HEANERE Denerim
S48 EE pearls before swine

F%&kE: HLPLE (Sergeant Kylon) [ A B4 — 3% X (Denerim - Market district) ]

Received from: Sergeant Kylon [Denerim - Market district]

U MERS TR 8 s

A EH% (Sergeant Kylon) (M64, 2) Xfif, &M AbH i —REifie. (F5IF
U )G B [ N B i — B2 ¥k (Denerim - Pearl)]3k 3] B &) /& ZE [#] (Veteran of White Falcon)
(M65, 3) . SRR AR ifi kil @, b i EBER Ik H, ZHEGE, il
SRR, ARAT DL R R AR 2 At — T o G SRAREE DA 1 5 S vk e 8, A5
Piflk (persuasion) BT Cintimidation) 7 REHOARATTIE Bl .

Description: Talk to Sergeant Kylon (M64, 2) and offer your assistance in getting rid of a
group of mercenaries. Once you’ve officially started this quest travel to [Denerim - Pearl]
and find the Veteran of White Falcon (M65, 3). If you decide to attack the mercenaries seen
here focus on harming their leader, because once he’s heavily injured he’ll give up and you’ll
be allowed to choose between finishing him off and letting him go. If you decide to resolve
this situation peacefully use persuasion or intimidation to scare off the mercenaries.

IR B, b ER AR Fe R A e AR . FTOF ORI, 78 3 X R A 0R IR e
%, SEEHLERE— N5, BREERA (Kylon’s men) FIEHEEEKEME (White



Falcon mercenaries) Z [M] R4 T —37 %%, AT BIDLE, Jeferh JIE MmN boss
(R — mercenaries fIl 75 B H il R Krisfof) (Grace: A 4E2 5 H Hi# A Kristof ).,
FIWORE R Fe 5 FIELRE (Kylon) Xfid. Mo i ARERIENE, JFEARM G HRHfh, i&f
RS EAZ AR
You’ll soon notice that getting rid of the mercenaries didn’t fully resolve the problem,
because as soon as you use Denerim map to travel between locations you’ll trigger a random
encounter. Here you’ll witness a huge battle taking place between Kylon’s men and White
Falcon mercenaries. Assist your allies and take special attention in getting rid off two
mini-bosses (one of the mercenaries and Krisfof). After you’ve defeated all the bandits talk
to Kylon. He’ll thank you for your assistance and he’ll ask you to talk to him later for more
work.

W5 N7 Honor bound
f£4KH: BEL=4E (SirLandry) [BHEE—T3HX (Denerim - Market district) ]

Received from: Sir Landry [Denerim - Market district]

X S4B 2EE (Sir Landry)  (M64, 6) MfE. RAT 4R F1F gt v 1o (g i1
RIRWOG, A wBIERAMES . WAEME a4 (M64, 7) , LI, fRATAA
ke —37 680 I KB = A ek, s EAREIBAR (team members) —ig] (2ffH
Wi BABIREE (bodyguards) ) o WURARAREE G5 =F, AT RASK R 321 (A
REHBAE (] TG ), ARAT USRI Cintimidation) $6E G A0 16 A ok Uk 2 AN H 1)
), BE AU (persuasion) $RELLAMARE VRAZE T

Description: While exploring the market district you’re going to be recognized and stopped
by Sir Landry (M64, 6). Bear in mind that this quest will appear in your journal if you fail in
resolving the problem without resorting to violence. If you plan on fighting him follow him to
a back alley (M64, 7). You can agree to take part in a honorable duel or you can betray his
trust by asking your team members for help (Landry would also use his bodyguards to
increase chances of a success). If you want to avoid fighting Landry you can dismiss his offer



(it would only delay the problem), you can use intimidation (good choice if you’re playing as
an evil character) or you can use persuasion to convince him that you’re innocent.

JEERIEX Back alleys justice

E5KRE: HZPINE SR EMAES GBS B A E® — 3% KX (Denerim - Market
district) ]

Received from: automatically after accepting a mission from the Chanter’s board [Denerim
- Market district]

i e SRR T

BRI MES, BEAR =AM —— [N 5 — /5% (Denerim - Dirty back
alley) ], [4# A Fig# — % 2 J5 45 (Denerim - Dark alley) ], [ P Hi i — B %5 45 (Denerim
- Run-down back alley) 1. FERESEXAT—H5RE (bandits) , A ES (leader)
eI bosse 1)U HEARMRAE,  an RARFIBMEA B K, AR N IXAMES
FI = A BN S (91 380 7 OIS 54

Description: In order to complete this quest you must secure three locations in Denerim -
[Denerim - Dirty back alley], [Denerim - Dark alley] and [Denerim - Run-down back alley].

N sy

Each time you’ll be forced to engage a group of bandits and the enemies will be under direct
control of a leader (mini-boss). | have to warn you that it’s going to be quite difficult to win
each battle, so you should consider accepting this assignment only if your team is strong
enough. Once you’ve defeated all three groups return to the board to receive a reward.

BJEHIER The last request

E4RE: MEdELikEENPIREHNBIEEANEE —EWE#H (Denerim -
Run-down back alley) ]

Received from: automatically after examining Sir Friden’s body [Denerim - Run-down back
alley]



1[4 N R 4 — B 5 J5#8 (Denerim - Run-down back alley) 155058 s J& 7] LA LAJF 45X
MES . EZMXILFBLHEEE (Sir Friden) FIF1E (M9, 5) . Wik, Z3|
BLaEERKHIC (Sir Friden’s journal) , [iEE, WOGES. VRESZIMMMESE,
FR R BT ) R . BESERRIX AMESS, T R [MEA S — RFHERY (Denerim -
Abandoned building) ]-

Description: You can start this quest after you’ve dealt with a group of bandits in [Denerim -
Run-down back alley]. Search the area to find a corpse of Sir Friden (M69, 5). Examine the
body, pick up Sir Friden’s journal and read it to officially activate this quest. You can now
comply to his wish by dealiing with the blood mages issue. In order to move on with this quest
you must travel to [Denerim - Abandoned building].

#FY (M70, 1) BHAEIRZ HHE, RE—A—DHIEREA. HRR Bk B %
Jfi Cqunari mercenarie) , BE L EGPHEEMR K (qunari mercenaries) F1Ear KRB
(ATRERITE, 1EEEWRG AP EAT]D o ABHIZHZE (M70, 2) JTIR4ES, BIT454E,
R — AR . T8 — RN G, 2RI (mage) 171k, 53] — 108 (key) .
FHEHREAT IF AT, 3 N Ay ) 5 1)

The building itself (M70, 1) consists of a large number of rooms and you’ll have to start

securing them one by one. Naturally the biggest threat are going to be blood mages,



however you’ll also have to watch out for qunari mercenaries and for deadly traps (use your
rogue to neutralize them if possible). In order to begin your search you must click on a
nearby bookshelf (M70, 2) to move the object and to uncover a secret passageway. Deal with
the first group of enemies and examine the body of a mage after the battle to collect his key.
Use this key to open a nearby door, gaining access to the rest of the building.

F—CERAERIT (M70, 3) o FER, ANELRIRIBNRBIFTMRE EX, Bk
TEERAZE R RS REE (bandits) BT, SGHRBREEME. BT i@ B a AR, i
PR ReIRRR, B0 REG O B H KA

The first large battle is going to take place in the dining room (M70, 3). Make sure not to
send your allies to a nearby balcony, because there are a lot of traps near the stairs. Try
disarming those first before attacking the bandits. Some of the nearby corridors will also
contain traps and if you fail in disarming them you’ll be dealing with flames spitting out the
mouths of statues.

P W~ i
A [ \] — e M|
SRSB B AN (M70, 4) o FERE, W EHRZMW, RUERETH, KA
XEHTHE . IR BWARMEH K RER, BN25 KK WREBEAN (enemies) 7EH
B, PTRRAX — & ek o T—ANE A H =8 ATE, BHSRATEA
—/NMEEEIT (blood mage) (M70, 5) . fEIX B —@B/NCOEHE, LA G FIAFA S Al



ANEAE R 2 (K245 ELXHW\JJIJ%E/HMTJ& SIEMNBIZ IR FEARIHEL F
EHNT#E, ERAZALEINAE KR BEE, DO A b E R E

It shouldn’t take long before you encounter a small barricade (M70, 4). Make sure not to
move in a straight line, because there’s a lot of oil nearby and you could lose balance. It’s
also important not to use any fire spells here or you’ll ignite the oil. Naturally you can use
this to your advantage if some enemies arrive here in the near future. The next room is being
guarded by three groups and each group will have a blood mage in their ranks (M70, 5). It’s
very important to act carefully here, so your team members won’t die or use too many
potions. | would recommend that you leave the rest of the team somewhere near the oil and
encourage each group to chase after you. Deal with the enemies on your turf and prevent the
mages from using fire spells to avoid unwanted problems.

T iE —#HBA (enemies) , JoAfiH A MBEEIT (blood mage) , 4R
Eﬁﬁﬁ LN ANESIC TSRS 1 S F (archers) . ﬁé)ﬁﬁﬁlﬂﬁﬂlﬁ,
K g —AEE (M70, 6) , JFITHET, JofRAFHEk.

The next room of the building is also going to be guarded by a group of enemies. Start off by
killing the blood mage and once he’s gone focus on dealing with the rest of the enemies.
Don’t forget to kill archers hidden behind barricades. Once the room is safe head south and
approach the door leading to the last room (M70, 6). SAVE your game before opening it!




Wy i BEVEIT BT 4% (leader of the blood mages) WM& —& 2 &, k2FIFME. 7 BXHHX
AR R EIT, B EX A HAR B (enemies) (BIERE{AIZBAK captain of the
mercenaries) . FTLL, ZU/NOMNXS (M70, 7) o BUUEF HEXATEE boss, KN
M EVEAR R TE o BN K, AR & EEREE MR EN E AR (key) , 7E
R B BE R B — e hF K7

Once you’ve listened to what the leader of the blood mages has to say you’ll start the battle.
Aside from this powerful mage you’ll also have to defeat other enemies (including the
captain of the mercenaries), so you’ll have to be careful (M70, 7). | would recommend that
you focus mostly on the main boss, because his powerful spells could inflict major injuries.
Once all the enemies have been eliminated examine mage’s body to find a key to his
bedroom (M70, 8) and you should explore it to find additional treasures.

Trial of the crows
%4 KE: MNEMHE (messenger) ATHEAZIFESE (note) J& HBNEUE[HEAIRE —HHKX
(Denerim - Market district) ]

Received from: automatically after receiving a note from the messenger [Denerim - Market
district]

WA = AT B X ME S iR R 2T X G, S5 (messenger) ik
AR AL IR—FHAE, A5 KN B R FE R IR #0320 22 8 ST RS [ . 3[4 Py En 4
— WX — K HE M E (Denerim - Market district - Gnawed noble tavern) ], 7]
% B h R B KT M GHPERR (Master Ignacio) (M65, 6) . A& LAk, &HiF
MARE R &, da] LR e 5. iR A a1, e S URIRES — MESS AT .
Description: There’s only one way to activate this quest and that is to wait for the
messenger to approach you after you’ve returned to the market district from one of your
journeys. The messenger will give a note with the instructions on how to find the Antivan
Crows. Go to [Denerim - Market district - Gnawed noble tavern] and check one of the guest
rooms to meet Master Ignacio (M65, 6). He’ll be the representative of the Crows. You can
confirm that you want to cooperate with him or you can dismiss his offer. If you agree you’ll
find out the details of your first assignment.



BOTLE, FR[EAHS—T%X (Denerim - Market district) ], 7E PG4 RS & |
KA F B AN (M4, 13) o s ERMEE, A5 2 MENEE —2 2k (Denerim
-PearD) 1. EM—BEBEHKATT (M65, 8) . R, MIHEES CHFHIEH—METD) .
Exit the tavern to return to [Denerim - Market district] and inspect the western wall to find
a poster with a Grey Warden (M64, 13). Read the note left on the poster and once it’s been
done travel to [Denerim - Pearl]. Here you’ll have to approach the locked door (M65, 8).
Knock on the door and tell the password (first dialogue option from the list).
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BN, BAIFEMMSE (Paedan) . WFRHL (Shaevra) HIXTiE. ik H A 24 H
ULARAERE, R9ME— R R DT V5 AR AT A ATT . RO B 1A LR A FR, AR AR
GG S W At . FTIAT] S [ B B A B — T X — S RE B RTE (Denerim
- Market district - Gnawed noble tavern) JHXITFHEFEER (Master Ignacio) . 7EA:
SIEMAE T BERWAHESER (scrolls)

You may enter the guest room where you’ll automatically trigger a conversation with Paedan
and Shaevra. Ignore the fact that you can use persuasion during this conversation, because
the only solution will be to defeat them in combat. Consider retreating to the main corridor
once the battle has started, because the room is going to be very small. Once you’ve
defeated all enemies return to Master Ignacio in [Denerim - Market district - Gnawed noble
tavern]. Check the chest located behind him to collect two scrolls with new assignments.



EHRZEMNEAN (qunari) , BEVCRAEE (5#. AR o HJOPAD boss
(mini-bosses) , LRI S HF (archers) FIVENT (mages) i Bfihfi1. FTMURM )G
[ AR IFERR (Ignacio) (M65, 6) =R

For the purpose of your next mission you’ll have to leave Denerim and travel to [Kadan-Fe
hideout]. Notice a lot of qunari standing near the fireplace and it would be a good idea to
provoke them by attacking them from a larger distance (bow, spells). Watch out for two
mini-bosses during the course of this battle and keep your archers and mages away from
trouble. Once you’ve defeated the mercenaries return to Ignacio (M65, 6) to collect your
reward.

VLN PRl ¢ o el
EEAHRE[RILE —4AX —2E (Orzammar - Diamond quarter - Royal palace) ].
EE, HAEEFEELRMTS 2 — (WXFERZEA Paragon of her kind— 7 1L 2T 55 4
WS Ja A e E N2 H NI X k. 72 H A —AN K5 AR R K 55 BA (M54,
4) o FARIAIIRE (bodyguards) , FHfEEM. #REFR—AMEEMSEHF, T
AR 2 MEF . Tz J5 Bl LR GIFERR (Ignacio)  (M65, 6) M 5L
FURE) .



In order to get to your third target you’ll have to travel to [Orzammar - Diamond quarter -
Royal palace]. Notice that entering the inner area of the palace will be possible only after
you’ve started one of the main quests (Paragon of her kind - Main quests category in the
guide). Ambassador Gainley can be found in a large room in one of the corners of the palace
(M54, 4). Before you take him out make sure to kill at least several of his bodyguards.
Thankfully Gainley will be a weak archer, so killing him shouldn’t be a problem. Once he’s
dead go back to Ignacio (M65, 6) and collect your reward (Precise reflex crossbow).
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AR T T ol il
ARG ATEER (Ignacio) Wi, W& B G — R T SRS . RED B —m 4
AEEETON T o VRIT S 2 A SO ST BRI, 2 e Hh 14K 3 [ 48 A B 2 — TR 32
{15 (Denerim - Ransom drop location) ]. f#UT25fEEAIN (M69, 7) Ja, f3)
Fi6. Br TR (captain) , EEXOLHANEMILE (Howe’s soldiers) (/) boss)
JelH KIS — SR, RS A JIRH AT SR

Talk directly to Ignacio instead of collecting a scroll to activate the last mission for the Crows.
You’ll find out that you’ll have to assist in a ransom being handed over to a hostile party and
that your job will be to murder captain Chase. Exit the tavern and choose [Denerim -
Ransom drop location] from the city map. The battle (M69, 7) will begin as soon as you’ve
approached men standing here and aside from the captain you’ll also have to watch out for
two of Howe’s soldiers (mini-bosses). Start off by eliminating weaker opponents first and
deal with the stronger foes once they’re gone.
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i2HE S T A AR 9 P44 (captain’s body ) « L7E [ 25 $R AR 48 49 FE BR (Ignacio ) (M65,
6) , RERAMBAIRERFE, HR2iRERIEK . IRA] DR E S9N TEER,
foRFE. A, FTMARENPERR, AR R AERTS . At SR E1E. s TTE
BV LM S48 R 3% (Seekers of the Red Jenny) . A& 4N UK N 2 YR ELIK
(Caesar) ZARIE M IMABUH L DY (M64, 14) .
Make sure to examine captain’s body after the battle. You may now return to Ignacio (M65,
6) and you’ll find out that the ransom was never going to be dropped and it was only about
you killing the captain. You can have your vengeance now by trying to kill Ignacio, however
defeating him would be an EXTREMELY DIFFICULT task. Instead it’s better to express thanks
for working together. Don’t forget to check the locker to collect Seekers of the Red Jenny.
Ignacio will also promise to ask Caesar about lowering his prices for you and unlocking new
items (M64, 14).

WA Z % The Crimson Oars
fE%KE: LB (Sergeant Kylon) [#8 A8 — 3% [X (Denerim - Market district) ]

Received from: Sergeant Kylon [Denerim - Market district]

(J-: P LT A RE T R
{

XA LR S A IR B8 —AME DS, T8 RO A R B AT 55 S BRI A] 452 3 . B HLFE (Sergeant
Kylon) (M64, 2) iRARFPUT HTE B 52— e . BIMEARE— X —m
WAH B (Denerim - Market district - Gnawed noble tavern) 13k #IVR4 2 $ Z B L
B (leader of the Crimson Oars) (M65, 7) . FIZFi—FE, FRAT LA AR A AL T3 25 T
XE (I intimidation) , WA LT B . R, SkERASBER, BrLlERIEH
THEPTA BN . FHBON 5 Bl 2 3R LR 4R .

Description: This is Kylon’s second mission and you’ll be allowed to start it after you’ve
successfully completed Pearls before swine quest. This time Sergeant Kylon (M64, 2) will
ask you to deal with a group of mercenaries in a nearby tavern. Travel to [Denerim - Market
district - Gnawed noble tavern] and find the leader of the Crimson Oars (M65, 7). Just as
before you can convince him to leave this area peacefully (intimidation) or you may attack
the mercenaries. Bear in mind that the leader won’t give up at the last second, so you’ll be



forced to murder everyone hostile found inside the tavern. Once you’ve dealt with the
bandits return to Kylon to claim your reward.

BB =R SC Forgotten verses
5K E: HAFEWDEHE B NS DR E (Ruined temple) ]

Received from: automatically after finding the encrypted scrolls [Ruined temple]

FEF A EE REE R T AR AMESS GENSRIERIMIEZE) « EESARM
A G B S, /e EPIE B R B E &R (ancient encrypted scrolls) (M61, 3) .
R e AR 3 e [ LI He R RN

Description: You’ll be allowed to begin this quest while trying to locate the urn of sacred
ashes (soon after gaining access to the ruined temple). Start off by exploring the rooms
located in the south-eastern corner of the main chamber. You should end up standing inside
the library and you must click on an interactive object to collect ancient encrypted scrolls
(M61, 3). You’ll find out that you’ll have to find someone capable of reading the scrolls.




BT fE, FI[ENRE—THX (Denerim - Market district) ], AR /K (K T X
. AMBLBEHIT (sister Justine) (M64, 15) Xfif, AUE VR4 (scrolls) ,
[F) Bt g LT Rl B AT T . AR e R 384 (gold) 1R,

Travel to [Denerim - Market district] after you leave the temple and check the area near a
well. Talk to sister Justine (M64, 15). Show the woman all the scrolls you found and agree
that she takes them for further analysis. You’ll receive gold as a reward for successfully
completing this mission.

KB Drake scale armor
B4k E: WHERSE— K B (drake scale) J& H 3G [ % (Ferelden) ]

Received from: automatically after collecting the first drake scale [Ferelden]

el e, W Wl el ol O

AAC—FP/NEL N (BT~ K drake) JEUEERISE —/MBEF (scale) J&, IX/MESRIATIK
o XA I AE R BI##H)E — 7% (Ruined temple - Caves) ]+ (M62, 6) (M62,
8) , TERMTELITS (HEBIKE Urn of Sacred Ashses) 12K BRI 7. Helfil
LRANEE . EREI[EARBS -—THX —FEABERE)E (Denerim - Market
district - Wade’s emporium) ] (M65, 12) .

Description: This quest will appear in your journal after you’ve successfully collected the
first scale of a small dragon (aka drake). The only area to find these creatures is [Ruined
temple - Caves] (M62, 6)(M62, 8) and you’ll be exploring the caves while trying to complete
one of the main quests (Urn of Sacred Ashses). It’s best to collect six scales by defeating all
the drakes. Once you have these items in your possession go to [Denerim - Market district -
Wade’s emporium] (M65, 12).



P o T &

FE PR E SRS (Herren) X1, fRER, F48 (Wade) WIIAXSIE. & VFELIEIR
RBT B (scales) , BN HIRHIELT . MRAT LALLF MG LT 15—
——2%54th 10 A& (10 gold coins) AT LA T o FHUKEIEE P E U R, 35 TR,
M T EIR=FEY S —— R FE (dragon’s skin gloves) . B H (dragon’s skin
armor) . BE#-F (dragon’s skill boots) . #RAJPLiLHEFIREM—HEH, HE,

XK T EAT 20 N& T (20 gold coins) A REilAh N EE . F )5 BRIk R TG, 1T
KW,

Once you’ve arrived at the emporium talk to Herren, however Wade himself will soon join
the conversation. Inform the blacksmith about the fact that you’ve found the scales and he’ll
promise to make an armor for you. Notice that you can ask Wade to work faster by giving him
10 gold coins. Make sure to go to the emporium during your next visit to Denerim and he’ll
have three items for you - dragon’s skin gloves, dragon’s skin armor and dragon’s skKill
boots. You can now ask Wade to make a second armor, however this time encouraging him to
work faster will cost you 20 gold coins. Return later on to collect identical items and to
finish this quest.

@47 B Dragon scale armor
Bk E: WWER— % (dragon scale) J& HENEIE[FEE (Ferelden) ]

Received from: automatically after collecting a dragon scale [Ferelden]
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EAMES AR EBEH B (Drake scale armor) FATZARAHML, Rk H R — e
FERTCL T o AT ERNEEf, 52Tk P R e — . Jo 23 [5 R B4 i — iR
7% (Ruined temple - Caves) ]. ¥ R#EHAE (cultists) JFEF|SAH (horn) , RIEFIGE
R )E—1UTH (Ruined temple - Top of the mountain) 1M (dragon) , e,
=38R (scale) .

Description: This is a very similiar assignment to Drake scale armor, however this time
you’ll be looking for only one scale and in order to acquire it you’ll have to defeat one of the
largest dragons found in the game. The place you’ll want to visit first is [Ruined temple -
Caves]. Make sure to collect the horn by killing the cultists and then go to [Ruined temple -
Top of the mountain]. Summon the dragon, defeat it in combat and pick up the scale.

ATE L GRINIE e

ZFH @S, A[EARS-THX —FHER AR (Denerim - Market district -
Wade’s emporium) ] (M65, 12) . FI#ie (Herren) Xfif, FHfE (Wade) RN
AX i B YRR T/ s, URIGHRE] T — I W E8% (scale) . FHiEo
FRHEHWEERR (armor) , REAE =GB MR ——9 AN (55 R 34
RO L PRI (FHE T ERN 38 A L BRAEH (FEHE T ER 42 £

Once you have the dragon scale in your possession travel to [Denerim - Market district -
Wade’s emporium] (M65, 12). Talk to Herren, however Wade himself will soon join the
conversation. Make sure to inform him about finding this unique scale aside from the scales
of smaller drogs. Wade can make an armor right away and you’ll be allowed to choose
between three sets - a weak set (34 strength points required to wear the armor), a medium
set (38 strength points required to wear the armor) and a powerful set (42 strength points
required to wear the armor).

xR 2 Unbound

E%5KkE: £ —LBR#F (adventurers) RS E|EG XA (documents) & BiE
[3%5:% (Ferelden) ]

Received from: automatically after finding a sufficient number of documents next to bodies
of different adventurers [Ferelden]



e i

o =T N T

FIEXMES, BEANIAE L EKE (adventurers) 1A% EFZIE (notes) . &
G, R HEP G — 5%k H o BRI ANME S OB 2 A [0 B AR —
TERYE (Brecilian forest - Lower ruins) ] (M45, 6) — /1 Hi# (skeleton) 533K 3|
JE—RMEE Gournal) . {15530 /5 2I[4E A5 — UL /54 (Denerim - Dirty back
alley) 1 (M69, 8) , #E|I—/MANM, BEZAIARENT—HERD

Description: In order to activate this quest you must start collecting notes found next to
bodies of different adventurers. Doing this will expand your journal by several new entries.
A key item to activating this quest will be to locate the last journal next to a skeleton in
[Brecilian forest - Lower ruins] (M45, 6). Once you’ve activated this quest travel to
[Denerim - Dirty back alley] (M69, 8) and find an entrance to a previously unaccessible
building.
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MK, EHIEEIT RS = A CH &N Gaxhang 1) , #EA[EBAIRE—
i 5 —ZME (Denerim - Dirty back alley - Old hut) . #4555 5 /2 fl boss JE &
H i (Gaxkang the Rampant) HIi%3}. Y3l tig)s, MOEER, ANEEERE
(TG N o 5 5 I EARIR T 5, 08 S AR\ B AL, JER] G2 4k, $R3
—{EAREE IS (BRAST] (Howling blade) ) , TEFIT A T BB —2yd, Hobhs—
AN TFE (BRZFENHE (Elementalist’s grip) )



Click on the door and choose the second option from the list (the one involving Gaxhang).
Doing this will allow you to enter [Denerim - Dirty back alley - Old hut]. Here you’ll have a
short conversation after which you’ll trigger a boss battle with Gaxkang the Rampant. As
soon as you’ve started the duel move back, so you won’t have to keep standing in a narrow
passageway. Don’t forget to heal your team members frequently, especially since Gaxkang’s
spells are going to be very powerful. Once you’ve won examine the body of the creature to
find an excellent sword (Howling blade) and open a nearby chest to collect wonderful
gauntlets (Elementalist’s grip) among other interesting things.

¥H & E Saving the queen
fE%K B : JEFIER (Erlina) [48 A 5t — (3 BR S I FEE (Denerim - Arl Eamon’s estate) ]

Received from: Erlina [Denerim - Arl Eamon’s estate]

L iy, by s g B

TS (FFE KL The Landsmeet) UGG, ] DAEERIXAMES . AEE A
BIRFENER, FBRFMHAEE (M71, 2) , EFREMAE CarD) . & TRER
AR (servants) Xfifi, 13RI EMEHIEE T, RESEMWER . IRIVES 2. 2
FFEFER, EMENER—T%X (Denerim - Market district) ], #RJ5 7E3 1T Hs
P I 3% 426 [ A g 0 — 12 PN B 9B B9 [l — 4158 (Denerim - Arl of Denerim’s Estate -

Exterior) ].

Description: You will be allowed to start this mission soon after one of the main quests of the
game (The Landsmeet) has begun. Don’t exit arl Eamon’s estate. Instead proceed to
Eamon’s office (M71, 2) where you’ll have a chance to talk to arl himself and to one of the
servants of queen Anora. You’ll find out that the queen has been kidnapped and that is being
held in Howe’s mansion. Your job will be to rescue her. Leave Eamon’s mansion by heading
back to [Denerim - Market district] and then choose [Denerim - Arl of Denerim’s Estate -
Exterior] from the city map.



LR (M72, 1) JEraTE LA, IR LUE F e N bl A & o IR 1) /i 72
B (M72, 2>, $REMUT. ¥ F XA —#F R (quards) #48%, #E NG RIA]TIH K AT
SR HIE—AN/NER (M72, 3) , JEFIES (Erlina) HRFHIER, FRHE U0 oKl 5 IR o
R, WIHIRIBARA] (team members) S Dyke, Jf HE—BHRRREARE . ]
B s E AR T, AR, XAZE K.

Once you’ve arrived at the estate grounds (M72, 1) make a few steps forward and you’ll find
out that you can get inside the mansion using the side door and to reach it you must start
moving clockwise (M72, 2). Be careful, because at least one group of guards will stop you
along the way. Eliminating them shouldn’t be a big problem as long as you’re careful. After
you’ve reached a small garden (M72, 3) Erlina will stop you and tell you her plan. Notice that
your team members are now wearing disguise and they should stay that way. Don’t worry
about them not being able to use their standard items, because this is only a temporary
status.

=

N b A TS . :
BT 0] LUk B [B——R 0] LU IR JEFTERCErlina) I 48 7~ , J8 & FEEAR A (M72,
4) , WAl DURME O 2 H et B (guards) o« @R R 74—, KNXEAD
sy D% =FRI AT $R 2 22 F o 57 TR 10 el R e TG, s A8 sF k]



(M72, 5) , #AN[ENEE—ENEEEEER — A3 (Denerim - Arl of Denerim’s
Estate - Interior) ] (M73, 1)

There are two ways for you to gain access to the mansion - you can follow Erlina’s
instructions by hiding in the bushes (M72, 4) or you can ignore the possibility od using a
disguise and attack the guards. | would recommend playing it safe, because it’ll be much
easier to reach the queen without every guard attacking you on sight. Once the guards have
been distracted or killed click on the door they were guarding (M72, 5) to travel to [Denerim
- Arl of Denerim’s Estate - Interior] (M73, 1).

WRARATRE 2%, —E O, FIAZERI PR (Howe's men) 2l RI1, I
BAERZ . K —BEAEYUT (M73, 2) , Wi /NO I, IXEE N S A S AR
(B MR B 2 KRR A IR D) - —E\dL, B ZLE (queen) 115
] (M73, 3) o KITHREEGFRE, RGBT LN 7%,
If you’re still using a disguise you’ll have to be extra careful, because Howe’s men will be
well trained and there’s going to be a lot of them in the mansion. The largest group can be
found in the dining room (M73, 2) and if you play it safe they won’t even bother you
(otherwise you would have to spend a lot of time trying to defeat them). Keep heading north
until you find the chamber where the queen is being held (M73, 3). You’ll find that the door
is magically protected, so you’ll have to figure out a way to break the spell.




—HIFZR (M73, 4) , AZEFHAILARpE, FRyHp—EHA TR (servants) 1ELE
FUARAN (servants) “ILEERLFEI” , RHBLS G R EHM . fEEREE (M H—
Uiy, FEI—N/NHL R = WERARTEVEFT AT, W] DUR B . T — A X R = (M73,
5, BHIAEMNET, 1, ERRKTFHERXMH (documents of the Grey Wardens)

Start off by heading east (M73, 4). Avoid entering one of the northern rooms, because after
finding a guard who’s having a good time with one of the servants you would raise an alarm.
Instead try breaking into a small vault located at the other end of the main corridor
(southern wall). Thankfully even if you fail in opening a door now you’ll get the key to it
eventually. The next area is the bedroom (M73, 5) and you should open a chest here to
collect documents of the Grey Wardens.

TERN R

HNTF—AE0E)E, B3hEos—Bidahm, WRHI/RE (Riordan) (—ANKAKSFH
) o FHERMOEWE TR A, R ERIRARE RN 1o AR & X145
FENINIHE RSO (documents) ZZ254th. SR JE M2 MBRIEIITT (M73, 6) 2[4 A Hi
W —EN R EMAR LR —#Z2E (documents) 1 (M74, 1) . @NAEIRFN R (J5H
A2 BIR SRR D

Once you’ve entered the next room you’ll automatically trigger a cut-scene and you’ll meet
Riordan (one of the Grey Wardens). The good news is that he has left his cell, but the bad
news is that you can no longer use your disguise. Talk to Riordan and don’t forget to give him
the documents found in the previous room. Once he’s escaped use a nearby door (M73, 6) to
travel to [Denerim - Arl of Denerim’s Estate - Dungeon] (M74, 1). It would be a good idea to
save your progress before moving on (a lot of difficult fights ahead!).



MIFIEE A ZE (M74, 2) et —BESERI PEe (Howe’s guards) #4128, #ATF4A
Witi. A HESHE LM, SONWRERIRITE, ER AR RIS B A
ik P A TR S HF (archers) , $FH AR S HTo6 TRt

Howe’s guards will stop you once you’ve entered the first area of the dungeon (M74, 2) and
you won’t be able to prevent them from attacking your team. More fights will take place in
the dungeon and each time you should focus on keeping your teammates alive, because
enemy units will be using powerful weapons to stop you. Don’t forget to kill archers quickly,
especially since some of their special attacks will stun your allies.

FEHLZE BN B J7 e, B% ESF 2N A, BUGHET —H/IRE . BB, 5%
fATE S, ik S AR N . BT L& (soldiers) F15#iF C(archers) , A
EEGEEAR (mabari) FIEEF (Howe’s mages) (ESeT-Hifhf]) o &b Bk —
SeSPR (PEEE AT ZATBE M5t (Tortured noble) FIEEFHRERFIA (Missing in

action) ) .

During your time spent in the dungeon you’ll be moving counterclockwise and you’ll come
across a lot of smaller rooms along the way. | would strongly recommend exploring these
areas. Don’t forget to provoke enemies to chase after you and to attack them far away from
the rest of the guards. Aside from the soldiers and from the archers you’ll also have to



watch out for mabari and for Howe’s mages (they have to go down first). It’s also going to be
important to save a couple of civilians along the way (more on that can be found in the
sections describing Tortured noble and Missing in action quests).

EHNBERE (arl Howe) FTTEMIXIR (M74, 7) §i, 1037, KN FIHI boss
iR AR R . BEA DS, %D%dj‘lﬁ SRIGTHT . BUUEHE FEE ), KRIREH
BERNEENA N, AL LR RASIRE S R TR SRR IR K, M
SR R 25 A A L o

Before you proceed to the area where arl Howe can be found (M74, 7) make sure to save
your game again, because you’re about to start a very difficult boss fight. Once you’re inside
have a little conversation with him and then proceed with the attack. Once again, | would
recommend moving back to the main corridor, because you’ll have more room to move and
there’s a chance that some of Howe’s men won’t exit the room with him. Don’t forget to heal
your team members during the battle, because Howe’s attacks will result in serious
injuries.

%% (Howe) ZI: MﬁﬁE'JF'TZIKJ:%fU%H 2 (key) , ﬂ—fﬁT\“'JTE’JﬁSU\ (enemies) -
SR B BT 2R B 5E L AT 55 (REFFIEE R L The lost templar) , FVRE « H&E
/RE (Vaughan Kendells) (M74, 9) XJi&. {RA] CAFVR BRERL ), fhashR—i04H
& (key) , FTUUHTIFZ AT 2 A/ N R = 101 SRR fE 7T DUE B iUt ok
A Ath B A R 7R 2R 5 B



After you’ve defeated Howe check his body for a key and deal with the remaining enemies.
You should also consider visiting nearby cells to complete one of the subquests (The lost
templar) and to talk to Vaughan Kendells (M74, 9). Notice that you can ask Vaughan about a
potential reward and he’ll give you a key to the vault mentioned before. Once you have the
key you can free him, kill him or leave him in the cell.

B b 7 (] 3 [ P I — R Y I ME BRI — 8 (Denerim - Arl of Denerim’s Estate
- Interior) 1o AP AZELRBFEMBAER M S MIEE (M74, 100 , HEEAA/NENE,
HHA — KRB . BARM, FEIEMHERARRE, I B3 R W45 BA 53 (10 f FE 5 150 .
DRI, S0 SR (0] 0 N 22 ()33 (M74, 1)

You must now exit the dungeon to return to [Denerim - Arl of Denerim’s Estate - Interior]. |
wouldn’t recommend choosing the passageway located near the room where you’ve fought
Howe (M74, 10), because you would have been attacked by a very large group of enemy
units after arriving in a small room. Winning the battle would require you to issue correct
orders and to constantly monitor health bars of your team members. Instead backtrack your
steps to return to the passageway you’ve used to enter the dungeon (M74, 1).

FIESHZE (queen) [55IA] (M73, 3) o LT, IAEF LHEEATIT 1o FIBTVEHL
X, ER, BT R ME— I R R T (M73, 7)o HURETCA RIS, BN
ZJa VR BN 2RI AME S



Either way your next objective will be to return to the chamber where the queen is being
held (M73, 3). Approach the door and you’ll be allowed to open it. Talk to Anora and notice
that the only exit from the estate is located to the south-west. SAVE YOUR GAME before
heading to that location (M73, 7), because you’ll soon have to decide how this quest should
end.

it 25 R B ) e PR B i R R AR BB 2 LR (Sir Cauthrien) R, AEFTHEA .
XIS A H R o GRS — T U6 RS R S B )8 SRR B B R CRT DA R 3 iR
KW IR IR o XA LAPEREEIT (mages) MBS & F (archers) , FAMAIAS:
Bifi. SZEMIERLE (Howe’swarriors) FMHEH 2 BRHIE, Bohifbil. T2 8
BIEAE S, WAHRIBE A RBRPiE . %S R 25 B B AL, g 28T, it
B,

The most obvious way to get out of this situation is to fight Sir Cauthrien and to succeed in
defeating all enemy forces. | have to warn you that winning this battle is going to be
EXTREMELY difficult. As soon as the battle has started retreat and order your team to remain
in one of the previous rooms or corridors (you may choose the chamber where Anora was
being held). The idea is to escape from the mages and from the archers which shouldn’t be a
big problem, because they won’t pursue you. Instead wait for Howe’s warriors and for Sir
Cauthrien herself to show up and start attacking them. Naturally defeating Cauthrien won’t
be easy, because she’ll be very resistant to your attacks. Keep healing your allies or even
bringing them back to life using resurrection spells.




i B 1 2% 22 BLIB (Sir Cauthrien) JEASBEAF ok 0] B, 38 75 BT ) R 19 BTG B (enemy
units) , BFEH TN . FOVSEHFHASIE S, PO AT I W& RN
Grla), R REME—FVEIT (mage) , b BME, WITAR. Al EFRX—
g, REZEmidtRErERE ST WREFRZ . ZEE TR, Xt
GBS NG, SdKIT, ER[EARE—IRFAREER (Denerim - Arl Eamon’s
estate) ] (M71, 2) . ALFI[HEFHEL (Fort Drakon) |, BIRT4R4E3HT E LTS5 (A
FR2 .

Sadly eliminating Sir Cauthrien won’t resolve the problem, because in order to succeed
you’ll have to defeat all enemy units, including the ones stationed near the exit. You can’t
provoke archers to chase you, so you’ll have to organize an assault. Enter the room when
you’re ready and QUICKLY kill the only mage found in the room. Once he’s gone retreat for
the second time and heal injuries. You must now keep repeating these actions, but each time
you’ll want to kill only a handful of archers. Don’t forget to escape once things get too tough.
Once the room has been fully secured click on the door and return to [Denerim - Arl Eamon’s
estate] (M71, 2). You’ll be allowed to resume your current main quest (The landsmeet)
without having to pay a visit in [Fort Drakon].

FH—PMEFERENGLHEZER (SirCauthrien) XSG #E. TAWIE, #OEPI[HEEF
B2 (FortDrakon) ] (M79, 1) XH, HIBUE—MHMES—BHF! K5 Llik
$E 2 B AT B 2 S i AN Rd%

An alternative is to surrender during your initial conversation with Sir Cauthrien. This would
result in the main character being captured and transported to [Fort Drakon] (M79, 1) and
you would automatically start a new quest - Captured!. You would also be allowed to choose
between organizing an escape on your own or waiting for rescuers to show up.

ZHBE RIS Tortured noble
£%5kE: BER (Oswyn) [ENHHE —EAREBHEER —H#2E (Denerim - Arl of

Denerim’s Estate - Dungeon) ]

Received from: Oswyn [Denerim - Arl of Denerim’s Estate - Dungeon]



HERIRELRAES (BB TFE Saving the queen) [ FE <@ 3 BETR (Oswyn) . fil
ES R ZE R — N KB E (M74, 3) o HEREENZ, G ERHE (torturer)
FEESFEM. FTWOXANN boss J&, AR FRBEEHEX g N 17 REHR o 2 &
BHRAVEAE S K2y B4 T 3CRF . BT R J5 B R N B — T35 X — RS B i S
(Denerim - Market district - Gnawed noble tavern) HIZERE « FAMEIGE (Bann Sighard)
(M65, 13) Xfifi. ALXFREIFTERT IR E, FR TSR AESE, IRICRERT BAA
REWRM (/% 50 N& (50 gold coins) , HVRIIBEARTEREMIE. D

Description: You can meet Oswyn while trying to complete one of the main quests of the
game - Saving the queen. He can be found in one of the larger rooms of the dungeon located
directly beneath Howe’s estate (M74, 3). Be careful, because he’s going to be guarded by an
torturer. Once you’ve defeated the mini-boss approach the machine the enemies were using
to torture Oswyn with and talk to him. Oswyn will promise to show his support during the
landsmeet in return for giving him back his freedom. After you’ve left the dungeon go to
[Denerim - Market district - Ghawed noble tavern] and talk to Bann Sighard (M65, 13).
He’ll be very pleased with what you did and aside from getting his vote you can also ask him
for a reward (up to 50 gold coins depending on your persuasion skills).

gL R EERI A Missing in action

5K EH: BTSSR TS G BaEE RN B — T35 X (Denerim - Market
district) ]

Received from: automatically after accepting a mission from the Chanter’s board [Denerim
- Market district]



1EF AT 5B L E (Saving the queen) [t FEH AT DLSE OIXAMT S5 o IR EEAE 1B A 3
I — 78 N B B A — #1122 (Denerim - Arl of Denerim’s Estate - Dungeon) JH#£%
MR E . EHUVEREB— A EE (M74, 4) |, bR A T EREEX 77, Tl
FR=F T (prison guard) (/) boss) Ja M7 1k 13 222 5 EHRE (prison key) o

Description: You can complete this mision while trying to end one of the main quests -
Saving the queen. To be more precise, you must make your way to [Denerim - Arl of
Denerim’s Estate - Dungeon] and start exploring the underground complex. Check one of
the rooms located in the eastern section of the dungeon (M74, 4), marked as the lower
prison level. Start off by eliminating a prison guard (mini-boss) and once he’s gone check his
body for a prison key.

FEN—ANEEPE G, BN E w2/ RRE A5 (M74, 5) o FERATRIY
W, ANEERFERICAM . FfhEE, SROCT N —EE . RARERSMA AT, A
SR HESEE . £IE (M74, 6) B2 L5 —ANI (prisoner) , XA
s PE o ZEEE WIXAME S, 75 2 0] 2 48 A Fidd — 11 3% X (Denerim - Market district)]
BRI, 5FP 5K (Rosamunda) 76 ZE R B I -

You can now proceed to the next room where you’ll find a couple of cells. Locate the cell
where Rexel is being held (M74, 5). Naturally you shouldn’t kill him during the initial
conversation. Instead find out more about who he is. You can’t do much to help him,
however your journal is going to be updated. You can also meet the other prisoner while



you’re there (M74, 6), but it’s optional. In order to end this quest you must return to
[Denerim - Market district]. Go to the board and talk to Rosamunda to tell her about Rexel’s
fate.

REEREER T The lost templar
F4kE: XRBEFITE Arminric) [4E A 3R — 18 A 5 80 8 £ — H2E (Denerim - Arl

of Denerim’s Estate - Dungeon) ]

Received from: Irminric [Denerim - Arl of Denerim’s Estate - Dungeon]

LTMTEY RN TR

TEF AT S HB L E (Saving the queen) [ FE HF AT PLSE BUX MT % AdsABRZE (arl
Howe) J&, MMl A& EAR—4EH~R. RERERHIK—NNER (M74, 8) , #]
o R MZE R . ERBAITE Urminric) 2 ZRRIE—HFE (ring) A1
GHGRF R EHTIEGE (Alfstanna)  (M65, 14) . F[4E A ¥HHE — i X — MR Bk /5

(Denerim - Market district - Gnawed noble tavern) J#kEIFE# 7 « Fil /R ZEHrHGE (M65,
14) , EAERZ S M. MR IRERERY, SRR, HREESTT K ESCRR.
Description: You can complete this mision while trying to end one of the main quests -
Saving the queen. Start off by killing arl Howe and taking a key from his body. Once this is
done check the small room in the back (M74, 8) and open the cell where the templar is being
held. Irminric will ask you to deliver a ring to his sister Alfstanna. You may now travel to
[Denerim - Market district - Gnawed noble tavern]. Find Bannora Alfstanna (M65, 14) and
give her the ring. She’ll express her thanks, give you a reward and promise to show her
support during the landsmeet.

#fF! Captured!
E4kE: PTG EBahisENRE —EE E%®2 (Denerim - Fort Drakon) ]

Received from: automatically after ending up in the prison [Denerim - Fort Drakon]



FTERAE SR L G, WRARFEFE L AMFELBRE (Cauthriern) 1E&E, B G,
REAMMES =g . A — 3 BIINIE (prisoner) &, yERIRIXIHIER, B
MMM ENES BT . R LA UMb IR B O, A, SUMBIRESGREE, it
AR

Description: This mission will start immediately after completing Saving the queen quest
(M79, 1) and only if you chose not to fight with Cauthriern or lost the battle to her. Begin by
talking to a prisoner in the other cell. Choose your answers carefully, becuase they’ll affect
the rest of the quest. If you tell him that you’ll escape on your own you’ll remain here, but if
you tell him that you’ll wait for someone to rescue you things will get more interesting.

.t L AT .
WERARE R EIAT S, MAEA O IEREES (M79, 1 o GiFJLR & BLik
i, BB E R R R T R S ). W RARBI R, B A%EFT
(guard) B2 MR IR (BB fhia AR Atk i& o ARmT DAFT At i i 7, 8%
FATH VLR (persuasion) $ifE, LAIKA: “SRHERR” NIHE, Bsl BRI 4 n 5, %
A, LT AR NIE (prisoner) JiH K.



If you prefer to act alone then you’ll have to escape the cell (M79, 1) without anyone’s help.
There are a couple of ways for you to get rid of the prison and the most obvious one would be
to use your lockpicking skills to open the cell door. If you can’t do that talk to the guard once
he’s close enough to the gate (wait for him to approach the metal bars). You can now snap
his neck or perform a persuasion attempt to invite him to spend an intimate moment in the
cell. Either way you’ll have to get out and | would also recommend that you free the other
prisoner.

ool vl < BT 47T
WK, AHERE kI 2. FEERIME T (M79, 2) HLRFIREIARTE, Rge
HzhE L ARESIF—NFERIMT9, 3), 3T —A~5F T (guard) 1% K 5 B JE K. (mabari)
IERARH AR L, AR 2 R AL, X EASA HAL BRI
ko THENGE T —DIEIE L. 1C1FHE 77K .
Thankfully you won’t have to run around the fort half-naked, because you’ll find your things
in a nearby chest (M79, 2) and the main character will automatically wear them. You may
now proceed to the next room (M79, 3) where you’ll have to defeat a guard and two mabari.
This may be a difficult fight for you if you’re not playing as a warrior, but the good news is
that no one else will show up. Once you’ve won move on to the next corridor and don’t forget
to save your game frequently.




KE|—%KBEIE, WELHFE—NHEE, KRB —NNEWES . S HIERERET
(M79, 4) , BzhF Fh3E (disguise) . XANAHESE, B0, RetsmEfk
HEENAE i o

You’ll soon end up standing in a long corridor and you should check the first room found to
your right. Notice that you’re now standing inside a small armory. Click on a nearby armor
stand (M79, 4) and the main character will automatically put on a disguise. This is an
excellent opportunity for you, because otherwsie you would have to be dealing with A LOT of
enemy units on your own.

i o B T

Bl E@ER 70, FIHFEFRN], AN BRI AZE (M79, 5) o A, Wiy
XAAKE (superior officer) ibRTFA4 (EANEIRZZEKANL « SIFHPAE,
BT AR BRI (M79, 600 o XHEAPANFE (guards) , FBATNE, #35% 7
BRMEATTIR AR K

Proceed to the other end of the main corridor and choose the door on your left which is going
to be colonel’s office (M79, 5). Start the conversation and listen to what your superior
officer expects from you (thankfully you won’t be recognized by him as the prisoner). Leave
the office and proceed to the eastern room which is going to be the storage area (M79, 6).
Locate two guards here and talk to them to find out that the local quartermaster is mad at

them.




FEARI L B3R B ZE & W% (officers” armory) .« FEX BMZEFRE (M79, 7) %Hif.
AP ITERT AR FAMES T 0080 T RMER U IrHiRe, gafhik, B4
JUEZ GnRRDE A« ERSILUEE LK ER (M79, 5) , S EME
UG |88

Use your personal map to find the officers” armory. Here you’ll have to talk to the
quartermaster (M79, 7). There are a couple of ways to acquire the swords needed for the
next mission. You can rely on persuasion, intimidation, pay him for the swords or give him a
few bottles of poison if your character has any. Either way once you have the sword return to
the colonel (M79, 5) and you’ll take part in an inspection and in a debriefing.

ik
HELIFile

FELE I BRI X BEA A1 (soldiers) (M79, 8) #1157, 1R (1 FEFE Callies)
WEEMKE4, —EEdbais, ®EH O (M79, 9 . FIF[EA RS —HBREN
FEF (Denerim - Arl Eamon’s estate) ] (M71, 2) , k& T£4F5% (X KE (The
landsmeet) ) .

You may now proceed towards the door leading to the large northern room. Notice that the
door is being guarded by two soldiers (M79, 8), but thankfully during the conversation one
your allies will tell them the correct password. Keep heading north until you’ve reached the
exit (M79, 9). Return to [Denerim - Arl Eamon’s estate] (M71, 2) where you’ll be allowed to
resume the main quest (The landsmeet).



&5 REE Waiting for rescue:

R R AR, RS AR (prisoner) (M79, 1) Xfxfifrh, Bk fFibifE
AR ER 22 o AR ] LI FEPIAL BN S o i WO FR4EE (Wynne ) Fl— £ ik 1 (BE#%4E (Oghren) ,
FIRE /R (Alistair) B (Sten) ) . ffiISHIEE 2K FEAND (M79, 9 . K
AL RN T B, Ak, @S 5 — P EE G T I T

In this case during your conversation with the other prisoner (M79, 1) you would have to
choose who should arrive in the fort. You can pick two members of your team. | would
recommend choosing Wynne and one of the warriors (Oghren, Alistair or Sten). Your team
will appear near the main entrance to the fort (M79, 9). Naturally you could attack enemy
units right away, however | would recommend playing it safe for a few more minutes.

) pe Tk, FRBVEE R EARTT (M79, 100 , #M/NFE (guards) F24E 2.
%98 (Wynne) LaT, SR 2 RIELIH . 5K (captain) HBL, & FMRR
e WRRI RS IER, ST AEACK)T .

Start off by heading south until you’re stopped by guards standing next to a door leading to
the southern room (M79, 10). Wynne can now convince them that she brought gifts. You



would have to wait for the captain to show up and to tell him about your peaceful intentions.
If you’ve played it all out correctly you’ll gain access to the large hall.

A BTl el s LT O

—HIAE, Ik (female guard) (M79, 11) FESFHIAIT. WA AI
PR R, TSR Uik (persuasion) $AE, RN IZE R L E KT HEK
TAE. aRARARE YA, TR GEAISE AT Cguards) JFHT, k= mT BLFS 200 F B
(UESZEE ®

Keep moving south until the members of your team notice that the next door is being
guarded by a single female guard (M79, 11). If you want to resolve this problem peacefully
you can convince her (persuasion) that she should ask for a more important job than to guard
a door. If you can’t convince her you’ll have to attack her along with the rest of the guards
and | would recommend using nearby ballistae.

- wet
SR IGNT AR TAD R R

R[5 % 2 15t AR 22 2 (female guard) BT, £ F — N5 1E (M79, 8) , 1398 24 5F . (guards)
P, RIXABETT 7. B (warrior) B EFE NI, 4Eg8 (Wynne) 7E )5 Hf#
WITER . WARKBNG, Ferph, BiEvEIEl—ApEE (M79, 12) .

Sadly even if you convince the female guard to go away without starting a fight you’re still
going to be stopped by the guards in the next room (M79, 8). This time attacking them will
be your only option. Don’t forget to heal your warrior using Wynne’s spells, because the



warrior have to defeat them alone. Once the area is clear head south, turn west and then
start moving towards a room located in the north-west (M79, 12).

ey it

SRS PR R e

B ERE KRR . F—HRAN (—FLE (guard) fI RS EER (mabari) )
FE—NRBEE (M79, 3) HL, BN (AR 2245 (M79, 13) &Y. 1843
XAk, EZRZERHARL (cell key) « HEIITIFAER, B FEM (M79, 1)
M FHb—AI Cprisoner) . IMEEFIRRIGH S (M79, 9 o EYI—H-F%, A
BFNBIRCN . FEH T (M79, 100 BiE, A — KEEEIEARE T8 KA 5] 2[4 A Fi
B — 1A% ER (Denerim - Arl Eamon’s estate) ] (M71, 2) , 4k&: F44F%% (4
F k4 (The landsmeet) ) .

You’ll have to eliminate two other groups of enemy units along the way. The first group
(guard and two mabari) will be waiting for you in the large room (M79, 3) and the second
group (two guards) will be guarding the cells (M79, 13). Make sure to check bodies of both
guards to collect a cell key. Use this key to rescue the main character (M79, 1) and the other
prisoner. You’ll now have to return to the area where you’ve started exploring the fort (M79,
9) and you won’t encounter any new enemies at first, however a large group will surprise
once you’re close to the exit (M79, 10). Defeat them and return to [Denerim - Arl Eamon’s
estate] (M71, 2) where you’ll be allowed to resume the main quest (The landsmeet).

ARX FEEEL Unrest in the alienage
4K H: HEBIESE (ArlEamon) [N ER —HEIRZE LR (Denerim - Arl Eamon’s

estate) ]

Received from: Arl Eamon [Denerim - Arl Eamon’s estate]



HERE TEAMES G, BIFRER, @ T X 0 8 8 sk ok 21 148 A 5 — g R Sh
[X (Denerim - Elven alienage)](M66, 1) . 1A J5 — EL A Hij o F17 18 2 1) B 2 Ccivilians)
i, EEAHE— RN —&F BB KT (Denerim - Elven alienage - Cyrion’s
house) 1# ZFI T (Soris) X1 . fEAMX HIHH L X, B BIH AESE . A Z 4R (Shianni)
P&, TR DL, ARHE RS R R ER . KINZ IR N IR R A wr R Hs, 18
5T TENZFRBE

Description: After this has quest has officially appeared in your journal leave the estate and
travel to [Denerim - Elven alienage] (M66, 1) using the passageway found in the market
district or by choosing the correct location from Denerim map. Head forward after your
arrival. Don’t forget to talk to civilians you meet along the way, including Soris found in
[Denerim - Elven alienage - Cyrion’s house]. The most important thing for you to do here is
to proceed to the central area of the alienge where you’ll witness a dispute taking place.
Talk to Shianni the first chance you get to find out more about the plague and about the
disappearances of other elves. You’ll find out that weird things are happing inside the
hospice and that there’s a way of entering it using the back door.

F— AT B R EFR TR B IET LN 5P, S EE N 7 R M R AR
hi#2 (healer Veras) FIFHEIEFLIMEMRAILE (Loghain’smen) (M66, 9) . H—"

BB ZFEET], FsFR (guards) 22— (M66, 12) Xfifi. fRA] LM (A
ANASZIED MG X UFh 7 AT AR 2R R (key) o



Naturally your first step will be to visit the hospice and there a few ways of gaining access to
it. The most obvious solution would be to attack healer Veras and other of Loghain’s men
stationed in the surrounding area (M66, 9) and it would be easy to provoke them during the
initial conversation. The less obvious solution is to proceed to the back of the building to talk

to one of the guards (M66, 12). You could attack him (no one else will join the fight) or bribe
him to leave his post. Either way you’ll have to collect a key to the hospice.
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HEN[ENERE — R RIX — 0% 3B (Denerim - Elven alienage - Tevinter
hospice) 1 (M68, 5) , JeTi— /NiEsF T (guards) o 722 FRB5E T 10—/ B ]
(M68, 6) . fEMRH MR — L AT AF RIWE (elvenslaves) - FERITHMZ)E,
MG TTETT 2537, IXFERASHAIL, BNHSEAERE L& (Loghain’s men) 1R
(BFEHAMEIF (mage) 7 boss) . [l LA ZYE (Shianni) (M66, 4) , FHiFuK
FE IR B ORI R O, e 158 BT % 1R ¥ U AN EE R RS R s
You may now enter [Denerim - Elven alienage - Tevinter hospice] (M68, 5) where you’ll
have to get rid of a small group of guards. You must now explore a small room found in one of
the corners of the hospice (M68, 6). Rescue some of the elven slaves being held here and
once they’re free head back outside. Don’t forget to use the back door again, so you won’t
be seen, because otherwise you would have to deal with Loghain’s men (including two mage
mini-bosses). Return to Shianni (M66, 4), tell her about what you’ve discovered in the
hospice and she’ll respond by saying that the leader of their tribe wasn’t among the rescued
elves.




B IEGEETH . X IRAE A MHE I — 2%/, REBEE [E A RS — R RN — B 5

/2 (Denerim - Elven alienage - Rundown apartments) J#JI] (M66, 10) . #AFEF/E
(M68, 1), —HEIHf5— A, XEEEMK LR (Loghain’s men) 57% (M68,

3) o THAhAT, £ —/NEF EER—HEFE (note) . EHHAE B LA ZYE (Shianni)
(M66, 4) ey, WA LAATE 2 kAT 55

Return to the back of the hospice, however this time check a nearby alley and eventually
you’ll locate a door leading to [Denerim - Elven alienage - Rundown apartments] (M66, 10).
Once you’re inside the building (M68, 1) proceed directly to the last room which is going to
be guarded by Loghain’s men (M68, 3). Defeat them and pick up a note found on a small
table. You can now return with the note to Shianni (M66, 4) to share the news or you can
continue your journey without leaving the building.
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MG —, BB —HHRE (key) o FBIAI—H1T (M68, 4) , HEHRLITIH.
kG (M66, 11) HBNJTEAMSETR (guards) KRG, A IMELESE DA ERZIRA
R — 11, REERBATFT. TR S EF (archers) , "JLVERRIRM. 7E5T
THEAEENE W — 8 RINX — 55 LR E (Denerim - Elven alienage - Tevinter
warehouse) JHIIT] (M66, 13) i, CfF R, T REEFEMFIL RS .

Focus on finding the next door (M68, 4) which you’ll be allowed to open using a key found
along with the note. Once you’re back outside (M66, 11) you’ll automatically start a
conversation with one of the guards. Sadly you won’t be allowed to convince him that you’re
one of the bad guys, so as a result you will have to attack him as well as his colleagues.
Winning here shouldn’t be a problem as long as you pay attention to enemy archers. Make
sure to save your game before opening a door leading to [Denerim - Elven alienage -
Tevinter warehouse] (M66, 13), because you’ll have to make an important decision on how
this quest should end.



HEN[EN S — K RIX — LR E (Denerim - Elven alienage - Tevinter
warehouse) ] (M68, 7) J&, HIIJFUHAEZER. (Devera) . #EIEH{REE (bodyguards)
FIRE . A A S mES RREs, A, T eeil, RIFAEERAR.
RARE G ACGITEmE, ARA] LAk ik 4R hr R B AR (Caladrius) (M68, 8) . 4l
PARE M B TERE, 3 FETR CGintimidation) $5RENR A M ol BRI T Ak . BN (b
HE T BEETT, AR ET DAL SR i AR, HA A 3 Sh Bk R ME B X

B B J UM R BONANIRE B 5 1), Bl 2 4 E sl A%k B i Ja — > i A

Once you’re inside [Denerim - Elven alienage - Tevinter warehouse] (M68, 7) you’ll
automatically trigger a new conversation with Devera and her bodyguards. You should know
that even if you Kill her you won’t lose a chance of choosing the ending, however | would
recommend playing it safe, so you won’t put your team at risk. If you plan on choosing an
ending suitable for an evil character you should ask her to take you to Caladrius (M68, 8). If
you plan on choosing an ending suitable for a good-hearted character you should scare her
away using intimidation or attack her right now. Even if she’s dead or not here anymore
you’ll still be allowed to go to Caladrius and he won’t automatically attack you. The only
difference is that you would have to travel through several rooms filled with enemy units
and traps instead of being automatically transported to the last chamber.

V6 & & hi il B AR BT Bribing Caladrius:




RARMMEE AN RE. Bl —1E0E (M8, 8) , mLA# Hafkikit 2 (WRARiL
fEShL (Devera) MHEIRIFICER) B ARG E RN G ENZFEA . FRAE
BARHr (Caladrius) HIXFE T, E R AR ST fig el . /R AT LA 454 100 4 (100
gold coins) , BRE(FH VLR RELEARCE F B XIS R, Rhs B 2 5 1)
SRBTHEN IR, MRS 2IAERA KK (documents)

This is an ending for an evil character. Start off by travelling to the last chamber (M68, 8)
and this can be done automatically (if you convince Devera of your good intentions) or after
dealing with all hostile units met inside the warehouse. During the conversation with
Caladrius you must express the feeling that you want to achieve some kind of a compromise.
You can now bribe Caladrius by paying him 100 gold coins or convince him to change his
mind by using persuasion. In both cases he would leave Denerim with his slaves and you
would receive documents needed to implicate Loghain.

TR HifE B4R HT Defeating Caladrius:
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RREREREMMNG R, EIERE—AFEE (M8, 8) i, RFAEINERHERN
(Devera) (M68, 7) , 750kt <>l il BRI At . M =F TR S8 4 ) LMR
2 (bodyguards) , A HXHRAEEAL (Caladrius) AN . KA BEARETEAR
B 5T NG €| Pl
This is an ending for a good character. Before you reach the last chamber (M68 ,8) you
should consider getting rid of Devera (M68, 7), because otherwise she would take part in the
battle. After you’ve started the fight focus on defeating at least some of the bodyguards
before attacking Caladrius himself. | wouldn’t recommend retreating to any of the previous
rooms, because Caladrius would still be able to use his spells to injure you or your
teammates.



BN, O R SRR 22 EA G, RS i . IR e iR T R
(slaves) A fm DAHRICI ) (CI% E M G bl ), R4t fE 92 Wi R
TEARPEWR, AR DUBGE R4 AR, B Adsifih. SR JE ERIFNEHRA L1 3L
o WERAR P E LR DGRA TGS, R EMASEEBERE (valendrian) Xfif.

Start attacking the boss after you’ve dealt with most of his warriors and at least some of his
archers. You won’t have to kill all the bad guys, because this battle will come to an end once
Caladrius is heavily injured. You can now choose between sacrificing all the lives of the
remaining slaves in exchange for receiving a bonus to your attributes (last chance for an evil
character) and dismissing his final offer. If you refuse to kill the slaves you can decide to let
Caladrius go or you can finish him off. Either way you’ll get your hands on documents
implicating Loghain. If you’ve decided to keep the slaves alive you’ll also be allowed to talk
to Valendrian.

HREHIE Something wicked
fE%KRE: BLRFE (Sirotto) [MENHH—KRSMX (Denerim - Elven alienage) ]

Received from: Sir Otto [Denerim - Elven alienage]




TEREF IR AL E 2 B L BFE (Sir Otto)  (M66, 5) o &M AN I B i) 2 5 (-
B E R TRS I SRR RS T, KB —IMEHRERZS (insane
beggar) (M66, 6) . AIHhBAFT, iy T ML BN A% .

Description: Explore the area to the north-east of the main courtyard to encouner Sir Otto
(M66, 5). You can agree to help the blind templar by locating a nearby source of evil. Start
off by exploring the area to the west of Valendrian’s house to find an insane beggar (M66, 6).
Talk to her and ask her about her grandmother and about the bad people.
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N ANEERH T R A R TIRE . AR B0 TR (M66, 7) .
2 7S Rl R B BFE (Sir Otto)  (M66, 5) , HiFfiRIRBIILLER. BERL
FI[EANEHB—FFRIX —KFHIJLEBE (Denerim - Elven alienage - Abandoned
orphanage) TKIT (M66, 8) . HEAMULBLE (67, 1) , FRAFIERR. +2 Tk an S5,
—&, XAMMES T RE S R

The next lead can be found to the south-east of Cyrian’s house. Find a rotting corpse of a dog
(M66, 7). Once you’ve examined the body return to Sir Otto (M66, 5) and share the
information about all the clues you’ve discovered. You may now follow the templar to a door
leading to [Denerim - Elven alienage - Abandoned orphanage] (M66, 8). Save your game
after arriving in the orphanage (M67, 1), because there’s a high probability of failing this
mission if something goes wrong in the next few minutes.




XAME S e K ) B2 BFE (Otto) AN . URIGvESE i, Mg, AR b
Fo XATAKEF, KOBFEIEAR, IR/, Areibflistd. mREIEIE T, XME
FRICETER T, Fbh, AREARI MR AL BTt . FEIRORTE Bl 1326 482 5% P A A R
IDIRE, EBGEHEANBEET, 2115, A CRASITIFIN. AR, HE,
AT LAMRAEAR I . XA R 22 N5 KPS boss HMRER . 1R RTAT2E, ASH B fRiE
FIME—HaR (ghost) .

The biggesr problem during the course of this mission will involve Otto himself. You won’t be
allowed to control him and Otto will want to join you in each fight. It’s not a good thing,
because he won’t be too strong and therefore you’ll risk a chance of losing him. If Otto dies
you won’t be allowed to finish the quest, so you’ll have to figure out a way to deal with him.
The best solution in my opinion is to turn off the feature which orders your team members to
follow you and to close doors before Otto moves to the next room, because he won’t be able
to open any of the doors himself. | know it’s not polite, but doing this will save him from the
trouble and he’ll only have to take part in two boss battles. Start off by moving forward and
ignore the first ghost you encounter.

EHEE (M67, 2) BB —HXE BN ———HRIERZE R (rabid attack dogs) -
XL R oA BT TP P 1Al R, DRI S £ o VR, IR ARG U A7 2 L
BOK. BEMZ AT T —AAE (M67, 3) , Fl—AN/) boss fEik (—ANMZITEER
Z AR R (ghost of a tormented woman) ) . HeERIE Y K uy R 1K) 758 RARLER G
ikt Carriors) £l

The first group of enemy units will attack you when you’ll get to a new corridor (M67, 2) and
you’ll be dealing with a group of rabid attack dogs. The animals will be hiding in two of the
nearby rooms, so you’ll have to be ready for them. Bear in mind that their attacks will inflict
more damage than what you usually get. Once you’ve dealt with the dogs proceed to the
next room (M67, 3) and attack a mini-boss (ghost of a tormented woman). The easiest way
to make the ghost less deadly is to quickly surround it with your warriors.



TN EEEA TR R (ghosts) Al—AN3E KK/ boss HA R o FE 15 7E B IE
BT, XAEREIR 2 R I RS o R R 51517 boss (M67, 4) k. XK
BB S KImsE R G, it IR BAMILSS ) o FEH AP H I
A, X boss %& (demon) K#2Hlili.

The next room is going to be occupied by several weak ghosts and by a powerful one
(mini-boss). | would recommend standing near the passageway, so you won’t be fighting
more than two ghosts at a time. Once you’ve dealt with the spirits get ready for a proper
boss battle (M67, 4) and this time Sir Otto will have to join the fight (he’ll appear next to
your team members as soon as the cut-scene has ended). Start attacking the main demon
before other creatures appear near your position.
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THi%EE (demon) J&, LEXT/INEIBARLEE (lesser shades) o f KHIIAIRE, EA14L
BARZ . EEHKBLREIE (Sir otto) HURIEY, HNMSRRKMK . Ry
o, SR —BoE, SRERAE (M67, 5) Rk, AZSI0H BARHIE S —1% boss Hk
J 1)

After you’ve taken care of the demon you’ll have to start attacking lesser shades and the
biggest problem will be the fact that you’ll be dealing with a lot of them. Focus on attacking
the creatures located close to Sir Otto, because otherwise he would start losing health very



quickly. Once you’ve disposed of all the monsters listen to a new conversation and head
north (M67, 5). Don’t forget to lock Otto in a large room where the first boss battle took
place.

B bR (ghosts) %Dﬁﬁ%ﬁ (shades) #E%, FIT CART 2 B2 AN R PR . B R BA R
A AT e, RAPTA A, ANEROE—AMEY) . RS A P I e 28 3 L1
%#& (abominations) (M67, 6) , SREEATHINAR, HEE/EH, PREFERIE. BE
AR S g K Bt, X0 5 I boss Hi/R H %,

You’ll be dealing with new ghosts and shades along the way, so you shouldn’t be in a lot of
hurry. Monitor health bars of your team members and make sure to explore all the rooms, so
you won’t leave any monsters behind. You’ll come across several abominations (M67, 6)
near the last room and don’t forget to move back after each kill to avoid the explosion. |
would also recommend that you increase your resistance to fire by using proper spells or
items, because it will be an important issue during the upcoming final boss battle.

IR B s — AN Al (M67, 7) , Fil—AN boss URNEVERMD) 1EAK. X H2&—A
Frih, B#LBFE (Sirotto) RIREIHRE, MARES M —AENnsaE K EE (demon) .
BT — 58 B — 26T VEIT (mage) , BRI9EESF A B A 12 iR B, Wi



A ARSI KDL, B EE, 5 —%/NEY) (Smaller creatures) 4>
IR A T, AT AR A ST B boss. AAEFTE KRMIE, (F& e, &
FFALBE 2 10, BE—NEMES (B&) .

Make your way to the last room of the orphanage (M67, 7) where you’ll start off by taking
part in a battle with a mini-boss. This is merely an introduction, because Sir Otto will soon
be murdered and you’ll have to defeat a more powerful demon. Make sure to have a mage in
your team with capabilities of healing other team members, because they’ll be losing health
very fast, especially if you won’t make them more resistant to fire. Smaller creatures will
appear inside the room in a short while, but | would recommend defeating the main boss first.
This quest will officially end after you’ve killed all the monsters. Don’t forget to start a new
guest (Voices) before leaving the orphanage.

& Voices

ESRE: KB I 5 BB EA SRS R — SR ERILEE (Denerim -

Elven alienage - Abandoned orphanage) ]

Received from: automatically after finding the amulet [Denerim - Elven alienage -
Abandoned orphanage]

TEALSAE RIS (Something wicked) 452, ARATH YT LB IX N ANE . 18
FHWE N R, fTH—MET (M67, 8) , &R — NP HERF (amulet) . T
0] 3] [ Py 3 28 — K& R #FX. (Denerim - Elven alienage) . XM GFFR8AIA B4
SHERIREH R E K25 (insane beggar) (M66, 6) .

Description: You’ll be allowed to start this mission after dealing with all the monsters in the
orphanage at the end of Something wicked quest. Remain in the same room where you’ve
defeated the demon and open one of the chests (M67, 8) to pick up an amulet. Once this
item is in your possession you may return to [Denerim - Elven alienage]. Give the amulet to
an insane beggar you’ve talked to before (M66, 6).



HEFIRIIER Fazzil's request

EEREB: WM S RRIERUES G BABOE S A RS — 13X (Denerim - Market
district) ]

Received from: automatically after accepting a mission from the Chanter’s board [Denerim
- Market district]

AJ DL [ A Fi i — ¥5 R S X (Denerim - Elven alienage) 1J5 A4 GE T UG IX MESS . FI) [
WETI — s RAMNX — B 552 (Denerim - Elven alienage - Rundown apartments) ],
e e —AN A BB —AME T (MBS, 2) . FTITH T, EF— 1A BKTH
AN (sextant of a free sailor) , HELAEAGEE—THX (Denerim - Market
district) JHIZFIHHIE (Rosamunda) -

Description: You won’t be allowed to start this quest until you’ve gained access to [Denerim
- Elven alienage]. Travel to [Denerim - Elven alienage - Rundown apartments] and explore
one of the rooms in the center of the building to find a chest (M68, 2). Open the chest, pick
up a sextant of a free sailor and return with this item to Rosamunda in [Denerim - Market
district].

JEFE®E Crime wave

55k HAlM « FE/REE (Slim Couldry) [HENEM— 17X (Denerim - Market
district) ]

Received from: Slim Couldry [Denerim - Market district]




EHZX (M64, 19) HEIETFIGE (slim) , VR, FMAERGMOHREIEH RN
3, ARENBNMM. FEMEE/RAE B g, AT AR RS RIS, MRWT LR BE AE
SRR 2RV o R A R AE 25 7T LA 23 Juffin 53 38 73 FARE AR B 53

Description: Slim can be found in the market district (M64, 19), however you can meet him
only if your main character has spent at least one point into learning pickpocketing and using
camouflage. During your initial conversation with Couldry you’ll find out that you’ll have to
pay him for telling you about new job opportunities and you’ll be allowed to keep everything
you found to yourself. Slim’s tasks can be divided to pickpocketing missions and breaking &
entering jobs. You’ll be allowed to choose the category you’re interested in at the start of
each conversation.

FE—MINANE LGP Missions - stealing items from different people:

YAF: 50 MR (50 silver coins) o F|TIZX I, B —HiFFL (ady’s maid)
(M64, 14) . EXXMeIRE S, HMEMm eI SRRzl BARE Mt ARG, 7]
PR 3I&F (gold) F1—/N& (sacculus) X EFERIERT . RAT DAHEER T 245 7 .
Payment: 50 silver coins. Proceed to the central area of the market district and locate
lady’s maid (M64, 14). You won’t have to put too much effort here, because even a
character with a low pickpocketing skill can succeed. Confirm that you want to steal maid’s
items. You’ll acquire gold and a sacculus filled with different kinds of gems. You may then
sell the jewels to one of the traders.

Tl 0160 1 Lok T




At 1A% (Lgold coin) o WrEFIGRREAE S5 407 5, BIMEAFRS —TX —
IEETHIE A5 )E (Denerim - Market district - Wonders of Thedas) 1. 355 5 1H 2,
FEAR BRI 55 B AR 220 « B3R (M65, 14) . fhEbiEst, A IR R AT fg
i ol B RE IS A A Db e . IR 13 3] — {83 M8] (ornamental sword) .

Payment: 1 gold coin. After Slim has explained the details of this assignment travel to
[Denerim - Market district - Wonders of Thedas]. Proceed to the back of the store. The
person you’ll need to steal from is Landy Nancine (M65, 14) and she’ll be more wtachful, so
you’ll have to spend a maximum number of points to improve your pickpocketing skills or use
camouflage. If you succeed you’ll acquire an ornamental sword.

AT & H
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YAF: 34N&M (3 gold coins) o XIRE LM KITFE/RYE (Master Tilver) , f7EFT
—Z/NEE (M64, 20) . WRRPIH eSS S, FF T (guards) BHFE, HHM
3, PREFGEFRYE, ML (key) o WMRFHILEAR, WFFELM 4512
X1, SRR R R YEFI I A, BB R “ — 2/ NE TR (problem with the lady) ” .
PR R YE T, X, A A 1 2 TR BB R

Payment: 3 gold coins. This time you’ll want to steal from Master Tilver and he can be found
in a nearby alley (M64, 20). If you’re skilled enough you can wait for the guards to leave,
activate camouflage, quickly approach Tilver and steal a key. Otherwise you would have to
initiate a conversation with one of the guards. You may introduce yourself as one of Tilver’s
friends or mention a “problem with the lady”. When you get close to him steal the key during
the conversation by choosing one of the options from the list.
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FRFERERHARZL (Tiverskey) f&, BllipX g, B EBIHE T (M64, 21) ,
BIHIA£F (gold) « ZK=E (jewels) E¥i .

Either way you’ll have to get your hands on Tilver’s key. Once this item is in your possession
travel to the central area of the market district and find two locked chests (M64, 21) which
you may have already noticed before. Both chests will contain gold, valuable jewels and
other interesting items.

"*qﬁﬁﬂ‘é&'/ !

At 6 N&m (6 gold coins) o FEAMIXMME S AT LA R B ISR B X (Loghain’s
seneschal) iz IEmd (crown) . F|[{ENIHE—TH X —ER A8 KME (Denerim -
Market district - Gnawed noble tavern) ] (M65, 7) o S4/REHEN—A RIS (RI{E 2
RS SHERKF T (eneschal’s guards) 41, RATLISZEIS AT, HAIL
R ITEARZER, SREEREEE. ME—REIsM2 AT Gntimidation) 4%/,
ARe s BINE. BT8R, S ER G, R, dn] PUSURE .

Payment: 6 gold coins. Completing this last assignment will allow you to get your hands on a
crown being transported by Loghain’s seneschal. Start off by travelling to [Denerim -
Market district - Gnawed noble tavern] (M65, 7). You’re going to be stopped by seneschal’s
guards when you’ll try to enter one of the side rooms (even if you’re using camouflage). You
can attack them right away, because other methods would fail and you could even end up in
a worse spot. The only exception is the intimidation which would result in them leaving. As
for the seneschal himself, you can kill him or once he’s given you the crown you can let him

go.

E5——ARENER LA A Missions - breaking into different areas:



T EHE TR FRen (f 55

A 1 A& (1goldcoin) o ZEIEANRIE/NAEENTRE —THHX —ERAAEKE
(Denerim - Market district - Gnawed noble tavern) Jf /A (M65, 15) . X/MES
PRe] LAER RG] (Slim) ZEAS/NE R 76 FAd 15 5 BE [N TBAN 55 18], {2 AT E B4 5
(134T (gold) MI—FikhiA (diamond) ) , XEEMIEXHE T SRR, HER
AT BN Z5 Bl SCAS () 4 TR 25 4R

Payment: 1 gold coin. The objective of this mission will be to break into Lady Sophie’s
apartment found in [Denerim - Market district - Gnawed noble tavern] (M65, 15). You can
outsmart Slim in this case, because if you get in there and steal all the items (including gold
and a diamond) before talking to him he’ll say that he is sorry and he’ll return the coin he
took to inform you about this mission.

XAt 4 A& (4 gold coins) . FRVEAIEELE S [MENRE —THmX —THimeE
O1. #HNJE H s FZE K L (Howe’s men) Ji% . BN\ HE A/ boss (mini-bosses) ,
WA, SREERAMEAT. k2 E, TIFMEE AR (M65, 16) 133 6 A
#REE (six silver bars)

Payment: 4 gold coins. Start off by travelling to [Denerim - Market district - Market

warehouse] which can be found next to the tavern and the magical shop. Once you’re inside
you’ll automatically start a new fight with Howe’s men. Watch out mostly for two



mini-bosses. | would recommend attacking them after weaker opponents have been
eliminated. Make sure to open nearby crates after the battle (M65, 16) to collect six silver
bars.

¥ AF: 10 A4 (10 gold coins) Eﬂﬁ@iﬁfﬂ[ﬁwfﬂﬁﬂ TR « HR  FEEW
B (Denerim - Western Hill Bann’s estate) |, f#fiA/5 (M75, 1) —HIFE (KL%
g —ANEWE, AR E , RERKRN. KRG ARG, KX
ANFEBE (M75, 2)

Payment: 10 gold coins. This is the last assignment from this group and in order to start your
mission you’ll have to open up the map and travel to [Denerim - Western Hill Bann’s estate].
Once you’ve arrived (M75, 1) head south (don’t forget to explore an armory found along the
way) and then turn west. When you get to the last room you’ll find out that it’s a trap (M75,
2).

f)ﬁ'ﬁ%%lﬁliuwﬁﬁ (M75, 1), Aid, XA[A ﬁ@%——ﬁ%i bEEPIRES PN (enemy
units) o SEFZVEVUIRTHH A S5 F (archers) —— A1 X5 1R 5. I8 E 2
O¥ENT (mages)  (SEFEMEMITES]) . fEHh B — /\%nn}é‘%%ﬁ/\imﬁo [m]
FI[E A/ — 13X (Denerim - Market district) JHIETRIZ (Slim) (M64, 19) *iF,
ARG, MRAER, I HARZ A AT S e g R, HRnamahs.

You’ll now have to return to the place where you’ve started exploring the mansion (M75, 1),
but sadly it won’t be as easy as it sounds. You’ll encounter several large groups of enemy



units along the way. | would strongly recommend eliminating hostile archers sooner than
usual, because their attacks are going to be more powerful this time. You’ll also have to
watch out for several mages (you’ll encounter them near the armory) and for the traps. Click
on an interactive object on the floor to leave this area. Travel back to [Denerim - Market
district] and talk to Slim there (M64, 19). He’ll apologize for putting you in danger, give you
the coins back and he’ll promise to look into the matter.



i FEVHERM Brecilian forest
5245 Touched by the curse

1E4k 8 : FIETRLET (Athras) [ 5 FIE R — AR 5K R 'E e (Brecilian forest - Dalish
camp) ]

Received from: Athras [Brecilian forest - Dalish camp]

e ‘W R |
WIKAIBTEr R (Athras)  (M41, 2) XGRS, KRB ST R AR E L. B
M ZEFAR P RER I L, 2B 7 — MR, B IFAH e 227 2R R4 T H 4. 1R
ALV LA At e W R AR — NN, P DARR RS, R R B T i
A G SR RS, B[R R PG R — BB (Brecilian forest - Eastern part) J.
R Z R, AT LA B by 2 AR, AR SR — NP S A AR T DRI B R
(zathrian) (M41, 1) #yi, ERAURMEVFIRSENE, VRRETCVE AR T 800 3 o

Description: During your initial conversation with Athras (M41, 2) you’ll find out why he’s so
eager to go to the forest. Athras will explain that his wife has probably been touched by the
curse and turned into a werewolf, but he doesn’t know exactly what happened to her. You
can agree to help him. If you’re playing as an evil character talk to him again and lie that
you’ve found her body. Otherwise you’ll have to travel to [Brecilian forest - Eastern part].
Notice that before you set off you can ask Athras about a potential reward and he’ll promise
to give you an amulet in exchange for information. You can also ask Zathrian (M41, 1),
however if he tells you the truth you won’t be able to say anything to Athras.




A3 B % 5k 31 [ A7 5 P ERRAK — Z2¥F (Brecilian forest - Eastern part) ], F#)5i8%)/+
gehr (Danyla) (M43, 2) . WifiSc a8 | — MR, (HR AL BEAR. /R
A ARt R AT T R0 1 o 2 JE VR DABGE I, B SRk i SZ AR — 4B (scarf) o 7%
PEPHJERL AL AR ME— I $E, AL, ARG F BT AR 8] 2 4R BT Brhi B (Athras)
(M41, 2> , fEURSfh, ZEIRBIF SR (amulet) .
Choose the northern passageway leading to [Brecilian forest - Eastern part], so it won’t take
long you until you come across Danyla (M43, 2). As expected she became a werewolf in the
meantime, however she won’t attack you on sight. Instead you’ll be allowed to have a short
conversation with her. You can attack her right away or you can allow her to give you a scarf.
Killing Danyla will be your only option here, but thankfully she won’t pose a big threat. You
can now return to Athras (M41, 2) to give him the scarf and to collect the amulet he
promised as a reward.

WITH3E4S Cammen's lament

£4KH: KT (Cammen) [ 5 FUIEHRM — &R 445 R 'EH (Brecilian forest - Dalish
camp) ]

Received from: Cammen [Brecilian forest - Dalish camp]

CAEEVE & e ;
K17 (Cammen) (M41, 3) #iftZ LT HP (Gheyna) (M41, 4) , {HihEfhY—
NT o AR IR EANE, XAMESA IR R WRIR RS A, w
DL L 35 At 2 035 G0k R, BRI T R X8 b, A5 UR MR T TR I, B AR R AR
RAERR. KRG, B BIBENGRshmE, F5458.

Description: Cammen (M41, 3) will tell you that he’s in love with Gheyna (M41, 4), but she
still treats him like a child. This quest can have several endings depending on how much you
want to help him. If you’re playings an evil hero you can promise him to talk to Gheyna and
then during the conversation with the girl to tell her that he hates her or that he only wants
to sleep with her. This would result in a funny scene and you would end the quest.



I i Ka I

N RARIE B — AN R EE Ry, R AT A LS AT e el jE . A48 (Gheyna) X, f3H
Al C(persuasion) #fE, 5VFMIRIT (Cammen) 2 HARLELR . ELinz I i fif v
HREBEMN BB —KIREZ (wolf'sskin) , fhZEEA T, FI[4iE HERK— 7
#B (Brecilian forest - Western part) ] (M41, 7) , Z/b5H— BRI (Plague wolf) ,
EFIRE . ST, AR RIH (book) 1ENRMM.

If you want to reach a positive outcome you can also respond that you’ll look into the
situation. You would then have to talk to Gheyna and convince her using persuasion that
Cammen would be an ideal partner for her. The more tiresome solution would be to promise
Cammen to deliver wolf’s skin so that he could show it to Gheyna later on. In order to make
that happen you would have to travel to [Brecilian forest - Western part] (M41, 7), kill at
least one Plague wolf and check its remains for possible skin. Either way completing this
quest in a good way will result in the main character receiving a precious book.

F WA ARE Unique ironbark

5Kk H: REB (varathorn) [ FAEHRMR —EFIFHAE R EHL (Brecilian forest -
Dalish camp) ]

Received from: Varathorn [Brecilian forest - Dalish camp]




RhZRB (varathorn) (M41, 5) FHVFIR, WIERIRGMERAR:, o F IR — R4k
Vil . B E B [Ai F PE%E — 758 (Brecilian forest - Western part) ], 1 fGdb 5 Ay,
B —HRE T RRM (M42, 5) , sii kW, 1SRN . Z/h 0, ZERNEM LS,
BT — N EFRORS (wild sylvan) 2880, Z4T0E . &Sl AR ) 5§ F (archers)
FYEIT (mages) B E| L AR AL, DOz 2h®E. BRI RE (M41, 5) ,
IR BB B R g, R, BEMNYRE =MEFR——RARNRBHT FF/F
(Varathorn’s amulet) (WIERRTCEAAEM 245 1th) , BIRE (Wolf slayer)  (ATERAR
EESDE) RN RBERHE (varathorn’s armor)  (WIRAREFRHF)

Description: Varathorn (M41, 5) will inform you that if you deliver him ironbark he’ll craft a
unique item for you. Leave the campsite and travel to [Brecilian forest - Western part].
Proceed to the north-western section of the map to locate a fallen tree (M42, 5) and click on
this object to collect the ironbark. Be careful, because doing this will result in a nearby wild
sylvan coming back to life and you would have to defeat the giant tree in direct combat.
Make sure to move your archers and mages to a safe distance during this duel, so they won’t
receive any injuries. Return to Varathorn (M41, 5) and show him im the ironbark you’ve
collected in the woods. Notice that you can receive one of three different rewards -
Varathorn’s amulet (if you gave him the ironbark for free), Wolf slayer (if you choose a bow)
or Varathorn’s armor (if you choose a breastplate).

BREh ¥R Elora's halla

£5%kH: BRER (Elora) [fiHTESRK—EFEREREM (Brecilian forest - Dalish
camp) ]

Received from: Elora [Brecilian forest - Dalish camp]

FIREHL (Elora) (M41, 6) XJiE, HAIERENZIY (animals) HH— AR T,
MR I . MR M ERE, VRETT DU I R hifl— R/ 2, AR5 @i
e A, XFERESBE—NERKA (halla’santlers) . BUE LR ZE TR, Mg
R o LT R B a8, AR B R B8 N A AR e Al R s 2 JFIR
W, EEEEH,



Description: Talk to Elora (M41, 6) and you’ll find out that one of the animals she’s taking
care of is sick and that she can’t do anything to help it. You can examine the halla even if you
don’t possess proper skills and then suggest that she should kill the animal. This would result
in you receiving halla’s antlers. If you now what your doing you can examine the halla
properly and try to calm in down. In order to diagnose the disease you must have a person in
your team with fully developed Survival skill. After examining the creature and telling Elora
what is really going on you would end the quest.

EZMK T 24 Wounded in the forest

B4R H: R IEEIZ R H G B 3his [ 5 FaE R — 758 (Brecilian forest
- Western part) ]

Received from: automatically after encountering wounded Deygan [Brecilian forest -
Western part]

FERRAR G i 3 B 2 E A B H (Deygan) (M42, 4) . ERRFMbZ B, FEFH—K
HIRAN (werewolves) . GIRREERKMAE, FECMEELD[MBEHERMAK -
FYEFE R EM (Brecilian forest - Dalish camp) ] (A BAa At UAN R R o 4m SR 2 S )
A, W] DUE R BB AR R AR, ) P AR B AR s A L BRE RO . A2 T M &
ARG (B2, RREEMBERE R, RS Ao, BRIERE LS
T

Description: Heavily wounded Deygan can be found in the center of the forest (M42, 4) and
before reaching his location you would have to deal with a large group of werewolves. If
you’re playing as a good person the most obvious solution would be to deliver him alive to
[Brecilian forest - Dalish camp] (ask him a few questions if you want to). If you’re playing as
an evil person you can kill him on the spot and then leave his body or deliver it to the elves.
Don’t forget that you can also steal all of his things, but if you deliver him to the camp in that
state you would have to lie that it wasn’t you who took his pouch.



EIMRE Mage's treasure
EF KB filBihd WP b ) — N2 5 B 30E0E [ & FEEHRM (Brecilian forest) ]

Received from: automatically after touching one of four headstones [Brecilian forest]

FEARMAT, BVUPEEM, FEfb S i ) — A e HERIXAME S . M — M,
MR EFTIE R P BN, 2/ — 9 KH) boss (T2 (revenant) ) i —HEAFEHE
Cundead) I, EEBCAZEAENE R RO DUz i, ROV R BN e A sk, T
RT3 FEMME LIS AT LR T X, O AR R A e d iR . @il
TGS — LR, ARG AR AT TSR
Description: There are four headstones in both areas of the forest and you’ll start this quest
after touching one of them. Each time you’ve touched a headstone and confirmed that you
want to break protection seals you would make the undead appear and they would be lead
by a powerful boss (revenant). | wouldn’t recommend touching any of the tombstones in the
early parts of the game, because your team wouldn’t be strong enough to survive the
encounter with the revenant. It’s also a good idea to leave the headstone area after
interacting with each tomb, because not all of the undead will chase after you. Always start
with the weaker creatures and deal with the revenant at the end.

B — PSR [ F PUERRM — & &8 (Brecilian forest - Eastern part) ]db7J5 (M43, 3) .
VR, BELESRTESE T A (ogres) . WHNIREIYIS: A LW IHIIETT 257 .

M-8 (revenant) FIAJEHE (undead) A&, 4kZ:T-30 554 =Heiim,

mEE



The first headstone can be found in the northern section of [Brecilian forest - Eastern part]
(M43, 3). Notice that before getting closer to the tomb you would have to deal with TWO
ogres, so you’ll have to be extremely careful. Don’t forget to make sure that you have
enough potions in your inventory, so you won’t run out of supplies during the battle.
Defeating the revenant and all of the remaining undead will allow you to conitnue your
search for three other headstones.

o PO b [ TEERRM — Z ¥ (Brecilian forest - Eastern part) /)i 5 [
Ja TR Coak) A HIREHER, 25 — X WLEI KB (Swiftrunner) ZJ5) #kF.
FEZ I RE S (M43, 7) o, s 25, BRE ST BN . R0 I — KAEEANSE
% (undead) F1—T28 (revenant) o IXIXHIIKFREFA—L8, IR — LR 55 18
B (skeletons) .

The second headstone can be found as soon as you’ve disposed of the magical barrier in
[Brecilian forest - Eastern part] (after defeating the oak or delivering the acorn and after
meeting Swiftrunner for the second time). Explore the ruins to find the tomb (M43, 7), click
on the headstone and confirm that you want to brake the seals. Once again a large group of
undead will appear and a revenant will be among them. It should be slightly easier this time,
because the revenant will be joined only by the weakest types of skeletons.

5 = ELAE [A B TEERRM — TE#E (Brecilian forest - Western part) ]. 7£ 3 & 1 deif
S BN EZ T (M42, 8) . 1FE, XEMTE (revenant) i EHENRE
HIAIREY) (undead creatures) .



The third headstone is located in [Brecilian forest - Western part]. This is the central area
of the map where you’ve also found a place of mystical power (M42, 8). Be careful here,
because the revenant will have a lot of undead creatures at its side.

BT TP BT T PR . ‘&
BB ISR, TEATH A EEERMAK—TEERIE (Brecilian forest - Lower
ruins) ]—FERAXFN (Elven ritual) FICEAT55. SEMGXAME 552237 IR T s [R] B TE
THK—Legh#k (skeletons) , RUfEZE/X (M5, 10) , FIER (ghost) X1if, RILXAE
—ANFEBE . AT R AT KBRS BE (greater shades) . &kFE &AM, 415558 .

In order to get to the final fourth tombstome you must first complete one of the subquests in
[Brecilian forest - Lower ruins] - Elven ritual. Completing this mission will unlock access to
a new room of the underground complex. Defeat a couple of skeletons, proceed towards the
tomb (M45, 10) and attempt to communicate with the ghost. You’ll find out that it was a
trap and that aside from the ghost you’ll also have to defeat two greater shades. Check the
sarcophagus after the battle to complete the entire quest.

¥ RAXR Elven ritual
B4R E : AN B — %S5 B 3SR B EHRMAK — FERHE (Brecilian

forest - Lower ruins) ]

Received from: automatically after finding a tablet inside the sarcophagus [Brecilian forest
- Lower ruins]




TEAEF) 5 2R (ghost) FIR s ) HLAT M —HE % (skeletons) &, Har e mgal i) s 1),
FIFF—a1E (M45, 3) , HI—HABIR (tablet) . FIFFHEEFZSHR ERINE.
Description: You’ll be allowed to start this quest after defeating a group of skeletons inside
a large room where you’ve met the ghost of a young boy. Explore the southern room after
the battle, open a sarcophagus (M45, 3) and pick up a tablet. It would be a good idea to read
what the tablet says by opening your journal.

RS T, AL — KB (M45, 4) )&, E54%k5:, AT, SLiiAmiR
MEIRIALE . T RS BT (7 ARes:, WARMES R —2) .

You can continue this quest after you’ve arrived in a large room located to the north and
seen on the screen above (M45, 4). Make sure to locate the fountain and the altar before
starting the ceremony. Here’s a list of things you must do in order to succeed (you can’t
change the order and you can’t make any mistakes):

1) WER: FFE—/KAE FOUNTAIN: Pick up a jug.

2) MR HE/KAZHE K FOUNATIN: Fill the jug with water.

3) Wisk: JHEHEIFWIR  FOUNTAIN: Leave the fountain alone.

4) 537 KAAESSE | ALTAR: Place the jug on the altar.

5) &%4%: {ELMEHIEE N, #7# ALTAR: Kneel down before the altar and pray.
6) Z%%: KEI/KAE ALTAR: Examine the jug.

7) iz WE/KAz BL7K  ALTAR: Drink water from the jug.

8) 4%Ix. Eik/KFE ALTAR: Pick up the jug.

9) £X4%: MEBIF4IE ALTAR: Leave the altar alone.

10) MR 4EK AR BT /KRN SR FOUNTAIN: Pour out the rest of the water into the
fountain.




BB 5, MOEE— R TadT I, RS S n Rk, AMERAR XA
R, E2HIIRZ I EREY (monsters) o ARSLIRRIRIR AR I, A F R,
SERA A LRAES N A GEITEIER (Mage’s treasure) )

If you’ve done everything according to the plan a nearby gate will open and you’ll
automatically end this quest. If you make something wrong not only you won’t be allowed to
explore a nearby room, but you would also have to deal with powerful monsters. Explore the
rest of the ruins to collect treasures and to complete a small part of a different subquest
(Mage’s treasure).

BBt Arcane warrior
&Kk E: REFAE NG EERK—TEEIE (Brecilian forest - Lower

ruins) ]

Received from: automatically after examining the phylactery [Brecilian forest - Lower
ruins]

AT EY RN YT e



FE R J2 IR A W8 RS L 4R B — NP B HARRE, EAFaI A REE R, s
PR (M4A5, 11) , AN HILATEE S, AT IXREE AT DU — AR B B
G50y e Al L o L - == SRS <0 = W g 2 /I Y € S L K V372 v oy
Wo AENScH, ERBERIIRZE. BTG, TPFHBERZ LNZIW L ErEE.

AT L= ELE, AESTEREE.

Description: An interactive object (phylactery) can be found in the lower level of the ruins
and it’ll be one of the darker side corridors. Make sure to scan the area thoroughly, because
it’ll be hard to find. Click on the phylactery (M45, 11) and ignore all the actions from the list
except from touching the object. This will allow you to communicate with a trapped being
and during the conversation you should ask this entity from something useful. You’ll find out
that the being can teach you an arcane warrior specialization and instead it’ll want peace.
After you’ve received the specialization you can comply to its wish by putting the object on
the altar or you can betray its trust by doing something different.



B Orzammar

R KEHEFT /R Find secretary Banderol
EFKE: FERALIDE B 3G [EILE—EfEZ T (Orzammar - Hall of Heroes) ]

Received from: automatically after arriving in Orzammar [Orzammar - Hall of Heroes]

MR TT3E N B 22 )5 BV AT 3 Sh0E X AMES . XAMES SEIRE RIRALE — R T
(Orzammar - Hall of Heroes) ] (M47, 7) . 5SS FEEF BB AKX —NE

JT (Orzammar - Diamond quarter - Chamber assembly) ]. i /J5 fidi@E =m0k
(M53, 6) , WEREIRFHATLAFIKE (secretary) Uiifi 1.

Description: You’ll receive this quest automatically after entering the fortress through the
main gate. This will result in your ending up in [Orzammar - Hall of Heroes] area (M47, 7). In
order to move on with this quest you must head on to [Orzammar - Diamond quarter -
Chamber assembly]. Once you’re there click on the door leading to the main chamber (M53,
6) and after the meeting has ended you’ll have a chance to talk to the secretary.

FLIBREHE « IR Vartag Gavorn
f£45kH: TR (Captain of the guard) [B3LIE—FRX (Orzammar - Commons) ]

Received from: Captain of the guard [Orzammar - Commons]

B4 B 88— A B 12 (Bhelen) MIRFE. MMAE[RAB AKX —UET
(Orzammar - Diamond quarter - Chamber assembly) ] (M52, 2) . i {REE ML
¥#& (Vartag) (M53, 5) &1E, HALS I iH—EFRIBE: 55— MES (Prince’s grace:
first assignment) . X2 R JEIRTCIEFIE G « #2500 (A E T SR KA
Gy o
Description: The first part of this assignment is to locate Bhelen’s representative. In order to
find him you must travel to [Orzammar - Diamond quarter - Chamber assembly] (M52, 2). If
you agree to cooperate with Vartag (M53, 5) you’ll start a new quest - Prince’s grace: first
assignment. This will also prevent you from dealing with Dulin Forender (and Lord
Harrowmont) in the future.



1582 « 32248 Dulin Forender
£45kH: TR (Captain of the guard) [ —FRX (Orzammar - Commons) ]

Received from: Captain of the guard [Orzammar - Commons]

R B —ER R BRI P 5 4F (Harrowmont) HIRFR . AB/E[BALIS — 45 A X — 15
BB RE] (M52, 1) o WSRARFEZEMEE (M3, 4) &1E, BHMESITE—ME
KI{EfE: B—AMES (Lord’s trust: first assignment) . X4 JG/RTCIEM FLIE
Kerg « IR (R EFAAR) EMAL S .

Description: The first part of this assignment is to locate Harrowmont’s representative. In
order to find him you must travel to [Orzammar - Diamond quarter - Harrowmont’s
mansion] (M52, 1). If you agree to cooperate with Dulin (M53, 4) you’ll start a new quest -
Lord’s trust: first assignment. This will also prevent you from dealing with Vartag Gavorn
(and Prince Bhelen) in the future.

REFHIFE SR Alost nug
HEEKE: B/RE/R, BHatE7A (Boermor, nug trainer) [BALHE —FRKX (Orzammar

- Commons) ]

Received from: Boermor, nug trainer [Orzammar - Commons]

' - a ? -
LAELS TSR f e

HE/REE/R (Boermor) (M48, 2) ibARFHFH KL R (nugs) . RTFELEI—H
KRB Pes . (BEEIRZ ) , BN B S 1) — et X A A Do ARSI e,
R 4Ar 12 AR ™ (12 silver coins)

Description: Boermor (M48, 2) will ask you to find the missing nugs for him. In order to
complete this quest you’ll have to bring him only one animal (there are a lot of them nearby),

however many more can be found in Orzammar and in other areas of Ferelden. For every
additional nug being delivered Boermor can pay you 12 silver coins.

—ANARKATFEK)EZE An unlikely scholar



EHKB: BB (Dagna) [RILHE—FRKIX (Orzammar - Commons) ]

Received from: Dagna [Orzammar - Commons]

pMERWET R R o
B IRAIERIR (Dagna) (M48, 3) KA, FURMiR w2 Feid ki s, fhss iH R
T 15 U B8 AR A 70T 22 &R o AR T DA R HS AT 1 )32 A 75 o] DAg gl b, AN
SO bR ) S . RS IT BRI JE AT DAL R 2 4RIEIT, EE e B[R AE PR
X —SHHZEWE (Orzammar - Commons - Janar’s armory) ] (M48, 6) FEVifi1I4C
Fo MY (Janar) (M48, 7) XFifi, A LAASULH 4o JLAR B T AL H4E, ]
DL VRt G RARAE D 25 AR AMESS, ml LARI L3RS 0, 3kt B k.

Description: During your initial conversation with Dagna (M48, 3) you can confirm that
you’ve already been to the Circle tower and she’ll ask you if she can join the mages to study
the ancient books. You can agree to ask the mages if they’ll take her in and don’t forget to
mention a possible reward. You can go to the mages right away or you can visit her father
before leaving Orzammar and in order to do that you must go to [Orzammar - Commons -
Janar’s armory] (M48, 6). Talk to Janar (M48, 7) and you can ignore the subject of his
daughter wanting to leave Orzammar or you can share the information. If you want to end
this quest right now return to Dagna and convince her that she should stay.

R e e B BIAM R (Dagna) , BT S, 7EtEFHE FIEFREITRE (The
Circle tower) . FIAFHIE G (WRAT R AW E IER T) MFEHA T (person) (M33,



D R (BROCeg s o [BEIRE, RIEEREAEHEE S TRAEH (M48, 3) .
i 2 25 VRPNt R ) — AN ——RITEARFF L (master dweomer rune) B2 R B &
#557] (powerful lyrium potion) .

If you intend to help Dagna you’ll have to start off by leaving Orzammar and choosing [The
Circle tower] from the world map. Once you’ve arrived in the tower (assuming it’s already
safe here) talk to the person (M33, 1) in charge of the tower (Irving or Greagoir). You
shouldn’t have any problems receiving a go ahead, so you can go back to Dagna to share the
good news (M48, 3). She can now give one of two objects - master dweomer rune or a
powerful lyrium potion.

FEEHIFAE A mother's hope
f£%5KB: F/RIE (Filda) [BRILFH—FRIX (Orzammar - Commons) ]

Received from: Filda [Orzammar - Commons]

TR T Rl

JE/RIE (Filda) (M48, 4) PHE T —AMGO RIS JUFER, i) L FERNZ 5L
ER T o R0 DA BT SR M) LFHi 5 o iR B [ B 4035 — B3 «38H% (Orzammar
- Ortan thaig) JHLIX )5, X/MES LAk, REFEAS I .OHIX, KPR (Ruck)
(M57, 4) kit TIEM—2@IE . RREREMIE D, e kI E SN E——
—IE B RHFWNEE (spiders) B o VER LB I A i B ik, DAARA 72 2 B E A
W P IS — A2/ boss (mini-boss) , MHAMEAIE K G, FHEF HENATE.

Description: Filda (M48, 4) will tell you a sad story of her son who went missing a few years
ago in the Deep Roads. You can agree to find her son Ruck and you’ll have to wait for the
game to unlock [Orzammar - Ortan thaig] before you’ll be allowed to resume this mission.
Check the central area of the thaig and you should notice that Ruck (M57, 4) has escaped to
a nearby passageway. Sadly if you follow him you’ll end up standing in a trap, because a large
group of spiders will attack your team. During this fight you should focus primarily on
defeating the deadliest types of spiders, because the monsters will be capable of taking
down your teammates. There’s also going to be a mini-boss among the spiders and you
should deal with it once all the other creatures are gone.



T T i B

Al A 5 OB AT EIE, X AT AR EY 1. ERBRE (Ruck)  (M57,
5) AMthxsih. Wrid iR 2 e, ARAT PR B, BN R FE RGO, AN U AR S
BrRifdl, B fURAh, MERRS TR OLE . RN e 8 — DAEI N, @WHE
IR E Y AR WIE SRR H[BAE —FREX (Orzammar -
Commons) ], FFXFLFIFE/RIE (Filda) (M48, 4) . RAT U UL IR I3 $R. 28k 1)
LT BEERR U 240 7, WA LS YR EAH (R e JARD o WERRAFER
BT — R, SRR EEIER (Ruck’s shield)

Once you’ve won you’ll be allowed to use the northern passageway and thankfully you won’t
encounter any other monsters along the way. Approach Ruck (M57, 5) and initiate a new
conversation with him. Once you’ve had a chance to hear his story you can decide to kill him,
you can promise to lie to Filda about his current status or you can inform him that his mother
will find out about everything you’ve discovered so far. | would recommend metioning
bartering goods during the conversation, because Ruck can also become a trader. End this
quest after your return to [Orzammar - Commons]. Find Filda again (M48, 4). You can lie to
her that you haven’t found her son or that he’s dead or you can tell her the truth (the whole
truth or only some of it). If you’ve managed to comfort Filda she will reward you with Ruck’s
shield.

HMWEIZEIK A chantin the deeps
fE55KE: #&APL (Brother BurkeD) [RILFE—FREX (Orzammar - Commons) ]

Received from: Brother Burkel [Orzammar - Commons]



LCMERWE AN & MR 4
WERAR A R IAPL (Brother Burkel) (M48,5) HIEAN, A2 K AURAGHE B
PRIAT 55 215 BITE B AL D TR R QG & B IV ] o B X AT SS, IR BRI 4 2 B it
% (Shaper of Dreams) Xfif. ZF|[HWHFH—EAX—BiEH ZE (Orzammar - Diamond
quarter - Shaperate) ]. A1¥Hi&# (Shaper) (M53, 3) Rl ANal@, A] LA LR
(persuasio) 2 Ccunning) EUAITF Cintimidation) $%AEERIMAIFR] . B3R5
[ =Rl (M48, 5) , HiFAhIXANMFH R .

Description: Brother Burkel (M48, 5) will ask for your help as long as you won’t make fun of
his religion. Your job will be to acquire permission to open a church of the Creator in
Orzammar. In order for that to happen you’ll have to talk to the Shaper of Dreams. End the
conversation and travel to [Orzammar - Diamond quarter - Shaperate]. Talk to the Shaper
about the problem (M53, 3). You can convince him to give the permission by using persuasion,
cunning or intimidation. Once he’s agreed return to Burkel (M48, 5) and share the good
news.

#54J8 Precious metals
5%k H: BAR (Rogek) [BALE—FRKX—KH]

Received from: Rogek [Orzammar - Commons - Dust town]




BN EFIBE AT (smuggler Rogek) (M49, 1) A LLERIIXAMES . IR EiE
g Clyrium) £ F|[VEIHFRE (The Circle tower) ]2, (HRRGLIERR TS, EH
A% 50 NMREM (50 silver coins) , WIRAEA AR (persuade) HifE, A RIREFFE] 40
AR (40silver coins) o ASFHFHOHE TR, 2 FIRNEZRRE (PREEZ ] Ui /e B3
A eI, A, SRS .

Description: You can start this quest when you agree to a deal proposed by the smuggler
Rogek (M49, 1). Your job will be to deliver lyrium to [The Circle tower], however there’s a
hatch, because you’ll have to pay him up front for the goods. A standard fee is 50 silver
coins, however if you attempt to persuade him you may get down to 40 silver coins. Don’t
worry, because you won’t get conned and you’ll soon sell the lyrium with a very decent profit
(you could do that even right here in Orzammar, but | would recommend waiting).

MERVT AR R el
R IFFFMEESS )G, BINEMAE —EIMX (The Circle tower - Mage quarters) ], 7EHP
HIRFNEITEEE (Godwin)  (M33, 12) , R LAESZ A A, BT LA F i AR
(persuasion) FiREREH SHINIK. XL E, KIATEEZSPERE AR
(persuasion) . AT Cintimidation) #788) , #AJEVRTT LU At N 25 A& B4 D mcvEA
Lo e IR BB ARTE (Rogek)  (M19, 1) M.

Leave Orzammar when you’re ready to start this mission and travel to [The Circle tower -
Mage quarters]. Here you’ll have to locate mage Godwin (M33, 12) and you can agree to his
initial offer or you can use persuasion to ask for more. Once you’ve made the exchange you
can find out what he needed the lyrium for (persuasion, intimidation) and then you can
blackmail him that you’ll tell the truth to the others. Once you’ve finalized the transaction
return to Rogek (M49, 1) to receive an additional reward.

BEMIERIHE Zerlinda's woe
£S5 KR E: BEWIE (Zerlinda) [HAE—FREX —KH, (Orzammar - Commons - Dust

town) ]

Received from: Zerlinda [Orzammar - Commons - Dust town]



FEMIE (Zerlinda) (M49, 2) XFi&, 1FA1IMIEH TNEE. AR0] DA IR b A 22 5 I B
L, SFE S LR R T SRR R R A R S RE [ R, R Bk ke S, F)
[BEHF —FRKX —¥EE (Orzammar - Commons - Tavern) ]. 7E 5 B #k | B4 /R (Ordel)
(M48, 8) o VR R FERELLARAKN o AR AT LA FH 150 AR Bt T 4 G e i th o A8 5

HAb R ARG PR E, B2 A R IX AN R

Description: Talking to Zerlinda (M49, 2) will allow you to find out about her horrible
situation. You can convince her that she shouldn’t leave Orzammar or you can encourage her
to visit the world. If you plan on resolving the situation with her family promise to help her
and then travel to [Orzammar - Commons - Tavern]. Here you’ll have to find Ordel (M48, 8).
Explain to him that you’ve been sent by Zerlinda. You can force him to change his mind about
her using persuasion or intimidation. Once he’s agreed to welcome her back return to
Zerlinda and tell her the good news.

B H BB Thief in the house of science
5k H: BEEZRBIF (Shaper’s assistant) [BHLFD—4&5A X —iE¥EE 2 3

Received from: Shaper’s assistant [Orzammar - Diamond quarter - Shaperate]




BEEEE BT (Shaper’sassistant) (M53, 1) #iffR, A AMBESEE 2 5 (Shaperate)
ik 7 — AR R, FNAMmE . RN, BI[RLEPRX — K
(Orzammar - Commons - Dust town) 1. 7EH8H L3 —ANE & | F 5N\ — il « BRE
% (Shady Corebit) (M49, 3) . FIfXiE, NUIEBEXTER AL, BN G IREFT
A B B L EHE R . AR P& B =B — U #E (receipt)
Description: Shaper’s assistant (M53, 1) will inform that a valuable book has been stolen
from the Shaperate and you can promise him to get it back. Follow his instructions by
travelling to [Orzammar - Commons - Dust town]. The person you’ll need to talk to here is a
dwarf covered in tattoos - Shady Corebit (M49, 3). Don’t worry about what you say to him,
because you’ll have to defeat him in combat to get the necessary information. Check his
body and take a receipt.

BGRA WAHIL E LA S G, BT R X, AR ANIX B BIMmHEN . EilEY
BB X IR P FRAR E T (Fixer Gredin) (M54, 1) , sidifthBl & ZhIF 4R At & At
FTF (gang) i3} FTMAATE, WA BT 19714 E &3] —45% (MEBE R $) (Avolume
of shaper history) . f8ELAMEBEFEKIBIF (Shaper’s assistant) (M53, 1) Bi# 245
ABM (Jertrin)  (M51, 1)

Exit the dust town and travel to [Orzammar - Commons - Proving grounds]. Notice that
reaching the dwarf responsible for stealing the book will only be possible if you’ve unlocked
access to the arena by completing a part of Orzammar’s main quest. Explore the northern
area of the proving grounds, locate Fixer Gredin (M51, 1) and click on him to automatically
start a fight with him and his gang of thugs. Once you’ve defeated all the dwarves check
Gredin’s body and collect A volume of shaper history. You can now return this item to
Shaper’s assistant (M53, 1) or you can sell the original to Jertrin (M51, 1).

Lost to the memories

5k H: B (Orta) [BILB 454X —MEEHE2Z % (Orzammar — Diamond quarter
— Shaperate) ]

Received from: Orta [Orzammar - Diamond quarter - Shaperate]



-

L ATEYE R SE e
B (Orta) iERFI-ER A MG ICR . XAMESEMB[BIE « 348 (Ortan thaig) ]
X 5 A Redk sk, FEH T AR Gt R B BIHITE (Ruck) FIBHIE (spiders) fHt75) ,
i £ A R (ghosts) « A BEA (golem) 1R . ¥ KFN J& LE AR LR 21— M6 1~ (M57,
6) , FTIFEF|BEEFESE (house Ortan records) . FLFE ] LAR F4k BLIE (M53, 2) ,
A, B NAE[BAILE — AKX — 2T (Orzammar - Diamond quarter -
Chamber assembly) ] (M53, 8) Flfh W1 . 5S4 VRN, 1R 7T LAk 32 4 F (gold)
B AR L2 I SR E v i BT E EHoR 2 e, @R E T, e
4508 10 A& (10 gold coins)
Description: Orta (M53, 2) will ask you to find some kind of records about her lineage and
you won’t be allowed to resume this quest until you’ve unlcoked [Ortan thaig]. Explore the
central area of the map (this is where you might have encountered Ruck and the spiders
from a different quest) and be ready to defend yourself against the ghosts and the golem.
Once it’s safe find a chest (M57, 6), open it and collect house Ortan records. You can now
return with the documents to Orta (M53, 2). Give her the chronicles and agree to meet with
her in [Orzammar - Diamond quarter - Chamber assembly] (M53, 8). Orta will want to give
you a reward and you can choose between gold and receiving her support during the
upcoming election. | would also recommend visiting her again after a new king has been
elected, because she’ll give you additional 10 gold coins.

ETFHIEE: B—AMES  Prince's grace: First assignment
F5KBE: IR « KA (vartag Gavorn) [BILE—5AX —WE)T (Orzammar -

Diamond quarter - Chamber assembly) ]

Received from: Vartag Gavorn [Orzammar - Diamond quarter - Chamber assembly]



EAMESZ BTy o B — Mo P EH— LTI B SRS (documents) %45
FHMRA TR ARSI EIX A TR . MEM/RK (Lord Helmi) 7E[BRILE —FR
X —i#%% (Orzammar - Commons - Tavern) ] (M48, 9) , AHi/NH (Lady Dace) 7E[5
I —44 X (Orzammar - Diamond quarter) ] (M52, 3) .

Description: This quest consists of two parts. The first part will require you to deliver the
documents that would implicate Harrowmont to two other nobles. The dwarves you’ll have
to locate can be found in Orzammar. Lord Helmi spends his free time in [Orzammar -
Commons - Tavern] (M48, 9) and Lady Dace is standing in [Orzammar - Diamond quarter]
(M52, 3).

iR /NE (Lady Dace) XJiEH, KIMRIS BRI AR K. S TEIRK BB
WA Uk —FOBATAE (pass) . BCREURARTTLABIRIMZ B A T . S8 AL B~ FRE
(Orzammar - Commons) 1, AJ5RPER AT, £ (M48, 100 , LAY
AL (miners) $£4F 7 2. FARATHIREATIUE, AT RLEE 1. $RBHE (M48,
1) , 7EHbE FEF[REE FEK (Aeducan thaig) 1.
During you conversation with Lady Dace you’ll find out that the person you’ll need to talk to
is her father and she can provide help in finding him. Notice that she gave you a pass and
therefore you’ll be allowed to travel to the Deep Roads. Start off by going to [Orzammar -
Commons] and then head south-west until you’re stopped by the miners guarding the exit



(M48, 10). All you have to do here is to show them the pass and they’ll let you through.
Locate the exit (M48, 11) and choose [Aeducan thaig] from the map.

Frulx (M55, 1) REBE—MRE, Ak, B IEGKER ALK Z KN /R
HFREVUR 7T . FET MR T A A X, U LR E — &, S RADIFARTE.
X EPBERREEFEEAN (genlocks) FIEEE N C(hurlocks) , ERETATLH /N boss
(B AfEE (genlock emissary) , Z5EE AN (genlock alpha) ) , EATHIHEHE J11R
e AT PASI SRR ARATEAT I8 7, S0 AT DAIGE G [R] I i R AR ERN
The location you’re standing in (M55, 1) might seem like a labyrinth at first, but you won’t
be spending a lot of time trying to find the correct path. Your target can be found to the
south-west. Notice two additional areas to the south and to the south-east. Exploring them is
optional, however you would be allowed to find a lot of cool items. As for the monsters, for
most of the time you’ll be dealing with different types of genlocks and hurlocks. Watch out
for mini-bosses (genlock emissary, genlock alpha), because their attacks are going to be
much more powerful. Don’t forget about the possibility of encouraging the monsters to chase
after you, so you won’t have to deal with all of them at the same time.

X EISAHREITE (deepstalkers) , i, XATEMIHARM AR, EATHEE
P FERAC, HMEEATRESREOEIR, WA ARR. &JERE—KILRA (M55,
2) , EHK L (Dace’s forces) IEEIX EAEMMELL . BN RFHURIEITH . 26
—HEEYIH K, BB TR I, TR

You’ll also start encountering deepstalkers, however defeating these creatures won’t be a
big problem. Their attacks will inflict minimal damage, even if they manage to surprise and



surround your team. Eventually you should make your way to a much larger cavern (M55, 2)
where Dace’s forces will be defending themselves against the monsters. Assist the dwarves
in dealing with the deepstalkers. Notice that eliminating the first group won’t solve the
problem, because more deepstalkers will show up in a few seconds. Defeat them as well.

.:_'-'.'-. = ]
I BRSSP e

AHFTA IR (creatures) J5, FIIFEIART (lord Dace) (M55, 4) XiF, f3C{F
(documents) A&, fE B, fhasik S pIr NSRBI AR . AR 0] A4k SR &
Fert, BFE LRI, FRI[RLBD AKX —i</T (Orzammar - Diamond quarter
- Chamber assembly) [#KFL## (vartag) (M53, 5)

Once you’ve eliminated all the creatures you’ll be allowed to talk to lord Dace (M55, 4) and

to show him the documents. Your new ally will also inform you that you’ll get lower prices
from local traders as an act of gratitude for your assistance. You can now continue exploring
the thaig or you can decide to return to the city immediately. Go back to Vartag (M53, 5) in
[Orzammar - Diamond quarter - Chamber assembly].

FEKMEE: B—MES Lord's trust: First assignment
5K E: B8 « B2 (Dulin Forender) [BALE —EiAKX —MBEZ RENEBE

(Orzammar - Diamond quarter - Harrowmont’s mansion) ]

Received from: Dulin Forender [Orzammar - Diamond quarter - Harrowmont’s mansion]




EAMESH =AM, Ak, AWRADES AL LAER . &8 (Dulin)  (M53, 4)
HURR, ZERASMENRGEE, REATR UMLK S URfS— R STTFRFREE
[BILE—FREX -k (Orzammar - Commons - Proving grounds) ]. 7E AR B 15 AR #5
ANENI BB ZE R E « 35— NN JE LFF/R (Baizyl) (M51, 2), 1 H % Il ( persuasion)
s Cintimidation) $¢RE, KIABBENRTE. Z R B AL BRI AT, 2 [RdAE
Description: This quest consists of three parts, however two of them won’t be mandatory.
Dulin (M53, 4) will inform you that in order to gain his master’s trust you’ll have to take part
in a series of fights in his name in the arena. Leave the mansion and travel to [Orzammar -
Commons - Proving grounds]. After your arrival you can focus on convincing two dwarves to
change their minds about the resignation from the tournament. The first dwarf you’ll want to
talk to is Baizyl (M51, 2). Use persuasion or intimidation on him to find out that he’s being
blackmailed. Promise him to look into the matter and to retrieve the letters which could
implicate him.

B MG, ERRESNIRET L. EELREEMN (Myaja) , REMERTE
TFFIRIIN, ABARA LA E, RO URE A INESCR b i = = . LR
W C(rogue) LRTFFEE, MIMAEWEATARTHIXIR (M51, 4) . NG —MHET, &
FIEH Uove letters) o AERTLAFI LK NFFIR (Baizy) , EfEi0%4H (M5, 2) .
Br T Ui RAh RS S b 2E, Hs T AR BRI (B 15 AN& T (15 gold coins) )

In order to retrieve the stolen letters you must travel to the southern section of the proving
grounds. You’ll meet Myaja here and even though she’s the one responsible for blackmailing
Baizyl you won’t have to talk to her, because you couldn’t convince her to change her mind.
Instead choose a rogue in your team and use the ability to open locks to gain access to one of
the southern quarters (M51, 4). Once you’re inside open one of the chests and collect the
love letters. You may now return to Baizyl to give him back the letters (M51, 2). Don’t
forget to ask him for some kind of a reward (up to 15 gold coins) aside from convincing him
to enter the tournament.



B OAESHER R AR EE (Gwiddon)  (M51, 3) o IXKEA HAMTEEM, R
EAFH PR (persuasion) BFAIE Cintimidation) £RESiM S INtLZEB T LA T o T
Eb e )5, AIBGUE KT (Proving Master) (M54, 5) Xfif. VR LikAhFE £ AR —
S [ VR AE RS, (AR A EESRRRN, R AR LT AR T (M5, 6) .

The second dwarf you’ll have a chance to talk to is Gwiddon (M51, 3). Thankfully in this case
you won’t have to perform any additional activities, because in order to encourage him to
join the tournament you must only use persuasion or intimidation. Once you’re ready to start
the fights yourself talk to the Proving Master (M51, 5). You can now tell him to give you
more time for preparations, you can ask him to describe the rules and you can inform him
that you’re ready to begin (M51, 6).

BT RREM (Seweryn) o A2 —MEISHIR A, FTIMMIRE 5

Your first opponent is going to be Seweryn. He’s a weak warrior, so defeating him shoudn’t
be a problem even if your character is not fully developed yet.



i PE AP VARE plaw .

5 ISR R M — 2, BRI XA AN B GEIEDR (Myaja) F1#) 52 (Lucjan) ) »
ERENBEE—ANHEE, SN REP 2B ELZH0E.

The second fight is going to be slightly more difficult, because you’ll be going against two
dwarves at the same time (Myaja and Lucjan). Don’t forget to stay focused on one target,

because otherwise you would be receiving more damage throughout the course of an entire
battle.

FECHR AT, R S . BN (Hanashan) AR B Bt EL ey
XAl T DAL P 3 28 () B Bt
The third fight will put you against a single opponent, so it should be easier. Hanashan may

be more resistant to your attacks, but on the other hand you won’t have to worry about
taking series of deadly blows.



BV AR, XTI I 2 A T 44 B . ST RIRARFE « BHR (Wojech Ivo)
MYEZIR (Velanz) o JRATLLIEFE— APEIERSF o AR BGEFEE N (FFR (Baizy)
A EJE (Gwiddon) ) o fUF MRIIBA G ik, a8 A8 T, WU BRS
Xy,

The fourth fight will be much more interesting, because each side will be represented by two
characters. Your enemies are going to be Wojech Ivo and his assistant Velanz. You on the
other hand will be allowed to choose a companion for this battle. | wouldn’t recommend
choosing any of the dwarves you’ve helped recently (Baizyl and Gwiddon). Instead pick
someone from your team. Winning here shouldn’t be a problem as long as you’ve chosen a
good warrior to assist you.

FHISHT R RG-S, XK EADN SRR . RIIX F & BEHEE (Piotin)
(boss) , BFIEMHBENF (Piotin’s right hand) (/)N boss) F1Z BIEHIEERS (Piotin’s
henchmen) . {RT]ATEFE BhId I NN (dwarves) FIBAA H RIS, 50 E1 A IAE A
KHEN, Rl kR, ST %6 KA boss, /NERSIIGTIRES, AN 4H
o MAE1RREF LA, [FEMiER « =48 (Dulin Forender) i #k. ¥ &It
CAANTEFE R, ER|[BAHE—FRX —IEIE (Orzammar - Commons - Tavern) ]
(M48, 2) X4k,



The fifth fight is going to be the last one and you shouldn’t be to surprised to hear that it
won’t be easy to win. Your opponents are going to be Piotin (main boss), Piotin’s right hand
(mini-boss) and Piotin’s henchmen. Notice that for the purpose of this battle you’ll be
allowed to choose between two dwarves you’ve helped recently and your team. | would
strongly recommend choosing your team, especially since you’ll want to have a good mage at
your side. After the battle has started focus primarily on eliminating both bosses, because
the damage done by their henchmen is going to be minimal. Once you’ve succeeded you’ll
named a champion and you’ll be allowed to return to Dulin Forender for a debriefing. Notice
that the dwarf has moved to a different location in the meantime and he can now be found in
[Orzammar - Commons - Tavern] (M48, 12).

EFFHIBE: F_/MFESH Prince's grace: Second assignment
E5kE: FIERK « kA (vartag Gavorn) [BILE—EA X —i<T (Orzammar -

Diamond quarter - Chamber assembly) ]

Received from: Vartag Gavorn [Orzammar - Diamond quarter - Chamber assembly]

MR EFMEFMAI (prince Bhelen) 1% (M54, 1) , fhaxdaipist—SHdaR. R
B4 AR B IR IE AL ID AL AV & (0 51 57 N BI4ETE . 75 S B4 A4 B kb
IR B . FTIb 2 5 R BI[EHAE —E5A X —2E (Orzammar - Diamond quarter
- Royal Palace) ] (M54, 1) . FEAMAM (Bhelen) X}if, #ZEB|HAHLS—EZ
fili CAnvil of the void) FIflIX A2 N (Paragon of her kind)

Description: Confirm that you want to want to talk to prince Bhelen (M54, 1) and he’ll give
you further instructions. Your job will be to find and kill Jarvia, a woman responsible for
running an illegal cartel in Orzammar. Make sure to read the description of Jarvia’s hideout
quest in order to find out how to locate her. Once you’ve defeated Jarvia you can return to
[Orzammar - Diamond quarter - Royal Palace] (M54, 1). During your next conversation with
Bhelen you’ll receive two new quests - Anvil of the void and Paragon of her kind.



MERE(E: B =/MFS Lord's trust: Second assignment
E5KB: A8 « B2 (Dulin Forender) [HBILE—4AX —BP ZEHBES

(Orzammar - Diamond quarter - Harrowmont’s mansion) ]

Received from: Dulin Forender [Orzammar - Diamond quarter - Harrowmont’s mansion]

R E AU W ES O g
/ 11

AR B EMS T 5% (lord Harrowmont) (M53, 7) k%, fhaakid—Ln4E
INo VRIMES R B H R AL D AL B G I 1 57 N . E S BT SHELT
RELAF MR E ., TR EHRE[EILE - AX — BT ZHFNEE
(Orzammar - Diamond quarter - Harrowmont’s mansion) ] (M53, 7) . FFIE % EF
(Harrowmont) X1, #ERIHANHLLE——ZEZA (Anvil of the void) FIBIXFER]
% A\ (Paragon of her kind) .

Description: Confirm that you want to want to talk to lord Harrowmont (M53, 7) and he’ll
give you further instructions. Your job will be to find and kill Jarvia, a woman responsible for
running an illegal cartel in Orzammar. Make sure to read the description of Jarvia’s hideout
quest in order to find out how to locate her. Once you’ve defeated Jarvia you can return to
[Orzammar - Diamond quarter - Harrowmont’s mansion] (M53, 7). During your next
conversation with Harrowmont you’ll receive two new quests - Anvil of the void and
Paragon of her kind.

HATHBEL Jarvia's hideout

£55KkH: EFMHEML (Prince Bhelen) [RILE—EAX —EE (Orzammar - Diamond
quarter - Royal Palace) |54 EMEZ 524 (Lord Harrowmont) [BEILB—hAX —BF
FRHER (Orzammar - Diamond quarter - Harrowmont’s mansion) ]

Received from: Prince Bhelen [Orzammar - Diamond quarter - Royal Palace] or Lord
Harrowmont [Orzammar - Diamond quarter - Harrowmont’s mansion]



ME RNV ERY et B9
I 5E AT 55 EF R BE— —MES (Prince’s grace: Second assignment) 453
KME4E: B =AMES (Lord’s trust: Second assignment) &, iXAMESSuE<s HILERIE
H&d . E— X e AR s S 4E W 5 ZE AR (SRR P SR E i) « 42
FIXAMES G, FIRIIL —FRX —KM (Orzammar - Commons - Dust town) ], £
AR BB EIX (Nadezda) (M49, 4) . U BTAET B (TAL, T, BN,
BRI . XTUREE R, AR AT LZE 9753k — LE AR I

Description: This mission will appear in your journal after you’ve successfully completed one
of two other quests - Prince’s grace: Second assignment or Lord’s trust: Second
assignment. The only difference will be the person you’ll need to talk to after dealing with
Jarvia (Lord Harrowmont or Prince Bhelen). As soon as you’ve unlocked this quest travel to
[Orzammar - Commons - Dust town]. Here you’ll have to locate Nadezda (M49, 4). Ask her
about Jarvia’s hideout and you’ll find out that you won’t be able to get inside without a
special key. You can now end this conversation or you can reward Nadezda for telling you the
truth.

TR S [RAE —FRE — KW —FAEE B KA (Orzammar - Commons
- Dust town - Alimar’s emporium) ] (M49, 5) . FIJE3X (storekeeper) (M49, 6) X
i, WM ERE A BT . MRS R E R, REHBI[EAE —FRE K —R
R2Z % (Orzammar - Commons - Dust town - Slums household) ] (M49, 7) . #AJ5i



F|—H5RIE (bandits) (M49, 8) . M HFiaE &1 EATIkE (leader) , 4fih
KE MG AR NREAL T ERNHRE (key) , AT LURUL— 5,
AT LA i

Your next area of interest is [Orzammar - Commons - Dust town - Alimar’s emporium] (M49,
5). Talk to the storekeeper (M49, 6) and ask him about the location of the cartel. Once
you’re done talking exit the store and proceed directly to [Orzammar - Commons - Dust
town - Slums household] (M49, 7). Once you’re inside you’re going to be automatically
stopped by the bandits (M49, 8). As soon as they’ve attacked you focus on injuring their
leader, because he’ll give up when he’s lost a lot of blood. He’ll give you a key needed to
enter the hideout and you can now let him go or you can finish him off.

N EIFIRE, et FRBIBRE AR ANT (MA9, 9) o EF|—F/NTHT, w1,
EH BT SR TP e B iE N EHRE (key) , BIRTE|[BEILTE —FREX — K — I EEE
FEEE AL (Orzammar - Commons - Dust town - Cartel hideout) ] (M50, 1)

Either way you must now exit the building. Use your personal map to find the secret entrance
to cartel’s hideout (M49, 9). You’ll have to approach a small door. Click on it and choose the
proper action from the list in order to insert the key into the slot. You may now travel to
[Orzammar - Commons - Dust town - Cartel hideout] (M50, 1).




B RERRE MR &R, BN ZIREFEY, XEAERZEAN (dwarves) #
No —#¢ B 2B BIADERE, wRAH R, TEiiFE. EE N ENE, 283
FFUEAITT TR (cartel’s doorman) (M50, 2) X6 . A58/ boss J& FEAHT HAh KON

You’ll have to start exploring a large underground complex and | would recommend to
remain cautious, because you’ll be dealing with hostile dwarves and for most of the time
there’s going to be a lot of them. Don’t forget to spot and disable traps along the way if you
can. Once you’ve arrived in the first room you’ll trigger a short “conversation” with cartel’s
doorman (M50, 2). Attack the mini-boss and once he’s gone deal with the rest of the thugs.

P (M50, 9) #hRAESFTE (guardian) , FUiH—MBA (prisoner) o 1X B FIHEN B
TEEER L, EARLZHE (assassing) « FEHEEMEE (qunari mercnearies) . &
RENH (elven mages) AR (spiders) o %1HAN[E] N KA [E] () B0 771
Keep heading south. You’ll come across a lot of smaller rooms along the way and it’ll be up to
you to decide whether you want to secure them or move on with the mission. | would
recommend exploring each room, because doing this will allow you to find a lot of valuable
pieces of equipment. You can also explore a prison (M50, 9) in order to kill the guardian and
to rescue a prisoner. Bear in mind that aside from the standard warriors you’ll also be
dealing with a lot of assassins, qunari mercnearies, elven mages and spiders. Make sure to
adjust the style of play depending on who you have to kill at the moment.




FE T B AR bR G — A P (A A — Sl (M50, 3) , AL B4 & b . AIRAE
THIG, AR 1B ST 2 (KRR B, LA R R AT 22 3 1 B o 72 RIDESIRIA 8¢5 — > b3 1] I (M50,
4>, AFfENT G IFEEBL IR

In order to reach Jarvia you’ll have to use the passageway found in the last room on the
eastern side of the main corridor (M50, 3). Bear in mind that you’ll be finding even more
traps from now on, including bear traps and line traps. Once you’ve arrived near the last
room (M50, 4) make sure to save your current progress and to heal your team members.

BEN SR, MIB4ETE. (Jarvia) Xfific ANATERRMIEIE, ARBRAN BT LE it 2
JHiE (M50, 5) o RFHERERAEFANNTINMIT, KAMIEEIRZ B, REA
RE— A — AR BR A . 56T KA B (opponnets) FIHI%E (assassins) o fif
TRARIIEIT (mage) (224, kAt & i F VR I E ARG T [FIFE

Entering the next room will trigger a conversation with Jarvia. You won’t have to pay too
much attention to what you’re going to say to her, because sooner or later you’ll trigger a
fight (M50, 5). During the coure of this battle you should remain near the door you’ve used to
get in. The main reason is that there are a lot of traps nearby and you wouldn’t be able to
disarm them and to fight at the same time. Start off by attacking weaker opponnets and
assassins. Pay attention to the safety of your mage and use the spells you’ve got to heal or
resurrect other allies.




SRAENEfE— DRI, BT DA BE S5 AR i B o Oy 2 MU ely AR A0 4 g s b o — L L B BT iy
LA G IR, A BRER T AL s . IEEORUL, —IRBGR AR
SRUENE, PLL, b k)a, RIE FH KRR T . TS, THGH HAb AR

& (assassins)

Jarvia is also going to be an assassin, so if you can’t detect her yourself you’ll have to wait
each time until she drops the camouflage and attacks . As soon as it happened make sure to
give your team members the order to attack her, because it may take a while before you’ll
have your chance to try again. Naturally you won’t be able to kill Jarvia right away, so once
she’s disappeared again focus on eliminating other members of her cartel. Once Jarvia has
been eliminated you may start attacking other assassins.

......

HR AL G F BRI S #F (enemy archers) o ECHBATR AT, 78
WA —efal, SRR REROEARAT. SRHE ABT4ETE I P A& E B EHRL (key) ©
XAHR AT LAFTHF— AN TE], AT PLE RS H 12 (M50, 6) o M IT—HE I ATk
A S M AFIETE (M50, 7) o MIXFEIE SR [EALE —FRX — HHR EmE
(Orzammar - Commons - Janar’s armory) ] (M48, 13) . FIB44 (Janar) Xfif, &
TRl G, RS AR

I wouldn’t recommend attacking enemy archers unless you’ve already dealt with other
hostile units. It would be a good idea to attack them from a large distance, however you
should also consider disabling at least a few traps found near them so that the rest of your
team could get closer. Make sure to examine Jarvia’s body after the battle to take her key.
You can use this key to open a small room or you can proceed directly to the exit (M50, 6).
Head forward until you find a passageway to a different location (M50, 7). Using this
passageway will transport you to [Orzammar - Commons - Janar’s armory] (M48, 13). Talk
to Janar and then leave his shop to end this quest.

#RHI 5 Exotic methods
EEKE: BEHESBERE (Herbalist Widron) [BILE—45AX — 22 (Orzammar -

Diamond quarter - Royal palace) ]

Received from: Herbalist Widron [Orzammar - Diamond quarter - Royal palace]



L AERYE RS e ) i,

TS ELAESS )G, TUHARE XS, AREITIRRMES . EA—A KRR
HEA AR (Herbalist Widron) (M54, 2) xfi&, 541—fB A Ht1E (noble dwarven
women) BWNF TR, PEAEFRE AR RIS A et . EARSRIX AN, R
FIBMATL P b 200 NIBE 250 e i FTOT250MIPE ST 1, & @ E R BBk . ik
TR FERZAM Celvenroots) . AfnFk (lifestones) . W4EYER 7 (concentractor
agents) FIZEEMH (empty flask) (EPNIHMHIPIE (Caesar) MEAMRE) o flf#
BAE RG], KRS R AR 1S, T2 B s A 2 8 N

Description: You won’t be able to start this quest unless you’ve already gained access to the
royal palace and this can be achieved by completing Orzammar’s main missions. Enter one of
the larger chambers and talk to Herbalist Widron (M54, 2) to find out that one of the noble
dwarven women has been poisoned and that he’ll need a very rare antidote to save her. In
order to move on with this mission one of your team members must fully develop Toxins skill.
Open the screen used for mixing potions to find out what kind of ingredients you’ll have to
look for. The game will require you to find elven roots, lifestones, concentractor agents
and an empty flask (Caesar from Denerim is a good source for these items). Once you have
the antidote ready return to the chamber, but this time instead of talking to Widron click on
Lady Brodens.

2 A5 Anvil of the Void

£%kE8: EFER[EAE —HAX—EF (Orzammar - Diamond quarter - Royal
Palace) 1S EM T RIF[(RILE —HAX — WP REHER (Orzammar - Diamond

quarter - Harrowmont’s mansion) ]

Received from: Prince Bhelen [Orzammar - Diamond quarter - Royal Palace] or Lord
Harrowmont [Orzammar - Diamond quarter - Harrowmont’s mansion]



XM PR (Harrowmont) A4S (Bhelen) JL[RIIMESS, Toit & MEAL B3],

A AR BRIXMES GBI [HEAE —FRIX (Orzammar - Commons) ], |
Wi TAT (miners) fESFRIMEEG (48, 10) « —MENEASHE (Oghren) £44E TR, K
A PLEAR I AN BT . ST R R AR RE T, R A2 At ] DLF E IR H . id i T
JERTAEH T (M48, 1), R Bt FiERFE[RE T +F#& 0 (Caridin’s cross) .
SZEMIXFERIZN (Paragon of her kind)  (BILIGIES) , AN EZ .

Description: This is a common quest for both Harrowmont and Bhelen and you shouldn’t
expect any changes depending on who gave you the order to start this mission. Once the
qguest has appeared in your journal travel to [Orzammar - Commons] and proceed towards
an outpost being guarded by the miners (M48, 10). Notice that a friendly dwarf Oghren has
stopped you and you’ll have a chance to add him to your team. | would recommend that you
start using his abilities right away, especially since he’ll be wearing good armor. Once you’ve
gone past the miners head to the exit (M48, 11) and choose [Caridin’s cross] from the map
of the Deep Roads. Continue by reading the description of Paragon of her kind (Orzammar
guests category) quest. This will allow you to find out how to get to the anvil.

TEHUA[Z B Z A (Anvil of the Void) JXIH—AN51E (M5B9, 9) J&, (E5&4ksk. BN
ZJEEM IR, BT UAE#E N IR AT, fREE R . me TR T R SRR AT
(Caridin) , 7y EE 7Kz Hh 54w 2% i 2 il o IXFE2 51 R AR AIAR 238 (Branda) 2 [H] 1K
WE, fi2ikgina I AEAN (golems) , 1 HAEMSF, KE T RABIEEN .



You’ll resume this quest after you’ve reached the last chamber of [Anvil of the Void] area
(M59, 9). It would be a good idea to save your game before entering the cavern, because
you’ll have to decide how this quest should end. The most obvious solution is to align yourself
with Caridin, hoping of destroying the anvil forever. Doing this would result in a huge battle
taking place between you and Branda. You should also know she would have several golems
at her side and that Caridin would remain unactive during the battle.

l'" e . v 15 -
(el HEE i u

GRF PG, el KRB IS BN (creatures) , 75 MIMAHAN 24 S I L R UF B BB
(friendly golems) . RGN ——d A, RPUE AT DL A BEATH K. BiAa A,

AL/ boss (mini-bosses) , TEXTATEATIRAEEL /NG . fiZIE (Branda) 2R
Ja B RN o iR 2F AR I 25 BA AN L, BN I B A R AR R . BT RN
HKE, FIERRT (caridin) Xfif, Mo A REE—TER (crown) « ZJEfhHtEH
A, DS SISy, ESHEWBIXFEREZAN (Paragon of her kind) .

As soon as this battle has started focus on defeating less powerful creatures, because
otherwise they would destroy friendly golems. Just as before focus on attacking single
targets, so it won’t take long before each golem id destroyed. Some of the attacked golems
are going to be mini-bosses and you’ll have to be more careful while trying to defeat them.
Branda should be the last person you’ll want to attack. Don’t forget to heal your team
members during the battle, especially since most of golem’s attacks are going to be
powerful. Once all the hostile units have been eliminated talk to Caridin and wait for him to
forge a crown for you. He’ll soon commit suicide and the anvil is going to be destroyed. Go to
the Main quests category and keep reading the description of Paragon of her kind quest to
find out what should be done next.




H—NEF LA ZIE (Branda) &1F, AT B XFEGEN (golems) Hie 2
B, RET (Caridin) 22 EM12HH) boss. VRXAWMaH L MABANF, H
A A 2208 S AN RETE B Y o

An alternative solution is to aling yourself with Branda in hopes of preserving the anvil for
further use. In this case golems would become your enemies and Caridin would be one of
them (main boss). Notice that you would have several golems at your side, however Branda
would remain unactive until the end of the battle.

Kl cE A B R CHR AT . e KB AR A BN (golems) )/ boss
(mini-bosses) , #RJ5 FRRILAMMAEN . BEXNAERT (Caridin) o FEF]fEAIAR
231X (Branda) XJifi, e AfREIE—TNER (crown) o R7] Pk IR BE 25 R 2 Al
WA LA AR A A R, B E (R, RN ERED .« i RARIE R, Wl LLsEhih B 5% .
SRy, ESEIXFEREAN (Paragon of her kind)
This version of the battle is going to be very similiar to the one described above. Start off by
eliminating mini-bosses attacking your golems. Once you’ve solved that problem focus on
defeating some of the weaker golems. Caridin should the last entity you decide to attack.
Once it’s gone talk to Branda and she’ll forge a crown for you. Notice that you can now allow
her to keep using the anvil or you can convince her (persuasion, intimidation) that she should
change her mind and destroy it. You can also encourage her to commit suicide if you want to.
Go to the Main quests category and read the description of Paragon of her kind quest to find
out what should be done next.

X EEHE AN Paragon of her kind

F45kE: EFAR[ELE —#4AX —EE (Orzammar - Diamond quarter - Royal
Palace) (S EM T RRFF[RALE — AKX — BT RREREEE (Orzammar - Diamond

quarter - Harrowmont’s mansion) ]

Received from: Prince Bhelen [Orzammar - Diamond quarter - Royal Palace] or Lord
Harrowmont [Orzammar Orzammar - Diamond quarter - Harrowmont’s mansion]



XM T 5 (Harrowmont) %MEI«’} (Bhelen) JLFEMIMESS, Joits AN H 3,
HEEMH LA WE[FERT+HFE8O (caridin’s cross) ] (M56, 1) J&RIA[IERFF
AIXAMESS . METEILE, BB 3] — KBRS KA 2 b R REEIT Celven
mage) , RJEFXATEI T B AGR L (dwarven warriors) .

Description: This is a common quest for both Harrowmont and Bhelen and you shouldn’t
expect any changes depending on who gave you the order to start this mission. You can
officially start this mission once you’ve arrived in [Caridin’s cross] (M56, 1). Make a few
steps forward here and get ready to defend yourself against a large group of bandits. Make
sure to eliminate an elven mage as soon as possible. Once he’s gone deal with the less deadly
dwarven warriors.

PUAEARIE) B AR A TG B BB X 4. A P Sk AT I B . an SRR e 8 PR R 1 J
BT REAL e, AR Z KR, HERE AN (herlock) /8 A/ boss
(genlock mini-bosses) , RUi# (shrieks) UL BiRMRET) AI—I 8
NBE Cogred (M56, 3) . TR ABE)S, FREHEEIEHE LT HIEE (M56, 4) .

Your current objective is to reach the southern areas of the thaig and there are two main
passageways (M56, 2) leading to that location. If you choose the western passageway you
would have to be ready for difficult battles. A lot of powerful monsters would stand in your
way, including herlock/genlock mini-bosses, shrieks (they stay in the shadows and attack



by taking allied units by surprise) and an ogre (M56, 3). Soon after defeating the ogre you
would find a passageway leading to the main hall area of the thaig (M56 4).

P RIAIEIE, z:l_iﬂ j(ﬁiiflﬁf‘?’%ﬁ%‘ (deepstalkers) . IXUE5IkELHSS, RIfE
ENIRRED, WA, LXK, PTRICER A A R X . RAEHE — A
MG, KEEER T HEIE (M56, 6) .

Choosing the eastern passageway would result in you having to battle very large group of
deepstalkers. You should know by now that these creatures aren’t powerful, even if they
would manage to take you by surprise. As a result reaching the southern section of the map
would be much easier in this case. After defeating the last group of monsters you would have
to find a passageway (M56, 6) leading south.

B 7 EXHTEY) (monsters) , IEE SO IEHE, XBEARE. AT Em, REZH
PR EAT. WABRIEE SRR T80 (M56, 7) , IBEAHE LR, 7] L
FIX B 287 Yt , S5 K/ boss (mini-boss) o H&=2Fid 5 A] R BTt

Aside from the monsters you should also watch out for traps, because there’s going to be a
lot of them in the area. Try disarming as many of them as possible before the start of each
fight. Both passageway will lead you to the crossroads (M56, 7) and you shouldn’t be
surprised to encounter even more monsters there. Use the ballistae to your advantage and



don’t forget to eliminate a new mini-boss sooner rather than later. You must head east in
order to move on with the mission.

: 7 e
L] y i I '.
W e P A

AR ARARS R B TR A XA, BOE EBR AR, REHR R RAZ, WTRHRR — TR
IRZERL ) 53 W 2K IHIE . B — SR R R, 238 B TR R 9 OR 103 TR & A BE (alpha ogre)
(M56, 9) , iE4iB 3| HAR K/ boss (ALFEfEHE (emissaries) ) MIRHHE (shrieks) .
If you want to leave this area as soon as possible remain on the main path leading east and
then turning south. Otherwise you may consider spending some additional time exploring two
passageways found along the way. The first passageway leads south and choosing it would

result in your team encountering an extremely powerful alpha ogre (M56, 9). In addition to
the large beast you would also encounter other mini-bosses (including emissaries) and new
shrieks.

AR AR VB TE R MRV AT O . IRE A A Z RS, A
boss—HUJEE 1T H LK (deepstalker matriarch) (M56, 11) . AN, EATHEA
JEELFRIAS 22 o e [0 21 32 24T 55 i 1) B BTE, $RBNEAE T — A X IR A)EIE (M56, 12) .
YR B E I B R b2 R, BRIARELATA: [ (Ortan thaig) ]

The second passageway leads to the east and it’s the deepstalkers’ lair. You would have to
defeat a lot of these creatures, including a new boss - deepstalker matriarch (M56, 11).
Thankfully eliminating this monster would much easier than fighting the ogre. When you’re



ready to continue the main mission head south until you’ll find a passageway leading to the
next area (M56, 12). Wait for the map of the Deep Roads to be displayed on your screen and
confirm that you want to travel to [Ortan thaig].

—HE (M57, 1) . 4E H%KIJHL, IL_L%EU%‘ET W%‘&E&J‘E%&E’J SRbEE. XH
B B A SRR . R PSS — SO S PR BT RTRE, 75 )42 515 58 2 Rk Al ok
Wilio WRITAFIANERWRAREER), Rl A A PhE)E, &EREAMITHE .
Start off by heading forward (M57, 1). Sadly you won’t be allowed to remian on the main
path for too long, because the passageway will be collapsed and you’ll have to choose a
nearby tunnel. During your time spent in this thaig you’ll be dealing mostly with different
types of spiders. | wouldn’t recommend moving forward until you’ve dealt with all the
monsters, so you won’t encourage any other spiders to attack you. Having good spells and
potions is also an important thing, especially when it comes to bringing back poisoned
characters to full strength.

RSB R P (M57, 2) %gﬁiﬁ (darkspawn) (E#5& ANE (ogres) )
XTUeR (spiders) o EIH S ETHI— . R EATZ MR HRIREE W, BRI
—Ji e B R BRI . SSF B A S FEETR, A, SRR A
Pl R RZ I HR .

You’ll witness two battles taking place along the way (M57, 2) and in both cases the
darkspawn (including ogres) will be going against the spiders. | would strongly recommend



to attack only the side with a huge advantage over the one. The main reason is that if the
battle ends too quickly then the winning side would automatically attack your team.
Naturally you can’t expect both sides to be exterminated at the same time, but the winning
side should have only a few units left after achieving victory.

SO BT T T o ]
W AERTRE, SRS EEIRPETT, ARPEHIBEE, RE)—ARILES (M57, 3) . XHEAR
LR (ghosts) o RIAEAE AT % AL As L RE T HiX Lery R o 75 2 R A2 L R
A (golems) , EATEEiFRA, RESKLHKEN.

Keep heading north, however you’ll soon have to turn west. It shouldn’t take long until you
leave the tunnels by ending up inside a huge cavern (M57, 3). Notice a lot of ghosts of fallen
dwarves in the area. Thankfully the ghosts will also die if you use convential weapons against
them. It’s the golems you should be more worried about, because most of their attacks will
inflict serious injuries to one or more of your team members. Always try killing them first if
you can.

AREEIR AT, EEBh v R TT T, A Sk (spiders) , Z/N0o AR HRIEAE
T—ANXIE (M57, 7) , ERAE— BRI LA, JEE, AR (ghosts) FIA A (golems)
(RS — DA BN 88 MR THKI TR R, 3 NME— ) — 25 B8, [a7h,
SR IEHE R R L.

Keep heading forward and watch out for additional spiders near the area where you’ve seen
Ruck. Two large bridges lead to the next area (M57, 7) and you can choose either one of



them. Be careful, because these objects will be protected by ghosts and by golems (one
golem for each bridge). When you’re safely on the other side deal with the remaining ghosts
and choose the only available tunnel. You’ll be moving west here, but you’ll soon turn to
north-east.

BEI, PR IEFE A ZE4% K boss FRERI X I (M57, 8) wi#E, Fril, #EHEA&G KAWL
BT, PRAFIERR . BENUNRG, W KBIERIRN . SRR W AR &4 boss 1ESE, fdr
WEAM AR HId. XEPFNEGHEE (emissaries) FIBEx (spiders) .

You should know that you’re slowly approaching the area where you’ll have to defeat the
main boss of this thaig (M57, 8), so it would be a good idea to save your game before
entering the last cavern. Once you’re inside start off by eliminating some of the closest
enemy units. Don’t get too close to Branda’s journal if you’re not ready yet to trigger a boss
fight. Watch out for new emissaries here, as well as for spiders.

VAT 2238 1 Hid (M57, 9), 5145 K boss HiEf LI . Boss J&FEVE MK % F (corrupted
spider queen) . FJUSZRIRIFLd:, Ak, maru AR gk e K e, LApi LS
WeIEHN . Boss di 7 A LANBT B A5 WA 22 2306 B0 Jim A S0 A — BEB S Bk (weaker
spiders) . WKEA)E, TESHRHED GEfFih AR , gks:fe k). &
BRI AGE, JAT R R, R VAT A AR

When you’ll try to read the journal (M57, 9) you’ll encourage the boss to appear in the

cavern. The creature you’ll have to kill will be the corrupted spider queen. Naturally team
members should start attacking the queen right away, however it’s also important to secure



this entire area to prevent your allies from being bothered by other spiders. This battle will
be divided into several phases. Each time you’ve noticed that the queen has escaped you’ll
have to deal with a couple of weaker spiders. Once they’re gone the queen will appear again
(thankfully she won’t regenerate in the meantime) and you’ll be allowed to resume the main
battle. Don’t forget to monitor health bars of your teammates and to use spells or potions to
deal with negative effects of being poisoned.

EﬂZ—F}:EU\ﬁﬁﬁ‘ﬁiﬁﬁ’J Elfrj, JZIE&}\TT%TO sk iR s, E551E B R .
TR —AHMME, M REEEIT (M57, 10) . S4EMZ B E B I)E, il
PREFTAE[FETSIRYE (The dead trenches) 1. KRG (M58, 1) FH—Bidis5him .

You can now approach Branda’s journal without the risk of being interrupted again. Click on
the journal to automatically read it and to update your mission status. Since you already
know where to go you can use a nearby passageway to leave this area (M57, 10). Wait for a
map of the Deep Roads to appear on your screen and confirm that you want to travel to [The
dead trenches]. When you get to the trenches (M58, 1) make sure to watch the whole
cut-scene before moving on.

FEFRTHE, R IWLBRABEA (allied units) (M58, 2) fERNIRGEEIAEE (darkspawn)
PERR . ERTHBVE NI ACHE KA o A RARME, AT A5 T (0 &N 51 175 31 11 T K9
K, ZFEREHMTRESEME, Bbd s, MIRE/R (Kardoh) XiF, Aid, fliAgE
Rt 2 FHMEE.



Start off by heading south and it shouldn’t take too long until you come across allied units
(M58, 2) defending themselves against the darkspawn. Naturally you should assist your
dwarven friends in dealing with the monsters and it shouldn’t be too hard for you to defeat
all the incoming waves. You can even encourage some of the monsters standing in the back
to come here, so you won’t have to fight them on your own later on in the game. Once it’s
safe talk to Kardol, but he won’t share any useful information with you.

PR SREGE — M (M58, 3) . M EAIXHE#E AT (enemy unitson) , &H—
NN Cogred o FUWZIONAS T N, K ESIFERRKINIE, KEARHHEOER
HoAh I E A SRIE . 240X BRI E (shrieks) FIBARI D #F (enemy archers) .
R A BUR T JoikidE s, AR E— % BE AT (M58, 4) .

As you’ve probably suspected your job will be to cross the large bridge (M58, 3). You’ll have
to be careful here, because you’ll encounter new enemy units on the bridge, as well as on
the other side. There’s also going to be an ogre in the area. | would strongly recommend
attacking the ogre from the distance and waiting for it to come closer, so you won’t have to
worry about any other threats while fighting the beast. Pay attention to shrieks and enemy
archers while trying to secure this entire area. You’ll soon notice that you won’t be allowed
to use the main gate, so instead you’ll have to travel north to find an entrance to a new
tunnel (M58, 4).




BEiE A AR (monsters) o RERFN AN K, DREHFRIEILE, Hhds
JBF 2 B GI A L. 72N —ANIA (M58, 5) ey —I7kd%, B 7 s,
RN boss (—ANEFE (Bronto) Fl—/ 3B AfF& (Genlock emissary) ) . |
— JEM O, R T

I guess you won’t be surprised to hear that a lot of monsters must be defeated along the way.
Try separating single units from the rest to increase your chances of winning and don’t forget
to heal members of your team each time they’ve lost a lot of blood. A larger battle will take
place in the next cavern (M58, 5) and aside from the standard monsters you’ll also have to
defeat two mini-bosses (a Bronto and Genlock emissary). You’ve probably noticed by now
that you won’t be allowed to cross the next bridge, so instead you’ll have to travel south.

o AR RN RS e e

FE—ApilE (M58, 6) ANHFHL, A— At XA XIEEE E L K. o)
ANHERR, XFEA A2 KR (monsters) BT, X Bt A —Fi o gk (spiders) ,
X R R B RER . — B A, RIE—DMHIRZHE TR T .

Watch out for a new trap located near the entrance to a new chamber (M58, 6). This isn’t
the only nasty surprise you can expect to find here, because other traps can be found in the
area. Make sure to move slowly, so you won’t end up being surrounded by larger groups of
monsters. You’ll also have to defeat new spiders and that can be quite tricky, because you’ll
be dealing with the strongest kind. Keep heading forward until you reach an area with a lot of
pillars and sculptures (M58, 7).

FERANX IR ILE — MBS . WA R E L A, VKX KIRREA
TERT . XS IR 22 (monsters) 573, 3538 N\ 48BHE K (genlock



forge master) (M58, 8) . RA] LK HFEE HABRREH THE. R LETTS,
HEE AL, E—A KU CH— B .

A forge can be found to the south of here. Securing this area is optional, however it’s
something you should consider if you’re planning on earning additional experience points.
The most importatnt thing for you to know about is that the forge is being guarded by a lot of
monsters, including genlock forge master (M58, 8). You can encourage this opponent to
follow you quite easily and then you can kill him away from the other monsters. If you want
to focus only on your mission proceed directly to the north to end up in the huge cavern again
(the one with a destroyed bridge).

L AN WS e f e
AL T AT HE I %, —E EER NG, RS R — RHERIEE (shrieks) (M58, 9)
IMEEZR —HSN, mAREmE,, FEEFEISRFEME. ST K a4k,
HAN—AEE, XBEA—HEEH# (devouring skeletons) . A TAIAME, EA1H
ARG T . LIRSS R ZREHT] (M58, 10) .

You’ll have to be extremely careful while moving north, because once you’re about a half
way through you’re going to be attacked by a very large group of shrieks (M58, 9). Don’t
forget to keep attacking single targets instead of random monsters at the same time and
protect your less powerful teammates. After you’ve won you can start moving north again.
Enter the next room and this time get ready to defeat a group of devouring skeletons.
Thankfully it’ll be a much easier task and they won’t attack you by surprise. Wait until it’s
safe and choose the door located on the eastern wall of the room (M58, 10).
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—HIRAR, WA DAL S IE AT R R, 2B — KR (spiders) Fl—4
ffi% (emissary) . WIR—EHFEEEATH, RSB —A5EHE, EHEEBRIFZF2
(Hespith) (M58, 11) . f&fEXIE)E, XML N 7. BP0 H 0, S
FRAFAE R o
Keep heading east, however you will be presented with an opportunity to explore a northern
corridor along the way. Doing so would result in a large battle with the spiders and find a
new emissary. If you remain on the main path it shouldn’t take long until you reach a new
room where you’ll meet Hespith (M58, 11). You’re going to have a short conversation and
afterwards the woman will escape. Proceed towards the western exit and SAVE YOUR GAME
before leaving the room.

AR T REE et SO :
EHAMEHNENE (ogres) (M58, 12) , BE—H K. KLBGHELKIENE. KH
L SRl EREER, M AN ENEASFEN HI . TN NG, fER
MR BN =AY B R BB AMAL, SR )5 M R RT3 AR AR ZAR D .

There are TWO ogres just around the corner (M58, 12) and you should focus on attacking
them one at a time. Start off by attacking the ogre seen to the south. If you do this from a
larger distance you should be able to get its attention without the second ogre showing up at
the same time. Once you’ve defeated the first ogre check the eastern door to find a second
beast. Make sure to heal your team after both battles and then head south (you can’t use the
eastern gate just yet).




BEAN—E IR, SNBSS M@ R (ghosts) , EEXEEMMIM—%F
153 (Legionnaire’s relic) FIZE[F4%)% (Legionnaire’s altar) (M58, 13) . ZEFH|ZEH
HEL (Legionnaire’s key) , X&rib ATy RARNG K, TREEMNTEEHHE K. 2
Jo B B2 BT NS RR T, F WM B A RCAT IRTT, I 10 15 217 G i Xk ot
fE — — T AT boss 1 1 -

Once you’re inside a new room ignore all the ghosts seen nearby and instead examine two
objects - Legionnaire’s relic and Legionnaire’s altar (M58, 13). Take the Legionnaire’s key
and notice that you’ve made the nearby ghosts angry and therefore you’ll have to eliminate
all of them. Once it’s safe again return to the large gate where one of the ogres was standing
the first time you’ve seen him. Open the door with the newly acquired key, but before you
move forward SAVE your current game. The reason for that is simple - you’ll very close to a
new boss fight.

Wi, st 1T
WA MEE (Broodmother) (M58, 15) #4737 XEIK] boss HEIE . 15 7F M = .
a4 W B E A I T (tentacles) o B RAdTHE HIhE M %, AL EEhE
I, FTHERIER G . filT s a FAT boss AL, & 2w i X

Get ready for a very challenging boss battle with the Broodmother (M58, 15) and | urge you
to remember about three things here. In the early stages of the battle you should be focused
mostly on destroying her tentacles. Each tentacle has its own health bar and won’t be able
to regenerate itself, so it should make the fight a little easier. Destroying all the tentacles
will allow you to focus mostly on the main boss and that will make the difference near the
end.




AW dfF (tentacles) , EfIVHASE, B dMAE (Broodmother) . LRI S
#F (archers) F¥ENT (mages) FR7EJGIH. IMAFRIB AR SIR™H, KIRIEL
(warriors) . ISR\ GAMILAVE A s sml . SRR AR RIS, FRIW
il A TR U
Keep attacking the tentacles until they disappear and that’s when you should switch your
attention to attacking the Broodmother. Make sure to keep your archers and mages in the
back, because some of Broodmother’s attacks will be nasty and will stun your warriors for a
short period of time. Don’t forget to heal your allies and to apply antidotes. Being poisoned
will become an important factor near the end when the broodmother won’t be able to
defend herself using the tentacles.

g BEE 8
R, PRIEERHT— B @ TN Cenemy units) , EAITEASE SRR . RIRT
FHEA, A 18GE boss. XERSHRERFE ST, Ak, REAJUEE, wTRL— SRR,
ANt . MAE & — B s, W] DLEIRAIRRZZ 22 (Hespith) X i,

From time to time you’ll also be dealing with standard enemy units and sadly you won’t be
allowed to ignore them, because they won’t go away overtime. Remember that the faster
you kill them the sooner you’ll be allowed to focus on the boss again. This is going to be a
long and a tiresome battle, but as long as you won’t make any major mistakes you should win
it in your first attempt, without having to repeat the entire scene several times. Once you’ve
won you’ll see a cut-scene and you’ll have a chance to talk to Hespith again.

X3k 2, 12 B BRI TR 45 55 o T 2% 5 B [ZS B2 AG (Anvil of the void) ] (M59,



D . MEGEIE, EE, HRXMESER, B4R (Oghren) &— HAERKIIH
FIAF23E (Branda) (M59, 2) Xif, JTIEHRZREKE.

You may now use the passageway located directly behind Broodmother’s body (M58, 16). |
wouldn’t recommend going to the last area of the Deep Roads right away, because it would
be a good idea to return to Orzammar to restock. Once you’re ready for the final part of this
mission travel to [Anvil of the void] (M59, 1). Make a few steps forward here and notice that
until this quest has come to an end Oghren will have to be a part of your team. You’l now
have a chance to talk to Branda (M59, 2) and then you’ll start exploring the labirynth.

—HIAET. fEIXAN X (M59, 3) , RN 2588 A (hurlocks) F13E A (genlocks) ,
A JLAN/D boss (fLFE—NEEFEHE N (Genlock alpha) Fl— />3 A% (Genlock
emissary) ) o J¥EF ARG BT A S HF (archers) FIVEIT (mages) X, —
BRI A — N BANE (ogre) (M59, 4) , FUSLA AT EY )G H
Bt e

Start off by moving forward. In the first section of the caves (M59, 3) you’ll be dealing with
different types of hurlocks and genlocks, as well as with several mini-bosses (including a
Genlock alpha and a Genlock emissary). Try hiding your team behind nearby objects to
prevent distant archers and mages from attacking them and keep pushing forward. The last
secton of this cave will also be occupied by a new ogre (M59, 4) and | wouldn’t recommend
attacking this beast unless you’ve already defeated all of the remaining monsters.




TRRHCIE — MK 2 B 25 5 (8] (M59, 5) o AR UCK HAh A 03 B fE4hm, A E
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You’ll soon reach a slightly larger room filled with deadly fumes (M59, 5). | would strongly
recommend leaving your entire team outside. Enter the room alone in order to provoke the
first golem to wake up and to chase after you. Return to the previous corridor quickly and
wait for the beast to arrive. You can now kill the monster with the help from the rest of your
team. Notice that each time you’ve killed a golem a new one will come back to life, however
you can keep repeating all the actions described above without worrying about the rest.
Once you’ve defeated the last golem enter the room again, however this time focus on
finding four valves on both sides of the chamber. Interact with the valves to get rid of the
toxins. | wouldn’t recommend ignoring this problem, because you’ll probably want to return
here in the near future.

A FEEAEZRRAEER (M9, 6) « KIEERY, PE AN (golems)
RERR, L e — X AN @A ARG, SeuR 22w m b
CABTTRAA B ED A 78 R VR, 1 BAS D AHO HAb A BE AN . ANEL
BICRIENA R A e . ZH KA ABEAN, B TEY, BEEERNRMELE. 24)s
HTAEZEA% ) T — X ek
More surprises await you in the next large room of the underground complex (M59, 6). This
time you should notice that the golems are standing on both sides of the long room and each
time you’ve moved closer to them they’ll return to life in pairs. | would recommend
retreating to the previous room each time (the one with the valves), so you’ll have plenty of
room to fight without worrying about other problems, including new traps. Don’t forget to
pay more attention to your teammates and to their health bars. You’ll have to eliminate two
groups of golems and aside from the monsters you’ll also have to watch out for traps. Once
it’s safe move on to the next area of this thaig.



WS IFDEHT —i% ORI EE — ) « 3, DR 7 X A E R .
M A SR REE (M5, 7) , TE—BOd3%ahiE 5 IFaa % s;, B brie Sepi i
B A, SR 007 NE R —— AR BERRER, mRMd A (RE—A )
B Ao R (dwarven spirits)

Get ready for a new fight (the last one before the grand battle) and take your time to
understand its rules, because all the standard methods won’t work this time. Approach a
large statue with moving heads (M59, 7) and you’ll be allowed to start the fight after seeing
a short cut-scene. The objective here will be to destroy the statue, but it’s the method of
achieving this goal where it gets more interesting, Instead of the statue start this battle by
attacking one (and ONLY one!) of the dwarven spirits.

BaR Cspirit) #7KPERIRHE, SR H—BErdd, Bod— R 26l Cspirit anvil)
FTR AN [ HEAR A AR B SR AR — DIER S IR, WRT DAE B R . UK
Bt Ja i, CADTRER ml i, R XA HLEE BA AR L . FAR R AR, IRATEE
i1, EftAsEER,

Notice that when the spirit you were attacking finally dies it creates a shockwave around its
body, activating a corresponding spirit anvil. Click on the anvil quickly in order to send a
projectile towards the statue. If you’ve done everything correctly you’ll witness a fiery
explosion. | would recommend that you move back after each attack to avoid the statue



striking back and to heal your team members. Thankfully if you didn’t attack other spirits
they shouldn’t pursue you.

HE U EWEE, SR AT . R, BEFTIR. B TEHE, MR
BRI T IR, 58 T ek kot KA A B R (spirit) . —
L dT 8 Ik CEMIPI IR, RGP o SICEE N DTk R 2 hh, BT
5, REB ) 90 T, ARATDAE R Ak ST 4T . 1 ARIX SRS, AR A4 T
T (R SEX A BaF )L she D

You’ll now have to keep repeating all the actions described above to destroy four sides of the
statue. Bear in mind that each side has to be hit twice. After the first hit the blue eyes of the
statue will start bleeding and after the second hit it will stop glowing and the spirits will
longer continue appearing in front of it. You don’t have to be good at math to count that in
total you’ll have to peform eight successful strikes (two hits per side, four sides of the
statue). | would recommend that you remain near the spirit anvil located close to the
entrance to the room, because after each hit the statue will turn 90 degrees, allowing you to
attack it from the exact same spot. Of course it’s all up to you how to play this out, however
once you fully understand the rules you shouldn’t have any major problems (other than
having to spend here at least a few minutes).




REG S fe, AT AR T I — 253838 (M59, 8) o TEE A& — MR (M59,
9 RIFHFK. ZJEM-RET (Caridin) . =& (Branda) #4T—REZRXE.

XHER 18 B 7R AT 55 A

Once the statue has been destroyed you’ll be allowed to proceed to a new passageway
unlocked nearby (M59, 8). Before you enter the last cavern (M59, 9) MAKE SURE to save your
current game., because going there will start an important conversation with Caridin and
Branda. You can find out more about the possible endings of your journey in the section
describing Anvil of the void quest.

TEHE/RHEEY Jammer's stash
EERKRE: HEHEHE /RN TG BBE RIS —FRX — KR — R R R BE 4
(Orzammar — Commons — Dust town — Cartel hideout) ]k ZIFEHE/REIH (Jammer’s
book) J& H3h#E[BRILE —FRX — K — RF/RBEL (Orzammar — Commons —
Dust town — Cartel hideout) ]

Received from: automatically after finding Jammer’s chest [Orzammar - Commons - Dust
town - Cartel hideout] or automatically after finding Jammer’s book [Orzammar -
Commons - Dust town - Cartel hideout]

FEARIE ARV I & 2 W8 A TT DL B 9 58 AN IME S5 o AR 55 B bR 4Rk 31— L
o S = AN BRI —— IR B &7 HEM K& T R B s i & T o AEBT4ETE (Jarvia)
Fresh s CRITIKAEVIGLD B va bR SUHEME /R (R (M50, 8) J&, HESSEiH.

Description: You can activate and complete this short quest during your stay in the hideout
of the illegal cartel. The objective of this mission will be to locate and collect some of the
hidden items. There are free stashes you should examine - Kanky’s box, Jammer’s box and
Pique’s box. The quest will be completed after you open Jammer’s stash (M50, 8) found to
the north-west of Jarvia’s location (near some of the tamed creatures).



HEHIBZE The dead caste
24K E: HRBFRHRIZG HBE[FETIRYA (The dead trenches) ]

Received from: automatically after finding the Legionnaire’s altar [The dead trenches]
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PR ANBE (ogres) (M58, 12) EEFEMSIR. Bk 17448, B UIAH % [tk
(M58, 13) , =N ——ZE R4 (Legionnaire’s key) F1ZE 3k 2§ (Legionnaire’s
helm) (ZERIER AR PIAERE HABR TR BD o FE, ERXWDME, ik
T e R (ghosts) 1R K.
Description: Finding and examining the altar is a part of Paragon of her kind quest, so you
can’t really miss the opportunity of completing this assignment. You’ll be allowed to
examine the altar soon after dealing with two ogres (M58, 12). Notice that aside from the
Legionnaire’s altar you can also take a look at the Legionnaire’s relic (M58, 13). Make sure to
collect two items - Legionnaire’s key and Legionnaire’s helm (other parts of the
Legionnaire’s set can also be found in different parts of the trenches). Be careful, because

picking up these items will make the nearby ghosts angry.
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#E KM ERIEE (insignia of the dead caste) . H RTAEfAI LR IXLEE T .



Deal with the spirits and return to the large gate which was being protected by one of the
ogres. Use the key to open the gate and head forward. Make sure to explore one of the
nearby corridors to find a sarcophagus (M58, 14). Open the sarcophagus to collect insignia of
the dead caste. This is all you can do right now.
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[ 205 N B8 L2 J5 v AR B2IX AME S5 . BI[RAB — AKX —EEZE (Orzammar -

Diamond quarter - Shaperate) ]. HE|—A&brid AFEMZHF (a book marked as Memories)
(M53, 10) . miififh, HEHRER, (EF %K.

You’ll be allowed to resume this quest after your return to the dwarven fortress. Travel to
[Orzammar - Diamond quarter - Shaperate]. Here you’ll have to locate a book marked as
Memories (M53, 10). Click on the book to add all the information on the caste and to finish
this quest.

ABANZICHE The golem registry
E&KRE: HRIEAEAIZEEEENEE[ZEBZ A (Anvil of the void) ]

Received from: automatically after finding the golem registry [Anvil of the void]
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FIMEET (Caridin) A7k (Branda) , BEIFE® (crown) J&, AILUUIFLHIXAME
%o TEMHERB]—A KA (M59, 10) . riiliBid, WUE(ES. mEE4E (Oghren)



—Z . X ER[EABE AKX —MEHEZE (Orzammar - Diamond quarter
- Shaperate) ], fEiX EAIMESEE (Shaper) (M53, 3) XJif, a2 hiR— A KITAF
X (master rune) .

Description: You’ll be allowed to start this quest soon after you’ve defeated Caridin or
Branda and after receiving a crown. Look around the area to find a large panel made out of
stone (M59, 10). Clicking on the registry will initiate this quest and you can also ask Oghren
what he knows about the thing you’ve just discovered. Leave this area and travel to
[Orzammar - Diamond quarter - Shaperate]. All you have to do right here is to talk to
Shaper (M53, 3). He will reward you for your efforts with a master rune.

B H Asunder
SR E: HRBITERER 2 )5 BEEE [ (Orzammar) ]

Received from: automatically after finding all demon parts [Orzammar]

NSRBI = ASE B B G A ReE BIIX MT 5% . B BIZE DB HI48F (a bag of limbs)

(M55, 3) , #LMAET (aheadinthe bag) (M56, 5) FIZEEKFHIEET (atorso
in the bag) (M56, 10) . ZEE|FTE I )G R [BIEFKE (Ortan thaig) ], 7EFEEH
O X B —NNEIE (M57, 11) o midif8is, MU ERBIPRER . XFE2E
Mot — MEEEERE % (beast from the Fade) . /A ABGE X MEF 8 (X FE H Refs
BRI SFILEEF (TUABRRIRZE&F (gold) ) .

Description: This quest will appear in your journal only after you’ve successfully collected
all three parts of the demon. You’ll have to find a bag of limbs (M55, 3), a head in the bag
(M56, 5) and a torso in the bag (M56, 10). Once you have all the parts go to [Ortan thaig]
and find a small altar (M57, 11) located in the central area of the thaig. Click on the altar
and confirm that you want to place the body parts on it. Doing this will summon a beast from
the Fade. You can attack the creature (you would only gain experience points) or you can
allow it to leave (you would receive a lot of gold).



EE R KR Topsider's honor
E53k 8 - £FFRIE R ISR (topsider’s pommel) J5 H 305 [BLE 4% (Ortan thaig) ]

Received from: automatically after finding topsider’s pommel [Ortan thaig]
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BOEIXMESS, TFEARMZ BB 5 E[FET T8 0 (Caridin’s cross) ]
(M56, 8) kbFii— e Af#E (genlock emissary) J&, ME NPk FEZF$RIER
IS (topsider’s hilt) . fFEX MM G, B[R], fERF (Ruck) L itk
i (M57, 12) fF4034k, fSdi—AMEl, HEFRERKEIFR (topsider’s pommel) .

Description: In order to activate this quest you’ll have to collect two items during your stay
in the Deep Roads. Start off by defeating a genlock emissary in [Caridin’s cross] (M56, 8),

checking his body and picking up topsider’s hilt. Once you have this item in your inventory go
to [Ortan thaig] and check the area near Ruck’s hideout (M57, 12). You’ll have to click on an
interactive vase to collect topsider’s pommel.

E‘NH. 2 "‘l.‘ e )

IAERI[FETIRYE (The dead trenches) ], ZIFE#E IR X, #F]—4> boss (M58,
17) —HZHIREEIARE (ancient darkspawn) . X FAKIRAIF XS, Bk k. 40
BAIRIIBA 2410858, FEFHKE . FIWEZ G, Z2$RFER KIS T] (topsider’s blade) -

You may now travel to [The dead trenches]. Head on to the southern area of this thaig and it
shouldn’t take long until you’ll encounter a boss (M58, 17) - ancient darkspawn. | wouldn’t



recommend attacking this beast if your team isn’t strong enough, because it will be very
hard to kill and it will use powerful attacks to inflict injuries. Check the corpse after the
battle to collect topsider’s blade.
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[ S| [BE M (Ortan thaig) T, FEFEMS (KA T IMAR IS SO AERE, siedi — HEBCEE
(M57, 13) , 133|—{EMEEr8]—4RE RBIZFER 2 8 (topsider’s honor blade)
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Finish this quest by going back to [Ortan thaig]. In this case you’ll want to explore the
eastern section of the thaig where you’ve defeated spiders and darkspawn the last time you

were here. Click on a grave (M57, 13) to end this quest and to receive a unique sword -

topsider’s honor blade.



