Cities and Zones of Odus

Information from EQAtlas.com
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Cities of Odus 

 Erudin

[image: image1.png]


Erudin Dock Area

1 Merchant selling Bags and Boxes

2 Erudin Port Authority

3 Merchant selling Cooking Supplies and Food

4 Priest of Discord

5 Teleporter to Erudin

6 Platform for Teleporter arrivals
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Erudin

1 Temple of Divine Light - Cleric and Paladin Guilds, Merchants selling Blunt and Sharp Weapons, Merchant outside selling   

  Cloth Armor

2 Teleporter to Erudin Palace

3 Bard

4 Teleporter to Erudin Dock Area

5 City Armory - Merchants selling Medium Chain and Plate Armor

6 Arrival Platform from Teleporters

7 Erudin Surplus - Merchants selling Food and other Goods, Boxes, Brew Barrel, Pottery Wheel and Kiln inside, outside 

  Merchant selling Small Cloth Armor, Oven

8 Erudin City Library - Merchants selling Bard Songs, Cleric Spells, Enchanter Illusion Spells, Wizard Portal Spells, Mage 

  Summon Item Spells, Wizard Vision and various Elemental Effect Spells

9 Deepwater Knights, Followers of Prexus - Cleric and Paladin Guild, Merchants selling Blunt and Sharp Weapons, Forge 

  out back

10 Vasty Deep Inn

11 BlueHawk's Food - Merchant selling Food and other Goods, Alcohol, Cooking Books, Brew Barrel inside, Oven outside

Lettered Teleporters transport to the platform with the corresponding letter
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Erudin Palace

1 Upper is Teleporter Arrival Platform, Lower is Teleporter to Erudin

2 Bank of Erudin

3 Erudin City Office - Merchants selling Bags, Prison downstairs

4 Sothure's Fine Gems - Merchants selling Gems and Metals and all Jewelry Supplies

5 Vials of Vitality - Merchants selling Jewelry Supplies (all except metal), Potions, Magic 

  Stones

6 Tower of the Crimson Hands - Wizard Guild, Merchants selling Spells, Crimson Robes, 

  Wizard Books, Gems (assorted)

7 Tower of the Gate Callers - Magician Guild, Merchants selling Spells, Blue Robes, Gems (

  many), Magician Equipment

8 Tower of the Craft Keepers - Enchanter Guild, Merchants selling Spells, Gold Robes, Gems 

  (assorted), and various Spell Components 

9 Merchant selling Common Spells

Lettered Stairs go up or down to their correspondingly letter.

Erudin
Location:

On the western tip of the Island Continent of Erud

Races:

Erudite

Guilds:

Cleric, Enchanter, Magician, Paladin, Wizard

Religious Facilities:
Deepwater Knights - Followers of Prexus, Temple of Divine Light (Quellious) 

Artisan Facilities:

Brewery, Forge, Kiln, Oven, Pottery Wheel

Description

Erudin is the home city of the Erudites, a sect of humans that long ago migrated from the known world to settle in an out of the way place and study the known

and unknown. Now that they have returned to the world, their capital city is considered one of the finest collections of knowledge in all of Norrath. 

Surrounding Areas

Erudin has a small, but active, port with regular ships leaving for Erud's Crossing and Qeynos beyond that. The city itself sits on the coast, and is bordered on

the inland side by the vast, dark Toxxulia Forest. Just off the shore lies the island of the Kerrans, and the city of the Heretics, Paineel, lies somewhere in the

forest. 

Travelling To and From Erudin

Erudin can be reached from the mainland by boat from the human city of Qeynos. This boat makes a brief stop in Erud's Crossing before arriving at Erudin

itself. 

Inland Erudin is bordered by the vast Toxxulia Forest. Passing through this forest leads to Paineel, and there is an unused dock that leads to the island of the

Kerrans. There are also Druid and Wizard portals in the forest itself. 

Local Color

Places 

The city of Erudin is notable for its practicality, and there are buildings for what the citizens need and little else within. Of note, the city is practically built

around the great hall of learning, the Erudin Library, the greatest collection of knowledge in the world of good races. Its only rival is rumored to be in the Dark

Elf city of Neriak far to the east. 

People 

The city of Erudin is a very calm and quiet place, designed for the silent reflection and learning of its inhabitants. There are several prominent locals in the

various guilds, and these Erudites, in many cases, represent the most knowledgable in all of Norrath in their various fields of study.

Paineel
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Paineel

1 Overlord's Hall

2 Library

3 Shop with Pottery Wheel and Kiln

4 Tabernacle of Terror - Cleric Guild

5 Merchants selling Chain Mail Armor and Blunt Weapons

6 Merchants selling Shields and Blunt Weapons

7 False Idols - Merchant with Pottery Supplies, Pottery Wheel and Kiln inside

8 The Final Reckoning - Bank

9 Shackled Spirits - Dancing Skeletons, Merchant selling Alcohol, Brew Barrel inside, Inn upstairs

10 Superior Supplies (Poison Petal on top floor) - Merchants selling Food and other Goods and Alchemy Supplies

11 Good Iva's Tasty Treats - Merchants selling Food and Cooking Supplies, Oven inside

12 Sinfully Handsome - Merchants selling Cloth and Leather Armor

13 The Abbatoir - Necromancer Guild

14 The Fell Blade - Shadow Knight Guild, Merchants selling Leather Armor and Two-Handed Slashing Weapons

15 Merchant selling Plate Armor, Forge inside

16 PvP area

17 Observatory

Teleporters are located at A, B, and C and teleport to the spot with the matching letter.
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Paineel Newbie Zone

Newbie zone has roaming low-level monsters to hunt.

Note: The door to the hole requires that you lockpick it open at present.

Location:

Hidden in the hills on the southern edge of Odus

Races:

Erudite

Guilds:

Clerics, Necromancers, Shadow Knights

Religious Facilities:

Tabernacle of Terror (Cazic-Thule)

Artisan Facilities:

Brew Barrel, Forge, Kiln and Pottery Wheel, Oven 

Types of Monsters:

Moss Snakes, Thistle Snakes, Black Bats, Decaying Skeletons, Pack Rats, Undead Rats, Fire Beetles, Kobold Runts 

Description

 Paineel is the secret city of the Erudites who did not agree with Erud's vision, and have fled the council and established a city on the remains of an ancient city of Painell, taking its name for their own. 

Surrounding Areas

Toxxulia Forest lies just outside the doors of the city, and across the darkness of the woods lies Erudin, home of the members of the Council. Old Paineel itself

lies beneath the city, and many who enter its remains never return. 

Travelling To and From Paineel

Paineel's entrance lies in the southern edge of Toxxulia Forest. To get to the main continent of Antonica, one must pass through the city of Erudin, a prospect

that is dangerous to many of the inhabitants of Paineel, since they are actively hunted by the citizens of Erud. 

Local Color

Places 

The city has an interesting design, with separate areas connected by portals that instantaneously teleport anyone between them. Other areas of interest are the

Pit and the nearby Observatory. It is unclear what purpose this observatory might have once served where it is. 

People 

The citizens walk casually among the many skeletons that they have animated to protect the city from without and within. Although ever hunted, the inhabitants

are comfortable in their city of the dead.
Zones of Odus 

Erud’s Crossing
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1 Sunken Haunted Ship

2 Ancient Statues

3 Volcanic Crater

4 Merchant selling Fishing Supplies and Weapons

5 Dock for boat to Erudin

Not shown on the above maps are the two boat routes. The route from Erudin to 

  Qeynos is from +380, +1780 to +380, -580 along a due easterly course. The route 

  from Qeynos to Erudin starts at -440, -2200, travels westerly until approximately –

  480,-650 at which point it veers southward and comes up alongside the island to dock 

  at #5 above. It then disembarks and travels south until approximately -2000, -675 at 

  which point it begins to turn westward, and eventually leaves at -2800, +2540.

Location:

Island at the halfway point on the ferry from Qeynos to Erudin

Adjacent Zones:

Qeynos, Erudin

Level of Monsters:

5-15

Types of Monsters:

Kerra Isle Beetles, Kerra Isle Spiders, Kerra Snakes, Will o' Wisps, Island Madmen, Zombie Sailors, Skeleton Sailors, various named Kerrans, Vampire Bats, Fire Elementals, Mermaid, Giant Pirhanas, Thought Bleeder, Killer Sharks, Sharks, Hammerhead Sharks

Notable NPC's:

Plague Shark, Necro bat

Unique Items:

Wizard Rod

Indoor/Outdoor:

Outdoor

Description

Erud's Crossing is the name of the zone which the ferry from Qeynos to Erudin passes through, and it marks the path that Erud himself travelled on his way to the island of Odus centuries ago. Erud's Crossing's only feature is an island that marks the halfway point of the trip, and it is a most unique island, with its own ecosystem of unique creatures. 

Dangers

This island is a very dangerous zone for several reasons.  First of all, there is practically no escape from enemies if you run into trouble and are overwhelmed.  There is no zone edge that anyone can easily swim to, and no guards to protect you.  It is even impossible to flee into the water when chased, because most monsters will chase you there as well. 

Secondly, the ecosystem of the island is quite variable and the monsters have an intricate relationship.  The following information is mostly secondhand, but reliable as far as what happens on the island.  First of all the island is very small, so it is not uncommon to have monsters of the same type as the one you're fighting wander by and join in.  All monsters will join with others of their type.  Secondly, many of the monsters are intertwined in their relationships, the most complex being the beetles and spiders.  The Kerra Isle Beetles are well-liked by the Kerrans who hang out by the dock.  As such, killing the beetles can make getting on and off the island difficult, as these Kerrans will begin to hate you and are also among the most powerful monsters here.  Also, killing the beetles can result in the spawning of Island Madmen by the docks, some of whom are extremely dangerous spellcasters and all of whom are powerful and aggressive. They can also cause Fire Elementals to spawn in the volcano, which are aggressive and high level. These have also been known to swarm the island.  The spiders represent a different problem, and that is that they all seem to know what is going on elsewhere on the island.  Attacking one is a quick way to draw others to you, and there are rumors that the entire island's population of spiders has occasionally swarmed an attacker. 

The other danger is, as mentioned above, the unpredictability of the spawn rates.  For instance, the zombie sailors generally spawn at a regular rate and can provide good hunting.  There are rumors that, however, there are occasions when the zombie sailors spawn en masse and swarm the island.  Skeleton sailors occasionally spawn in their place, and are much tougher. The other problem with the island in general is that you must be very aware of how small it is and how easily it is for others to join in on the fight.  This was mentioned before, but needs to be emphasized.  You should not come here to hunt evens and upper hands solo, you will assuredly die at some point because another will join in.  This happens with all the monsters, not just those specifically mentioned above. 

Benefits

Despite the above dangers, this island can be a great deal of fun to hunt in.  The danger makes it very exciting, and there is a great deal of strategy to hunting without being swarmed.  The island is also generally not very heavily hunted, and has a good variety of creatures, although people generally come to hunt the wisps that frequently spawn and the zombie sailors because of their rawhide armor and for quests out of Qeynos.  

There is also a strong sense of comraderie among the people on the island.  Basically, one person killing the wrong monster or starting the wrong train can result in the death or near-death of virtually every person on the island, so there is a willingness to help out here that you rarely see elsewhere.  The smallness of the island makes you feel like you are in your own little world, with only the occasional boat to take you to safety. 

Travelling To and From Erud's Crossing

Erud's Crossing can only be reached via the ferry that runs from Qeynos to Erudin.  When coming from Qeynos, the ferry runs along the shore for quite some time before actually reaching the docks, so many impatient adventurers jump ship and swim for shore.  This also helps you to avoid the Kerrans at the docks.  When on the boat from Erudin to Qeynos, the boat passes far north of the island, but if you are an able swimmer you could jump ship and make it to the island. Catching the boat to Qeynos this way, however, is significantly more difficult.

The Hole
Location:

Blasted out caverns beneath the continent of Odus

Adjacent Zones:

Paineel

Level of Monsters:

45-60

Types of Monsters:

Elementals, Mud-like creatures, Flighty Fiends, Ratman Warriors, Revenants, Rock Golems

Notable NPC's:

Irslak the Wretched, Rocksoul, Stonesoul the Unmoving

Unique Items:

Bow of the Underfoot, Earthen Blade, Heart of a Minion of Brell, Imbued Granite Spauldors, Loam Encrusted Armor, Mudman Enforcer, Paineel Splinted Cloak, Smoldering Brand, Withered Leather Armor

Indoor/Outdoor:

Indoor

Description

The Hole is a huge area of underground caverns and the remains of the old Heretic city on Odus, prior to their being driven out by the evil forces that now dwell

within it. 

Dangers

Levitate does not work in the Hole, so attempting to use it, either by dropping in from Paineel above or to move down the outer shaft around the castle, will be

painful.. 

Benefits

Many of the monsters in the Hole fit the category of "summoned" creatures, which means that classes that get the line of spells that affect summoned creatures

(e.g. Dismiss Summoned) will be significantly more effective fighting in this zone. 

Travelling To and From The Hole

There are two ways to enter the Hole, both from within the Erudite city of Paineel. The first is through the large hole with the waterfall in Paineel. This,

however, is not a very safe way to enter the city, and typically results in a very serious amount of damage, even with levitate.

The other way is through a small, locked boulder located in the area just past the newbie area in Paineel. You will need to be able to pick locks in order to open

this, but evil races can purchase the key in Paineel for quite a large sum (around 100 pp). Also, smaller races or creatures (like wolf form or some illusions) can

fit through the rocks with a little work, although they must be careful not to drown while doing so.

Kerra Isle
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1 Prison

2 High Temple with Khonza Mitty of Kerra

3 Cave of Sujah Leader

4 Tiger Island

5 Tiger Training Pit
Location:

Small island off the western coast of Odus

Adjacent Zones:

Toxxulia Forest

Level of Monsters:

15-35

Types of Monsters:

All types of Kerrans, including: Catfisher, Ghulam, Mamluk, `Amir, Tseq, Awrat, Ispusar, Pasdar, Ghazi and Ghazi Shaman, Ademzada and Ademzada Shaman, Puzhal, Ahmad Shaman, Amira Guardian, Mujah, and Mujahed; Wharf Rats, Kerra Lions, Kerra Pumas, Tigers, Kerran Gorilla and Kerran Gorilla Shaman, Gorilla Guard, Gorilla Protector, Kobold Prisoners

Notable NPC's:

Khonza Mitty of Kerra, Lord Gonga, Sharptooth, Jojo, Sha'rr, Roary Fishpouncer, Thalith Mamluk, Maugarim, Kerran Missal, Donla Starfire 

Unique Items:

Cat o' Nine Tails, Fishbone Necklace, Gorilla Hide Leggings, Hamed's Ring of Tears, Rough Leather Pack, Sejah Ghulam Bracer, Bone Talisman, Mystical Claws of Jojo, Hexed Kerran Doll, Kerran Head Band, Shazda Turbin, Tiger Hide Gloves, Quest items

 Indoor/Outdoor:

Outdoor

Description

Kerra Island is a small island that lies just off the west coast of Odus. This island's main inhabitants are the Kerrans, a race of catlike people who are peaceful

until you make enemies of them. The island in Erud's Crossing is often mistakingly referred to as Kerra Island, but it is not. 

Dangers

This island's main danger is the Kerrans, who, as mentioned above, will generally leave you alone until you start killing their kindred. Then this place becomes

rather scary. 

At lower levels, the front of the zone is much like the front of Crushbone, lower level spawns that are generally separate from each other so that you can handle

them one at a time. At higher levels (around 10th) you will definitely need to move further into the island to find Kerrans that are worth hunting, and this is

dangerous. The most dangerous part of it is that the Kerrans in the open areas all roam around their area and are very close together. For instance, the area by

the docks has approximately 20 Kerrans all within plain view, and (although I didn't try this myself) they are close enough together that I think hitting one would

bring them all on you. The other open area is almost as bad (and higher level too). 

Benefits

This is another dungeon that is relatively untouched, therefore making it good hunting without much competition. This is probably in large part due to the fact

that few people know or care to go there and check it out (I myself played an Erudite for most of the beta and never stepped foot on the island). It is also kind

of far away for most of the characters, including Erudites, who by the time they're ready for this are bound to Qeynos. The only other problem that I can

foresee with this area is that there is a large jump in difficulty from the front spawn spots to the ones further in. The tunnels provide some separate Kerrans to

hunt, but the larger areas are just scary. 

Travelling To and From Kerra Island

There is only one way in and out of the island, and it is through the tunnel on the east side of the bridge that spans the river. This leads to the narrow strip of

water that separates Kerra Isle from Odus, a strip small enough that it can be swum with ease. Only low-level adventurers need fear the swim, as there are

occasional giant pirhana that swim the waters.

 Toxxulia Forest
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1 Wizard Hut: Books including On Languages and Lexicon, also Throwing Daggers and 

  Blacksmithing Books and Molds

2 Bags

3 Enchanter's Hut: Books, Tiny Daggers, Gems, Gold Robes, also Cooking supplies

4 Magician's Hut: Books, Gems/Components, Blue Robes

5 Druid Ring with NPC selling the Succor and Circle Of spells

6 Abandoned Necromancer's Hut

7 Western Dock

8 Kobold Camp

9 Teleportation Circle

10 Kobold Camp

11 Rungupp (please kill him)
Location:

Large forest that dominates the island of Odus

Adjacent Zones:

Kerra Isle, Erudin, Paineel

Level of Monsters:

1-10

Types of Monsters:

Snakes of all types, Spiderlings, Fire Beetles, Decaying Skeletons, Kobold Runts, Kobold Scouts, Kobold Watchers, Kobold Sentries, Kobold Shamans, Skeletons, Piranha, Giant Pirhana, Poachers

Notable NPC's:

Rungupp, Elial Brook and pet, Talrigar Eklorin with pet, Paladin NPC

Unique Items:

Unknown

Indoor/Outdoor:

Outdoor

 Description

Toxxulia Forest is a dark, quiet forest that encompasses much of the island continent of Odus. It is separated into two areas by a river running roughly east to west through it, the northern half more habited and the southern half controlled by the kobolds and the necromancers. 

Dangers

This island is the newbie area for the Erudites, and much of the northern half of the zone consists of creatures second level or less running around. The southern  half is a little more dangerous, with the most dangerous being the fact that it's easy to get lost here and aggressive skeletons and kobolds roam the zone. It is considered unwise to venture below the bridge unless you are at least 4th level or higher. 

There are two NPC's that can make your life difficult at best when roaming the area south of the bridge. The first is the necromancer, Talrigar Eklorin, and his pet, who roam the entire area south of the bridge. This necromancer is more of an annoyance when you are by yourself, because he will charm you and then you simply have to stand around until the spell wears out. If you are with a group, however, you will attack the other group members, so this becomes more dangerous. He will especially come after you if you attack the high-level skeletons that hang out in the necromancer city entrance. There are also roaming skeletons that wander this area, which are aggressive. 

The other NPC that is a major pain is Rungupp. He is on my short list for NPC's that I plan on travelling across several continents specifically to kill again, and is one of the most unbalanced NPC's around. Basically, my 11th level ranger hunted him down to try and take him out, and he /con'ed green to me. My first attempt I had to run for my life, and luckily could outrun him handily to Erudin. I learned two things from this, however, and that's that Rungupp will cross the bridge, and also that the guards of Erudin apparently like Rungupp and do not attack him. My second attempt involved joining some friends to take him out at the gate, since they felt that his ability to blind me continually (and never run out of mana) might be hurting my chances. So our larger group of my ranger, a cleric, and a wizard, all of whom /con'ed him as green tried to take him. Basically what happened was we ran into a complete standoff, where none of us were able to take him down (he heals as fast as he damages you), and then when we were close he fled, apparently regenerating at a phenomenal rate, and eventually just popped out of the zone (my theory is that he gated home to Innothule). In other words, Rungupp is a major pain, and a group of 11th level characters couldn't take him. 

Benefits

This is generally a pretty quiet and safe zone. There are not so many creatures in the newbie area that you can get killed easily by wandering monsters. On the other side of the bridge, although there are dangers, it is generally pretty safe. The water acts as sort of a barrier for monsters in the zone, in that the tougher monsters generally appear south of the water, but this isn't always the case, and it's important to stay on your toes north of the bridge. 

The other benefit is the kobolds in the camps. They are generally pretty safe to camp out and there are rarely anyone else by them. A mage with a 4th level pet could take one on if they were careful, or a two person group, and they provide good mid-range exp. The only thing is that you have to watch for wandering skeletons that will attack you and make you run for the bridge. 

Travelling To and From Toxxulia Forest

At the northern edge of the zone lies the entrance to the city of Erudin, home of the followers of Erud. Passing underneath the "patio" will take you to the city beyond. Within lies the docks from which you can reach the ferry to Erud's Crossing and Qeynos. 

Swimming west across the water, straight out from the dock on the west coast, will take you to the shores of Kerra Island, which is the home of the Kerrans. The channel is only guarded by the occasional pirhana. 

To the south lies another "patio" that leads to the Heretic city of Paineel....







