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“For Neverwinter Nights, press….”

Welcome to Infogrames’ Neverwinter Nights Hint Line.  Here you can get hints, tips and answers to some of the most frequently asked game play question.  Please be aware that some of these hints are quite lengthy and contain plot spoilers, so have a pen or pencil, and be ready to take notes.  As the side quests are different from person to person, this guide will discuss the main missions that all characters will face.

For general hints and tips, press 1

For help with Chapter 1, press 2

Chapter 1

For help with finding the first animal, press 1

For help with finding the second animal, press 2

For help with the third animal, press 3

For help with the fourth animal, press 4

For help with Desther, press 5

First Animal-

The first animal is recovered when you defeat the Head Jailer running the Prison Break in the Peninsula District.  The Head Jailer is being controller by a intellect devourer, so before you face him, make sure and talk to the other guards when they leave the room.  Otherwise, when you defeat the jailer, the devourer will jump into the nearest guard it finds and you will have to defeat the guard, too.  Once the devourer has no more bodies to possess, you will face it directly.  Once you defeat it, make sure to grab the devourer’s brain to take back to Aribeth.

Second Animal-

The second animal is recovered when you defeat Gulnan in the Warrens of the Damned.   .If you destroy the chest on the pedestal before you attack her, you will save yourself a lot of work, because she will be unable to summon any more zombies to attack. When she dies, she leaves behind a Yuan-Ti Heart which should be taken back to Aribeth

Third Animal-

Instead of recovering the whole animal, all you will need is a lock of hair from the third animal, which is a Dryad, imprisoned by Meldanen.  Meldanen does not have to be killed to defeated.  He does offer to surrender at a certain point, and if you spare him is entirely up to you.  If you spare him, you get the lock of hair, you can also talk him into getting the silver tooth to convince Formosa he is dead, or even talk him into paying you to kill Formosa.  Choose the course of action that goes with the character you’ve created.

Fourth Animal-

You gain the final animal, the Cockatrice feather from Vengaul in his lair.  Depending on how you approach the situation, you might have to fight Vangaul’s guards, or he may just give it to you.  You will definitely have to fight Callik, so kill his guards first.  Once you have the feather, take it back to the City Core and you have found the cure to the plague.

Desther-

He will be the hardest enemy you have had to face so far.  However, he gains much of his power from his zombie thralls, so kill them to weaken him.  Load up on potions to increase the damage you hand out and limit the damage you receive.  When he offers to surrender, take him up on it.  He’s a long way from death at this point, and it’s far easier to take him back for trial.

Chapter 2, search for the Cult

In your quest to find the clues about the cult,  you need to find two pieces of evidence to return to Aribeth,  In the city of Porl Llast, you will be told about a person named Vardoc.  Eventually after receiving three warnings about him, he will ambush you on the road, defeat him and check his body for one of the first piece of evidence.  The second part of the evidence can either be Relmar’s Journal on the East Road quest, or Charwood Journal.

For the North Road, press 1

For the East Road, press 2

For the South Road, press 3

For Luskan, press 4

North Road-  Be careful of the ring offered to be you by Solomon in the Alliance Arms,  it contains a tracking device and he will use it to attack you later. Once you defeat him, search his body and get his letter.   Also, when you discover that Vardoc is looking for you, watch for him to ambush you.  Once you retrieve the letter from his corpse, you can take it to Aribeth.  All the other adventures on the North Road are quests unrelated to the cult, but very good for gold and experience.

East Road-  Here you can explore the archeological compound, invade the troll caves, and enter the creator ruins.  However, the most important thing in the East Road, you need to rescue the Spirit of the Wood.    In Setara’s home, there is an altar you must use. Once you die and enter the Realm of the Spirit, find Relmar to get the antidote to the poison that the he used on the Spirit of the Woods.  Once you have the antidote and information, he will attack you kill him and grab his journal as evidence to give to Aribeth...   Now when you encounter the spirit, it has been driven mad and will attack, do not kill it.  Eventually it will surrender, and you can cure it with the Antidote and send you back to the world of the living.

South Road-  The piece of evidence here can be found at the Charwood Inn, there is a deranged member of the Cult.  You can interrogate him, but the only real info you can get is by killing him,  Once he is dead, check his body for the Charwood Journal, the final evidence you need to show Aribeth.

Luskan-

Now that you’ve determined the location of the cult, Luskan, you can heard north to get there.  You can clean up the ruins of Illusk, and the most important part is to get to the Host Tower, and you’ll need Aarin to forge you a pass.  Work your way up the tower, floor by floor.  Once you reach the top, free Arklem to gain access to the Pinnacle.  Here you will face your toughest battle so far, use the time they spend administering the oath to followers to load up on potions and prepare yourself for the fight.  Once the fight is over, teleport back to the Temple of Tyr

Chapter 3
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