GUILD CAMP LOWER GUK.

PLEASE NOTE THIS IS A CAMP, NOT A FULL RAID.  (Which basically means that we are not trying to take over the zone, rather it’s a farming exercise for top loot and exp.)

PLACE:  
Lower Guk, found in the swamps of the southern Old World.

TIME:

SAT (for times see Ynnos’s announcement, but 6pm UK GMT time)

LVLS:

37+  No people lower pls.

LEADERS:
Ynnos, Myself, Officers.

BINDS:
FP (long run) or Ogre city for evil.

ZONE TYPE:
Dungeon (NO SOW, EVAC FRIENDLY, YOU MUST SNARE!)

RATING:
HARD to VERY HARD (Train city)

MOBS:
Mainly undead so Pallies/Clerics function better here. Some animal.

BEST CLASSES:

As well as tanks etc:

CLERIC required for rez’s and IVU





WIZARDS with evac/root very welcome

CHANTERS very welcome





All other classes most welcome

POST:

Yes, please post your lvl and class or contact an officer in game.

COMMENT:
IVU needed. 

MAP?:

YES, don’t turn up without a map if you can help it! LGUK is a VERY bad place to get lost in.

LOOT:

NBG

Flowing Black Silk Sash (FBSS) worth 6k cash.  21% Haste.  Semi Rare to Rare off Semi Rare to Rare Mob called Frenzied Ghoul.  Mob hits for about 140 and fast.

Thick Banded Belt (TBB) worth upto 8k in items.  8ac +15str.  Rare to Very Rare off Semi Rare to Rare Mob called Ghoul Supplier.  Mob hits for about 90.  

Light Burlap Sack (LBS) worth upto 600plat cash.  60% wt reduction: large.  Semi Rare off Common Named mob called Ghoul Assassin.  Mob hits for 90 or 140 Backstab. Also drops common loot of Dirk worth 80plat.

Runed Cowl worth upto 3k cash.  Great +WIS and +INT.  Semi Rare off Common mob called Ghoul Sage.  Mob hits for 70-80.  In same room as dreaded Ghoul Scribe (Enchanter).

Enamelled Black BreastPlate (EBBP) worth upto 1k cash.  +25 ac (2nd best pre Velious/Planes/Seb BP).  Semi Rare off Common mob called Ghoul Savant.  Mob hits for 60-70.

Lots of smaller loot items such as Enamelled Mace, Executioners Axe, etc.  Plenty for everyone.

Notes.  This zone is hard.  Below I have posted my old guide to lower Guk that I wrote after spending five levels there.  

Invisibility Verses Undead will only work against undead mobs not Skeletons or Bats be careful to stay out of agro.  

The main loot is in two camps.  Frenzy and ASS/SUP.  If they are camped then we may have to try a smaller one such as Sage/Scribe, wait, or relocate to another zone.  If possible the purchase of IVU potions are recommended.  If a shammy in the guild would like to make some I will buy for sure!

GL and see you there.  If you are KOS to the live frogs then you will need to be invis in upper Guk to get to the lower section.  PLEASE, if you are unsure of the way to lower Guk then TURN UP EARLY and ask Ynnos or myself.  Once we are camped (esp Frenzy) it is NOT POSSIBLE to come back to lead people without deaths and the camp being lost.

----------- OLD GUK REPORT-----------

Dear all please excuse the following long testament, it was written quickly in lunchtime between meetings.  Anyway I enjoy writing these things and so here is the latest:

A Warriors Guide to Lower Guk: (part one levels 35 –40)

/roleplay

Roll up! Roll up! 

Welcome to Lower Guk Holidays!  Come with us on a fabulous tour of these slime encrusted surroundings.  Swim in the grime! wonder:  Who actually sleeps in the bedroom?  Get stuck on the cobwebs, slip on the bat shit, and fall into pits of spikes!  Mind the corpses ladies and gentlemen and come one, come all!

Meet the entertainment!  Staring the insane Bloodthirsty Ghouls! & Those creeping terrors: the Deadly Back Widows! And all your corpse recovery favourites!  Such as the Frenzied Ghoul! The giggling Greater Icebones! The charming Ghoul Scribe! The happily dancing Executioner! And a cast of thousands of undead minions! 

I can tell we are in for a fabulous evening’s apocalypse! ….<You feel yourself starting to appear> Crap invis’ has run out!…. TRAIN TO ZONE! … *Crunch*
/ooc

As Morphious said in “the Matrix”:

Welcome, to the desert of the real….

You know how it happens, right?  You log into Everlore or EQAtlas wondering where all that high prices loot comes from.  Hmmm Lower Guk.  Your eyes light up at the thought of the loot and exp. you can gain down here, TBB rare?  Ha! You’ve got rares before, right?  You’ll soon show that frenzied ghoul whose boss!  Sashes go for 6k! Ill get two! One for me and one for that Wurmslayer I've had my eye on!

Sword in hand, and smile upon lips you head down to the depths of the world.  Barren desert feeds into quagmire swamp, and located deep within sits the buried dungeon: Guk.  Frogworld.

2 hours and 3 CR’s later…

At 35 almost nothing will prepare you for Guk.  “But I've hunted in Kunark!” you say.  Don’t make me laugh!  “I’ve handled HHK for ages!” you proclaim.  Means nought!

What’s difficult about Guk?  A short list:

1. Lower Guk is a dungeon.  Before Kunark it was the joint hardest dungeon.

2. Lower Guk is non-SoW The only way to have SoW is to take it down with you. Not that that matters because…

3. LG. is non-run.  At least 60-80% of the time (until you really know this place or if you have a whiz) you can’t run, period.  Stand and die.  Even if you can run you better be able to swim, because there is a SINGLE evacuation route via underwater.

4. Trains come through here so often there should be a stationmaster.  Trains are not usually the unique spawn campers (they never get more than three steps), but the zone trash that inhabits the tunnels to the camps, and lots of it.

5. Invisibility to the undead is mandatory here, so as a warrior make friends: fast.  Also your have to be grouped to get IVU.  It also can wear off at any time leading back to point 3.

6. Bats and Skelly’s see through IVU every time.

7. If you don’t stand RIGHT at the zone border the train will kill you.  Also if that big fat Ogre is AFK your similarly screwed because the entrance is very cramped.

8. All the Ghoul Mob’s cast Ghoul root (though’ its easy to resist a 65MR)

9. Speaking of Mobs, the weakest Ghoul hits for 60’s and the Whiz’s cast in the 200 range.  The hardest Ghoul I’ve fought hit for 140’s and doubled.

10. ALL Class types are represented down here, so expect pets, LOH, Nukes, Backstabs, to be Enchanted and Mages.

11. Mobs run early.

12. Both Live and Dead frogs live down here.  Killing one makes up the others faction.  Since the whole of Upper Guk is live then being KOS until your lvl 50+ is a VERY bad idea. So:

13. Don’t kill live frogs.

14. Don’t kill live frogs.  I realise the last two was only one point, but I thought that it was SUCH A BIG ONE that it was worth mentioning twice!

15. Young and foolish 20’s bards and Rogues come down here for a no-drop mask, and often start hitting the first thing they see inside the zone, (I.E. Live frogs) resist the urge to help them, advise them to zone (since its two steps away).  Only help those who really need it, and then help till you drop.

16. It wasn’t until I saw the (and I’m not joking here) 20 corpses corvering the narrow corridor to the zone, so much so that they form some sort of Demonic carpet! That I realised that this zone separates the wheat from the chaff.

17. Exp. slightly sucks at times due to the massive lvl range of good groups, other times it rocks.

So what’s good about Lower Guk?

1. Well, I’ve learned more about playing EQ since I came here than I had ever done in the last 35 lvl’s before.  That to me is invaluable.

2. I’ve made enough money to buy outright the following:  Treeweave, Sword of Skyfire, Hero Bracer, Kunzar Kujuch, Smouldering Brand, Clay Guardian Shield, EE bag and 30 SoW potions.  That’s about 10kp and I’ve been Unlucky: no FBSS or TBB.

3. FS drops here like water, which means that if you, load up the EE bag and the Light Burlap sack, it can equal 200plat at the merchants.

4. I’ve met a lot of people I like.  I’ve also met some players I used to group with in other places before, like HHK and even CB!  Lguk is the natural progression for many people who started when I did.

Down here I’ve finally become prepared to do battle in the end game.  Before I came here, when I used to die I’d be stomping around the room in RL shouting “SHIT! SHIT!” , kicking the cat, punching the wardrobe, knocking things over, etc (not really ;) ).  Now I face death like a Zen Poet should.  Because of the Rez’es.  80% of the time I’ve died down here I’ve got a rez within minutes.  The rest of the time I’ve ran back and got a rez eventually.  I’ve seen people get killed on purpose just to pick shit up from town!

Also, the one thing that will save your ass in the camps is the Evac spell.  There is nothing better than evac’ing with the loot leaving behind a bunch of angry Ghouls and a dead unique.

Here I have finally learned the hardest skills of the warrior.  Agro pulling, death dealing, caster saving, toe to toe fighting uniques, REAL grouping, real running! How to solo as a war, Weighted axe kiting, the answer to dual wield vrs 2hs, everything.

For example:  I no longer want a Wurmslayer because its crap.  Slow and no agro.

Repeat after me: I no longer want a Wurmslayer.

Doesn’t that feel good!?  I just saved you 4k right there!

/War class tactics for Lguk

Camps for 35 – 40.  Guk is 20 mins spawn.  ALL camps require the basics:

Tanks (2 both use dual wield!), Cleric(s), Whiz (evac/nuke), Chanter (don’t forget him).  Clerics, Pallys and SK’s have special skills here.  Necros rule, as do Rogues.  I personally don’t like Monks here.  Bards (manna battery), Rangers (radar) and Shaman (buff meisters) are good classes in backup.

War should never pull unless near 40 at least. Be warned.

Always use dual wield and keep agro up.  A slip up can get the Cleric or wizzy killed before you can put it right.  When assisting be next to the main tank and don’t screw up the rogue.  Don’t hit mezzed mobs before taunting them a few times.  Don’t chase let the monk or SK do this since they can FD.  Remind the casters to mez, SNARE! And nuke.

When the whiz call evac stay close or you’ll be left behind.

Camps:

1. Zone trash.  This is what you camp whilst waiting for a group.  There are 7 spawns of lvl 34 – 39 mobs.  Warriors are weaker than Knights are.  Whiz’s are dangerous.  Always pull the mob right back to the zone ramp to avoid adds, and trains.  Exp is good and drops are all FS.  Cash can be upto 5pp per mob.  If you get more than one: plan your escape.  To get the last three one at a time use a bow or range wep because agro pulling brings all three.  Leave the live frogs alone until amiable then you can kill one if you have to without getting KOS.  Bring A LOT of bandages, I have 120 on me when I zone in.

2. BR.  This is the first room after the underwater passage (has a bed in it) Only go in if your have a good group as a crap group can get stomped on.  Less safe than SR because the trains all come through here.  Bats are harder than they look but give excellent exp.  Spiders and tough too but with no adds are simple mobs until 38, watch for poison.  Room has 4 spawns in it and next room has 2 ghouls and 2 bats.  Left from here is the GIBS (avoid) and right (through the webs) are the spiders.

3. SR.  This room takes breaking.  Final rush can be four deadly black widows.  Be careful.  Good room to pull to.  Watch that when pulling the Gargs that you don’t agro the Ritualist (on the other side of the bridge) cos you will die.  Very rare but the mobs MAY go around the long way to get to you and you’ll die (although I ran it out at lvl 38).  Gargs drop 7pp eyes, don’t take any lying shit about quests, this is an exp camp like BR so share around fairly.

4. Ass / Sup.  Past the gargs (get IVU and hug the wall) and across the bridge.  Then left and up the ladder.  20 Mins timer.  Second best drop in zone (Mega rare TBB) 4 mobs in cycle, ass is a rogue.  Sup is a war.  Set-up shop and send out puller.  DON’T pull from the bridge. Pull the room by the ladder and from down stairs.  Be very careful of agro’ing the entire Savant spawn (4 mobs + savant who’s a cleric).  Great camp but slow exp. cos of the differing group structures.  Start the timer after the second spawn dies.

5. Savant.  Downstairs watch for trap.  Slow.  Medium drops & worth pulling but very rarely camped since trains will destroy you.

6. Cavalier.  Downstairs to the left. Cav is a mother.  Get a higher lvl to pull his room without him.  Lots of clerics for this one.  Watch for the wanderers and being trained.  I lived through a battle in a cramped corridor of 10 mobs but it was close

7. Sage & Scribe.  To the right of the stairs.  My favourite room.  You need a good group to break this one. I've had the room take out the entire party in seconds.  Sage is a caster and tough.  Scribe can (and WILL) charm you.  There are 5 spawns including 2 behind a fake wall (usually wizzies) You need a chanter to do this one and he better be good :) From here a good team can pull all the lower floor spawns all night.  This is where the Runed Cowl drops which paid for my Treeweave.  One problem is that death here is almost certain in an over pull, although I had a team member run the entire way back causing one mother of a train (please shout your trains!)  Watch for wanderers when breaking.  Camp out the cleric if you’re in unwinable trouble.

8. Exe.  Right from the sage.  Drops the famed exe axe.  Bigger room with table in centre which can make it hard to target.  Make sure the puller comes all the way back in or you’ll be fighting on the damn stairs and this will cause adds.

9. Safe hall.  Opposite from the cav along a corridor (directly under the bridge you came over to get here) you can drop from the bridge for about 100dmg to get here.  This place was named after some new meaning of the word safe that I was not previously aware of.  It’s NOT safe on your own.  A few wanderers come through here but with a group or two camped here then it will drop quickly or you’ll get IVU.  This is the start of the higher spawn’s area.  Don’t go in unless ready for a battle with mobs hitting for 140+  Pull from Cav/ sage/ etc.  Multiple mobs all-overlapping.  I did it with 3 clerics for about two hours, and it cost a 50 ranger his life when he over pulled. Nuff said.  Camping here is possible.  Many rez’es are performed here so get used to being IVU around the undead frogs a lot.

10. Frenzy.  Past the safe hall taking the right turn and then camping between frenzy and sentinel.  Frenzy… oh my!  What on earth are you doing down here at your lvl? Young man!  Anyway up to 3 badass pops in frenzy and a group with a slot open will sometimes just take anyone.  I came here once at lvl 36 and fought for about three hours for nothing and almost died every pull.  Bloodthirsty Ghouls are bad, but the frenzy hits VERY fast if he has sash, our main tank went down quick and I (2nd tank) and the monk just about held our own with the loss of the Necro due to an add.  Wizzy died quick after that and then all hell broke loose, as we now couldn’t evac.  The battle lasted for ever against the adds with the cleric meddling whilst me and the monk tried to avoid agro whilst attacking.  I was about 50hp from death when the last BT fell (since he hits for 140 that’s pretty close).  Monk won the roll by quite a lot and I got the hell out of there!

Be safe, step out in style.  A warrior’s life from this zone on changes drastically.  I laugh at the idea of other classes trying to Toe to Toe Tank.  I think that from this zone on warriors do not make the best pullers by FAR.  I think casters now have more power and more roles in the group.  Clerics are suddenly everyone’s best friend!

Despite what I think about the difficulty here for warriors I reckon this is the best zone I’ve adventured in so far.  

A guild Raid awaits!  (Once I’m lvl 50!)

That’s it (sorry I went on for so long!)  I’m heading back to Kunark until higher now since I need exp.

Oh one thing, I’ve only camped the first parts of Lower Guk and from the warrior perspective.  If you ask her nicely then Rauny (49 cleric) may tell you more about a casters roll here and the later spawns.

Regards

Basho Matsuo

40 lvl Warrior

Guild Officer

