






































































































































































01 Gouernment District 
• Believe it or not, you never actually have 
to come to the Government District even 
once during the regular game. We're not 
saying that you shouldn't come, we're just 
saying that you don't have to. As such, it is 
probably a good idea to come here when­
ever you get the chance and explore the 
area, talk to the various government 
weasels, and pick up a new party member 
or two. Just for good measure, we say. 
• On the other end of the spectrum, you 
could spend some serious coinage while 
you're here. If you've got 5,oooGP to spare 
and you're sick of having those ridiculous 
Cowled Wizards pop in every time you cast 
a Haste spell, why not stop off at the 
Council of Six Building and talk with 
Corneil. When you do, he'll say that you 
can purchase a "Magic Casting License" 
that allows you to cast any sort of magic 
(in town) without repercussions from the 
goofy Cowled Wizards. It's nice if you're Bill 
Gates, but otherwise, it's a simply out of 
reach . 



01 The Slaue Lords 
•You'll find the entrance to the Slave 
lords' hideout in the southeast corner of 
the Temple District. 
• One of the few "high-level" encounters in 
the game, messing with the Slave Lords is 
as rewarding as it is difficult. It's also prob­
ably the best scripted and most interesting 
of all the battles in the game. Only attempt 
this fight if your characters are of very high 
level, and if you know how to deal with 
multiple mage encounters. 
• Our best advice is to go in with a surplus 
of potions, spells, and whatever other type 
of goodies you think will help enhance 
your characters offense/defense ratings. If 
all goes well, you'll take out the mages 
with Spell Sequencers and then only be left 
with the brutes (i.e. Rasmussen and 
Maferan). If things go awry, well. .. just 
don't let things go awry, ok? 
• There is no place in BG2 where you can 
get this much treasure in one area. Trust 
us, this battle is worth every last tear and 
cry of frustration! 

Si on 46 6.ooo 
Kett a 90 8.500 
Maferan 152 6.ooo 
Koshi 90 9,000 
Stalman 90 8.ooo 
Olaf Rassmusen 152 6,ooo 

Note: While stumbling around in the Slave 
Lord's compound, search every last little noak 
and cranny for some lesser rewards. Items like 
gems and scrolls are scattered EVERYWHERE. 

@ Staff or Rynn +4 
Adventurer's Robe 
Celestial Fury +3 
Katana+i 
Short Sword +2 
Leather Armor +3 Ketta's body 
Potion oflnvisibility X10 Ketta's body 
Plate Mail +1 Stalman's body 
Mace +1 Stalman's body 
Full Plate Mail +t Maferan's body 
Helmet of Defense Maferan's body 
Large Shield +2 Maferan's body 
Battle Axe +2 Maferan's body 
Empty Potion Bottle Maferan's body 
Full Plate Mail +1 Olaf Rasmussen's body 
Helm of Charm Prot. Olaf Rasmussen's body 
TWl>-Handed Sword +2 Olaf Rasmussen's body 
Spear +3, X2 On table On vault) 
666GP In safe On vault) 
Wand of Fear In safe On vault) 
Sling+2 In cabinet On bedroom) 
Wand of Frost Inside chest On bedroom) 
Wand of Paralyiation Inside chest On bedroom) 
Morning Star +2 Inside chest Qower floor) 



• Somewhere in chapter two, you'll be 
stopped by a messenger who wants your 
party to talk with Quayle (inside the Circus 
Tent at Waukeen's Promenade) . When you 
do, Quayle will tell you to go seek Raelis 
Shai in the basement of the Five Flagons 
Inn. 
• Talk with Raelis, and she'll tell you of 
Mekrath, and the Portal Gem that he's 
stolen from her. It's time to head for the 
sewers underneath the Temple District. 
• The only real point of interest in the sew­
ers is the group of brigands attempting to 
control the flow of trespassers through the 
sewers. They'll attempt to collect a toll 
from your party, at which point you 
should ... we ll, you know what to do. © 

Tamorthe Hatchetman 106 8,000 
Draug Fea 99 z.ooo 
Rengaard 90 3,000 
Zorl 78 2,000 
Gallchobhair 85 z.200 
Gaius 59 4,000 

03 Mekrat~s Oun eon 
• Work your way through the dungeon, 
whack Mekrath, and grab the Portal Gem 
from atop the altar. Beware of the traps! If 
you want, you can get Haer Dalis' in your 
party before returning to see Raelis Shai. 

HEV ITEMS TO ACQUIRE 
~Basedltem 

~
sooGP 
Cloak of the Sewers 
Plate Mail +1 
Helm of Charm Prot 
Wyvem's Tail +2 
Small Shield +2 
Full Plate Mail +1 
Small Shield +2 
Hangard's Axe +2 
Full Plate Mail 
35]'GP 

® Hammer ofTBolts +3 
CD Necklace of 

Form Stability 
4ooGP 

CD Portal Gem 
Harp of Discord 

© Cursed lnvuln. Potion 
® Quarter Staff +1 

Robe ofFire Resistance 
Wand of Cloudkill 
Rod of Resurrection 

Valuable Magic item 

Roger the Fence (qu 
Rakshasa's body 
Draug Fea's body 
Draug Fea's body 
Draug Fea's body 
Draug Fea's body 
Tamor'sbody 
Tamor'sbody 
Tamor'sbody 
Gallchobhair's body 
From party 
From mucky stuff 

Inside chest 
Inside chest 
On altar (after quest) 
On altar (after ques~ 
Inside chest 
Mekrath's body 
Mekrath's body 
Inside stove 
Inside stove 



03 The Astral Prison 
(Continued from the Mekrath's Dungeon) 

•When you return to see Raelis (in the 
basement of the Five Flagons Inn), you'll 
have the option to take this quest further 
by agreeing to help her with the interplanar 
mumbo-jumbo that she and Haer Dalis' 
keep blathering about. When she does the 
little ritual, a portal will open and the 
bounty hunters will take both Raelis and 
Haer Dalis' hostage. It's up to you whether 
or not you want to follow them in ... 
•Once inside, you'll need to work your way 
to the Master of Thralls (going east) and 
get the Mastery Orb. Bring it back down to 
the flaming pot-thingy and throw it in. 
Poof!The Warden's minions will now turn 
on the Warden and weaken him for you. 
Granted, you'll still have to kill them any­
ways (they're all hostile). 
•Don't worry about falling in one of the 
many pit traps scattered about. You can 
simply bolt for the exit and return to the 
surface immediately if you wish. 
• Make sure to pick the place clean before 
finally heading for the prison cell to release 
your comrades. When you do, each charac­
ter will get 1t4.500XP and a free ticket 
home for completing this quest. 

HEV ITEMS TO ACQUIRE 
QJeSt Based Item Valuable Magic item 

Item location 
CID Two-Handed Sword +1 Aawill's body \ 

Melodic Chain +3 Aawill's body 
Pixie Prick +3 Bounty Hunter's body 
Boots of Speed Bounty Hunter's body 
Small Shield +1 Bounty Hunter's body 
leather Armor +1 (X2) Bounty Hunter's body 
Wand of the Heavens Yuan- ii Mage's body 
Bracers of ACB Yuan-Ti Mage's body 
Cloak of the Shield Yuan·Ti Mage's body 

® Medium Shield +t Thrall Leader's body 
@ Kundane +2 Female Thrall's body 

Gauntlets ofW. Skill Female Thrall's body 
Ring of Protection +t Female Thrall's body 
Bracers of ACB Thrall's body 
Wand of lightning Thrall's body 

@ Mastery Orb Master Thrall's body 
Staff of Air +2 Master Thrall's body 

CD Wave Shaft Warden's body 
Adjatha the Drinker +2 Warden's body 
Planar Prison Cell Key Warden's body 
2,5nGP Warden's body 
Star Sapphire X3 Warden's body 
Emerald X2 Warden's body 



• In the center of the Temple District, you'll 
be treated to a small cutscene. Afterward, 
one of the three priests will approach your 
party (depending on your alignment). After 
the conversation, go to the appropriate 
temple and learn of the Cu lt of the 
Unseeing Eye. 
• When you head for the sewers (under the 
Temple District), you'll meet Keldorn near 
the tunnel that was previously too dark to 
enter. 
• When you first enter the dungeon, work 
your way past the traps, down to the left, 
until you meet up with Gaal. You'll need to 
get past several monster ambushes to do 
so. Chat with him and you'll get access to 

the cult, at which point you need to head 
back for the tunnel where you started and 
enter the cult itself. 
• Talk with Sassar, let him know what 
you're doing, and he'll send you over to the 
Rift Dungeon . 
• At th is point, you either explore the main 
area of this dungeon, or head over to the 
stairs and head down to the Rift Dungeon. 
(Note: There are quite a few small trea­
sures hidden within the private quarters of 
the cult members. You can easily waltz right 
into their rooms and take everything they 
own right out from under them. They're 
blind, after all! Also, you'll notice that the 
Shade Lich resides inside the northern end 
of the cult. Don't mess with him yet, as he 
is part of a later quest that we cover in just 
a few pages.) 

HEV ITEMS TO ACQUIRE 
QJest Based Item Valuable Magic item 

Item Location 
® Gaal's Key From Gaal 

Girdle of Fortitude Gaal's body 
Bracers of K..7 Elite Guard's body 
H. Crossbow of Accuracy Elite Guard's body 

(j) 98<JGP On table 
@ Golden Arms & Legs Shade Lich's tomb 

Ettercaps and traps in the same room? 
No ... It can't bet 



05 The Rift Oun eon 
(Continued from the Cult of the Unseeing Eye) 

•Upon entrance to the dark, dank Rift 
Dungeon, you'll want to search the face of 
the statue to find a small cache of gems. 
Note that you'll be ambushed by monsters 
that spawn in when you do so. Work your 
way down the path to the right, past the 
Gibberling ambush, and into the horde of 
undead beasties that await your tasty 
flesh . Ok, so they don't eat your flesh -
we've been watching waaay too many zom­
bie movies lately. 
• Moving on, you'll encounter a bridge that 
requires you to answer three rather cryptic 
(hehe .. get it, "cryptic?") questions. When 
you answer all three correctly, the bridge 
will extend and you'll be able to pass over 
to the next area. We've included the 
answers for those readers who are having 
a bit of trouble decoding these riddles. 
Olife 
f)Time 
O Current One 
•You'll get lf2,250XP for completing the 
bridge puzzle. As soon as you cross the 
bridge, you'll be ambushed by (count 'em) 

FIVE Beholders! It's nothing short of incred­
ibly frustrating, but it can be done with a 
good mix of hit and run techniques. 
• Next, you'll fight the Empathic 
Manifestation, who you may only kill by 
casting a hea l spell. It doesn't matter what 
kind, so long as it actually cures HPs. If you 
don't have any heal spells memorized, grab 
the scrolls from the small container to the 
north of the Manifestation and use 'em. 
• When the Manifestation falls, talk with 
the Avatar, and after a long conversation, 
you'll receive the first Rift Device Part. 
Return to Sassar with the first part, and 
he'll tell you of a contact named Tad who 
stands by the pit inside the cult. Go to Tad, 
and give the password "The eye is blind." 
When you do, he'll open up a secret pas­
sage that leads to Ghoul Town. Down into 
the depths you go ... 

HEV ITEMS TO ACQUIRE 
Quest Based Item Valuable Magic item 

Item Location 

~ 
As.sorted gems & scrolls Inside statue facet 
War Hammer +2 Inside hidden nook 
Rift Del/ice Part From Avatar 
Saving Grace +3 From Avatar (after quest) 



06 Ghoul Town 
(Continued from the Rift Dungeon) 

• Upon entrance, you'll be ransacked by a 
small group of undead beasties. Work 
through 'em, then approach Theshal and 
ask him about the passage to the Lower 
Reaches. The Ghoul Lord Theshal has 48HP, 
and you'll get 650XP for defeating him. 
• There's an optional Lich battle to the 
north of here, where you'll find a pair of 
gauntlets in the pile of bones to the north . 
• Pass over the bridge to the north, and 
enter the Lower reaches. Search the Lower 
Reaches methodically, making sure to hit 
each one of the four main rooms through­
out. Get the second Rift Device Part, and 
assemble the parts to make the complete 
rod. You'll get 26,250XP. Immediately fol­
lowing the completion of the rod, the 
Unseeing Eye (grand beholder) will attack 
your party. Make sure to hit him with the 
Rift Device first, then follow up with your 

standard attacks. You'll get 30,oooXP for 
defeating the Unseeing Eye. 
• Bring the depleted Rift Device back to the 
Avatar, and you'll get 47,250XP, and the 
Saving Grace +J. But it's not over yet, 
there's still more! 
• Return to the appropriate temple 
(depending on your alignment), and 
receive 45,750XP per character. You'll also 
get the Ardulia's Fall +t. Woohoo! 

End of ue5t 

HEV ITEMS 
TO ACQUIRE 
Quest Based Item 
Valuable Magic item 

Item location 

i 
Skin of the Ghoul +4 Theshal's body 
Gauntlets of Dexterity Inside pile of bones 
Assorted treasures Inside pulsing blob 
Dragonsbane +3 Inside pulsing blob 
Assorted treasures Inside pulsing blob 

CD 227GP Inside pulsing blob 
Rift: Device Part Inside pulsing blob 

CD 326GP Inside pulsing blob 
Assorted treasures From Khan the Djinni 

© Full Plate Mail Blind Priest's body 
Assorted treasurs Laying around 



•This quest is a tough one, mainly 
because you'll be required to kill the three 
loughest Liches on this side of the Sword 
Coast (actually, four if you count the 
Demilich). Don't say we didn't warn you! 
•The first Lich is found in the basement of 
ihe Cult of the Unseeing Eye (we detailed 
his exact position just a few pages ago if 
iou're having trouble finding him). Open 
up the tomb and you'll release the Shade 
Lich. He's quite tough, although beatable 
Nith powerful magic weapons and/or high­
tevel spells. Defeat him to earn the Golden 
Arms & Legs. 
•The second Lich is in the basement of 
one of the small houses in the Bridge 
District. It's in the southern part of town, 
right alongside the water. Head to the cel­
lar, and you'll find the tomb of the second 
Lich, the Elemental Lich. He's also very 
tough, although if you defeated the first 
lich, you'll more than likely take this one 
out as well. Grab the Golden Torso from 
the tomb and head for the Docks District. 

•The final Lich, Kangaxx, is found in the 
cellar of a house in the Docks District. It's 
located on the lower rung of houses, right 
in the middle. The door is locked, so you'll 
need to have an adept Thief pick the lock 
before gaining entrance. Work your way 
past the Minotaurs before descending to 
the cellar. Look familiar? It should, as it's 
the very same tomb where both the Shade 
Lich and Elemental Lich were imprisoned. 
• Present the various body parts to 
Kangaxx, and he will assemble himself into 
a Lich. When you defeat his first form, he 
will transform into a Demilich and really 
start to wreck shop! When you defeat the 
Demilich, the quest is complete and you'll 
get 50,oooXP, and a Ring of Gaxx, which 
is most likely the best ring in the game. 

Shade Lich 
Kangaxx 
Elemental Lich 110 22.000 Golden Torso 
Kangaxx 
the Demilich 50 50,000 Ring of Gaxx 

End of uest 

01 Cromwell the Blacksmith (and his oodies) 
•While really not a quest per se, it does kinda require you to fulfill quests beforehand. You 
see, Cromwell merely makes specially enchanted items from your already existing parts. 
He's like the classic example of a smithy Dwarf, making legendary blades and armor from 
otherwise useless trinkets. 

PARTS GOLD MAGICAL ITEM 
Ankheg Shell 
Black Dragon Scales 
Red Dragon Scales 
Hilt. Blade. & Pommel Gem 
Silver Blade, Silver Hilt 
Gesen Shaft, Gesen String 
Wave Shaft, Wave Head 
Gauntlets of Ogre Power, Hammer 
of Thunderbolts, Girdle of Frost 
Giant Strength, Special TBolt Scroll 

+s.oooGP 
+s.oooGP 
+s.oooGP 
+z.500GP 
+7,500GP 
+7,500GP 
+7,500GP 

+to,oooGP 

Ankheg Plate Mall 
Black Dragon Mail 
Red Dragon Mail 
Equalizer Sword 
Vorpal Sword 
Gesen Bow +2 
Wave Halberd +4 

Crom Faeyr +4 

End of uest 



01 Planar 5 here 
• First and foremost, you' ll need to have 
Valygar in order for this quest to begin. So 
if you don't have him in your group, you 
can't do this quest. Simple! 
• After you let him into your party, return to 
the Government District and talk to 
Tolgerias (inside the Council of the Six 
Building). He'll make some jerky remarks 
and then warp away. You can now head for 
the Planar Sphere in the northwest corner 
of the Slums District. 
• When you enter, you'll first want to head 
to the left and beat up on the Golems that 
reside there. When the coast is clear, 
search the room and grab the Planar Key. 

• Click on the small switch in the center 
room, and you'll unlock the main door that 
leads to the inner areas within the Planar 
Sphere. Chat with Reyna, and continue 
north to take out the Sahuagin that reside 
there. Head southwest, and then through 
the main passage and into the hall filled 
with Darksun Halflings. 

• When you arrive in the Furnace Room, 
place all three lumps of coal that you've 
acquired into each of the respective fur­
naces. This will give power to the Golem 
machine, and enable you to place both the 
Golem Arm and Head into the proper 
receptacles. When you do so, the Guardian 
Golem will spawn in and take out the Elder 
Orb that guards the entrance to the 
Navigation Room. 

The Planar Sphere can be found in the 
northwest corner of the Slums District. 

HEV ITEMS TO ACQUIRE 
Quest Based Item valuable Magic item 

Item location 
@ Coal Treasure chest 

Golem Ann Inside steel receptacle 
Planar Key Inside steel receptacle 

@ Cloak of Protection +1 Sahuagin Baron's bodi 
@ StilettoofDemarchness Necre's body 

Ripper +2 Togan's body 
Gauntlets of Ogre Pwler Entu's body 
Coal Entu's body 

@ Golem Building Book On table 
Coal On table 

CD Coal Inside winderthingy 
Golem Head Inside winder thingy 

CD 3000GP Inside tube 
Diamond X2 Inside tube 
Ring of Actuity L.avok's body (*special 

© 35oGP Inside machine 
ProtectoroftheSecond Inside machine 
Battle Axe +2 Inside machine 
Ninja-To +1 Inside machine 

® Sling +2 On tree stump 
Quarterstaff +1 On tree stump 
Ring of the Ram Tolgerias' body 
Shield +1, +4 vs. Miss. Inside centerpiece 
Helmet of Defense Inside centerpiece 



• Before you head to the Navigation Room, 
complete the puzzle with the four runes. 
Just follow the order we have listed on our 
map and you're set to go. You'll get 
21j,500XP for doing so. 
•When you enter the Navigation Room, 
you'll square off with Lavok himself. When 
he falls, you'll converse, and then get the 
very rare, and very powerful Ring of 
Actuity. Search the rest of the navigation 
area for goodies before heading back to 
the very beginning of the Planar Prison. 
You'll need to exit, at which point you'll 
find you're in a whole new land ... 




