Time to get the Lyre of the Winds. This is the last mandatory quest before the final confrontation with the Lord Warrior. Everybody ready? Good. For starters, enter the {FLIP}secret northern wing of the VA building and take the torn tapestry from the wall in the far room. It is a magical portal which needs to be repaired. Exit the VA building and find Uhubito, the Caravan Master of Tyr. His office is right next to the city’s southern gates. Ask about joining a caravan, and he’ll tell you to join the one leaving immediately. Exit Tyr to the south.


Go to the oasis and talk to Jerrid, a Jann who should be standing south of the fountain. Enter his tent and ask him about the {FLIP}Jann. You’ll discover that merely saying the word “you” offends the Jann, so refrain from doing so. Speak with the {FLIP}Sultan and Sultana in their tent and agree to find their missing daughter. She is held captive in the forest west of Tyr. Kill her captors and free her. Then, return to the oasis.


Speak with the Sultan to get your first reward. Then, find Magnolia’s blue tent and speak with her inside. She tells you of a suspicious Jann named Asim Drac. Agree to help her expose his dealings with the Draxans. Walk {FLIP}south from her tent until you come across a Draxan sitting by a campfire. Kill him and have your lead character wear the tunic he leaves behind. Asim Drac will approach you in a little while and, {FLIP}thinking you are the Draxan, hand you a note. Bring this note back to Magnolia and then to the Sultan.


The Sultan will let you take anything you want from his treasure room. Get your fill and then go to the red tent where {FLIP}Utella the weaver works. Give her the torn tapestry and rest a few times to pass time while she looks at it. While waiting, you MAY be approached by Masina and told that Magnolia was taken by Asim Drac. If this happens, search Drac’s tent to see that it is empty. Head south from the oasis until you encounter a merchant with a cart. Kill him and take the tapestry that covers his cart. {FLIP}Place this tapestry on the stand in Asim Drac’s tent and teleport through it.


Find Magnolia and the Draxans and talk to the head Templar. Then, talk to Magnolia and convince the group to follow you back through the portal. Once you’ve returned, {FLIP}kill the Draxans and proceed once again to Utella’s red tent. She’ll tell you the two ingredients she needs to repair the torn tapestry. One can be found in a chest in the VA building in the same room that the tapestry was in. The other is a thread that can be taken from the tunic you wore to trick Asim Drac. Give her these items and rest to pass time.


Give Utella a lot of money to gain experience points. Return to the VA building with the tapestry and put it back where it was. Use the Feather Fan, which is inside a chest in the same room, to activate the tapestry. Once you get to the cloud region, head north to Kiril’s house and talk a bit. You’ll find out about the nasty things that have happened to the village. If you have an ounce of brain, you’re aware that winning this game requires you to say “yes” to every plea for help that you hear. Go ahead and agree to help save the village.


Enter the northeasternmost tunnel and head north inside it. You’ll come upon a damaged boat. You’ll need this boat to get where you want to go, so you’ll have to obtain the three parts that are required to fix it. The first part can be found by reentering the cave and exiting the tunnel to the west. A rudder will be lying on the ground. The other two {FLIP}parts can be found inside homes in the main region. In one house, you’ll find a mast pole leaning up against a wall, and a piece of canvas can be found on the floor of another house. Repair the boat with these three items and sail to an island nearby.


Upon landing, approach the beasthead giants and demand to talk to their leader, Keign. Ask Keign what he knows about the Lyre and then slay him and his minions. {FLIP}Enter the cave to the northwest. Just south of your exit point will be a large hut. Enter the hut and {FLIP}speak with the giantess there. She’ll ask for your help in redeeming herself to her tribe, who banished her. As crazy as this sounds, DO NOT agree to help her. Leave the hut and travel up the path to the northeast. You’ll be zapped by {FLIP}fireballs and lightning every few steps, but keep in mind that damage will only be done to your leader. Give your leader immunity to energy attacks . . . a psionicist with “energy containment” is the easiest method.


At the end of this long path is the Cloud Drake Aerie, where you’ll be met by some extremely nasty {FLIP}drakes. Cast some protection spells and slash away at them. When they’re all dead, step onto the teleporter in the northwest corner of the clearing. You’ll appear in a small area with another {FLIP}panel on the ground. Step on it ONLY ONCE, then return to the teleporter. Head south and you’ll arrive at the {FLIP}nest, where the Lyre of the Winds is buried. Kill the drakes, then start taking sticks out of the nest. The nest will eventually collapse, leaving you with easy access to the golden {FLIP}Lyre. Take it, and return to the main region. Speak with Kiril and then return to the VA building.


You should now have all four elemental artifacts: The Cup of Life, {FLIP + PAUSE SPEECH} Promere’s Hammer, {FLIP + PAUSE SPEECH}the Fire Ruby, and {FLIP + PAUSE SPEECH}the Lyre of the Winds. Heal up and head for the northernmost building in Tyr, where two obsidian golems guard a door. {FLIP}Kill the golems and the priest, and open the door by touching it with all four elemental artifacts. The final confrontation with the Lord Warrior and his army awaits you. If you need help with this final part of the game, or any of the game’s other optional quests, be sure to check out SSI’s Wake of the Ravager hint book. Good Luck.


RVGH	Dark Sun 2 HINTS AND TIPS #3	DN





� FILENAME  \* MERGEFORMAT �RVG3_CAP.DOC�	� PAGE �2�/� NUMPAGES  \* MERGEFORMAT �2�	5/6/94











