Hello fellow Nomads!

I've put together a little document detailing my favourite zones for lvl 20 – 30 players: High Hold Keep.

Before your lvl 20:

· High Pass is great for those players of at least lvl 18.  

· The Ork spawns here are right next to the entrance and therefore it is very easy to escape when you get overrun.  

· The Orks themselves drop good loot such as Bronze Weps and spells and the odd PP.

· They vary massively – from Casters to Rogues.  One must be very careful to avoid letting a rogue behind you as they backstab for massive amounts of damage.

· One or two unique drops like a weight reducing BackPack and the Shiny Brass Halberd

Once you have hit lvl 20 it is time to move inside the keep itself.

High Hold Keep is a one-stop shop.  Here you can bind, bank, and fight all within the same 30 yards.  There are plenty of merchants to sell to and some easy quests for exp. and a little GP.  Also this place is literally crawling with guards to run to, and if that isn’t enough just upstairs from the bank is the library where the Magician trainer (Ran Flamespinner) lives who a can hit for 200 points three or four times a round!  He is a real lifesaver.

As you enter the courtyard, head straight across and once inside the main hall take the right hand branch until you spot some stairs on the left.  Down these leads to the bank and the resting spot for most non-grouped players.  This is the number one meeting point down in HHK and if you wish to sell something this is where you should arrange to meet with the buyer/seller.

From here, opposite the bank, is a short walkway leading down to the basement and the spawns.  HHK’s spawns are split into four very close sections.  The first is known as the “Guard Room” because of the amount of Guard (mid melee type) Goblins that spawn here.  Most groups sit at the foot of the stairs and send a puller out to get back one or two Goblins, that the team then beat up.  The room covers four spawn points and (like all of HHK) the spawn rate can be frenetic one minute and then VERY slow the next.  Goblins (weak to strong) here are the Lookouts and Guards that are both melee.  Spiritists and Cabalists that are both Caster types with lesser poison and sleep based spells.  To effectively group here is to know when to pull from the room and when not to, as one of the guard spawns is right next to the group and will agro a full team when it pops.  If he spawns when the group is in over its head already, then its time to run.  

Running here is a case of heading directly to Ran Flamespinner which will pull the MOB’s past all the guards to the what must be the hardest NPC in the zone, run on time and he will always save you. 

Running is the cause of some of the trains here.  A common method of breaking the higher rooms is to run them up the guards, which can get the lower groups annihilated by masses of high lvl MOB’s A good player wh is about to break the higher spawn will shout this is happening and I strongly suggest you stand aside and don’t sit down.

To the right of the Guard spawn is a small room that is known as the “Lookout room” This is a slow set of two spawns of lookouts or Cabalists.  It never spawns guards.  Often a Guard room group will take both spawns, but equally it does suit two players of around 23 or one of 28.  Sometimes a high PC will get very uppity with the lower levels when he is camped in here, ignore him, I have seen a lot of high levels get killed by the spawns in that room and the best way of getting him back is not to help.

Loot for these 2 spawns is around 20pp a night upwards.  They drop Spells, Stones, Cash and Ears.  Collecting ears is for a quest.  Give them in groups of NO more than FOUR to Captain Bosec who stands around the bank area for about MAX 1pp per ear, EXP. and Faction.

Good group mixes in the guard room rely on having at least two melee types to hack away at the Mob.  The best groups have two healers (Cleric/Druid) and one nuker (Wizard) the rest are Warriors or Paly/SK’s.  Enchanters can work well but not at the expense of a Warrior or Healer.

(Please note:  I am a Warrior and so I cannot by definition give advice on groups that play with no Warriors at all.  However, I’m sure a group of Casters and pets could do just as well!)

Be wary of over pulling and make sure the melee troops BACK UP so that they don’t agro spawns.

Also Bards here (Whilst my favourite class!) do tend to cause quicker pulls: so make sure you can handle it.  In this room I have grouped with Bards many times and their invis song often saves the team in a dire overpull situation from the Raider room.

As a last point about this spawn, sometimes, just sometimes the guards end up down here by accident.  They usually wander back up the stairs, but sometimes will not.  If this happens to your group then its up to the Warrior to get SOW and slap him, then run like hell to the zone.  Be Wary! Every guard in the zone may come after you so your AC better be up to it!

Warrior and Raider spawns:

To the left of the guard spawn, on the other side of the room is a staircase leading down, this is the entrance to the high area.  ONLY when you have hit lvl 25 venture down here.  The stairs themselves have two spawns of either Goblin Warriors who are tough (high AC and HP) and lvl 29 – 33 and Goblin Visionaries who cast greater healing on the Goblins as well as SOW(!) and some nasty Sleep spells.  If you are unfortunate enough to pull a SOW’d Warrior and Visionary whilst solo you are in REAL trouble and should run like hell.

The stairs are very short and at the base you have the “Warrior Room” to your right and the “Raider Room” to your left (down another short stair)  Both rooms Agro extend outside their respective doors.

The Warrior room is where I spent most of my time from 25 – 30 and has three spawn points, spawning anything from Guards to Warriors and casters RIGHT ON TOP OF YOU.  In this room, like no other I have come across, you should only sit when healing.  In the time it takes to stand your caster could have lost alot of health.  Myself being a warrior I tend to watch the whole room constantly and I’m always getting the drop on the MOB’s as they spawn.  The MOB’s on  the stairs also agro to you here, and the casters WILL heal the Warriors THROUGH the wall.  If you see the “Pickclaw Goblin casts spell” line then there is a MOB just outside either buffing himself or his palls.  

If you have the spawn timed well then you can try and pull the raider room too.  Only the Monk and SK have a hope of surviving the run back when an overpull occurs.  If I am the only puller and I overpull, I run to guards and save the team, simple as that.  I often die because of my mistake.  Better me than us all.

The Raider Room has 3 slow spawns (just as well!) and is the reason that you will see so many high levels (upto 39) in HHK.  Raiders go up to lvl 34 and are significantly harder than Warriors (although they seam to me to have higher AC, but less HP).  The Caster type that spawns there is the Dreaded Pickclaw Seer (29 – 31) who has an 81 point DD spell, a 60 point AOE, and a good poison, sleep and debuff spell.  That is to me: a Warrior with 650AC and High Magic Resistance.  What it does to a low resistance Monk or caster is anyone’s guess but id stand away from it if I was you.  These beauties are real hard when coupled with a melee class (as in every damn time).  Some deadly situations here are when the room decides to pop on you when you’ve pulled from the Raider room to the Warrior room or when the Warriors are high lvl and are getting healed by a caster.  Both problems stem from bad group organisation and not knowing the spawn rates.

Good group structures (to pull the 2 rooms) include:  

Lower end party : Warrior (26+ with 2HS/2HB), Warrior (28+ with Dual Wield), Druid (27+), Wizard (27+), Cleric (26+), Hybrid (SK/Monk/Paly 27+)  

This team needs to watch the spawn carefully, but thankfully since they have two main melee and one mixed there is enough swords to keep the MOB’s off the caster while meddling for heals.  A wizard here takes the place of a lower end enchanter who would not be able to crowd control effectively in an overpull.

Higher end party : Warrior (30+ with Dual Wield), Monk (28+), Cleric (30+), Enchanter (28+), Druid (28+), Hybrid (SK/Paly 28+)

This team will have no problems with the whole spawn.  A higher end Warrior with Enchanter buffs is a site to see in this lifetime! The Monk can handle anything and FD if he gets into trouble.  Druids can usually take a knock or two.  A higher lvl Enchanter will mez well and stop a pop getting you into hot water.  The Paly/SK will have the ability to stun the MOB’s and lend an extra sword to the proceedings.

Two other points:

1. The Druid spell “Shield of Thorns” (or even the wizzy ones – lava etc) work very well here because of the lack of space.

2. Be very careful about joining a group with only one melee, because at this level he will not be able to hold agro on the entire MOB’s you’ll be fighting.

3. Sometimes very high lvl will join your group, say 10 levels above you.  I say don’t worry about that since you can loot a little more to make up for the EXP. drain (which will not be much – EXP. being so insane here)

4. I have never seen Bards or the Large races (Ogre/Troll) down here for various reasons.

Fighting here can get very hairy, but I’d suggest for you melee types that you stick it in for a little longer than you should because I have never died in battle (inside the warrior room) yet.  Your fellow players and casters are usually higher than you are the wizzy will nuke the blighter when he’s sure it will finish the job!

Another few points to make are to do with the players here.  For some reason only an ooc question will get answered by the Warrior Room groups.  Shout and you will not usually get anything back.  If the zone is full I recommend actually going down the War room to ask for grouping, just shouting never gets you anywhere unless they are desperate.  Also there is usually a list to get in a Warrior group and you may be in for a long wait (hence the high levels camping the lookouts).  Similarly some high levels can get REALLY ratty with people running or not pulling their weight in the team.  Just play peacekeeper and remember that a lot of people here are gits, lol.

Loot from the Warriors is excellent.  Bronze Armour (always small), Small/ Large blocks of HQ ore (worth around 10/17pp each!), Fine steel weapons (worth upto 5pp for a staff or spear – lots of these!).  Rarer spells and runes (which you can sell if your patient), Ears and cash.  All in all a few hours here REALLY helps the bank balance to the tune of about 100pp per 8 hours or 40pp a night.  EXP. too is insane (!) and I've shot up to lvl 30 in no time at all.

Problems with HHK:

There are a few problems with this zone (which counts for its strange unpopularity) Firstly like the HH area in general people here can be a little temperamental (to say the least) I’ve had 3 people rip me off with prices for items (one to the tune of 400pp) and I’ve been offered a duel at least 5 times (to settle and argument).  Some people will ignore any loot orders you agree to regardless.  Some people demand that you roll for Bronze (usually Dwarves as they can wear it).  Some people overpull, others underpull.  A lot of people will be rude and offensive if you annoy them.  One particularly unpopular guy on Saryrn is a certain Human SK who acts like he is on Class A drugs and has caused many a team argument with his mad overpulling and then Fake Death Leave Us To Die approach.

A reputation here sticks people – remember that.

On a lighter note, since the above is true – a GOOD reputation also sticks and will get you all sorts of group privileges (like cue jumping) and it is possible to make some sincere friends.

Finally, the trade of Weapons here is very cheap.  I bought both Demon Claws and Silvery War Axe for less than 150pp together (120pp cash and a Langseaux).  Always higher levels clearing out the bank!  However, strangely, Armour tends towards the expensive (especially crafted) which is the same price as in FP.  I guess it just goes to show the uniqueness of this great zone.

Happy hunting!

Basho Matsuo

30 Warrior of Saryrn
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