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The noble feast
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EEKE: BERE (Gorim) [BEIAE—HAX—2H]

Received from: Gorim [Orzammar - Diamond quarter - Royal Palace]
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Description: Your friend Gorim (M16, 1) will inform you about an upcoming feast to
celebrate the main character becoming an officer and he’ll also tell you that you can spend
free time by visiting local merchants in the Diamond quarter or by going to the arena to
watch some fights. | would recommend that you agree to take a family shield with you and
you should also pick up items from a nearby crate once you’re done talking to Gorim.
Proceed to the exit (M16, 2) to find yourself standing in [Orzammar - Diamond quarter]
(M17, 1).
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It won’t take too long for you to meet your two brothers - Trian and Bhelen (M17, 2). You
can be harsh during the conversation if you want to, because you don’t have to worry about
any repercussions. There are four traders in the diamond district (M17, 3) - silk merchant,
armor merchant, weapon merchant and magic marchent. Once you’re ready to move on
with the quest head south-west and talk to a member of a royal escort (M17, 4). You’ll find
out that it’s not safe to travel alone, so the guards will accompany you to the arena.
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It won’t take long before you’re escorted to [Orzammar - Proving grounds] (M18, 1). Talk to
Proving master here (M18, 2). You can decide to remain in the audience and to see a couple
of duels or you can ask him to allow you to participate in arena fights (M18, 3). If you decide
to challenge other dwarves you’ll have to defeat Aller Bemot, Adal Helmi, Sir Backstone
and Frandlin Ivo. Each duel will be harder than the previous one and it’s also going to be
important to keep using available abilities. The reward for winning all four duels will be a
proving helm. You can keep this item to yourself or as a gesture of goodwill you can give it to



your last opponent. Once you’re done visiting the arena talk to the royal escort again (M18,
1) and confirm that you want to return to the Diamond district. Head on to the start area
(M17, 1) and open the large gate to return to [Orzammar - Diamond quarter - Royal palace].
Proceed to the throne room (M16, 3).
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Lord Ronus Dace (M16, 4) will want to talk to you and it would be a good idea to grant him
with an audience prior to approaching king’s throne. You can agree to his proposal to give the
rights back to the surfacers or you can dismiss his idea. If you say yes you should also consider

asking him about something in return and Ronus will offer you 100 gold coins (don’t count on
getting rich so soon, though).
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If you talked to Dace you should also consider talking to Lady Helmi (M16, 5). She’ll start the
conversation with an unpleasant statement if you agreed to Dace’s idea. Helmi will inform
you that if you agree to his plan the entire kingdom will find itself in debt. You can ignore her
concerns, you can agree to help her in dismissing Dace’s idea during the conversation with
the king or you can return to Ronus to find out more about his plan. If you choose the last
option you can tell him that you know his real intentions. The most extreme solution in this
case would be to challenge his royal house to a honorable duel in the arena (M18, 3). The
goal here would be to defeat one of Dace’s most skilled warriors - Mandar.
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Approach the king’s throne (M16, 6) to start the ceremony. During the ceremony Lord Dace
will present his idea and you’ll have to choose between backing him up and dismissing his
plan. If you helped Dace talk to him after the celebration and he’ll give you a note of credit
with a promise of a payout in the near future. King Endrin will ask you to find Trian for him
and in order to do that you must go to his quarters (M16, 7). Trian will leave soon after
you’ve arrived and that’ll leave you with Bhelen. Your brother will share his concerns that
Trian is probably trying to kill you to have real chances in seizing the throne. You can agree
to plan the murder of Trian or you can ignore Bhelen’s idea.
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£4kE: BERERK (King Endrin) [BILE—EFHFHIFEE (Ruined thaig) ]

Received from: King Endrin [Orzammar — Ruined thaig]

ZERAMALE (Bhelen) FIRAJS RIBI[BEHLH — KA K FHE (Orzammar - Ruined thaig) ]
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Description: Once you’ve ended your conversation with Bhelen you’ll find yourself standing
in [Orzammar - Ruined thaig] (M19, 1). The king will send you on a mission of finding an
Aeducan shield. Thankfully you won’t be travelling alone, because Gorim will accompany you
in this journey. Make sure that both characters are using good weapons and armor before
heading into the caves.
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During your time spent in the thaig you’ll be dealing mostly with giant spiders and
deepstalkers, however winning most of the fights shouldn’t be a big problem. Pay more
attention to genlocks, because they’ll be travelling in packs and some of them will be using
bows. There are several traps in the caves and you can consider disarming them if you’re
playing as a rogue. Eventually you’ll have to reach a much larger cave where Frandlin Ivo
will join the team (M19, 2).

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

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

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

:\‘ﬁ I- = = x 2
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FIRR b, SIS N RFTIFARE (M19, 7) o IXAE BT RE = 2R A E $7)& (Aeducan shield) .

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

5 - 2l i
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Head back to [Orzammar - Ruined thaig] (M19, 8). Be careful, because you’re going to be
attacked by a new group of genlocks here, as well as by a Plague wolf (mini-boss). Deal with
the wolf first, especially since the creature is capable of taking down your teammates and
inflicting massive injuries. Once it’s safe you’ll have to start moving back to a large cavern
where Frandlin has joined your team (M19, 2). Ignore a conversation about a possible
ambush spot along the way.

WERAIRZHA B2 E L, MREE LA R 2RI RZ (Trian) AL MEAF
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PRl H s E B Csignet ring) B8 F- 8% (URBAME B I F& (scout) 2R Ath)
If you ignored Bhelen’s warning you’ll discover dead bodies of Trian and dwarven guards
upon your arrival in the cavern. If you conspired against Trian he’ll still be alive and you’ll be
allowed to talk to him. During the conversation it’ll soon become clear that Bhelen has told
him the exact same story. Sadly you won’t be allowed to find a peaceful solution, even if you
decide to show him the signet ring or surrender (the scout in your team would provoke him).
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Once the battle has started you should use the same tactics as before and focus primarily on
defeating enemy archers. Once they’re gone you may begin attacking Trian. Bear in mind
that his death won’t stop this battle, because you’ll have to eliminate all enemy units.
Either way you’ll trigger a cut-scene, showing king Endrin’s arrival. Sadly you won’t be able
to convince your father that it was all Bhelen’s fault and that you’ve been betrayed by the
scout and by Frandlin (you can take revenge on him by killing him). This quest will end with
the main character being thrown into jail (M20, 1).
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F5kE: SR B3GR LE —\BAR (Orzammar - Prison) ]

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

M FRE (Gorim) X1 CHbARBEFEAP5AM) o VR ACBARIER RN A B, 2
WAL BILID S, (RN TR L . TURER RN B MR INE R —1: 4K
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Harrowmont) . WURARIAABTEE SAHE, BREH AR, B2 SR m R — AR
BAKS.

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

,r.p:"';, 2 an TR
PRl B[ RALE — R Z B3RS (Orzammar - Deep Roads Outskirts) ] (M20, 2) .
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Wait for the main character to be escorted to [Orzammar - Deep Roads Outskirts] (M20, 2).
You may start exploring the area to the south of where you started. Naturally it’s not going to
be safe here, because you’ll encounter new giant spiders, genlocks and deepstalkers along
the way. In addition to that you must also watch out for traps. Make sure to loot all the
bodies of dead dwarves along the way to collect missing pieces of your armor.

i -

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

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

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