give him the live conch and the seaweed and he'll run and get the necklace for you, that you give to August. 

Go d, 5w, hole, n, stand, u, out, s.  Give the shell necklace to August.  He’ll say thanks and give you a conch horn,  key and some seaweed.  Woo.   Voila.  Another one bites the dust. 

It's worth while to explore down there and talk to the 'merpeople'. A couple of them give you hints and I'm sure something down there triggers a gaius point. It's fun too going to the top of the cliff (up from the waterfall area) and jumping into the water - no, you don't die or get hurt.

***********************************************************

9. Aid the Alatacirians in their time of crisis! (35 points, by Sylwen)

***********************************************************
*********************************************************** 

10. Help the monks (45 points, by Profezzorn, Kosh and Katarina)

***********************************************************
South of Tantallon/Main by ocean.

Items needed: bottle - you can either bring one or obtain it from the monk in the kitchen by buying wine.

Holy Cross - Head towards the belfry, go u, climb up, take cross.

Go back down to fountain and dip cross in fountain. Fill bottle.

Go to one of the northern monk rooms on the east side of the monastery and get the candle.

In library (w of entrance) search books, get paper.

West of belfry go d, smash crypt door, s, search, open east door, all east.

At big lead door just follow the directions on the paper. (These being: Put wax on door, write symbol on wax, splash water on door, say emases nepo.)

There's a Big WHOOP... that's the quest message.

Big whoop, right? (That's what's called 'Wizard Humor' folks.)

***********************************************************

11. Restore the soul to Listhalia's maiden (50 points, by Deric & Willow)

***********************************************************
From Xroads, go 17w, 2s, w, 7s, swim s, 8s, 2w, sw.

From there, go 2s, w, search papers, e, 2s, open gate, 2s, pick leaf, e, n, push knot, get scroll, w, 2n, open door, e, search desk, pull handle, get key, search, unlock carved door, open carved door, 2n, say calthia, say gem, say soul, say reunite, 2s, w, n, 2e, n, e, search bottles, w, 2s, e, give pearl, jar, and leaf to sage, say potion.

Go w, n, 3e, give potion to priestess, say calthia, give scroll to priestess, push rune, enter hole, e, n, place gem on chest, place ankh on forehead, utter idi, naidi tvoyu lyubov  

To leave go s, w, pull torch.

That's it!

***********************************************************

12. Relieve a poor servant of his problems (50 points, by Florin)

***********************************************************
1. Go 9w, 4s, 16w, 6s, e, s, 10e, n, enter yard.              

 2.  Go n, 3w, s, search straw, get straw, n, 2e, s, unlock w, open w, w, s, open e, e, get the red and green potions

3. Go w, n, e, 3n, 2w, climb pipe, kill bird (easy)

4.  Search nest, (teaspoon) climb pipe, 2e, (I suggest dropping all the eq you have except the light source and the spoon), drink red potion, enter hole

5. Go 2n, 3e, n, kill rat (pretty easy if you get the nail and wield it which is to the south)

6. Go 2n, e, n, say 'wake rabbit', wait for the wererat to say the password

7. Go s, w, 3s, 3w, n, say the password you received from the wererat

8. Enter portal, type 'wake rabbit', get key, unlock e, open e, get mirror, w, 2s, 3e, s

9. Type 'dig hole', enter hole, 2e, type 'show mirror to puppet'

10. Go e, get stone, 3w, enter hole, n, 3w, 2s, up, drink the green potion, w, s, w, give stone to servant

11. Directions back to X-roads from there are as follows : 3e, 2s, exit, n, cross river to the north, 7n, 13e

That's all, folks.

***********************************************************

13. Help Khmoram to walk again (50 points, by Trixx)

***********************************************************
Bring a light! 13n, 3e, 2n, 3e, n.  talk to khmoram (say lame, walk, walking-stone, help, lost) then out, 3w, 2s, 3w, 13s, 17w, n, w, enter, say help, say khmoram, out, 3w, 5n, e, kill lizard, w, 2s, e, search, get knife, skin corpse, drop knife, get skin, w, 3s, 3e, enter, give skin to quildar, he tells you a buncha stuff... Magic is never one-sided. is the key phrase. From Quildar's hut, go out, n, e, n, enter, search, get key, unlock e, open e, e, search east wall, say magic is never one-sided. Go 2e, d, e.  Look at north wall, if the rope is anything other than red, touch it. go east, look at north wall, repeat.  If the guard gets in your way, waste him, he's a cake kill.  keep going east, then 2u, e, look at north wall, touch rope if not red, e, 4u, search, get stone, 4d, 2w, 2d, 6w, u, 3w, out, 3s, 16e, 13n, 3e, 2n, 3e, n, give stone to man.  You're done with another annoying AA quest.

***********************************************************

14. Zhamarr (50 points, by Musashi)

***********************************************************

From xroads, go 31n, w, 2n, 17w, sw, w, 4w, nw, climb wall, cut tent, and enter tent.  Kill the Centurion, and he runs like a little Sally and drops his flame dagger.  Get the dagger, and the contents of the chest.  Wear the ivory ring from the chest, enter opening (or go out and say hi to Optio and his posse…), climb wall, se, 2e, kill pig, get corpse, 2w, sw, s, sacrifice corpse.  Since you have the ring on, you just get a bloodstone, not Astaroth, whom you have to kill to get his bloodstone (neat trick, eh?).  (Oh yeah, you can also check the shops for the dagger, the bloodstone, a silver bracelet, and a plain medallion to save some steps)  Now go n, ne, 2e, sw, s, w, get shovel, e, s, w, search counter, get hook, get rope, tie rope to hook, e, s, unwield, wield the shovel, dig, open bag, get medallion from bag, wear medallion.  3n, ne, e, s, sw, s, 2e, open s, s, u, give stone to lady, d, n, 2w, 2s, 2w, s, get cheese and the two cakes, n, open n, n, drop cheese, get case, get case (No, I’m not stuttering… you have to type it twice.  Who’s running this quest solution, anyways????), smash lock, (no lockpicking required), open case, get all from case.  Go s, 2e, 2n, 2e, s, u, and if she hasn’t gone yet, wait for the lady to bugger off and leave you the silver bracelet.  Wear it.  Go d, n, 2w, n, ne, n, w, n, ne, u, put dagger in hole, n, nw.  Now, wearing the plain medallion, read the scroll to make the dwagon go buh-bye.  When he foos off, go e, smash gate, 2e, se, ne, (into the room described as the backyard, with the balcony in it).  Now you type throw grapple onto balcony, climb rope, right (or left for that matter), open s, s, kill Zarakan.  He’s not too much trouble, but be careful… he can mess you up.  When he’s deadlike, get the red key from his corpse, search, kick/smash down, d, search, open s, open s, s, get all (specially the jar), n, d.  

Now here’s the question you have to ask yourself.  The Chimera can be worth 26,000 exp sometimes if noone has killed him all day.  Do you want the possibility of earning that amount of exp in one shot, or do you want to skip the kill and just solve the quest.  Solve the quest you say? Screw the exp?  Tsk, tsk, tsk…… You MUST be a Knigglet!!!  Ok, ok…. Enough with the Knight-bashing.  If you don’t wanna kill him, just unkeep the silver bracelet, and throw it at the chimera.  POOF!!! Him go bye-bye… Now you have to toss the jar in the lava.  When you do that, um….. like….. RUN!!!! Get outta the tower, out of the garden, out of the cave, and somewhere else in the game…. Like Tantallon?? You can either go back out the way you came, using the rope, or you can just run up to Zarakan’s room, smash e, e, smash s, s, 3d, smash w, 4w, se, s, d to get out of the cave.  Once that sucker goes, you’ve finished this one.  Not so bad when you do it the easy way, was it? 

***********************************************************

15. Assist the King! (50 points, by Amante)

***********************************************************

From xroads: Go 27n, 7w, 6n, snap branch, get branch, enter castle, w, get magic book, search, open s, s, u, push block, 2u, give book to wizard, (if no book, kill wizard (9k kill, undead, HARD solo unless you’re a pally), get the crown from his corpse).  If he doesn’t have the crown, kill him again and again until he does.  Go 3d, n, e, n, say help king, open n, 2n, give crown to king, wait for him to give you 1000 gold coins, then go s, w, say help king, 2u, 2s, search, get warmer, pull cord.  When the attendant comes, give him the warmer.  Say heat warmer, and he heats it up, then stands around like a schmuck for a few minutes.  Wait until he leaves, then go 2e to where the king is, and pull the cord there.  When the attendant shows, type (don’t say) heat bed.  The Attendant heats the bed, the king gives you a fancy medallion, goes to sleep, and you’ve got another 50 quest points under your belt!! Ain’t life grand??? 

***********************************************************

16. Assist the princess of Andeli (50 points, by Tigress & Saerdan)

***********************************************************
  From xroads – go 31n 10w 3u, say visit, or say kill orcs, 3n, search trash, open n, n, u, open window, pull telescope to window, look at telescope, turn knob, look at telescope, turn knob… (repeat until the text is clear) d, s, w, d, n, look at rug, pull edge, get thread, 2u, w, pull torch, get scissors, u, n, 2e, enter fountain, search water, get bonnet, out, w, n, e, get tablecloth, u, 2e, give thread, cloth, needle and scissors to woman, get dress from her, w, open n, n, search sofa, get item, nw, open piano, get item, se, e, search bed, get gloves, give all items to lady, wait for her to shut up, w, s, w, d, w, s, 2w, d, e, 2d, e, 3s, pull handle, s, 2d….. wait for the orcs to come and kill them all before they get to the princess -  woo woo… another one down!!!  (Note for the necros among us…. This fight WILL make you good, so get really really evil before you do it.)

***********************************************************

17. Investigate the Scythe plot to invade Nepeth (50 points, by Salliver)

***********************************************************

Before doing this quest you should have a light source, (might be dark), and an empty bottle, and a rope, if you are a rogue, you can sneak past some of the guards.

From Xroads go 9w, 5s, walk, w, n, 2w, 2n, all down, kill guard, 2nw, enter opening, get bones, enter opening, nw, n, nw, n, get sludge, 2n, w, get pebble, throw pebble at west wall, w, nw, w, kill gorbosh, w, sw, fill bottle with clear liquid, se, e, kill halamander, e, se, kill both nagorg and grogan, sw, w, get small pot, e, ne, nw, 2w, nw, ne, 2e, se, 2e, put powder in pot, put paste in pot, pour liquid in pot, 4n, put powder in hole, s, put powder in hole, 3s, put powder in hole, 4n, light powder, s, light powder, 3s, light powder, 3s, se, s, 3se, 2u, wait for the message 'you feel you have done something good' And you're done.

***********************************************************

18. Release the Music Man's trapped soul (50 points, by Levi)

***********************************************************
There are six tasks to be done to restore the house, each one resulting in the magical deliverance of a musical note, which has been set up by the proud mage, to the adventurer who completes each task. The tasks are as follows:

Go 31n, 9w, 7n, e, n, u, 

   1. Searching the shed produces a sledgehammer. Sometimes the gardener has it.  Killing him is pretty easy, but if you go to the eastern side of the house, in the middle room or so, and search bushes, a demon spider comes out.  Kill him, search the bush again, and you get the woodsman’s axe, which the gardener will trade you for the sledgehammer.  Climbing the peaceful tree and smashing the cage gives one note.

   2. Getting the birdseed off the cook (find the cook in his room and say birdseed) and filling the birdfeeder while the bird is there (pour birdseed into birdhouse)  gives a note.

   3. Finding the key in the gutter of the overhang above the patio, and unlocking and opening the convservatory window gives a note.

   4. Searching the books in the attendant's room produces a leash, which is attached to Bud, which gives a note.

   5. In the instrument room, the xylophone is missing a bar. It is found by searching the harpsichord, and upon replacement gives a note.

   6. Finding the marble polish on the maid's dresser and polishing the statue produces a note.

1.
kill guy with sledgehammer, get hammer

2.
say birdseed to cook

3.
search in the maids room (table? Counter?) for polish 

4.
say key to butler

5.
search the instruments in music room, put bar in xylophone, get note (#1)

6.
climb peaceful tree, smash cage, get note (#2)

7.
pour birdseed into birdfeeder (#3)

8.
near entrance, polish statue (#4)

9.
once you can go up, search carpet for a leash

10.
leash bud, get note (#5)

11.
in conservatory search the big instrument, unlock shutter, open shutter (#6)

12.
in the sound room, flip switch, write down the short song

13.
find the trapdoor, unlock d, open d, smell, say the song

14.
s, wield dagger, kill mage

15.
put notes in box. You have to type out the name of the note. Syntax is "insert x into box"

Once all six notes are in hand, they must be placed into the music box located in the basement. The player cannot insert notes into the box if the mage is there, he does not want to lose his prize. He must be killed: either by brute force or by reciting a line of music from the sound room (heard by flicking a switch on the panel) to the ghost of Joan, located one north of the final room. She appears when a player types "smell" in that room. She will give the player who recites the song segment a dagger, which kills the mage with one stab, as it is supernatural in origin.   Say key to butler he has the key to trapdoor.

***********************************************************

19. Thwart the wizard in the Star Caverns (70 points, by Timber & Rebelheart)

***********************************************************

Things you’re gonna need:  A torch, a fire gem (or another torch or three, aka light source.), and check the shop for a wolfblade and a quaker trident, or try to buy the Starblade.  Mental note:  Anything that you drop in the Star Caverns WILL be picked up by any npc’s in there, except Effaw (friggin rats!!!).  Mental note two: Effaw takes an absolute –shitload- of heals to kill, unless you happen to be a smiting saintly paladin, so bring several loads to the center room and dump them off there for ferrying up to Effaw’s room when you get the eq set up.

From xroads (Does anyone sense a repeating pattern here?  Leaving from xroads??), go 31n, 9w, 6n, 4w, n, nw, 4n, 2e, se to the center room.  Kill the Earthquaker (don’t drop anything in star caverns, including heals), get his trident.  Go d, kill the werewolf.  Get his wolfblade, or if you’re lucky, his starblade.  Go u, nw, 2w, ne, climb shelf, se, wield trident, spin trident, se, 2e, ne, thumb trident, kill elemental, se, search dirt, get gloves, pick dandelion.  One down.  Go nw, sw, w, give dandelion to elemental, kill elemental, s, search oak, get helmet.  Go n, w, 2nw, ne, light torch, give torch to elemental, then wait for the elemental to drop a shard of ice.  Get ice, go ne, se, give ice to elemental, kill elemental, ne, search ash, get armour.  Go sw, nw, 2sw, se, kill elemental, sw, search branch, get cloak, ne, nw, ne, kill elemental, nw, search waterfall, get boots, 2se to the center room.  Wear all the eq you get, along with any rings, amulets, shields, etc that you normally have.  You don’t have to wield the blade, just have it out.  Now make 2 aliases…. Alias 1 trace pentagram on pentagon with starblade/wolfblade alias 2 think Earth Fire Forest Air Water…. Now hit alias 1, alias 2, and you’ll get zapped up to Effaw’s humble abode.  I hope you brought a LOT of heals like I said.  Now would be the time to start ferrying them up there.  To get down just type d…. then the 2 aliases to get back up.  You can hit and run him pretty effectively if you want, and I’ve found that as a cleric it’s easiest to bring a half and half load of mentals and extra healing potions, plus knigs and drinks… then just stand there and use the mentals to cast wraths on him, and the extras and food and drink to heal yourself.  The wraths make the fight take a third the time it normally would, and you end up burning the same amount of heals either way.  When he dies, you’ve solved the quest!!! No need to kill the little elemental.  He’s useless.  Make sure you don’t leave the room, because once you do, you can’t get back in.  Make certain you get the armour from his corpse, because it will reset if you don’t, especially if you are lucky and he has the star armour.  

***********************************************************

20. Kill the warlock and restore the balance (75 points, by Asyvan & Ged)

***********************************************************
For this quest you'll need: pin, rope, can of paint, painter's brush. Buy them. Hell, buy the darkstone and skip the whole evil temple.

   1. Go to Asyvan's temple: 8w, 5s, d, 2n, kill guard, n, tie rope to hook, push black eye, d.

   2. Go to the wind mill, kill the guard outside, kill the millman inside, get the crucifix

   3. I can't remember how but let the guard know that you are retuning the crucifix to the cleric and he will let you by.

   4. Give the crucifix to the Evil cleric, and he will give you the brush for returning the crucifix.

   5. Go 2n, pull torch, get paint.

   6. Go s, 2w, smash door, w, kill bonebreaker.

   7. From bonebreaker go 3e, enter coffin, paint face, s.

   8. Kill spirit, go east, read scroll that you got from bonebreaker. Get the sword and sell, keep darkstone.

   9. Go to nepeth. From market square go 5w, n, 2e, kill dragon. Go all east, and after some twists in a general se direction, there are two rooms north-south of each other, go to the northern one, go down.

  10. Then go north, search junk, get paper.

  11. Go to smith in Neville, give him the paper and the stone, then go east and get firewood.

  12. When he leaves, put wood on fire, take darksword.

  13. Go back to nepeth caves to the southern of the two rooms with down exits, and go down. Then go east, wield the darksword, kill warlock, east, unwield darksword, drive darksword into altar.

***********************************************************

21. Brave adventurers, I call you one and all! (75 points, by Greyson)

***********************************************************

9w, 4s, 17w, 6s, e, s, 14e, s, e, s, swim e, e, s, sw, u,u, search nest, get paper, d, d,ne, n, all e, sit on throne, stand, kill lich, enter hole, enter tunnel, n, push rock, HURRY all n, e, 3s, e, tell golem the answer, e, give paper to guy, HURRY 3w, press rock, 4n, w, 4s, climb rockslide, enter hole, n, all west, swim w.... and you're done!!! 

***********************************************************

22. Unravel the legend of the Whisper Geyser (75 points, by Taver)

***********************************************************

 Bring a torch, and lotsa heals for the end fight!!! From xroads (duh) 30n, 12w, 4nw, 4w, n, read book while you’re reading, you want to do two things…. Number one is to write down the three magic words  (shak, shuluff, and shus), and number two is to wait there long enough for the thieves to break in and  steal the emerald), s, se, say looney bin and get a nice wiggle-woggle tattoo, nw, sw, light torch,  light haystack with torch, ne, n, u, pull chain, d, 2s, get sapphire from mouth (Keep this gem, and only use it once to get to the wigwog, because if you screw up you only get 2 chances total to use it), n, 4w, sw, s, kill trollocs (DUH!!! This part is the DUMB way!!! You have to kill the trollocs on the bridge to get past them.  I’m not going to tell you the dumb ways, so backtrack to where you got the gem from the wigwog’s mouth.   =) )  

Go n, 4e, 4se, s, 2w, n, 2ne, all n, get driftwood.  It drifts downstream, so follow it and try to get it again.  (Note to self.  You might want to drop like everything you have on you, because if you try to cross the bridge to the west, it’ll break, and give you a major Pain In The Ass (PITA for future reference) getting your stuff back.)  Go 2w, s, get driftwood, n, 2e, get your stuff, s, se, get acorn, kill squirrel (He runs. You chase him. Good boy.) Get acorn from corpse of one dead squirrel, back to the room se at the big tree, climb tree, search, put acorn in nest, repeat, climb ladder, search equipment, kill Nazquez the Highwayman, search eq again, get the emerald. Go 2d, nw, 2s, e, se, 2e, ne, nw, 2w, sw, and somewhere in there you’ll see a peacock.  Make it dead and get the feather from the 

corpse.  

Now comes the fun part.  Go e to enter the trolloc camp.  Yes, there’s two guards there.  Yes, you have to kill them both. Waaaahhhh.  Go 2e, n, kill the little piggy, (Sorry Calvin!!!), get leg from corpse (Gruk LIKES boar legs!!!).  Go 2s, say Hi to the little elfie, ask about an exit that he can show you later (hrm…. I wonder how many people that’ve done this quest the hard and stupid way are kicking themselves reading this… *cackle* ) Buy the Death Angel Powder (Angel dust? PCP?? Kills people??? *boggle*) Sprinkle dust on leg (poison leg), then go n, e, s to the lil slave boy.  Kill him dead quicklike, because the warriors come to help him.  Get his clothes, remove all your armour (Yes, yes, I know… Remove my armour?? Are you NUTS??? Just do it…. Trust me.), and wear his rags.  Go n, 2e to the throne room.  Look at the throne.  There’s a nice little ruby there.  Give the poisoned leg to King Gruk (remember how he likes boar legs?? Ahh Grasshoppah!), and immediately if not sooner, search the throne, pry gem from throne, and get the hell outta Dodge!!! Go 3w, s and say exit, and the nice elfie will let you out.  You just got out of a VERY hard, and I mean HARD!!! Fight, without killing anything other than a little pig and a wimpy slave…  Ahh, doncha love the easy way out? 

The next deal is to go to the wigwog.  Ok.  From the entrance to the camp area you go all n, ne, e, 3nw, e, 2n, 2w, get out your sapphire, and say the magic word “shak”.  This will open the way into the Wigwog’s cave, so go 2n.  Then you want the wigwog to wake up and eat you (Truuuuust me….. Sheesh. Ungrateful wretches!!!), so poke him, kick him, or just say something.  Eventually something you do will wake him up.  When you’re in the slug’s gut, get out the peacock feather (what’s that? You didn’t remember to keep it? DUH!!! Don’t worry, he spits you out after 5 minutes or so.), and tickle uvula with feather (Tell Webster uvula for the Educationally Challenged).  He’ll spit you out the hole in the top of his cave.  Now you have to go s, sw, sw to the edge of the geyser.  Here you will notice a big boulder on the edge of the cliff.  Get out the driftwood, and pry boulder with driftwood.  (You don’t have the driftwood anymore? Used it as a toothpick and tossed it?  *xsigh* That’s it…. I quit.  You’re hopeless.  You must be a Knigget.) The boulder falls on the top of the geyser and plugs it up.  Go down (uh huh huh, uh huh huh huh…… Hey Beavis…. He said “Go down”!!! ) all the way, then go ne, se, u and sit on the geyser and wait for it to blow.  When you hear it starting to grumble, start typing “listen”.  (hint…. “dotimes 100 listen” is your friend!!!!!)  You will hear the magic phrase… basically a buncha gibberish.  WRITE IT DOWN!!!!!  It changes every time the quest is solved, but make sure you write it down for this time.  

Now for the Grand Finale!!! (REMEMBER WHAT I SAID IN THE BEGINNING ABOUT HEALS FOR THE FINAL FIGHT!!!????  I thought so.  Good boy! )  Once you have the magic word, go d, 8e, 4se, s, 2w, n, 2ne, 4 n to the room east of the bridge, then go w to the bridge.  Search, and then say “shuluff” , which will open up a magic portal to the north.  Go n.  There’s an altar. Real evil looking thing.  It has three places to put the gems in.  Right, Middle, and Left.  The red one gets the ruby (insert ruby in left/right/middle hole), blue is for the sapphire, and green is….. well…. If you can’t figure that one out, you need more help than I can give.  Then you need to say the magic word.  Moegreus is summoned.  Ruh roh Raggy……. He asks you a question, if you would prefer life or death…… um….. if ya choose life…. YOU’RE A MORON!!!! Say “death”.  Now comes the fight.  *wince*  This guy is semi hard if you’ve got good eq, but killer for a mage.  It’s a no magic room……… Sorry Charlie, you’ll have to rely on your awesome staff skill!!!  When he –finally- dies, he’s gonna leave 2 items behind.  Get them.  Drink the chalice, eat the ambrosia.  Good shit, nice heals.  Viola!!! Another one bites the dust…. Hoowah!!!

***********************************************************
23. Solve the mystery of Cyrano's Lament (75 points, by Elad)

***********************************************************
11n, all e, 3 or 4 n, all e(open a few doors along the way).  Kill pelican.  Exa/search post, pull knot, get key.  Enter ship.  Search, unlock d, open d, search gear, get shell, u, out, d, 2s, wade e.   blow shell.  Kick rib, enter hole, break bone, wield bone, stab roof, stand, n,all ne, n, n, all ne, climb vine, n,n,climb rimrock, crawl w, kill guys.   Get key, get mast.  Unlock w, open w, drag mast w, put  mast in recess.  Climb mast, climb rope, 2w, climb tree, enter opening, all u, e, all u, get lucas to give you flute.  All d, w, all d, enter opening, climb down.  Go to the room on the s, se from the North room with the boat, play flute, dig sand, get harp.  go back to him when you get it.   On north end of island, enter boat, open bag or whatever, and go talk to cyrano.

***********************************************************

***********************************************************

***********************************************************

***********************************************************

***********************************************************

***********************************************************
Black Staff Mini Quest:  31n, 9w, 10n, 8w, 14n, 3e, 3n, kill wolf & keep corpse, get doll, all down, w, give corpse to Drigar, 4e, n, search furs, kill weasel, get leather, s, w, n, give doll to girl, s, e, s, give blanket to man, e, get pole, tie antler to pole, w, n, 2w, n, enter pool, exa ledge, get object with pole, swim s, 2s, get journal, n, e, s, search rocks, 2s, search rocks, get all, 3n, 2w, n, unlock door, w, give parchment to man.

  another quest point in the dump south of tantallon, it is a couple south and east enter mound,

   east and north of the guard there are some tools search them and get the tongs, then go south

   and find the tunnels you enter, kill the beast go to the end of the tunnels, smash barrel, get

   lump, put lump in bottle, take the lump to the hobo's campsite and toss it in fire, get cinder

   and take the cinder to the nymph, there is also a deed (in vulture nest) get it and give it to

   the hobo i think that is a pt too For the hobo mini-quest. it's a good idea to search the

   glass 1n of where scrap metal is (where you get the tongs) and get a bottle.

Granalian is : 

   21n 6w, n ,2w,sw,w,lie,crawl into opening,w,stand,search,open d,d,3w,dig

   rubble 3 times,enter rubble,d,s,w,u,n,serach,open w,w,d,s,kill leader, open

   tomb,get key from tomb,n,u,e,s,d,search,open s,s,kill rat,u,search,unlock door,open

   door,w,n,open tomb,kill ghost, get all from tomb. If the unquies are in u will find

   the hammer and shield of granalian, the ghost is a easy 6k kill. 

Ebon Manor

   31n, 9w, 10n, 13e, 4s, enter yard, n, enter well, search, s, kill banshee, get key, n, climb

   wall, w, n, push stone, kill golem, get key, s, 2e, 2n, 3e, search, open s, s, kill wolf, get

   key, n, 3w, n, u, s, search, open door, e, kill witch, get key, w, n, all d, e, search, unlock

   door, open door, s, unlock door, open door, unlock door, open door, unlock door, open door, s,

   push stone, kill murris.

Lyr’s battlefield - 
Anchient tells you: get the chain out of the robe on lyr, grab a goldenrod,

                    throw the goldenrod in the lake, give chain to the person

                    that summons, cured
