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Black Burrow
Level One

1 The Pit

Level Two

1 Snake Pit

2 Snake Ledge

3 Elite Room

4 Commander Room

5 Fall to here from pit trap above

Level Three
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1 The Bridge

Location:

North of Qeynos Hills, South of Halas

Adjacent Zones:

Qeynos Hills, Everfrost

Level of Monsters:

4-15+

Types of Monsters:

Gnoll Pups, Scrawny Gnolls, Gnolls, Scrawny Gnoll Guards, Burly Gnolls, Gnoll Guards, Gnoll Shamans, Gnoll Elite Guards, Gnoll Commanders, Gnoll Brewers, Gnoll Master Brewers, Razorgills, Giant Plague Rat, Giant Snakes, Bear

Notable NPC's:

Lord Elgnubb, Trannix Darkpaw

Unique Items:

Studded Leather Collars, Spiked Collars, Rusty Spiked Shoulderpads, Giant Snake Fangs, Onyx Earring, Brewing Casks

Indoor/Outdoor:

Outdoor

Description

Blackburrow is the home of the Blackburrow clan of gnolls. It is something of a combination between underground dungeon and above ground hunting area, and represents the only pathway to get from Everfrost and the home of the barbarians to the Qeynos Hills and lands beyond. The overall structure of Blackburrow consists of two entrances and a ring with a deep hole in the middle. There are multiple tunnels to the lower levels where higher level gnolls can be found. 

Dangers 

This level is quite dangerous, mostly for two reasons. The first is that it is famous for its "trains." Trains are created when a gnoll runs to the lower levels after being attacked, encounters some of its fellows and recruits them to help him to return to the top. Invariably, the gnolls at lower levels in Blackburrow are tougher and more dangerous, and I've seen trains of almost a dozen Gnoll Elite Guards running through the area. Since they are all above 10th level and the average level of a character on the top is about 8th or so, these trains leave a trail of bodies behind them and a large number of high level characters running to the exits /shout'ing "run" and "zone" and "TRAIN!!!" Quite satisfying. 

The other danger is that there is a large variance in the strength of the gnolls who spawn at the top, which is made more dangerous by the fact that there really isn't a good, safe place to stand and keep an eye on the spawn spots. They spawn all around you and have a wide range of levels, so you can wind up attacking a much more powerful gnoll if you don't /con first. Needless to say, this happens often, and people will be running past you with gnolls chasing them. 

The other problem, and this is more of an annoyance than a danger, is that there are 15th level warriors sitting at the top killing scrawny gnolls when they appear. What I mean is, there are a lot of high level people who don't go kill gnolls their own levels in the lower dungeons, but instead hunt on the top. This can mean slim pickings for us lower level people. It can also mean more trains, because a very low level monster will flee when attacked by one of these guys, and if they aren't quick enough or smart enough to catch it before it runs down its hole, you can bet a train is on its way. 

Benefits

This area, although dangerous, does provide some good benefits. First of all, the gnolls are generally pretty wealthy. Most of the gnolls you kill will either have a weapon or some cloth armor item, all of which are worth cash. You'll find that every time you go home, you'll feel rich for having hunted there. 

The other reason people hunt here is for quest items, mostly monks coming out of Qeynos looking for items for the quests. They can only be found here, so monks are seen here frequently with their parties. There are quite a few other quests that can be done here, looking for various items for use in the surrounding towns, so the place is a hub of activity. 

The character of hunting in Blackburrow has changed significantly over the past few months of Everquest, and I have changed this guide to note that. When the average player was about 10th level, Blackburrow was swamped and it was almost impossible to get a kill in anywhere in the dungeon. Trains happened about every 5 minutes, and you had to play at 3 am in order to get a shot at camping the Elite Room. Now things are different. The dungeon is much more open as people have improved the levels of their characters, and you can actually hunt here. 

Travelling To and From Blackburrow

There are two entrances to Blackburrow. The first is on the southeast segment of the canyons of Everfrost, which can be hard to find given that the area is confusing. I'm not sure why, but I get lost there about every other time even though I've travelled that path about a hundred times now. The tunnel is guarded by several gnolls, and has up to three of them down through it, so you'll often see barbarians who are timid to go into Blackburrow itself hunting out here. The tunnel itself is long and dark, and used to be impassable without a light source. I believe they've improved it, but not by a ton, so don't count on it being vastly lighter. 

The other entrance is through Qeynos Hills, and the entrance is in the northeast corner of the zone. There is no path to it, but it is east of Surefall Glade and north of the zone to the Plains of Karana. The gnoll head canopy is hard to mistake. There are several good spawn sites nearby for gnolls, especially a few for gnoll watchers in groups that are fun to take out for lower level groups. The tunnel here to Blackburrow is much lighter and shorter. 
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East Commonlands

1 Orc Camp ("Orc Camp 2")

2 Inn with Alcohol, Cloth Armor, Magician Books, Spell Components, 

 Tiny Daggers, andGems (Inn 4)

3 Hut with Shields, Food, Herbs, and Compass

4 Inn with Arrows and Nocks, Alcohol, and Cloth Armor (Inn 3)

5 Obelisk with Rangers

6 Orc Camp ("Orc Camp 1")

7 Inn with Food, Alcohol, and Cloth Armor (Inn 2)

8 Haunted Ruins

9 Empty Hut

10 Plagued Huts

11 Inn with Food, Alcohol, Cloth Armor, and Pottery Supplies (Inn 1), 

 also Baking Supplies

12 Shop with Miscellaneous Weapons and Throwing Weapons

13 Shop with Spell Components

14 Shop with Cleric Trainer

Location:

 Adjacent to the city of Freeport

Adjacent Zones:

 West Commonlands, Nektulos Forest, Northern Desert of Ro, West Freeport

Level of Monsters:

 1-20

Types of Monsters:

 Decaying Skeletons, Snakes, Fire Beetles, Brown Bears, Shadow Wolves, Orc Pawns, Orc Centurions, Orc Legionnaires, Orc Apprentices, Orc Oracles, Giant Scarabs, Asps, 

 Rattlesnakes, Darkweed Snakes, Skeletons, Zombies, Lesser Mummies, Ghouls, Giant Spiders, Young Kodiaks, Griffins, Air Elementals

Notable NPC's:

 Lord Shin Ree, Altunic Jarten, Squire Narl, Shady Swashbuckler, wandering merchants

Unique Items:

 Unknown

Indoor/Outdoor:

 Outdoor

Description

The East Commonlands is a large open area that is adjacent to West Freeport, and contains both an area for newbies to train in as well as for adventurers that are more experienced. It is something of a melting pot, like Northern Desert of Ro, because many races mix in the area. 

Dangers 

The main danger in this zone is the Griffins that fly around and terrorize everyone. They are the highest level creature in the zone (beneath them are probably the rare mummy, and most of the others are less than tenth level), and fly from one end to the other, attacking all characters they encounter. Their danger is enhanced by the fact that they frequently can be seen floating in mid-air, when in fact they are much further away, or closer, because they haven't popped yet. It is good to know the numbering system for the Inns (numbers one through four, starting at the one closest to Freeport) as people will usually shout the location of the griffin as it makes it sweeps through the area. 

Some of the other creatures are aggressive, most notably the undead and the orcs, but are readily avoidable if one is paying attention to where things are. Hunting the orcs in their camps is also dangerous, as oracles will frequently spawn in them. There are also typically large groups of players camping them. 

Benefits

I'll be honest when I say that I feel East Commonlands is solely a place to pass through when travelling to better hunting. The number of random deadly creatures in this area make it a dangerous area for newbies, and for higher level characters there is simply not enough here to hunt on a regular basis. The exception to this is when snake hunting along the southern desert edge, or in one of the groups camping for the orcs. 

There is also some fair hunting for solo and small groups by wandering throughout the zone and picking on giant scarabs, spiders, and young kodiaks, although you have to be around 10th level to do this. 

As far as being a waypoint, this area is good because it provides a sort of waystation for most groups so that they don't have to travel far to sell goods or buy food. The area supplies characters with arrows, tiny daggers, food and several types of armor without leaving the area. It is also a convenient place to purchase trade items, such as gems and cooking and pottery supplies. For dark elves, this area is a boon, as most of the guards leave dark elves alone. This is also where the underground market is, notable for the Shady Swashbuckler who hangs out in the middle. Many of the player run bazaars and gatherings are held here, since it is free of monsters and safe for all races. It lies in the tunnel to North Ro. 

Travelling To and From East Commonlands

East Commonlands is readily accessible, and provides a major hub for travel throughout Antonica. To the east lies West Freeport. To the west lie the West Commonlands, a very similar area to this one. 

North lies a gap in the hills through to Nektulos Forest, the dark forest of the dark elves. To the south lies the tunnel that leads to the Northern Desert of Ro, where the underground market is.

Eastern Plains of Karana
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1 Druid Ring with Druid and Treant

2 Bandit Camp

3 Shops selling Weapons, Food, Goods, and Cloth Armor

4 Sir Morgan

5 Shops selling Archery Items and Food

6 Gnolls

7 Haunted Obelisk

8 Farm with farmers

9 Farm with farmers

10 Barbarian Fishing Village

Location:

On the eastern edge of the vast Plains of Karana

Adjacent Zones:

Northern Plains of Karana, Highpass Hold, Gorge of King Xorbb

Level of Monsters:

10-30+

Types of Monsters:

Lions and Lionesses, Lion Patriarchs, Lioness MatriarchsCrag Spiders, Carrion Spiders, Bandits, Gorge Hounds, War Wolves, Silvermist Wolves, Dark Stalkers, Gnolls, Chasm Crawler, Bullhorn Snake, Spirit Stalker, Gnoll Reavers, Undead Reavers, Griffawns, Evil Eyes, Griffins, Cyclops, Hill Giants, Treants

Notable NPC's:
Broon, Proon, Droon, Chief SaNre'Rexxa, Tallus Holton, Sir Morgan, Grennix Mucktail, Vexven Mucktail, Emhu Mucktail, Splintered Claw, Jairn

Unique Items:

item for Ranger armor quest

Indoor/Outdoor:

Outdoor

Description

The Eastern Plains of Karana is a rough, partly hilly area on the eastern edge of the Plains of Karana. The area is frequented by many of the rarest and most dangerous creatures in all of Antonica, and is connected to the rest of the world only by two narrow mountain passes and one massive bridge. Some intrepid souls make their homes out here amidst the creatures. 

Dangers

This area is frequented by some very dangerous and aggressive creatures, many of which are similar to other areas of the Plains of Karana (hill giants, griffawns) and many more which are unique to this area (the gnoll and undead reavers, gorge hounds and war wolves, evil eyes, lion and lioness royalty). There is a lot of good hunting here, but it comes at the price of being very dangerous. Also, it is a fair distance from anyplace that you can bind safely at lower levels (you can bind High Hold Pass and Keep, but those are dangerous too) which can make the trip lengthy. 

Given that this is the case, there are few places to hunt safely (other than the edges of the zone) and no real guard to protect you or to run to. Random death is the key here, and with so many creatures running around who are aggressive (it's like you're in an angry zoo) I wouldn't recommend hunting here until you reach 15th level, unless you are very good at avoiding dangers. 

Also note the presence of very high level killing machines that are here, like the evil eyes, Broon and cyclops, name gnolls. Even if you're hunting carefully within your level, these can certainly spoil your day. 

Benefits

This area provides good hunting from 15th until about 25th level, roughly, as the area is just jam-packed with monsters that you'll be able to hunt. It also is somewhat less crowded than areas that are closer to the main cities. This makes the area good hunting for a careful group. 

Sir Morgan is a well-known feature of this area. He is a plate-clad knight who hangs out just east of the bridge from Northern Karana with his squire and offers to guide you to the other side and protect you along the way. His price is fairly cheap, and if you have bad luck avoiding danger, might be worth the price to have this man guide you and keep your hide from harm. 

Travelling To and From Eastern Plains of Karana

The southern and western borders of this area are blocked by a vast river that continues flowing westward through the Plains of Karana. The sole way across this is over a massive bridge in the northern part of the western edge, likely built by giants many years ago, if anything can be guessed from the massive scale of the structure. 

The pass to Highpass Hold lies on the eastern edge of the zone, through a very long and narrow pass through the mountains. 

One can also travel into the Gorge of King Xorbb, which lies in the northeastern corner. A trail leads past some shops on the way to the Gorge.

Everfrost
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1 Merchants selling Large Sewing Kits, Sewing Supplies, and Goods

2 Ice Goblin Igloos with low-level spawns

3 Ice Goblin Igloos 

4 Barbarian Guards

5 Bandl McMarrin -- Barbarian Guard

6 Ice Goblin Igloos with mid-level spawns 

7 Temple with Barbarian Shaman selling Poison-based Spells

8 Ruined Building

9 Ruined Temple

10 Abandoned Tower

11 North Tower

12 Stone Wall surrounding Permafrost Entrance

13 Stone Tower

14 Vast Ruined Temple

15 Intact Temple inhabited by Icy Orcs and Redwind

16 Stone Giant Statue

17 Rubble

18 Rubble with Ruined Building

19 Abandoned Tower

20 South Tower

21 Abandoned Tower on High Ridge

at loc 1140, -5020 hole in river ice

at loc 2445, -4080 hole in river ice

at loc 3163, -6292 is entrance to secret tunnel into Permafrost

Location:

East of Qeynos

Adjacent Zones:

Halas, Blackburrow, Permafrost Keep

Level of Monsters:

1-20+

Types of Monsters:

Ice Goblin Whelps, Gnoll Pups, White Wolves, Snow Spiderlings, Polar Bear Cubs, Skeletons, Snow Spiders (Large and Giant), Polar Bears, Snow Leopards, Ice Goblin Scouts, Ice Goblin Shamans, Snow Orc Troopers, Snow Orc Mountaineers, Snow Orc Shamans, Woolly Mammoth Calves, Woolly Mammoths, Vengeful Lyricist, Vengeful Composer,Vengeful Soloist, Icebone Skeletons, Icy Orcs, Ice Giants

Notable NPC's:

Karg Icebear, Lich of Miragul, Megan, Tundra Jack, Iceberg (a friendly polar bear), Snowflake, Sulon McMoor, Redwind, Martar Icebear, Dark Assassin, 

Unique Items:

Polar Bear Cloak, Lupine Armor, Gigantic Zweihander, items for Ranger and Shaman armor quests and Wizard Rod quest 

Indoor/Outdoor:

Outdoor 

Description

Everfrost is a permanently frozen area of frequent snowfalls and constant snow cover. It is the northernmost zone, and is adjacent to the home of the barbarians, Halas. It is also adjacent to the gnoll home of Blackburrow, where all must pass if they want to enter the lands surrounding Qeynos, and Permafrost, a higher level dungeon to the east. Everfrost can be safely divided into two subzones, the canyons and the plains. 

The canyons represent the newbie area for Halas. They are a twisting area of high ridges and very few open areas through which the lower level monsters move. This is also where the entrance to both Halas and Blackburrow lies. 

The plains are a much vaster and more dangerous area. They lie to the east of the canyons and stretch for quite a ways further east before ending in the mountains. The only place further east is Permafrost. A frozen river divides this area into eastern and western halves, and ruins of an ancient civilization are scattered throughout the region. 

Dangers 

The dangers can be divided into the two separate areas. The canyons can be dangerous for low level adventurers (less than 4th) as the 1st level monsters (the whelps and pups) are aggressive to you and you can wind up being swarmed by these creatures. It is also dangerous if you are in the business of attacking wolves. If I can give you advice, don't attack the wolves. Every zone on this half of the continent has wolves in it, and you don't want to constantly be harried by wolves, especially since there's no reason to kill them. Their pelts are useless to you, and there are so many other creatures to hunt. Also, every monster in this area will join its comrades if they are in battle, so be careful of swarming. Also, there are now a trio of vengeful skeletons who appear identical to the normal weak ones. Be careful to /con all the skeletons you will be attacking or fighting near, or have an escape route planned out ahead of time. 

The plains are an entirely different matter. The biggest problem here is that some of the most powerful creatures in the zone are also the most aggressive, namely the Orc Shaman and the Icebone Skeleton. The Orc Shaman can cast all manner of spells and can take on groups of level 11-13 characters, even though it is only about level 14-16. The Icebone Skeleton is difficult to see until it is upon you, and then does massive damage and stun attacks, as well as cast spells, and is about 15-16th level and immune to nonmagic attacks. 

The other creatures on the plains that are dangerous are not aggressive, and these are the woolly mammoth. There are packs of people lining the western edge of the plains who send out a scout to bring in a mammoth or mammoth calf to kill here, and the only real danger is that they might bring back more than they can handle, and either perish or run to theguards, and bring the mammoths with them. The calves are about 14-16th level and the mamas are even higher (near 25th). 

There is now a band of icy orcs that have taken up residence in the temple by the river and the ice giant statue. These creatures are approximately lvl 25, and have as their leader and Shadow Knight named Redwind, who is closer to 28th level or so. There is also a small network of caves off of the end of the northeast branch of the river. It is quite a swim from the nearest ice hole to the opening, with nowhere to breathe in between, so you need some method by which to breathe water. Within the caves can be found a aggressive deadly necromancer, several Icebone Skeletons, and the elusive cave bear. 

Benefits

The canyons of Everfrost are probably one of the most wealthy hunting grounds I've ever found. I consistently would return from hunting there with 2-3 platinum, even at low levels (like 3rd). By then you're killing all the creatures that walk by, sometimes in hoards, and raking in the money and experience. The bears have pelts, the skeletons have weapons, and the pups and whelps quite often carry sacks. 

The plains are good for wealth if you are of significantly high level such that you can hunt in a group and take out mammoths. Their tusks are worth quite a bit, and it is quite safe to hunt them the way they do, in a very controlled environment and with guards nearby. Also, a midlevel (5th or 6th) soloist could make quite a living taking out Ice Goblins along the edge, including their little camps. The other benefit to hunting in the deep plains is that there are not a lot of people around, so the monster you spot is more than likely yours. There are also some unique quest items floating around. 

Travelling To and From Everfrost

To the southeast of the canyons lies the entrance to Blackburrow from Everfrost. It can be difficult to find, but is generally safe. Be careful, however, because the Everfrost section ofhe tunnels has both gnolls and darkness, you need to be able to take them out and see or you'll never reach the other end. 

To the East lies the entrance to Permafrost. I have never gone inside, I usually get creamed by an Icebone Skeleton before I reach there and I can track the ice giants within, but it exists on the far northern edge of the eastern edge of the plains.
High Keep
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Basement and Main Floor

Lettered Stairs lead to each other

1 Pickclaw Goblin Room (with Guards)

2 Torture Room

3 Princess Lenia

4 Prison Cells with Prisoners

5 Pickclaw Warrior Room

6 Pickclaw Raider and Seer Room

7 Bank

8 Merchant who sells anything

9 Merchant who sell anything

10 Prison with Prisoner

11 Bard for Mail Delivery

12 Captain Boshinko

13 Bard selling Bard songs and Enchanter selling Enchanter Summoning spells 

14 Locked Room

15 Inn, Clerk sells Brewing Supplies

16 Merchant selling Gemstones
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17 Wizard Trainer

Upper Floors

1 Kitchen with Merchant selling Baking Supplies, Oven and Brew Barrel

2 Gambling Room, Merchant selling Brewing Supplies

3 Locked Room with Tearon's Skeleton, get key in quest

4 Room with Dulcyna Blackhand

5 Room with Tyrana Slil, and ? Princess Lenya

6 Room with Mistress Anna

7 Locked Room

Location:

Deep in the mountains in the center of Antonica

Adjacent Zones:
High Pass Hold

Level of Monsters:

18-35

Types of Monsters:

Prisoners, Pickclaw Lookouts, Spiritists, Cabalists, Guards, Warriors, Visionaries, Raiders, and Seers

Notable NPC's:

Princess Lenya, Princess Lenia, Captain Boshinko, Mistress Anna

 Artisan Facilities

Brew Barrel, Oven

Unique Items:

Unknown

 Indoor/Outdoor:

Outdoor

Description

High Keep is the seat of a former empire that used to spread its power over central Antonica in years past. Now, their reign has diminished under constant attacks by the orcs and gnolls, and is restricted to High Pass Hold now. However, the inhabitants of High Keep thrive on trade, both legal and illegal, passing through the center of the continent, as High Pass Hold is one of the few "safe" regions to pass through. 

Dangers 

There are three specific dangers in High Keep. The first are the pickclaw goblins, who exist in the basement of the Keep, apparently unbeknownst to the guards walking above their heads. These spawn in a serious of rooms, and become more dangerous the lower down in the basement one goes. They are uniformly very heavily camped. 

The other two are in the basement as well. There are prisoners that appear to be safely tucked away inside of their prison cells. These prisoners are highly aggressive and will come out of their cell in order to attack you, regardless of how beneath you they are in level. If you get more than one or two on you, they can be more than a nuisance, and the guards will not attack them. Also, nearby is a Princess Lenia, not to be confused with the Princess Lenya that is part of a quest. This particular princess is a necromancer and around 20th level, so be careful around her (although she is not aggressive). 

Benefits

This is a small, tight zone to hunt in. You can make your wealth downstairs with the goblins and walk a very short distance and sell or put it into the bank, you can be bound right here, etc. It's a one-stop hunting place. Probably for this reason, the poor Pickclaw Goblins have an estimated lifespan far less than a mayfly, and the area has actually developed lists for getting to attack specific pickclaws. Hmm, now I'm not so sure this is a benefit... 

The area also provides a good place for adventurers in the center of the continent in general. You can be bound either in High Keep or in Highpass Hold, and with the nearby merchants and bank, this area acts as much as a town as either Qeynos or Freeport do, although I believe it is underutilized. 

Travelling To and From High Keep

High Keep's entrance is located in the middle of Highpass Hold, on it's eastern edge. From there the Keep can be reached through either Eastern Plains of Karana (through a long gorge) or from Kithicor Forest.

Highpass Hold
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1 Gnolls

2 The Golden Rooster, with Brewing Supplies, Alcohol, and Miscellaneous Items, also Dark Elf Shadow Knight 

 upstairs

3 Shop with Kiln, Pottery Wheel, Goods, Food, and Pottery Sketches

4 Tiger's Roar, with Alcohol, Brew Barrel, Oven, and Brewing Supplies

5 Aggressive NPC Camp

6 Serpent Supply, with Kiln, Pottery Wheel, Food, Forge, and Tailoring Supplies

7 Lumberyard, with Brew Barrel and Alcohol

8 Greenbanes' Weapons, with Weapons, Clay, and Firing Sheets, Forge Outside

9 Orcs

Note that there is an additional area not shown in the map above. Passing into the water near area 4 and through a narrow tunnel (not the one that leads to the other pond) leads to an area filled with smugglers and equipment necessary for trade skills.

Location:

In the center of the continent of Antonica

Adjacent Zones:

Eastern Plains of Karana, Kithicor Forest, High Keep

Level of Monsters:

12-22

Types of Monsters:

Gnolls of various types, Gnolls, Gnoll Soothsayers, Gnoll Flamers, Gnoll Shamans, Orc Soldier, Orc Conscript, Orc Warriors, Orc Medics, Orc Acolytes, Orc Scout, Orc Mercenary, Orc Fanatic, Orc Shamans

Notable NPC's:

Dyllin Starshine, Hagnis Shralock (named Orc), Vexven Mucktail, Grenix Mucktail, many named NPC's in towns

Unique Items:

Polished Granite Tomahawk, Shralock Pouch, Cracked Darkwood Shield, Shiny Brass Halberd, Shiny Brass Idol, Testament of Vanear Page

Indoor/Outdoor:

Outdoor

Description

Highpass Hold lies along the main travel route from Qeynos to Freeport, and is a mountain pass guarded as well as possible by the valiant guards of Highpass Keep. Orcs and gnolls have patrols that run up to the foot of the Keep itself, and the brave Highpass citizens have carved out their homes out of the gulleys and nooks. 

Dangers 

Highpass Hold is dangerous to lower level adventurers because of the high level gnolls and orcs that are frequently found just inside either entrance. The orcs control the southern entrance and are more powerful than the gnolls that command the northern entrance. Rarely do the guards venture this far out in order to keep their area safe, so the traveller must either travel invisibly or quickly, or hope that some other adventurers are hunting these creatures to keep the area safe.

The other danger to the zone is a group of NPC's that have set up a camp in a small nook directly out from the gates of the city. They are highly aggressive to any traveller, although for some reason the guards of the city turn a blind eye to their presence. There is also a secret area of bandits that can be found if you swim under the bridge by the Tiger's Roar. Most people haven't interacted with them, as they are either too scared or too high level, so let me know what they do. 

Benefits

This zone's biggest attraction is as a stopping off point for people travelling from one end of Antonica to the other. Most of the people here are either just passing through or on their way to the Keep for some rare item or spell. 

There is also something of an economy here at the foot of the Keep. Out of the six buildings, three of them contain bars (there apparently isn't much to do up here except drink) and there is also good support for a variety of trade skills, especially brewing and pottery, as all the equipment and materials for these can be found here. There are also several good inns in the area. 

Travelling To and From Highpass Hold

Coming from Freeport an adventurer reaches Kithicor Forest before passing into the southern edge of Highpass Hold. Out of the eastern edge of Highpass Hold lies Highpass Keep. From the northern edge of the Hold one passes into Eastern Karana and winds their way down a long, narrow gorge until finally reaches the Plains of Karana. 

Kithicor Forest
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1 Shop with Boxes, Boots, Lightstones

2 Shop with Food

3 Closed Hut

4 Ruined Hut

5 Closed Hut

6 Haunted Stone Ring

7 Ranger Trainer Morin Shadowbane, as well as Ranger who gives out Ivy Etched 

 Armor Quests, Shops with Food, Staves, and Arrows

8 Closed Hut with Thumper outside

9 Ruined Hut

10 Shop with Compass, Food, Alchemy Leaves (Balm Leaves, Larkspur, Elf Leaf, 

 Dragonwort)

11 Shops with Food, Arrows, Spell Components, Peridot, Bloodstone

12 Named Orc area (the Gan'Shraloks)

Location:

In the center of the continent of Antonica

Adjacent Zones:

Rivervale, West Commonlands, Highpass Hold

Level of Monsters:

1-13+, 35-50

Types of Monsters:

Snakes, Bixies, Fire Beetles, Spiderlings, Skeletons, Zombies, Ghouls, Giant Pirahnas, Young Kodiaks, Giant Scarabs, Giant Spiders, Orc Pawns, Orc Scouts, Grizzly Bears, Shadowed Men, Werewolves, Skeleton Squad Leader, Dread Wolf, Enraged Dread Wolf, Tortured Healer, Zombie Troopers, Zombie Commanders, Skeleton Trooper, Undead Cleric, Decaying Healer, Skeleton Officer, Skeleton Captain, Decayed Knight, Rotting Knight

Notable NPC's:

Ged Twigborn, Mildin Whistler, Chief Gan'Shralok, Renkil Gan'Shralok, Thumper, Irin Lunis, Morin Shadowbane, Leaf Falldim, Kithicor

Unique Items:

Ratskin Gloves, Wolfskin Gloves, Bearskin Gloves, Lionskin Gloves, Ivy Etched Armor, Ruined Tier'Dal Staff, Ruined Battleworn Morningstar

Indoor/Outdoor:

Outdoor

Description

Kithicor Forest has recently become a much more dangerous, dark place. In days past, it was a quiet woods where an intrepid explorer could find many things of interest, but now it is overrun. It is confusing to travel in only because there aren't too many identifiable waypoints and the range that one can see is limited, but it contains good hunting for two different ranges of adventurers, as well as several unique items. 

Dangers 

Another addendum. Following the opening of the Plane of Hate, this zone has become significantly more dangerous. At night, there are many very high level (level 35+) undead in the zone, which are highly aggressive. These undead can also sometimes be found during the day. In addition, different creatures are now appearing here, such as goblin workers and will-o-wisps, which are relatively high level (low teens). Exercise caution when travelling through here, especially at night. 

The shadowed men have recently taken up appearing in this zone with frightening frequency. Their stepped up presence has turned a previously relatively safe zone into a much more dangerous one, as they often can't be seen until close, form into cohesive and deadly groups, and are extremely powerful. Keep your eyes peeled for this new group of inhabitants. 

This zone is very dangerous to travel through, whether day or night. At night the powerful undead, which are mostly over 40th level, spawn all over the zone. In the daytime, these undead no longer spawn, but if more powerful characters did not destroy them they will still be walking around. It is only relatively safe to run along the walls, as the monsters can charm you off of the wall. 

There are other dangers here as well. The first is that the forest itself is very confusing and hard to get around if you don't know what you are doing. All the trees and hills look the same, and there is no sky to see and not many paths to follow if you get lost. If you bite off more than you can chew in terms of a monster, there are no wandering guards to save you (no guards period, actually) and you pretty much have to know where you're headed if you want to zone in time to escape. There also aren't many roaming bands of other players to save you if you need it. 

The second is the named Orcs that live in the southwestern corner of this zone. They aren't always out, but apparently to some people they /con as being indifferent to you, although they actually kill on sight. They are also, by far, the toughest monsters in the area (other than maybe Thumper, I never poked him to find out). A large number of players use the southern edge of the zone as their waypoint to find their way from West Commonlands to Highpass Hold, and it brings them perilously close to these guys. 

Benefits

As I mentioned above, people think that there are few benefits to playing in this area. When playing my ranger, I had to disagree. This area provides some of the best untouched hunting in the game, all readily accessable. It is possible to track around and find any monster you want, and I guarantee you nobody else will be after it. This goes for the newbie area as well as the higher level area that covers most of the southern edge of the zone. As a 10th level ranger, everything in that area /con'ed comfortably blue to me, and lower level groups could hunt their and make good experience. The largest problem with hunting here is the lack of money, as none of the creatures are sentient and carry cash with them. This is still true since the addition of the more powerful monsters, but is much more dangerous. 

The other big plus in the game is that there seems to be some interesting quests available (or soon to be) in this area. The items that I mentioned above can be obtained from Ged Twigborn, a roaming NPC in the vein of the more famous Baobob Miller. He is occasionally accompanied by his non-speaking companion Irin Lunis. To find him, you either have to be able to track him down, which still requires some footwork, or to find Irin Lunis and follow her when she moves, because if she's by herself, she's walking towards him. He generally appears randomly in the southern half of the zone. It also appears that there is a Kithicor Resident faction. I haven't been able to increase it other than by doing the above quests, although you can increase it by killing orcs in Highpass Hold. There are several more NPC's (including the enigmatic Thumper) who don't speak to me yet, who I think will if I can get my standing higher.

The newest quest is that rangers can now obtained Ivy Etched Armor from a ranger outside of Morin Shadowbane's house in the northwestern section of the forest. This is a class-specific armor for rangers, and appears as green chain armor. 

Travelling To and From Kithicor Forest

On the eastern edge of the zone lies the entrance to the West Commonlands, a mid-level zone that most people duck their heads and run through on their way to Freeport to the east. 

On the northern edge lies the halfling starting city of Rivervale, a remarkably well-developed city (in terms of quests and talking NPC's), and beyond lies Misty Thicket and Runnyeye and the Gorge of King Xorbb, along the alternate route between Qeynos and Freeport. 

On the western edge lies the entrance to Highpass Hold, a high mid-level zone. My recommendations are to not attempt this zone unless you are invisible, know the zone extremely well (and I mean like the back of your hand) or are at least 15th level or higher. Once you step in and see the trail of bodies leading off down the narrow, windy path, you might get an idea of what I mean. When you look up and see the orc shaman casting Root on you you'll definitely know what I mean. 

Nectulos Forest
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1 Newbie Area

2 Halfling Ruins

3 Pyramid with Undead

4 Halfling Temple

5 Ruined Obelisk with Shadow Men

6 Halfling Town

7 Obelisk with Undead

Location:

Forest home of a clan of halflings and also dark elf territory

Adjacent Zones:

Neriak, East Commonlands, Lavastorm Mountains

Level of Monsters:

1-20, 25-30

Types of Monsters:

Snakes of all types, Spiderlings, Fire Beetles, Shadow Wolves, Decaying Skeletons, Skeletons, Lesser Mummies, Brown Bears, Young Kodiaks, Large Piranhas, Halflings of various types, Dark Elf Dragoons and Guards, Stone Guardians, Iron Guardians, Shadow Men 

Notable NPC's:

Deputy Leatherfoot, Leatherfoot Medic

Unique Items:

Unknown

Indoor/Outdoor:

Outdoor

Description

Nektulos Forest is a dark forest that lies north of the Commonlands on the eastern half of Antonica. It is home to a clan of halflings, and is also patrolled by the dark elves from nearby Neriak. It also represents the newbie zone for the dark elves from Neriak. 

Dangers

This area represents the newbie area for the dark elves, although the area is very small. The largest danger with the newbie area is that most of the monsters there will group with others of their kind, and because it is so small, one has to be careful to let the others get far enough away from their spawn spot so that they don't join in and send you running for the guards. 

The other large problem is that the wandering monsters (pretty much only skeletons and wolves) are aggressive and will attack you. This can be fairly annoying as guards are only present at the bridge and the entrances to Neriak and Lavastorm. The Guardians will also attack good races, although they leave the evil races alone. On top of this, the orc runner occasionally makes a dash for the Neriak entrance. He is approximately 9th level, and his presence will make the normally benevolent dark elf guards attack ogres and trolls in the area, which is something to be careful of. 

The last problem with this area, which isn't really a danger, is that this is, in my opinion, one of the worst designed areas in the game. I've started a character in every newbie area of the game and got to 5th level or so everywhere, and this area is by far the worst. The reasons are plenty, but basically the newbie area is very small, and wandering outside of it is very dangerous as 4th level wolves will attack and kill you. Therefore, if there are a large number of newbies there is very little to kill in this area. Also, once you reach 4th or 5th and start wandering a little bit further, Guardians are around you all the time. It's very frustrating to almost die in a battle with a skeleton, feel that you're going to win, and then have some stupid Guardian come up and kill it. Tada, no experience, no loot, 5 minutes of resting to recover. Another problem is that the creatures in this area don't give any significant loot. Unlike many other areas, it is difficult to find bags or boxes, rusty weapons, cash, bits of armor, etc on any of the monsters that you can hunt. Instead you get spiderling silks, ruined pelts, and fire beetle eyes. Note that none of these stack, so you'll be running back into town (and be zoning at least twice to get the best prices) about every 5 minutes. Needless to say, when I hit 4th level, I packed my bags and relocated to the swamps of the ogres and trolls. At least there I could get cash, maybe a cracked staff, and some netted armor for my enchanter... 

Benefits

As I mentioned above, I don't see much in the way of benefits in adventuring in this zone. There are a few places that are campable with a small group, most notably the halfling ruins (if you are evil) and the undead spawn spots, but other than those, random hunting is not very profitable in this area.

Travelling To and From Nektulos Forest

From the south there is a pass that leads into the Eastern Commonlands near Freeport. Through here dark elves can access the vast world beyond. 

The entrance to Neriak lies in the northeastern corner on the east wall, and has a path leading nearby. The entrance to Lavastorm Mountains lies in the northwestern corner on the north wall. 
Northern Plains of Karana
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1 Hut with Alcohol

2 Area Patrolled by the Fangbreakers

3 Obelisk with named Treant nearby

4 Hut with Innkeepers selling Food and Goods

5 Empty farm

6 Gypsy Camp selling Combine Weapons, Alcohol, Food and Goods, Dreadlands 

 Gate Spell

7 Guard Tower

8 Farm with farmers

9 Empty Farm

10 Druid Ring with Treants, Druid Trainer and merchant selling Druid Spells

11 Teleportation Ring

12 Farm with farmers

13 Obelisk with Ghouls

14 Raider Camp

Note that there is a merchant located in the tower at the bridge to Southern Plains of Karana.

Location:

In the middle of the vast Plains of Karana

Adjacent Zones:

Western Plains of Karana, Eastern Plains of Karana, Southern Plains of Karana

Level of Monsters:

10-30+

Types of Monsters:

Lions and Lionesses, Lion Matriarchs, Lion Patriarchs, Pincer Beetles, Borer Beetles, Scythe Beetles, Shadow Wolves, Wintermist Wolves, Grizzly Bears, Raiders, Werewolves, Ghouls, Griffawns, Griffenes, Griffins, Hill Giants, Treants

Notable NPC's:

Xanuusus, the Fangbreakers, Druid Trainer, Ashenpaw, Zahal the Vile, Griffin Grimfeather, Swiftclaw

Unique Items:

Belt of Flesh Hooks, Lionskin Leggings

Indoor/Outdoor:

Outdoor

Description

The Northern Plains of Karana consist of a small but dangerous area in the middle of the vast Plains of Karana. It is also the hub of most of the traffic on the western half of the continent, as it marks the area where the bridges from the east and south pass over the river that marks two of its borders. 

Dangers

Can you say dangerous? This zone is almost painfully dangerous, and the largest reason is that it has very high level, powerful, aggressive creatures that roam the entire thing. Hill Giants and the Griffins all fit into this category, and you can't even think of taking on the lowest level Griffawn until at least 14th level, and even then I don't know. Once my 10th level Ranger and my friend's 10th level Warrior met a gamble griffawn that attacked us. I think I kicked it once for 3 points of damage before my friend was killed. Needless to say, they are very powerful and should be avoided. The guards at the lone tower are the most overworked guards in the game, and its not uncommon to see one of them at half health... 

Given that the above is true, hunting in this area is very dangerous, although it can be quite lucrative. If you know how to hunt, and by that I mean to pull creatures to the zones edges and use your far distance view to keep an eye on what's coming, you can actually do quite well fighting the many types of beetles at lower levels. Like I said, though, hill giants are fast and can spawn practically on top of you, and the run from Qeynos is long... 

Benefits

The largest benefit in this area is the high-level hunting it affords. Well-coordinated groups of 15th level and higher (usually low 20's) can make quite a bit of money and experience in this area, travelling and killing off Griffins. 

There are also some items to be had in this area which are unique on this half of the continent. The only place to get combine weapons on the western half of Antonica (other than Rathe Mountians) lies within the Northern Plains. Also, there is a good chance that werewolves can be found in the northern part of the zone next to the mountains where the Fangbreakers roam, providing all of their associated items as well. There is also a merchant who sells high level Druid spells, as well as a trainer for Druids near the eastern bend of the river. 

Travelling To and From Northern Plains of Karana

The western border marks the vast edge with the Western Plains of Karana. Travelling that way leads eventually to the cities of Erudin, Qeynos, and Halas. 

The southern and eastern edges of the zone are bordered by an impassable river. The only ways across it are two bridges. The southern bridge leads into the Southern Plains of Karana, and is guarded by the Qeynos Guard. 

The eastern bridge is a vast wooden structure, rumored to have been built by the hill giants, that passes over the eastern stretch of the river. Nobody guards this bridge. 

Qeynos Hills
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1 The Millers' Fire

2 The Haunted Ruins (4700,-900)

3 Barbarian Fishermen (3950,960)

4 Hut which sells Blacksmithing Books, Medium Armor Molds and other smithing Molds, SheetMetal

5 Guard Tower (-1000,-900)

Location:

North of the city of Qeynos

Adjacent Zones:

North Qeynos, Blackburrow, Western Plains of Karana, Surefall Glades

Level of Monsters:

2-10

Types of Monsters:

Large Rats, Giant Rats, Snakes, Large Snakes, Bats, Large Bats, Giant Bats, Fire Beetles, Decaying Skeletons,Skeletons, Putrid Skeletons, Dread Corpses, Grey Wolves, Rabid Wolves, Brown Bears, Grizzly Bears, Gnoll Pups, Gnoll Scouts, Gnoll Watchers, Gnoll Hunters, Gnolls, Rabid Grizzlies, Will O' Wisps

 Notable NPC's:

Baobob Miller, Chandra Miller, Gnasher, Cros Treewind, Holly Windstalker, Scruffy, Tovax Vmar, Pyzjin, Varsoon the Undying (Necromancer and Undead forms)

 Unique Items:

Fishbone Earring, Glowing Black Stone, Gnoll Slayer

Indoor/Outdoor:

Outdoor

Description

Qeynos Hills is an area one step above the newbie area of North Qeynos, and provides good hunting for the levels above, although it can be heavily trafficked at times with monks looking to get their putrid bones and others looking for pelts. It is a small and easy zone to get around once you get your bearings, and is the hub of activity on the western coast of Antonica. 

Dangers 

The danger with this zone, as with other zones, is that there are aggressive monsters wandering around that you don't want to get into a tangle with at too low a level. For instance, skeletons and grizzly bears, as well as rabid wolves are very deadly to many, and probably result in most of the deaths of people in this area. 

Another danger are the two ranger NPC's wandering the zone. I haven't found a use for them, but can't count the number of times I've cursed them for killing me when I was attacked by a rabid wolf. You see, they take it upon themselves to keep "poachers" out of the area, which includes any character fighting either a wolf or bear, regardless of who started the fight. Keep your eyes peeled for these if you run into problems with either of those two monsters, and consider carefully the benefits of hunting wolves in this area, because they are harder to avoid than bears and will attack you constantly, and the two rangers don't care who picked on who, they'll kill you. 

Gnasher also wanders through the zone randomly, usually around the entrance to Blackburrow. He has never attacked me personally, and he doesn't move too quickly, but if you hear the cry "Gnasher by BB" be sure to /con the gnoll you are attacking to make sure it isn't him. The people hiding at the zone edge to BB aren't going to be grateful if you run Gnasher to them and zone to escape him.

There is also two necromancers who wander the area with their pets, Pyzjin, a female gnome, and Tovax, a male human. These two are aggressive and tough, and like all NPC's fight at stronger then they /con to you. 

Last but not least, putrid skeletons and dread corpses sometimes make appearances in the form of trains heading to Surefall Glade. I myself had quite an impressive one with at least four putrids and two dreads when I was helping my monk friend get the bones (which he never did get). Listen to /shout's and keep your eyes peeled. 

Benefits

There is a wide range of monsters of low levels to fight in this area, and it offers a good area to fight some 2nd level monsters that is away from the big city hustle and bustle of North Qeynos. Included in the mix are fire beetles, whose eyes are a boon to all who can't see at night, and will sell for a pretty penny on faraway places like Faydwer (Rangers and Druids need the eyes as a spell component for one of their earliest spells). 

This is a good area to get both small and large pelts for making patchwork leather armor (i.e. wolf and bear pelts). The only problem is that there aren't many people around this area who use small patchwork armor, so killing wolves in order to make it means you'll be selling it back to merchants for not much profit and manage to irritate the local rangers at the same time. 

The zone is also relatively small, making it good for fleeing to zone edges to escape pursuing monsters. 

Travelling To and From Qeynos Hills

From the North, Qeynos Hill is reached through Blackburrow, home of the Blackburrow Gnolls. This can be a dangerous place, and probably shouldn't be travelled by those less than about 4th or 5th level, you can still fly through as long as you keep your eyes peeled for trouble. On the other side is Everfrost and the barbarian home of Halas. Also to the North is Surefall Glade, home of the rangers and druids of the area. The area in front of Surefall Glade is a good newbie area, and generally less crowded than the one next to Qeynos. 

From the South, Qeynos Hills is entered by coming out of North Qeynos, a city of humans and half-elves. 

From the East, access is through the Western Plains of Karana, a higher level zone for people greater than 4th level. The lands beyond are even more dangerous, so don't think you can sneak through unless you're like me, a Bard on the wings of my drum. 

West Commonlands
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1 Orc Camp

2 Shop with Fishing Supplies

3 Inn with Shields, Food, Alcohol, and Cloth Armor

4 Ancient Pyramid

5 Stone Rings with Druids

6 Empty Hut

7 Cutthroat Dervish Camp

8 Haunted Tower

9 "Toll Booth" - Guard House

10 Inn with Food, Alcohol, and Cloth Armor, Bags and

 Boxes nearby

11 Hut with Metals

Location:

West of the city of Freeport

Adjacent Zones:

East Commonlands, Kithicor Forest, Befallen

Level of Monsters:

6-30

Types of Monsters:

Orc Pawns, Orc Centurions, Orc Legionnaires, Orc Oracles, Pumas, Plains Cats, Giant Scarabs, Asps, Rattlesnakes, Skeletons, Zombies, Lesser Mummies, Cutthroat Dervish,Dervish Thug, Giant Spiders, Black Bears, Young Kodiaks, Kodiaks, Will O' Wisps, Large Pihranas, Werewolves, Hill Giants, Griffins, Shadowed Men, Nightfall Giant

Notable NPC's:

Dragoon Zytl, Kizdean Gix, named Barbarians

Unique Items:

Werewolf-related items

Indoor/Outdoor:

Outdoor

Description

The West Commonlands is a large open area that is the western continuation of East Commonlands. This area is significantly higher level than East Commonlands, and many of the monsters here are both dangerous and aggressive. 

Dangers 

This is an area, much like Northern and Eastern Karana, where many relatively low-level players travel through in order to go from Qeynos to Freeport. It also has a large number of aggressive creatures that live in it, most notably the hill giants and kodiaks, but the undead and werewolves also fit the bill.

Aside from the above, low-level characters (below 10th) shouldn't really be in this zone at all, and travellers should stick to the path and keep an eye out for wandering aggressive creatures. The hill giants generally stick to the southern and western edges of the map, and the werewolves to the northwestern corner. 

Benefits

This area is a good, solid, higher-level hunting area. There are several camps that can be taken by groups of lower level characters, and most of the rest of the zone can provide good hunting for higher levels. It is also a great area to hunt Will O' Wisps in, and they start at 9th level. 

There are also several quests that involve this region, and it is where the entrance to Befallen exists, quietly tucked away behind where the hill giants roam in the southern edge of the zone. 

Travelling To and From West Commonlands

West Commonlands is accessible from the west through the pass to Kithicor Forest in the northwest corner of the zone. To the east, and Freeport and Faydwer beyond adventurers can pass into the East Commonlands. In a narrow, dimly lit tunnel off the southern edge lies the front entrance to Befallen... 

Western Plains of Karana
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1 Shops selling Cloth Armor, Cooking Supplies, Clay and Firing Sheets

2 Shops selling Throwing Daggers and Tailoring Patterns

3 Bandit Camp

4 Guard Tower ("Tower 1")

5 Guard Tower ("Tower 2")

6 Farm taken over by Bandits and a Brigand

7 Cleet Miller Farm

8 Empty farm

9 Guard Tower

10 Fields with Scarecrows

11 Henina Miller Farm with Furball, also sells items

12 Empty farm

13 Barbarian Village, selling Fletching Kit, Arrows, Bows, and Nocks, Large 

 Blacksmithing Molds and Books, Shaman Summon Spells

14 Tiny Miller's House

15 Farm with ex-Druid, Linaya Sowlin

16 Mountains filled with Bandits

17 Caninel with Gnoll Allies

18 Ogre Shrine guarded by Ogres

19 Froon and Choon on a hill

20 Barbarian shop selling Bows

21 Shops selling Blacksmithing Books and Molds, also Food

22 Farms

23 Farms

24 Bandit Camp

25 Farms with Poison Merchant

26 Pyramid

27 Undead Ruins

Location:

East of Qeynos

Adjacent Zones:

Qeynos Hills, Northern Plains of Karana

Level of Monsters:

4-20+

Types of Monsters:

Farmers, Young Lions and Lionesses, Lions and Lionesses, Brown Bears, Grizzly Bears, Mist Wolves, Grey Wolves, Fire Beetles, Giant Scarabs, Giant Spiders, Will-o-Wisps, Scarecrows, Werewolves, Hill Giants, Treants, Ogres, Bandits, Brigands, Skeletons, Zombies, Ghouls

Notable NPC's:

Qeynos guards, Two Brothers Church of Life, Many merchants (some of whom talk to you), the Miller family, Froon and Choon, Gindlin Tox Fodder, Ghoul Messenger 

Unique Items:

Poison

 Indoor/Outdoor:

Outdoor

Description

The Western Plains of Karana are on the route from Qeynos area and the west coast of Antonica to the east. There is one major path that dips to the south of the mountain region at the northern edge, connecting Qeynos Hills and the Plains to the east. 

A river forms the southern boundary of the zone, and mountains the northern boundary. Both areas have people of interest. The north hides a camp of ogres and bandits in the hills. The south has a camp of entrepeneurial barbarians as well as the creeping hordes of undead that are slowly spreading over the land. And throughout it all, bandits are trying to reclaim this area as theirs. 

Dangers 

This area can be very dangerous, although there aren't many creatures wandering around that are aggressive to you outright. It's more of an area where creatures attack you based on what you've done to them, the only exceptions being hill giants and grizzly bears. The other monsters, including the lions, wolves, and bears (oh my) will attack you only if you've developed a reputation for killing one or more of them, and it's hard not to in this part of Antonica.

If you haven't attacked one of these monsters, you simply have to keep your eyes peeled for either the grizzly or the hill giant, and realize that if the hill giant attacks you, the two guards at a tower will likely be killed by it before they save you. 

This area is also very vast, and has creatures that you see only rarely and only in selected corners of the zone. For instance, there is a treant that occasionally wanders through the zone, who doesn't attack anyone (unless you are evil or it catches you hunting bears, and then watch out). There are also bandits that will attack you on sight, and a clan of ogres with a named ogre amongst them. They are part of an evil quest, and will kill most people on sight, evil or not. There are also demolished camps where powerful skeletons and zombies live, usually further south and east near the river. All of these areas are considered dangerous, but in truth most of the hunting occurs in the western half of the zone, where it is more of a "plains" atmosphere and these monsters don't hang out. 

Benefits

This is the only area on the western coast, other than Everfrost Peaks, for collecting cat pelts to make medium sized patchwork armor. If you are human, this is where you must come to get those pelts and make that armor. You can also find wolf and bear pelts here. 

This is not an area with a great deal of wealth, as, for now, killing the large bugs doesn't get you any booty. You'll make more money killing fire beetles. Lions will make you some gold, however, as they occasionally have high quality pelts which you can sell for several gold. It is a great area, however, for hunting for days on end, as you can buy food in this area as well as sell your goods for pretty good prices. The guards don't run patrols, but they are always within a very short range from their tower and they can really save you from that train of grizzlies. 

This area is also very undertravelled. There are usually no more than 20 people here in all the times that I've been on, and if you have a ranger, or are one, your hunting could be quite good since the biggest problem with hunting here is finding creatures in this vastness. 

Travelling To and From Western Plains Of Karana

To the West there is only one entrance, and that is from the Qeynos Hills, and opens into the northern aspect of the western border, adjacent to a small hamlet which sells goods. 

To the East there are two roads that exit from this zone, but the whole border edge can be used and is sometimes difficult to escape from if you get turned around (my personal max is zoning five times here after getting spun around). There is one road north by the mountains and another south by the river. The latter one opens close to the bridge leading to Southern Plains of Karana. 
