Faydwer
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Butcherblock Mountains
G Guard Houses

1 Docks: Northern Pier leads to Freeport, Southern Pier leads to Kunark, Merchants that sell Food and  

     other goods

2 Stone with Guard

3 Ancient Stone Ring, protected by Dwarves 

4 Huts with Merchants who sell Food, Cookie Molds, Smithing Molds, Ore, and other Goods

5 Goblin Camp

6 Partially destroyed Ancient Stone Ring

7 The Chessboard

8 Dwarf Hut

9 Tower with Guards and High Elf Merchant selling Food and other goods

10 Bandit Camp with Peg Leg and others

11 Goblin Warrior Camp

12 Bandit Camp

13 Altar

14 Stone Pillar protected by Orcs

15 Goblin Camp

16 Dwarf Houses which sell Leather Armor and Sewing Patterns

17 Abandoned Guard House

18 "The Crossroads" - Guard House with Nyzil Bloodforge

19 Merchants who sell Clay, Firing Sheets, Chain Armor and other goods

20 Druid Ring with Merchant selling Druid Spells

21 Haunted Tower

22 Goblin Camp 

23 Stone Tower

Location:

On the Island Continent of Faydwer

Adjacent Zones:

Greater Faydark, Kaladim, Dagnor's Cauldron, Ocean of Tears, Timorous Deep

Level of Monsters:

1-15

Types of Monsters:

Bats, Decaying Skeletons, Snakes, Goblin Whelps, Goblins, Goblin Shamans, Goblin Warriors, Goblin Wizards, Worker Scarabs, Giant Scarabs, Aviak Chicks, Krag Aviaks, Royal  Aviaks, Krag Elders, Aviak Lord, Large Snakes, Skeletons, Large Spiders, Dwarf Bandits, Rock Spiderlings, Giant Skunks, Orc Pawns, Orc Runners, Orc Centurions, Orc Oracles, Lowland Basilisks, Young Emerald Drakes, Aqua Goblin, Aqua Goblin Shaman, Undead Pawns, Undead Rooks, Undead Bishops, Undead Knights, Undead King

Notable NPC's:

Corflunk, Zarchoomi, Nyzil Bloodforge, Peg Leg, Glubsink, many NPC's around coast, some involved in quests, most with no notable purpose

Unique Items:

Riptide Spear

Indoor/Outdoor:

Outdoor

Description

Butcherblock is a massive zone, one of several large zones on the continent of Faydwer. It lies between Greater Faydark and the Ocean of Tears, and holds the docks for the boat leaving to Freeport on its edge. The dwarven city of Kaladim is one of the impressive sites in this region, and many tall ridges separate this region up into areas that are almost zones unto themselves. 

Dangers 

Butcherblocks greatest dangers are those that you bring on yourself. What I mean by this is that there are not a large number of roaming aggressive monsters, but instead there are a large number of creatures that exist in camps that are dangerous and will group up and crush you, and it is easy to feel like you can take on a camp only to realize too late that there was a goblin shaman hiding in a tent or that the other undead pawn was a little too close on the Chessboard. The only creatures that I see consistently presenting a danger of this sort are the orc runners that occasionally move through the farthest region of Butcherblock, near the zone edge to Greater Faydark. The huts here offer false solace, there are no guards and the NPC's will attack nothing that comes here, except characters. 

Most of the danger here is represented in dangerous areas and camps. By far the most dangerous is the Chessboard, a very disturbing area that can easily be your grave unless you are extremely careful. The area seems quiet enough, but attacking one of these very powerful undead when it is too close to another can quickly spell your demise. Most of the other dangerous areas or the goblin camps, which spawn goblins ranging in levels from 4th to 9th or 10th, including occasionally a goblin shaman or wizard, which are tougher than their level lets on. There are also several aggressive skeleton spawn spots at the ruins further out, and several camps of aggressive dwarf bandits. 

Benefits

Butcherblock is, by far, one of my favorite zones to start a character in. You could honestly never leave the zone, travelling within its confines until you reached 7th or 8th level, and you could adventure there even longer in a group. Eventually, the need for something elsewhere will drag you away, but I guarantee you'll be back. One of my babies in the beta was a dwarven cleric, and I miss travelling in this zone.  

That said, now on to the reasoning behind my beliefs. First off, the zone is never that crowded. It is so spread out that it rarely becomes a nuisance that there are too many people around, and there are entire areas that you can hunt in with maybe one other person as the only other player you see all night long. You get experience quicker in this environment as well as wealth, and I was buddies will all of those other characters who hunted in my area, as I would often take a deep breath after a tough battle to turn around and find them there, watching me in case something went horribly wrong.  

As I mentioned above, the zone itself can effectively be broken up into more zones within it, as guard houses keep monsters from entering other areas and the walls prevent much cross-wandering. This is good if you want to get away from the rush and hunt in your own area. It is also good because the designers took advantage of this and created areas within Butcherblock to suit someone of every level. Like I said (probably too often) above, you could live in this zone for the first 8 levels of your character, which is good for rogues, for instance, who have to keep going home to get a new skill.  

The other good thing about the zone is that there are a number of places to sell and buy goods without having to zone. There are a set of huts by the zone to Greater Faydark with all manner of goods that other adventurers have sold there. There are also huts along the water edge closer to the docks, and there are high elves making a killing selling food to people by the docks themselves. 

Travelling To and From Butcherblock

Kaladim's entrance lies in the middle of the northern edge of the zone. West of the huge statue that signifies the home of the dwarves is the dock, where you can catch the very infrequent boat to Freeport (don't miss it!). Listen for cries of "boat!!" and stay close, as the wait is long and painful. Also, shuttles leave there for the lost continent of Kunark. 

To the east lies the zone to Greater Faydark. The tunnel lies in the eastern mountains. The entrance to Dagnor's Cauldron lies in the southern wall of the zone.
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Crushbone

1 Camps inhabited by Legionnaires

2 Castle Crush, where Emperor, Lord Dvinn, Emissaries, and most high levels spawn 

3 Slave Cabin, with inhabitants needed for Screaming Mace quest

4 Slaver Caves, with slaves outside

5 Slave Pits

6 Trainer Hill ("Where camping was born...")

   Note that the above map is in error, there is a land connection along the back wall from area 1 to 

   behind the castle at area 5

Location:

North of Kelethin

Adjacent Zones:

Greater Faydark

Level of Monsters:

2-20+

Types of Monsters:

Orc Pawns, Orc Centurions, Orc Legionnaires, Orc Trainers, Orc Slavers, Orc Oracles, Orc Emissary, Emporer Crush, Orc Prophet, Orc Royal Guard, Orc Taskmaster, Orc Warlord

Notable NPC's:

Ambassador D'Vinn, Lord Darish, Rondo Dunfire, Retion Brenclog, Emperor Crush

Unique Items:

Dwarven Ringmail Tunic, Screaming Mace, Shiny Brass Shield, Bracer of Battle, Dragoon Dirk, Prayer Cloth of Tunare

Indoor/Outdoor:

Outdoor

Description

Crushbone is the home of the Crushbone clan of orcs. It is located directly to the north of the wood elf city of Kelethin, and is the major thorn in the sides of all  the inhabitants of the island of Faydwer. The city is accessible from only one entrance, and is set up in the shape of a ring. To the west side of Crushbone lies a small building where elves and dwarves actually live, as well as the entrance to the slave pits. The the northeast lies the home of Emporer Crush, and is a dangerous place to hang out in as his troopers continuously move about. In the center is a large hill where the orc trainer trains his troops. A river flows around and through the area. 

Dangers 

This level is extremely dangerous, despite the fact that there are orc pawns here, I would not recommend it for anyone under 4th level, and even that is pushing it. It is dangerous for several reasons. The first reason it is dangerous occurs when there are very few people around, the other when there are too many people around. 

The first danger occurs when there are few people around, and this is that the orcs reclaim their area, slowly spreading out from the back areas to the front by spawning in gradually further forwards areas. Once all of the forward spawn sites are full, the patrols begin. These patrols usually consist of a pair of fairly tough orc centurions who run from one side, out to the entrance, and then back in and over to the other side. There are usually two opposing troops that move in this way. After them come the Legionnaire patrol, which consists of the Legionnaire and two very high level orc centurions (around 9th or 10th) who walk the same route. The only way I saw all of this is by hiding next to a tree and watching them all go by, and it made me sweat. 

The second problem occurs when there are too many people in the zone (which is most of the time now). This generates a rapid spawn rate because there is a rapid kill rate, and trains result. Now, trains around here aren't the type of trains that occur in Blackburrow, for instance, which consist of a dozen gnolls running around. The trains here consist of the orcs that people tend to flee from, namely the Legionnaire and his centurions, who are high level, or Emperor Crush himself and an oracle or two. Now, these aren't huge trains, but they are very deadly as these troops are very powerful and can take out a large number of midlevel troops before being taken out themselves. The other problem with this is that they tend to attack indiscriminately, so simply standing too closely could mean that you get whacked, and people tend to not warn you that they are coming with hell on their heels, so you can get caught unaware. Again, keep your

eyes peeled. 

Benefits

Despite the great danger in this area, there are many good reasons to hunt here. The first is the wealth that you can gather in a short time here. As a 7th level by myself, I gathered 2 platinum in the time it took me to go up less than one bubble. Most of the orcs here have some form of cloth armor or weapon on them, all of which is worth money. Some of the best weapons on the weaker orcs are Cracked Staffs, which you can sell for over 1 platinum to a friendly merchant. There's no better feeling than going home encumbered because you've got 3 or 4 of these in your backpack.  

Probably the biggest reason people hunt here is for the treasure trove in unique items and quest items that can be found here. Some nice low-level items come out of this dungeon exclusively. First of all, there is the Shiny Brass Shield, a shield that sometimes appears on the Orc Trainer. This is a nice shield that is relatively cheap to buy now, and should be resting on everyone's arm if they can't use two weapons. Also, the Legionnaire's have shoulderpads and bracers that are regularly on the market for sale, as well as items that can be used to get one of the quest items, the Screaming Mace. Some of the other items that have become staples of this game are the Dwarven Ringmail Tunic, dropped by the Emperor himself, and the Dragoon Dirk, a highly sought after low- to mid-level piercing weapon, that drops off of our favorite newbie killer himself, D'vinn. 

I personally greatly enjoyed hunting in Crushbone. The monsters came in more manageable numbers and the number of other hunters wasn't as annoying as it was just outside the gates. Also, they spawned closer together, so there wasn't as much of a problem with roaming (by you) or camping (by others). You can watch several spawn spots by yourself and make a good profit and good exp quite quickly. 

Travelling To and From Crushbone

There is only one entrance to Crushbone, directly north from the city of Kelethin. You can get to it by heading north from the northernmost lift in Kelethin (it's the one furthest away from the other two) or by following the path straight out. The entrance is ringed by two pyres, so it's hard to miss. From Felwithe you can either follow the trail to Kelethin and go north from there, or turn right directly out from the main entrance and follow the border of the zone all the way to Crushbone. Although the second method is more boring, it's also quicker and almost impossible to get lost doing.
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Greater Faydark

1 Orc Camps

2 Bandit Camp

3 Teleportation Ring

Location:

On the Island Continent of Faydwer
Adjacent Zones:

Felwithe, Butcherblock, Lesser Faydark, Crushbone, Kelethin (within the zone)
Level of Monsters:

1-12

Types of Monsters:

Giant Wasp Drones, Bats, Decaying Skeletons, Brownie Scouts, Pixie Pranksters and Tricksters, Spiderlings, Orc Pawns, Orc Centurions, Fae Drake Hatchlings, Black Wolves, Orc Oracles,  Orc Shamans, Bandits, Faerie Courtiers, Faerie Maidens, Faerie Nobles, Faerie Guards, Will o' Wisps
Notable NPC's:

Many in Kelethin itself, drunkard

Unique Items:

unknown

Indoor/Outdoor:

Outdoor

Description

Greater Faydark is one of the largest and most confusing regions in all of the world of Norrath. It is quite large, and also has the added bonus of being dark at all times with few landmarks to tell where you are at any given time. It is the home of the wood elves, and is also the newbie area for the wood elves, high elves, and half elves that start out in Kelethin and Felwithe. It is also very near the homes of both the dwarves and the gnomes, so many members of those races are seen here as well. 

Although Greater Faydark is a large zone, there are not too many areas of interest. Most of what can happen here is that one can get lost, so it's best to simply stick to the paths and not wander too far unless you know where you are going or have a good direction sense. The only area of note not on a path is Crushbone, and it is so close to Kelethin that you don't need to wander. 

Dangers 

Greater Faydark is a relatively safe place to travel and fight in, barring the area near Crushbone which I will discuss further down. The rest of the zone is relatively safe, and the only inherently aggressive creatures here are the orcs. They tend to wander all over the zone, and include orc pawns which are second level near the cities and orc centurions further out (which can be as high as 9th). These are the biggest danger travelling away from the path and also occasionally on the path. Of the other monsters, none are notable except that they will all group to attack you if you are fighting others of their kind. Also, you can make some serious enemies by attacking wolves and pixies, so I wouldn't unless you know what you are doing. Notably, however, I have to hunt pixies as part of a ranger quest and have killed many of them and they still leave me alone. 

Nearer Crushbone, however, things take on a different feel. There are no reliable guards nearby that you can run to, and the environment in terms of the orcs that roam here and the other players changes considerably. The orcs that appear here are only rarely ones that stay in one spot, and you have to be prepared for others wandering by to join in any battle you find yourself in. Also, the orcs here are tougher, and there was still pretty good hunting for me at 7th level when I'm spending most of my time in Crushbone. A lot of adventurers at level 3 or 4 wander over here, and it's no surprise that the ground is littered with their corpses. 

The other problem with Greater Faydark, more of an annoyance really, is that it is vastly overcrowded. A few nights ago I logged on and there were 145 people in Greater Faydark. If I had logged into Innothule there would have been maybe 45 people. This means that it sometimes is very difficult to find creatures to hunt, and the only place to meet a good number of creatures to kill is in front of Crushbone, which I already discussed above. On this island, as a newbie, I would travel to the area in front of Kaladim and hunt there instead, or the little newbie area tucked away in the back of Steamfont Mountains, where there are less people and less danger. 

The other thing to be aware of is that the guards in Greater Faydark are some of the densest guards around. They stand right next to you and watch you get pounded on before they consider responding, so I would run to them sooner than usual because you're going to need some life to last while they figure out that that centurion is indeed not a wood elf. 

Benefits

Starting in Greater Faydark has got its problems, but despite that has many benefits as well. First of all, selling and buying items in Kelethin is very easy as it is the only starting city where you don't have to zone at all to reach it. Also, for other merchants the surrounding area is wonderful as Kelethin has most of the goods necessary to make items (with the occasional short jaunt to Steamfont for smithing supplies). This also works on the other end, because with 145 people logged on, there is a huge market for just about any good you can sell. 

This area, like the other areas on the island, is excellent because you have ready access to all of the other zones of the island. This may not sound like much, but a lot of good work went into designing this island to be self-sufficient, and if you know the island well, there are places for you to go to hunt that are perfectly suited to your level, and are at most 2 short zones away. 

An example might make this clear. My wood elf ranger started in Kelethin. He made his way to 4th level killing orc pawns and other creatures around the base of Kelethin. Then he headed to Butcherblock where he hunted in the valley on the way to the docks. Here lie not too many creatures, but the ones that do are scarabs and goblins, all my level or lower. I hunted those and went to 5th and made a ton of money. I hunted scattered large snakes at the opposite end of Butcherblock, and then went and checked out Crushbone. Someone had given me a Minotaur Axe at that point, so I could take on gambles by myself and hunted there for a while, and then headed back to Butcherblock to take out goblin camps through 6th level. I'm back in Crushbone for 7th, and after I hit 8th I'm headed to Steamfont to take on the creatures by the gate. After 9th I don't know what I'm doing, because I expect spells to change my life. 

Inherently, Greater Faydark also has the benefit of having easy access within itself to good hunting sites. As you can tell from the above example, my wood elf spent a great deal of time travelling here, and the zone is excellent for anyone up to and including about 6th level. After that you really need to move on to Crushbone or one of the other zones on the island. I knew it was time to move on when I took out an orc centurion, an oracle, and a shaman all at the same time. 

Travelling To and From Greater Faydark

To the North of Greater Faydark lies Crushbone, although there is no exit on the other side of Crushbone. Felwithe lies to the east of Crushbone in the southeastern corner of Greater Faydark. Approximately two-thirds of the way across the southern edge of the zone is the entrance to Lesser Faydark, which is how you get to Steamfont Mountains (take a left once you pass into Lesser Faydark at about 45 degrees and run for about 2 minutes, you'll hit the edge and the zone). 

Following the path across the southern edge of Greater Faydark to the western wall you'll reach Butcherblock Mountains. You can reach this by following the path past Lesser Faydark to its completion. 

Last, but not least, there is a set of portal towers located directly on the path between the zone edge to Lesser Faydark and the zone edge to Butcherblock. Follow the path east from them to head towards Felwithe, Kelethin, or Lesser Faydark, and west to Butcherblock Mountains. 
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Lesser Faydark

1 Brownie Compound - Merchants who sell high level Enchanter 

   spells 

2 Faerie Village

3 Abandoned Tower 

4 Bandit Camp

5 Gnome Huts

6 Orc Camp

7 Orc Camp

8 Haunted Shrine

9 Orc Camp with Orc Chief

10 Wood Elf Ranger Outpost selling Food and other goods

11 Orc Camp

12 Wood Elf Temple with Shadowed Men

13 Abandoned Stone Ring, inhabited by the Fae Royal Court

14 Bandit Camp with Bandit Sisters

15 Abandoned Camp of the Legendary Wu, now inhabited by Tier'Dal

Location:

Near the southern edge of Faydwer

Adjacent Zones:

Greater Faydark, Steamfont Mountains, Castle Mistmoore

Level of Monsters:

6-30, 40-45

Types of Monsters:

Mist Wolves, Wasp Soldiers, Wasp Sentinels, Fae Drake Hatchling, Fae Drake, Monarch Fae Drake, Orc Centurions, Orc Legionnaires, Orc Oracles, Pixie Prankster, Pixie Jongleur, Pixie Trickster, Faerie Courtier, Faerie Maiden, Faerie Guard, Faerie Princess, Brownies (all types), Skeletons, Mummies, Giant Spiders, Bandits, Shadowed Men, Elite Tier'Dal Guard, Tier'Dal Dragoon

Notable NPC's:

Brownie Outcasts, Whimsey Larktwitter, Mina Glimmerwing, Equestrielle, Crookstinger, Bracken Underbrush, Bandit Sisters, Thistle Underbrush, Orc Chief, Old Dimshimmer, Tier'Dal Prophet, Tier'Dal Princess, Ghoul Boss, Shadowed Man Leader, Pained Unicorn

Unique Items:

Braided Ivy Cords, Larktwitter Arrow, Larktwitter Bow, Crookstinger, Glimmer Ring, Twice Woven Cloak

Indoor/Outdoor:

Outdoor

Description

Lesser Faydark is a dark forest which, unlike its neighbor Greater Faydark, has been overrun by the evil orcs and bandits. There are also small camps of Pixies, Faeries, and Brownies, as well as the mighty Fae Drakes, all of whom make this zone their home. The proximity of Castle Mistmoor sends a taint throughout the region... 

Dangers 

This is a mid-level zone, designed for group of adventurers higher than 7th level, or solo adventurers higher than tenth. The main reason these level limits exist is because orc centurions, which range approximately from 9th-10th, wander the zone on patrol from their respective camps, and are difficult to avoid. A lower level character attacked by one of these would need to be very quick and know their way around to avoid a death and difficult chore of finding their corpse here. 

Most of the other monsters in this zone reside in camps. As such, travel is relatively safe with almost no aggressive monsters (barring the mummy and centurions) that wander around. However, most of the other monsters that wander can begin to dislike you as you kill more of their kin. These include the Fae Drakes and the Pixies and Faeries, who are all frequently seen travelling through the zone, but are generally neutral to their neighbors.  

One of the largest dangers in the zone, however, are the Brownies that live in the town to the north. These creatures of the forest are very aggressive, and are KOS to just about everyone (the only people I've seen spared are druids in Wolf Form). They are all at least 45th level and are Druids, so are capable of taking down even a very well trained group quickly. Accidentally walk near their town and you better know an invisibility spell for recovering your corpse... Unless, of course, you can take on wolf form, in which case they'll gladly sell to you... 

There is another danger that recently surfaced, that of the Tier'Dal that currently inhabit the abandoned camp of Wu along the southern border of the camp. These Tier'Dal are aggressive and powerful, and the trains caused by someone inadvertantly stumbling across them can wreak havoc across the forest. 

Benefits

If you are able to get over living in constant darkness, this area provides good hunting for mid-level characters. The camps are usually not camped (well, the bandit camps are), and you can travel around making money off of the orcs that fill the southern half of the region. If you are brave, you can start making enemies of the other races in the area and make money off of them as well. They are all well equipped with loot and provide good money to an adventurer. 

There are other, more subtle, benefits to this zone. People who want to rip our their hair in Greater Faydark with the constant chatter will find it remarkable absent in this zone. There is also a small enclave of very high level wood elves living in a small hut in the middle of the zone, who you can sell to for good prices as well as buy food from. 

Travelling To and From Lesser Faydark

To the north, in the northeastern corner, lies the pass that connects the great forest of Lesser Faydark and Greater Faydark. Just south of that on the eastern wall lies the pass that leads into the Steamfont Mountains, home of the gnomes. 

In the southwestern corner lies the narrow pass that separates the rest of the world from Castle Mistmoore, rumored to be home to an ancient dark elf vampire. Many who pass through here never return...
