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almost never the time, money, and ability to return to a beloved 

product and update the original material. With World of Warcraft, 

we've been given the opportunity to do just that: to update, improve, 

and expand on the original guide with no time or expense spared. It 

seemed like a rare luxury to spend over half a year in preparation for 

the release of the first World of Warcraft strategy guide. Yet, that is 

modest compared to the time placed on this guide. Players and writers 

who have been involved with World of Warcraft from Beta 1 forward 

have come together for this incredible task. And in case you can't 

tell, we're excited. This is an amazing chance to take a guide that we 

loved and bring it to life once again. 

i as If you are wondering what has changed, the list is a bit daunting. 

Almost all text is entirely new; strategies have been broken apart and 

rebuilt from the ground up. We have new tables, data, and updated 

maps to handle the changes from the last year and a half of updates. 

Newer screenshots with greater character variety were taken while log- 

ging in thousands of hours between characters on all manner of servers. 

Searching for Rare or Epic items? We have them all in here. Planning 

equipment sets, trying out different PvP builds, looking for ways to 

excel in dungeons, raids, and in the battlegrounds? We have been too, 

and the results are in here. 

Everything that could possibly fit between two covers is ready. New 

players: you are still going to receive the comfortable introduction to 

World of Warcraft that was present in the first guide (we'll take you 

through the early hours of play and explain everything to help you on 

your way). Experienced players fear not; there an amazing amount for 

you here as well. We've taken all of the resources from all over Azeroth 

and the real world and brought them into one place. Tired of keeping 

the Net up in the background or on another system to look up item 

drops in your favorite instances? Do you want to squeeze those last few 

percentage points of critical strike out of your character without losing 

precious Stamina or Attack Power? We found the best ways to do it. 

We'll help you level your second, third, and fourth characters to 60 in 

style. We'll get you to Exalted in all the battlegrounds. And, we promise 

that it's going to be fun this time too. 

Glad to have you back. 

This Glossary gives you a good idea what the common terms mean in 

World of Warcraft. Gaming slang, internal statistics, and other such ideas 

are explained in enough detail to get complete novices and gaming veterans 

speaking the same language. 

A creature that odds into on existing fight against you. As a verb, it is the act of having a creature add into o 

fight "That Ogre is going to add.” 

Away From Keyboard. This means thatthe person won't be avoilable for a short time. There is also a specific 

/afk command to let others who message you know that you ore AFK. 

Most often this is used to note that a creature is attacking you or your group "We've got aggro!” The term 

Aggro denotes the aggressive interests of a monster/npc. If a person says, “Go aggro that monster” if means to 

intentionally get the enemy to attack you. 

This is the distance from which on enemy decides to attack o character. This rodius is influenced by the level 

difference between the monster and the character (with relatively tougher monsters aggroing from farther 

away). This distance is also influenced by the type of creature involved, os a number of predators have a 

larger aggro radius to begin with. 

Agility is on attribute in World of Warcraft. This attribute determines o character's ability to Dodge attacks, 

Agility score Critical Hits (that deol at least twice the damage), and deal more damage in general with their attacks 

(though t this is only true with certain classes). 

AKA Shorthand for Also Known As 

A secondary choracter. This usually refers to a character that you put less time into or a character that is lower 

in level compared to your primary (Main) character. 

These ore spells, abilities, and items that influence multiple torgets over o given area. Sometimes these ore 

based on o circle around o specific target person (the caster or on enemy off in the distance). These can also 

be based off of o selected area (these ore called ground targeted AoEs). $2 

This reflects the amount of protective armor your character is wearing, This statistic increases as you continue 

Armor to find better equipment with higher levels. Your character's current armor is the primary factor in determining 

physical damage mitigation. 
Artificial Or Al. NPCs of various sorts have a certain level of intelligence that determines their activities in and outside 

Intelligence of battle. - 

This is o statistic that influences the physical Damage Per Second of your character. Having a higher melee 

Attack Power greatly helps in dealing more damage, especially with heavier weapons. Having a higher ranged 

Attack Power increases overall ranged damage. ur 

Each character hos on Attack Skill with at least several weapon types. Your maximum Attack Skill is equal 

to five times your current level. Training with a weapon by attacking increases your Attack Skill towards this 

cop. During bottle, Attack Skill (relative to your enemy's Defense) influences the chance to strike successfully 

and score Critical Hits. 

A mojor statist for a character, Each attribute reflects on a mojor side of a character's capabilities (Strength 

Aggro Rodius 

Areo of Effect 

Attock Power 

Attock Skill 

Attribute for melee damage and blocking with shields, Agility for Dodging, Critical Hits, and some classes’ Attack Power, 

Stamina for Hit Points, Intellect for Mona, ond Spirit for recovery of Hit Points/Mana over time) 

Frequently shortened to AH. These areas ollow characters to post mony items for sole. The transactions have 

a modest fee, yet they allow your character to make soles ond purchases without meeting other characters 

directly ond investing mojor time in buying/selling. 

Avotor The visual representation of your characte in World of Warcraft 

Auction House 
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An instanced area for PvP conflict, Sin up today in the major cies or at specific instance portals. WSG is 
.— Warsong Gulch, AB is Arathi Bosin, AV is Alterac Volley. 

Be Back Later 

To Bind to a certain inn with your Hearthstone (so that you con teleport there in the future). This con also be 

g : used to define when on item Binds to your character on pickup (BoP) or on first equip (BoE). 

Bind on Equi This means that a specific item will Bind to your character the first time it is equipped. After that point, it 

cannot be traded or put onto the Auction House. Before that time, normal trade is completely allowable 

Bind on Pickup These items immediately Bind to a character when looted or crafted, and they con never be sold or traded for 

any reason. Most often, these items ore of Rare quality (or higher) ond ore found from powerful enemies. 

Boat/Zeppelin Boats ond Zeppelins are used for travel between the continents. 

Boots Not just on armor piece! This is also used to signify a power-up object in the Battlegrounds (Warsong Gulch) 

that increases run speed (“If you can make it to our base, the boots are up!”). 

BRB Be Right Back 

BRT Be Right There 

- Using spells to increase the potential of your allies. This refers to both the act “Please buff me, good Priest” 

and to the actual spell effect “With this buff | have 4,240 Hit Points, woot!” 

An in-game problem that causes something unexpected to happen. This may require Customer Service 

Bug Representative/GM intervention (you will need to submit a ticket if the bug is dramatic). 

To control o given area in the hopes of either getting oll the monster spawns for yourself /your group, or 

E for the purpose of stopping PvP enemies from having safety there. You con comp an areo, a graveyard, the 

corpse of a follen enemy, ond so forth. This often involves multiple people to be done most effectively (the 

group fons out ond watches for anything that will try to disrupt their activities). i. 

Corebeor Somewhat derogatory nome for a person who avoids PvP. plays on non-PvP servers, and so forth. 

To use a spell. This may occur instontly with some spells (instant-cast spells have almost no delay of any sort) 

Cost or require up to several seconds of time invested in the casting process during which interruptions may occur 

if the caster is struck. » 

A person who is capable of casting spells. Often used to refer to Mages, Warlocks, Priests, and Druids who 

Coster stay in Coster Form. It is implied in the name that the person is o softer target who needs either protection or 

fast elimination, depending on their affiliations. "Kill their casters first, they ore supporting the fog corrier! !!” 

€ Going from one spell directly into the next. “That Shaman Chain Costs Lesser Healing Wave every time she 
Choin Casting 

gets in trouble.” je 

A method of winning that isn’t exploitive but appears to be unfair in one way or another. This may be quite 

inaccurate in some cases. This is a synonym for abuse. 

die A set of abilities and statistics for your character that is chosen during creation. This greatly influences how 

Combot Pet Warlocks ond Hunters have pets that con fight beside them and greatly affect the outcome of combat. 

Short for consider. This was used in many older MOGs to tell how powerful o creature was. In World of 

Con Worcroft, this is done with both a numeric level comparison ond by the the background color of the mob's 

fone 
To stay neor a slain enemy in world PvP in an attempt to prevent them from resurrecting ot their body without 

Corpse Comping being killed again. This is not griefing by definition. It is also not friendly ond is considered a fair act of 

aggression against the party being camped. à 

Crash o Dactop When the game kicks you back onto the desktop. In-game, people will likely refer to this os a DC (a 

disconnect). 

Creep : Term for neutral creatures. 

Crit Short term for a Critical Hit (a blow that deals roughly twice normal damage). 

I Creatures out in the wild that have no combat capabilities (smoll snakes, rabbits, etc.). Killing these is Critters 

Sect aes isis oo 3 RR TE 
Using spells or abilities to disable enemy targets for o substantial period. Sap, Polymorph, and Fear ore mojor 

examples of POWERFUL Crowd Control (CC) that not only limits the enemies" options to act, but almost 

Crowd Control removes them entirely from combat. Lesser /limited Crowd Control may inhibit movement but still allow 

enemies a moderate amount of control; Frost Novo, roots, and Hamstring are good examples of limited 

control. 

E The ingame sof that exist to help players with mojor problems. Often colled GMs by the ployers. 

The Armor statistic is compared to a table of estimated Armor values for a given level. The result is your 

Domoqe Mitigation character's Damage Mitigation (found by highlighting the Armor stot on your character page). This value 

roughly explains the amount of damage absorbed by your armor when your character is struck by a creature 

of similor level. Abilities ond Spells con influence both Armor and Damage Mitigation. m 

TE eA 

Base damage from a spell, weapon, or ability is only part of the story. Damage Per Second (DPS) is a way 

Domage Per to figure out how effective, per unit time, a given action is. The higher the DPS, the more damage on activity j 

Second con produce. This is often most important for attrition PvP or PVE situations. In shortterm PvP burst domageis — 
more important thon specific DPS. fe 

Debufi A debuff is any spell that goes on an enemy target and stays there for a period of time. Some deal damage; | 

some reduce stats. d 

- This stot determines how often your character is struck physically ond how often such blows are Cito His 
Defense This stat has a cop of five times the character's level and increases toward that cop when your character is 

attacked, rs 
Direct Domoge Spells, Abilities, or tems that deol damage immediately nd directly to o torget 
Dispel To remove a Debuff from on ally or to remove o positive effect from a foe. 2 

DMG Shorthand for Damage. T 
Dnd Do Not Disturb | 
DoT Shorthand for Damage Over Time. DOT abilities /spells are often very efficient but require slower tactics for 

the attrition to run its course. Warlocks ore especially known for their cruel DOTs. 
X (reding multiple items from o single source. This is only possible trough rre exploits GF ot oll during this 

Doping stage of the game), ond WILL lead to mojor penalties or banning of accounts. 

Um An action (often with voice or animation) that is mode by your character. Emotes are very useful for 
roleplaying and are covered in this guide. 

Experience E Experience /XP measures your progress toword another level. 

NARTA Activities that are against he Terms of Use for World of Warcraft and capite on bugs to give players on 
zap unfair advantage over others. 

Form | To repeatedly kill o given target or type of target, often for desired drops of trade items or equipment 

.— An object (target) in the Battlegrounds; these are right clicked to pick up or activate, Also used to denote PP 
n activity, os in “That warrior is lagged for PvP! Get em!” 

- Tobe PvP enabled. On PvE, Standard RP servers, and in the starter Zones, using /pvp is required before 
Flogged «fighting against the other faction is possible. Once /pvp is used, your are Flagged. È 

Both factions use bats/gryphons/etc. to fly characters between cities ond towns. People may refer to this 
ig . 05 being “on the bird." 

Fee for —— Thiis nt re that lows any character to loot any body Ofen reserved for VERY dose fiends ond usted les 
Primarily c PvP server term ond function. This is when characters of much higher level go after younger torgets 

Gonk that have no hope of surviving or even escaping, or when people are unprepared due to combat with a mob. 

. Aperson who does this activity is a “ganker.” 

" Short for “Good Game!” Spoken to buddies after the end of many battleground matches, even when on 
. the losing side. 

GJ Short for “Good Job!” to signal approval or appreciation. 

To Gimp means to take a course of action with Talents or equipment that makes your character ineffective. ix 
Gimp Being a Gimp is to be such o character. An example would be a full Intellect gear Warrior with a side dose of A 

. +Healing improvements. es 

GM .— Ingome Blizord representatives that ry to correct for bugs or deal with harassment issues, ty 
-A ploce where characters etum after death, The spits con run back to their bodies for fe to begin one, l 

Groveyord or they con Resurrect at the Spirit Healer nearby (this damages their equipment and causes o status debuff Y 
for a short time). te 

"Stoying in ores where enemies are spawned in the Battlegrounds or use the Spit Hele in the normal ) 
Graveyard Comping world. This is considered to be in very poor taste by many players and may (in some servers) be defined f 

d Making an active effort to harass another player that goes beyond the rules of the game. Graveyard Camping id 
A another player, Kill Stealing, and other malicious acts are included in this. d 

To specifically goin experience by attacking monsters (as opposed to questing for experience). Offen repetitive = ~ 
ond mindless. - 
A standard set of loot rules for groups in instances. Group Loot does a Round Robin system for stondard 

Group Loot items, letting each person loot a fair number of bodies. Then, when items of a chosen threshold drop, window 

appears that allows people roll Need, Greed, or Pass on the item. 

A team of up to five characters thot are invited (inv) to complete common goals. This is great for questing 

neat and olmost mandatory for doing instance dungeons at their appropriate level 
Gul X Gophico User Interface 



Heal Over Time 

Hearthstone 

Hit Points 

Y Groups of players get together ond form guilds. Initially, this takes nine signatures from unguided characters 

on unique accounts. This starts off by getting a charter from one of the three mojor cities in your faction. 

Monsters keep on internal list of the character they WANT to kill the most. This is the Hate List. Damage done, 

E: healing, ond other activities against the monster's interests determine who stays high on the Hote List. 

In shorthand, used os HOT. A healing spell that helps another character in doses instead of in one instant 

chunk. 

An item given to oll characters that allows you to Bind at Inns for instant teleportation (once per hour). The 

. process of leaving an area using the Hearthstone is “Hearthing.” 

The sto to mensure how tough your characteris (how much damage they take before dying). Stomino 

bonuses, levels, ond buffs affect Hit Points. 

Points gained from kils git enemies of similar (or higher) level ond from Battleground victories 
A dass that fills several niches or rests in-between them. Shamans, Poladins, and Druids are very good 

examples of Hybrid classes becouse they con switch between some tanking, healing, and damage dealing 

roles. 

nbena te sl pere wht you oe srl as or ce, nage) 
— In My Opinion (or IMHO for In My Humble Opinion) 

Or INC, used to let people know that enemies ore on their way. 

-— Maro that is privately aded for individual characters or groups (e.g. instance dungeons, botlegrounds) 
E Used to denote the use of outside communication channels (like voice chat or instant messaging programs). 

Stot that determines the amount of Mana your character has, the speed at which Defense and Weapon Skills 

ore learned, ond improves the spell Critical Chance. 

Common internet term to signal thot someone is ^st Kidding” ond tha they should not be token serious 

Often used os o PvP term for someone that receives no mercy at all. “That guy used /spit on my boyfriend, 

| -he is KOS now!” 

.— To Top enemies that another player is setting up to fight. This prevents that player from being able to get 

x away from the foes. 

Delays coused by poor Internet latency. Lag jumping is when your computer corrects for this and jumps things 

experience for the monster. This con be griefing if done repeatedly, ond it's very poor etiquette in any event. 

To Kill in Time, also summons the image of stretching enemies behind you like a person flying a kite. This is a 

technique of killing enemies slowly by using DOTs and ranged attacks to wound them while evading /running 

around onscreen to get people into their proper positions. 

To be in a group or rid ond contribute nothing “They just sat there ond leeched Reputation in Alter Volley 

for two hours.” 

“Mso known os 1337 speak. The use of numbers for replacing certain letters ond general idiosyncratic 

grammar to denote ollegionce to the younger geek culture. 

A measure of your character's power and progression in Azeroth. This ronges from 1-60 before the gome' 

first expansion arrives. In the future, this will extend from 1-70, and who knows what the future will hold! 

Gaining levels, ond through them abilities ond power for your characters. This is done by completing quests, 
. killing monsters, exploring the world, and so forth. 

The direct line between one entity and their torget. Many abilities requie o direct ine of Sight, and when LOS 

is broken the spells/obilities will foil to go off. d 

To post o item in a channel so that others may see its statistics. Holding down Shift while clicking on on item 

will do this for whispers ond guild chat, but not for private chat channels. 
Lough Out Loud; common Internet usage for anything amusing. ROFL (rolling on the floor laughing) is also 

used. 

Low on Mana ond Out of Mana; these are statements mode by casters to lt the group know that fun time 
is almost over. 

~ OrlFG-used to let people know that you are trying to find a group to accomplish o task. Groups with open 
slots moy yell LFM, or "Looking for more." 

Loot itself i the treasure tha is token from monsters after they foll: To Loot means to actualy bend over ond 
right-click on bodies to toke said items. 

A person of low level for o given activity. This con mean someone in the first few levels of o PVP brocket, even 

h if that person is level 50-52! 

Mony Inns or Bonk areas have Mailboxes. Auction items ond money ore delivered here. Money con ls be 
a sent to other characters, as con items ond letters! The fee for this is trivial, even ot low levels. 

| Your current primary chorocteros opposed to your alts. 

TUI tee lb i + i Ue 
gee Ees iii 

E i eihar RAA 
Master UO nds ofen used in DEP-Aype systems or when deling wih extreme voluble kot. 0 rey 

To rest, eat/drink, and restore ony fallen buffs while preparing for future fighting. This is often called by the Bs 
Med 

NS group leader or a primary healer. A ' 

Melee | _ Direct physical combat at close range. s 

~ OFT. Done when you mssoge the wrong person wih olor when you post to the wrong chat channel. 
Mistell Example: “Yeah, my guild sucks and I’m thinking of leaving them” soid in guild chat. Response “YIKES, MT. | 

.. wos talking about another guild!” * : 

Mob ~ Short for Mobile. An old going term that persists, AI of the wos monsters ore Mobs. — l 
MG S Massive Online Gome % 
read A creature that your character con ride. At level 40, every character has the obility to learn to ride a mount 

and, for a fee, purchase one. ; 

~The honor system of loot in instance dungeons. This means that you do not ry to roll NEED on items that your 
Need Before Greed — chorocter doesn’t actually want to equip. If you ore going to equip something, you need it. If you want it to 

_ sel or send it to one of your ats or fiends, it’s greed. 
hed When the game is patched and certain actions /obilities are reduced in effectiveness. “They finally stopped ‘ 

Nerfing Mortal Strike!” St 

To loot an item that was up for discussion or to roll need on items that are quite clearly not ones that you 

Ninja need. This is akin to an act of stealing from a group. Don't do it if you wont to have friends, good guilds, 

good groups. tis NOT worth the money. 
NM .— Nevermind. Sometimes used os NVM. 

An insult. This is often said when someone does something completely foolish that gets them or their 
Noob/Newhie  group/teom in trouble. “The Polodin bubbled while carrying the flag, NOOB!!!” It con oso be used in a self 

deprecoting manner: “Even though I've been through Wailing Coven 3 times, I stil feel like a noob there.” 
- Non Player Character. The various people of Azeroth who give quests, offer services, and exist to support the 

" backstory of World of Warcraft ore oll NPCs. 

Also known as Secondary Tanks. These ore tough characters that back up the primary Tank by worrying 

Offtank about single targets that peel onto casters. When not needed for this role, Offtanks often attempt to deal 

high domoge. 
onW On My Way r 
ox Out Of Character. Sometimes signified on roleplaying servers with the use of parentheses, as in “The hom hos 

| sounded! | must leave this ploce! (gotta log guys)" 

Own/Pwn 1337 speak for a mojor victory over someone or something. 

PC Payer Character | 
To create a glowing yellow circle on the local map through right-clicking on an area; this indicates direct 

Ping position of a target (especially useful in the Battlegrounds). This is also a specific Hunter ability that is used 

- to uncover Stealthed torgets. 

Point Blonk AoE An area of effect ability that centers around the coste. Shortened to PBAoE. ; 
To Port or orta is o immediately travel to a certain location, Mages do this by Porting to set locations, ny 

Port player can use their Hearthstones to Port to an Inn that they have bound to, and Warlocks can Summon 

people to themselves. 

hi Potions are often shortened to Pot in-game. Pot use is common in PVE ond PvP for restoring Hit Points or 

Mano. Other important Potions include Free Action, Swiftness, and mony stat-enhancing choices as well 

foveal To assist a lowerdevel character by helping them quest/grind at o much faster pace. Often more effective with 

__ Slightly higherlevel characters that stay out of group. 

a An item effect that goes off under certain conditions (on hit, when struck, etc.). These often occur somewhat 

rondomly and are somewhat powerful when they do occur. Short for “Programmed R.andom 0.C.currence” : 

xg Trades for crofting ond gathering. A character con only learn two normal Professions, as opposed to secondary 

- Please Send Tell, used with ads for items or requests for services. This lets people know that you wont to be 

privately messaged with any offers. x 

The person designated to pull enemies back to a group (o task that is essential for safe play in tougher 
__ instance dungeons). Hunters are ideal pullers, but any class con take this role if they ore skilled and cautious. 

NE "Player vs. Environment. Quests, dungeon delving, nd monster grinding ore considered to be PvE content. 
PyP | Player vs. Player. Battlegrounds, world conflicts, and duels ore examples of PvP content. 

OFT Quoted For Truth. Used to indicate an assenting opinion. 

Queue The waiting list for the Battlegrounds and login server. 
| 
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Groups above five characters con form when a leader selects the Convert To Roid button. Although experience 

is reduced dramatically ond quests ore no longer completoble (with several exceptions), the firepower (or 

camaraderie potential) of o large force con be quite beneficial, ond necessary in late-game roid dungeons 

ond battlegrounds. 

Used to figure out who gets certain items that mony choracters want. For instance, if there ore several Miners 

in a group, they may /rondom for a Mithril Vein that they come across. 

Goining high Honor in o given week increases your Standing compored to other players of the same faction. 

Working hard allows you to increase in PvP Rank, allowing considerable rewards in your capital city. 

Different NPC groups con be courted in various ways. With increased Reputation you goin access to items, 

Reputation recipes, ond resources. Or, if you go to wor against o given faction, you con lose such opportunities and 

slaughter the masses of their people for fun ond profit. ` 

When brought back to life by a Spirit Healer, there is a period of decreased combat effectiveness. This debuff 

connot be cured by choracters. 

Ability to negate or mitigate damage ond effects from various magical or non-physical attacks. There ore 

Resistonces for Arcane, Fire, Nature, Frost, and Shadow. i 

Characters goin double the normal experience for kills while they ore in a Rested state. This accrues while you 

Rested Bonus are logged out or in an Inn/City. Note that Inn/City resting gives your character FOUR times the amount of 

Rested Bonus, so it REALLY helps to log off at such o location at the end of a day. 1 

Common internet term used as response to something very entertaining: “Roll on the Floor Loughing/Roll on 

the Floor Loughing my [butt] Off." Y 

Being brought back to life. This is done by returning to a corpse, speaking to o Spirit Healer, or by having 

healing characters cast various types of Resurrection Spells. 

Roleplaying Staying in-character to promote a greater sense of depth to the world. 

Random 

Ronk 

Res Sickness 

Resistance 

ROFL/ROFLMO 

Resurrection /Rez 

Root To lock on enemy in place for a short time. They can fight, but they cannot move. 

Run Speed -How fast your character moves across terrain. There are several ways to increase this, including potions or 

ae ‘To slow on enemy s movement, Homsting, Wing Clip, Frost Spell of many types, and other such abilities 

‘Snore opponents. They can still move ond fight, but it is much easier to Kite them during this time. 

Defeated enemies and gathered resources return to the world after a time. This event is called a Spawn (or 

- 0 Pop). i 

lin - Often refers to Tolent selections. This denotes a focus on playing your character in a specific way. Geor, 

Tolents, and ploystyle oll come together to moximize a given Spec. Con refer to trode skill. 

Spirit Attribute that controls the rate of Hit Point/Mana regeneration for your character. 

Shocking Abilities that work in harmony instead of replacing each other are said to Stock. Snores often do NOT Stack. 

. DOTs of almost oll types absolutely DO Stock. 

Stonding 

Talents 

Tonk 

Top 

Tount 

Tell Whisper 

Threot 

Toon 

Troin 

Twink 

Uber 

WTB/WTS 

Zerg 

Zone 

.— Mtbute that determines your character's Hit Point fot 
A ladder for Honor goined in a week. You compete against your own faction for high Stonding. Achieving 

__ extremely high Rank is impossible without consistently high Standing and a huge investment of time. 

A Statistic that reflects on your gear, levels, Attributes, ond current state. Your stats provide o generol idea for 

your character's combat performance. d 

An Ability that allows o character limited invisiblity ot the cost of movement speed, available to only Rogues 

ond Druids (as well as some mobs). Stealth is broken when the character takes specific actions or takes 

domage of ony type. 

_ Attribute that determines melee damage ond potential for damage mitigation from shield blocking. 

Any ability /effect that COMPLETELY halts an enemy. They cannot move or escape this effect until it wear off. 

; No combat is possible for them at this time. 

Tolent Points are used to invest in one of three Tolent Trees. Each character class has three mojor fields of 

Tolents to choose from, and you con absolutely mix and match from two or even three Tolent Trees. Talent 

Points ore given from levels 10-60, adding up to 51 total TPs. 

A tough character designed to grab enemy aggro and hold it while mitigating os much of the damage os 

possible. Warriors are often the best tanks, but Paladins ond Druids ore useful here os well. In lower levels, 

j ‘Shamans and both Hunter or Warlock Pets con also be reliable tanks. 

The first point of damage against ony target Tops it for you/your group. This designates the monster os yours, 

turning its status bor grey to all others. Only you con get experience or loot from your Tapped target. 

- An obility that pushes your character much higher or to the top of o creature's Hate List. Great for Tanking! 

A private message, sent directly to a person by typing /tell or /whisper and their name. You can also click on 

. a character's nome on the screen and send a /tell from there. 

The amount of influence on the Hate List that a given activity causes. High Threat is GREAT if you wont aggro. 

High Threat is horrible if you are squishy. 

Another term for your character in-game. 

A term used to denote the process of gaining new abilities (which con be done every even level), os in “I'll 

go train in Ironforge.” It can also be used to denote the act of pulling enemies through another person /group 

ond getting those people engaged in combat. The second definition can be token as griefing if done 

repeatedly to people of the same faction. 

A character (usually low-level) that possesses — greatly above their = 

Wont to Buy /Want to Sell 

To gather in a large group ond rush forward. This is often o foolish or risky tactic in the battlegrounds because 

_ it leaves points undefended/unwatched. Supporting Allies is good; blind rushing is bad. 

Common term for a region of Azeroth. Wetlands, Hillsbrad, Barrens, Durotar are all Zones. 
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Choosing a name, race, and class for your character may seem like a simple start, but it's all about investment. You can pick the first class that comes to mind 
in any race and click on the button to give you a default name. Or, you can sit down and consider with full attention to detail what you want from a charac- 
ter, what each class provides, and which race fits you the best, then think about a name that reflects all of that. Though this is a very personal decision, there 
are still a few tips that might help along the way. 

Your intended class is the best 

thing to decide first. After all, you 

don't want to fall in love with a 

race and suddenly find that they 

don't have the class you were 

hoping to play. If you don't have 

a class in mind already, stop and 

think about yourself. Do you want 

to get up close and personal? Is ranged combat more your style? Is magic a 
way of life for characters in the games you love, and, if so, do you like to 

support/heal or go on the offensive with it? 

If you don't have answers to those questions yet, perhaps because you are 

new to fantasy games, go deeper into your analysis. Do you lead well? 
Prefer to sit quietly and act suddenly, on your own? Is supporting others very 
important to you, or are you disinclined to be constantly involved with other 

M 
n 



people’s needs and problems? There are no wrong answers here. It’s better to 

be honest about what you want and seek the class that suits you. NAME 
The table below may help here. Though personality issues are extremely 

subjective, there is a tendency that you will notice in people that are happiest 

in a given class. 

The Classes in a Nutshell 

Major Aspects of Play Personality Leaning 

Druid | Flexibility, Healing People Who Crave Change 

Those Who Hold Back From 

Direct Conflict 

[Moge | Crowd Contol, Ronge, Fst Lfe/Fast Deoh |The Fetes | 
People Who Hote Losing 
Supporters 

Specialization Can Lead to Strong Melee, Ranged Damage, or 
Shaman 

Survival, Interception, Pulling 

You might be amazed to realize how much goes into a name and how much 

people assume about you based of this. Generic fantasy names are near-on 
Healing, Many Paths to Succeed 

impossible to remember, movie characters are almost despised, and comic 
Tougher Thon They Look, Major Utility Options, Gods of Attrition 

Warfare 

Grab Immense Aggro, Hamper Enemies, Requires Both Skill and 

Gear to Show Their Ultimate Beauty 

Those Who Love to Win 

oe 

The people who end up being happiest in their classes almost always feel 

that way because the personality of the class matches their own. There are 

many folks who play a class for the “wrong” reasons and end up never quite 

clicking with it. This is because they chose the class based on stats instead 

of soul. Class X may be the flavor of the month, but nerfs/buffs come and go. 

Try everything, analyze what feels right, and run with that. 

Though Racial Traits are dis- 

cussed later and certainly have 

an influence in gameplay, it is 

still STRONGLY recommended 

that you choose a race based 

on feel. If you grow to love your 

character, you are going to spend 

hundreds of hours watching them 

fight, grow, and succeed. Don't 

pick a character that doesn't look 

or feel right to you; look at all of the races, try male and female versions of 

each, and see what clicks. Let no one influence your decision in this. Pick 

what you like. Love it, enjoy it, and mock anyone who doesn't understand. In 

World of Warcraft, all possible character/race combinations are fully viable 

for the endgame. Anyone can solo to level 60. Anyone can group up to 60. 

End of story. 

names might not get you into all the best groups. Consider the following: 

The world of Warcraft Name Generator gives you random names to 

consider. You can click on this as many times as you like and keep what you 

want. At the minimum, this avoids many of the issues with offensive names. 

Other fantasy name generators are found online as well. Search for these and 

see if there is anything you like. 

Simple names are often much better than complex names. If people have 

trouble typing your name, they won't remember it either. This is bad! You 

want people to remember who you are and to enjoy typing in your direction 

(well, if you like grouping and roleplaying). 

Strongly consider avoiding popular names from fiction. Almost no one is go- 

ing to treat you well if your name is a variant on common characters. Drisst 

Entruri Pickkardd is not your friend. Seriously, there are already 50 Hunters 

on your server alone with the name xxLegolaxx. Nobody can remember 

which is which. Nobody wants them around. If you want to go for it, good 

luck! Enjoy. But, don't say we didn't warn you. 

Real world names are right out too. Jaylow the Priest might be able to team 

with Bennnifer the Druid, but things just won't work out in the long run. 

It also needs to be said that names of major religious figures may be taken as 

major insults by some of the playing community. Be considerate and try not 

to make major political/social statements with your World of Warcraft time. 

People are in-game to get away for a while and enjoy the beauty of Azeroth. 

Be kind to the folks out there; most of them are pretty good people and 

would be happy to be your friend. By the same token, racial slurs are right 

out, and, yes, GMs will change names without warning. If you see someone 

using a name that is offensive in these ways, have no guilt in reporting them 

to a GM. Odds are, you aren't the only person offended by such language. 

You don't need to have the most creative or incredible name to get by. Just 

choose something that you like. Something that sounds good to you. Simple, 

concise, clear, and easy to type. 
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WORD or WARCRGFT 
Online games have their own systems of social rules; there are certainly more 

interactions in a game like World of Warcraft than with offline roleplaying 

games, where people are seldom able to compete or cooperate while play- 

ing. WoW creates an environment where both positive and negative interac- 

tions between players are intended to occur, but even the negative ones are 

set within certain guidelines. Behaviors that fall outside of normal etiquette 

can be considered rude or inappropriate or even as griefing. To make friends 

and have a smooth experience in game, it pays to learn the rules up front. 

WHILE HUNTING 

The environment is primarily cooperative in the open field (at least within 

your own faction), where players are aligned against the monsters that stalk 

Azeroth. Whether soloing or grouping to accomplish this, there are ways to 

keep from stepping on other peoples’ toes. Beyond that, it’s good to know 

when someone else is doing something that is genuinely disrespectful so 

that you can advise them (at first), avoid them if they continue, and ignore 

them if no change occurs. 

You ToowMy Moss!!! «== — 
Mob ownership is often a point of contention during PvE hunting. Soloists 

and groups run into situations where other characters will come through and 

kill some of the same targets in the area where they were already hunting. 

The first point here is to use a cool head; everyone has a right to go after 

monsters. Even when a higher level person is attacking a beast, they may be 

after trade items that are useful, doing a backlog of old quests, or just farming 

something for their allies. 

Instead of reacting with a negative attitude, see what can be done for both 

sides from the beginning. If you are on a kill quest, offer to bring the other 

person/people into your group—everyone benefits from this. By the same 

logic, if you are on a collection quest and someone else is going after the 

same targets for different reasons, it is STILL faster to group together and hunt. 

Take the time to ask them first before immediately moving to invite them; 

players often respond more favorably and happily to a verbal request for a 

party than if you ambush them with an invitation box. 

For whatever reason, an alliance may not be an option. This happens 

often enough. No problem; you can state what you are doing and see if 

the other players are willing to give you the space to continue with what 

you were already doing. If they can’t outright help, at least they can give 

you enough mobs to maintain the same kill rate and excitement. Fair 

enough for everyone concerned. 

By asking people nicely and making your needs clear, you have every 

chance to get more of what you want if the other people are nice. Also, act- 

ing politely is less likely to trigger their obnoxious side (the side that might get 

them to intentionally stay longer and be even more obtrusive). 

How to Handle Hunting Conflicts 

Try to Work Together With Newcomers for Mutual Benefit 

Agree to Leave Each Other Enough Targets and Space 

Find a Better Hunting Spot If Nothing Can Be Arranged 

Avoid Aggressive Players and Report Any Griefing to a GM AFTER You Are Certain That It Is Intentional 

Most groups and conflicts are settled by the first two options. However, there 

are times when another group doesn’t want to join with yours and is not 

willing to share anything in the region. That doesn't make them griefers—it's 

still within their rights to kill as much as they can within the area (that is your 

right as well). If the other group refuses to have a comfortable attitude, you 

may try another camp of the same creature (this DOES NOT mean that you 

are backing down or acting like a coward); there are often several camps of 

important monsters in a given region. Rather, it shows that you are sensible 

enough to have a good time and keep from wasting your night, experience 

points, and energy fighting for meager kills on a single quest. You can always 

come back later. Your fun, experience, and treasure are more important than 

making sure someone else ISN'T getting those things. 
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Okay, so is there any griefing at all that occurs in regard to mob ownership? 

Well, yes. Even with the tapping system in place, there are ways for people to 

make life difficult for many other classes. Someone with a real chip on their 

shoulders can use fast abilities to tap a monster just before your anticipated 

pull. This negates the experience and treasure you receive from the kill, so 

it’s a bad situation. If someone does this once, ignore it entirely (it was most 

likely an accident). However, a person who follows your party around and 

does this multiple times is absolutely trying to get in your way. Ask the per- 

son what they are doing, then report anything foul in their response to a GM. 

If they ignore you and keep doing it, find a new place to hunt and ditch the 

offenders. Even at this stage, they may simply be too young, inexperienced, 

or otherwise hindered to know what they are doing. 

It is still useful to know how to combat the people who try to tap “your” 

monsters. Note that your DOTs and debuffs aren't useful for tapping. You 

need to deal damage to a target, and deal it quickly. Find your fastest ranged 

ability and use that for grabbing monsters. If you are a melee class, see 

what works the best out of your existing options. For a Rogue, a fast thrown 

weapon or missile attack may be ideal. With Warriors, a Charge and immedi- 

ate Hamstring. Obviously, Hunters and magic classes have the edge in doing 

this, but any skilled player who knows their class can learn to tap quickly and 

get the monsters they want. 

One very useful thing to be aware of is the ability of certain classes to imme- 

diately lose aggro. Rogues and Hunters especially are able to grab creatures 

and then get them onto you (whether they are members of your faction 

makes no difference in this). What happens is that these characters gather 

the aggro, move over to you, then use deaggro abilities, such as Vanish or 

Feign Death. This puts the aggro onto you even if you haven't touched the 

monsters. Yikes! Most often this happens by accident when someone gets too 

many mobs at once on them and needs to escape; you are now the closest 

target for monster aggression and in the wrong place at the wrong time. 

However, a few nastier players of the community make an art form of doing 

this on purpose—and they are not usually subtle about it. If you see a suspi- 

cious/aggressive person gathering mobs into a tight group and then making a 

direct line toward you, prepare yourself for escape or an attack of your own 

against the monsters. Report those of your faction who do this consistently 

for griefing. 

TREASURE-DISRBUTION — 0 oo 
When hunting in a group, especially when that group is composed of strang- 

ers, it is very wise to establish loot rules ahead of time. The dominant form of 

drop rules is to makes a pledge of Need Before Greed. This means that any 

character in the group who needs an item is placed in priority above some- 

one who would just sell the item to a vendor or give it to an alternate charac- 

ter/guildie. This keeps parties together in a better atmosphere of cooperation. 

By agreeing on this BEFORE any powerful items drop, people save minutes of 

wasted hunting time trying to figure out who gets what. 

Even with good loot systems in place, the game cannot police each player 

and make sure they don't roll for items in an honorable way. Indeed, Group 

Loot and Need Before Greed can't see into a character's inventory and deter- 

mine whether they are actually going to equip an item. Thus, honor and trust 

play a huge part of proper treasure distribution. 

Though individual definitions vary, the standard idea is that Need means 

that you are going to equip and use an item as soon as you possibly can, 

either the moment you get it or as soon as you reach the proper level. 

This item is an actual upgrade for your character, has an important place 

for you, etc. Greed is frequently used for items that aren't needed or for 

Enchanters who pretty much want everything that drops for their trade. 

Passing is done for items that aren't needed at all or for cases where guild 

groups are supporting their Enchanters (e.g., Need if you really need an 

item, Greed for Enchanters, and Pass for other people). 

It’s good to know what the loot systems do and do not do. This is useful for 

seeing why some things are very bad form. With Master Looter, a group lead- 

er is going to distribute things in the first place, so you don't have to worry 

about anything (just do what you are told, /random if asked to, etc.). More 

often, though, groups stick with Group Loot or Need Before Greed. In any 

event, you frequently have the option to roll on items that you don't need. 

Technically, a Warrior can equip plate, mail, leather, and cloth armor pieces. 

There might even be some leather with greater +Str and Stam bonuses than 

your current equipment, so you might feel that you need it. Hold on before 

you click that Need button, and think! 



If there are Rogues in the group, they are likely to have some serious need for 

such gear. It is very important to realize that the Need button carries certain 

subjectivity. If an item isn’t ideal/perfect/godly for you, wait and see if other 

people are rolling Need on it. Ask people “This is actually an upgrade for me, 

if no one else Needs, can | roll?” They can always say no. This way, you are 

working with your group and avoiding the cries of “Ninja” or “I really needed 

that item.” 

The muddiest waters come when several people can use an item AND it 

is an upgrade, but one class may need the upgrade far more than others. 

Consider a party with a Mage who uses swords, a Warrior (also specializing 

in blades), and a Rogue who likes having a sword as well. Who NEEDS the 

epic sword that those lovely elite trolls just dropped? Do all of them? Yes 

and no, of course. 

The Warrior would use it a great deal. The Rogue would too. For the Mage, 

it would be an improvement, but that player wouldn’t be using it nearly as 

often. In these cases, it’s better if the Mage backs off, but it isn’t required 

either. So, the “right” thing to do for the Mage is to let the primary melee 

characters roll for it while looking for lesser swords. The “right” thing for the 

Warrior and Rogue is to accept the Mage’s request to roll if he does push 

forward. Either side has the ability to walk away looking respectable, even if 

they don’t come away with a rare item! 

You can gain a great deal of respect from other people just by stating that 

although something would be nice for you to have, you would like someone 

else to receive the item. This is particularly true if you have had good luck 

and previously gotten some good drops during the run. By the same token, if 

someone else receives an item that you both rolled for, be a good sport and 

congratulate them on their good fortune. Everyone gets a little disappointed 

when they don’t get what they really wanted, but behaving in a mature 

fashion increases the entire party’s enjoyment of the game—and increases the 

chance that you can get a good party for the next run. 

If someone in your group consistently tries to get every item that falls, talk 

to them about it first. Point out that they are pushing other people out of 

the way equipment wise and that it isn't fair. If they don't listen well, don't 

group with them again. If they are outright rude or unresponsive, boot them 

immediately and get another person for the group. The last thing you want is 

to reach the end of a long dungeon, defeat the boss, and have the best items 

of the night plundered by some jerk who came in with the very intention of 

stealing people's hard-earned gear. 

s Set Drop Rules Before Leaving Town 

s Don’t Spend Large Amounts of Time Determining Treasure Distribution 

(More Fighting=More Treasure Anyway!) 

eJ». If a Player Acts Poorly, You Don’t Have to Group With Them Again, But 

Making a Scene Hurts the Rest of the Group 

<> If People Continue to Be Greedy Even After It’s Pointed Out, Cut Your 
Losses And Get Rid of Them : is 

WHAT DO YOU DO ABOUT NINJA LOOTERS? 

Put them on your Ignore List and don't group with them again. These play- 

ers aren't likely to be considerate of your group's needs in the future, and 

it certainly brings down everyone's mood when the best items of a long 

instance go up in smoke. Move on, keep finding your favorite allies, and don't 

worry about it. Instances are repeatable, and there are more evenings, more 

encounters, and plenty more treasure for you. As for the Ninja Looter, imagine 

how things are going to go when nobody wants to group with them later for 

end-game content a couple months in the future. Having a bad reputation isn't 

much fun, and a few good items aren't worth the trouble. 

Some people try to call out Ninja Looters on the boards. "This guy rolled 

need on everything, or formed a group and made himself Master Looter be- 

fore we fought the bosses, etc." This usually isn't worth the effort. Go ahead if 

you feel that this person was so foul that others outside your circle of friends 

need to know, but the more sensible path is to inform friends/guild members 

and leave it at that. You can't stop everyone on the server from dealing with 

the bad folks, so it's often a more stable course to take care of your own. 
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DEALING: With "INCOMPETENT PLAYERS —— 
Not everyone has the same level of skill in World of Warcraft. Indeed, there 

is a huge gradient between the most adept and experienced players and those 

who are new to MOGs, WoW, and cooperative play in general. As with 

many suggestions, the best default should be to allow for some mistakes and 

be patient with others. Yet, there are still times when a player is performing 

so badly that something must be done about it. 

When someone in your group (most likely a person in a pickup group) is 

performing poorly and getting others killed, have the group leader take the 

first step. The group leader should stop for a short rest (area allowing) and 

explain how the party should be performing. If the new player is pulling extra 

monsters onto a party, advise them on who to [/assist] and where to stand. 

When they outright pull monsters that aren't desired, tell them that they aren't 

responsible for pulling and that a different player is already handling that. 

Unless the player is outright rude in their response to your party’s sugges- 

tions, keep them around at least for the quest/expedition that you invited 

them to join. Good etiquette dictates that the group should stay together 

until the task is done, even if the weakest link in the party does not improve. 

Cutting a player for performing poorly is rude. That said, no one is obliged to 

take unskilled players out for every quest and every raid. If you aren’t inter- 

ested in helping that player improve their skills, don’t group with them in the 

future. That is absolutely your choice. And, it’s probably a wise decision. 

SPAMS ree 
It is best to look for groups with the tools available (general chat, Meeting 

Stones, looking for group world chat channel, asking in guild if people want 

to run X instance/quest, etc.). Walking around an area inviting everyone you 

see into a group is not polite. Ask first and you will find that it is much easier 

to collect a better grade of players! 

The same is true for duels. Practicing with your character in 1-on-1 PvP is ex- 

citing, and many other players are happy to join you in duels, especially near 

towns when they are not engaged with quests, other parties, etc. However, 

spamming a person with duel invites is quite obnoxious and will land you on 

an Ignore List some of the time. The best duels take time to set up, with fun 

talk, mutual bows, and a brief discussion for any rules that are desired. Duels 

do not simulate true PvP anyway, and out-of-the-blue ones aren't worth the 

breach in manners. 

10 

Asker E ctr ete 
As long as you don’t demand help from anyone, it is perfectly polite to ask 

for assistance when going after difficult fights, quests, and such. This can be 

done on the general chat channel, from guildies, or from people in the area. 

If you see people fighting their way toward a quest mob that you need to 

fight, there is nothing wrong with asking to join them. When you can't get 

close enough for [/say] to work, whisper to one of the members in the group. 

People rarely mind grabbing an extra person for a few kills. 

A side issue of practicing good manners is when your party is standing close 

to an important quest NPC, getting ready for the fight. Because some of these 

monsters are hard to find (because of wandering, spawn problems, etc.), it 

is polite to either yell or send a message over general to let people know 

that that enemy is not long for this world. By doing this, you give others the 

chance to ask for an invite if they are close. 

 ReouesriNG*BürFS FROM STRANGERS — — 
When soloing, you find that certain buffs make a huge difference to your 

performance. A Warrior out by his lonesome is greatly improved by a Priest's 

Stamina Buff (Holy Word: Fortitude). Getting conjured food and water from 

Mages is another boost to soloers, because it is effectively free to both parties. 

However, no one is obligated to help a character with abilities that cost time 

and Mana to cast. The best way to get what you want here is to approach 

characters that are out in the field and ask politely for the buffs or spells that 

you desire. 

Don't be afraid to help the person in question polish off a few monsters; 

because of the tap system you receive 0 experience and they get their kills 

substantially faster. Be aware, this reduces the experience a player receives. 

That is usually a good way to help out while waiting for a response (ask first, 

either way, “May | have some food, my Mage brother? | can help you kill 

monsters for a time or give you some coin for your trouble!”). Also, if you 

have buffs that are useful, throw those on the stranger while they make up 

their mind (it won't hurt your request, certainly). 



If a Mage conjures a large quantity of food/water for you, throw a modest 

tip in there even if the Mage doesn’t ask for it; that person is going to have 

a short bit of downtime for what they gave you, and a tip makes them feel 

better about being generous. Besides, the cost of buying vendor food and 

water is so much higher that you save entire gold pieces at the moderate 

levels just by getting Mage assistance; encourage them! 

From the buffer’s perspective, it is nice to receive tips. However, a kind 

“thank you” is what you should expect and require for future assistance. 

When people don’t thank you for your time and effort, it’s not worth help- 

ing them time and time again. On the other side, if you do not demand a 

tip, don’t expect one from every character you help (many may be too poor 

to make things sweet for you). Thus, if you aren’t going to feel right about 

helping someone unless money is 

exchanged, TELL the other play- 

ers up front. Selling your services 

is perfectly acceptable. Pretend- 

ing to donate them and getting 

upset when people don’t realize 

your expectations is a bit unfair. 

Er mu te E 
Running through a region often causes a number of monsters to collect in 

your path, following behind. Even if you are high enough level to survive this, 

there are sometimes grave consequences to these trains (so called because it 

looks a tad like a train, with you as the engine and the monsters as cars fol- 

lowing behind). When these monsters break off from the chase, they have a 

chance to aggro on various players during the trip home; this varies depend- 

ing on the monsters and area, but it always has the potential for chaos. This 

can cause many deaths and problems to lower-level players in an area. 

If you are running around with a train behind you, avoid other players by 

as wide a margin as possible. And, if your way is blocked by a group (at 

dungeon entrances or other such bottlenecks), be willing to move off to the 

side and wait until your train heads home before advancing. It's FAR better to 

die than to cause another group to wipeout. Besides, the characters you just 

protected may have a rezzer, offer you a group for future protection, etc. If 

you get them killed, they are not so likely to keep you on their friends list! 

It is fairly common to see other players in trouble. A bad pull or just a poor 

turn of luck can place another character or entire group in a situation they 

cannot win. There is no hard and fast rule for what you are supposed to do 

at that point. If you believe your character would turn the tide of battle, feel 

free to jump in. When you KNOW the other group needs help, take a fresh 

target and pull that away (you get the experience and treasure, but they have 

one fewer problem to deal with). However, if you think the other group might 

be fine and are uncertain, jump onto a tapped mob; there is almost no way 

to give offense by doing that because the other party still gets their loot and 

experience. 

All that said, people are strange. You can give offense to some people for 

things that don't hurt them in the least. They might be roleplaying or just 

misunderstand the system, but, whatever the case, don't always expect 

thanks for stepping in. If people don't ask for help directly, you assume a 

certain risk by charging forward. Shrug it off either way and do what you feel 

is right. In general, healing the people in trouble is least likely to upset folks, 

killing tapped monsters would be next, and snagging an untapped add is the 

most risky. 

Perhaps the situation is entirely hopeless. When a dozen monsters get trained 

onto a small group, it is unlikely that they will evacuate safely. Don't jump 

in when the battle is hopeless (just get out of the way and hope for your 

own survival). Adding to a failing battle makes things even more chaotic and 

could even cause a fleeing group to stop and try to hold their ground. 

If you are a Rezzer or your group has such a character that is willing, send 

one of the people in the doomed group a whisper and ask if they want a 

Rez (not everyone does if the map is small enough and the Graveyard is 

somewhat close by). It’s worth a short moment to Resurrect the group if that 4 

is what they want. The good will is nice to have, and your group may need a i 

Rez one day too. You never know who will be around when that time comes. 

STAYING ERGROUP) oo oo 
Groups may form for a single quest, an hour of play, or even a single battle. 

min cd 

Proper manners here vary, but the basic key is to be honest about how long 

you intend to stay with a group and stick to your word. If you join someone 

for a quest, say that you are able to stay around for "X" amount of time and 

that is your limit. Work to get the quest done, then stay to make sure that it is 

done for everyone before leaving. In the event that you must leave unexpect- 

edly, apologize, give at least some of the reason, and offer to make things up : 

to people later. 

When the task has been completed, make your intentions known then as 

well. If you like the party, ask them if they would like to continue group- 

ing and see which quests you have in common. If you don't want to group i 

any longer, thank them for the help and wish them luck (especially if the 

party wasn't very good; they'll need it). In any event, resist the urge to 

wander off and go back to your own business without saying anything to 

the group or suddenly separating from them after criticizing or demeaning 

11% 4 

them. Being polite and practicing good manners makes grouping more 

enjoyable for everyone. 
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By the same token, don't assume that everyone who leaves suddenly is 

being a jerk and ditching the group. Phone calls, family, lightning, penguin 

outbreaks, and other problems simply occur. If you group with someone a 

couple times and they consistently ditch after finishing their part of the quest, 

don't group with them in the future (at least, if that type of thing upsets you). 

QRABBINGe*RESONRNCES te 
Resources that spawn at static points (e.g., Metal and Herbs) are available 

to everyone, and it is another case where first come, first served is the rule. 

Yet, there are a few ways to keep from doing unfair things while collect- 

ing. Because many resource points have monsters nearby, groups and solo 

characters must fight to clear the area first, unless they are high enough level 

to simply sneak past and grab what they want. Regardless, if you see a person 

clearing the area near a resource point, do not rush past and steal that point. 

Whisper to the person or group and ask if they are going after the resource 

node; if they say “yes”, move on and look for another (you should get to the 

next point first since that person is still going after the last one). 

If you badly need points for your skills, you may ask a person for a chance 

to access the resource point without taking anything. With Mining and 

Herbalism, the point is given for using the resource node, not for taking what 

is inside it. Thus, a whack on a vein of ore or a moment looking through the 

herb patch gives you everything you need without costing another person 

anything (either their point or the materials). There is no harm in asking for a 

chance to do this, and most harvesters won't have a problem letting you try, 

especially after they find that you are good to your word. 

Note that some gatherers are from the other faction (thus you can't talk to 

them). When that is the case, go ahead and get the point without worrying 

about things. Competing with the other faction is a good thing! The neutral 

route is to get your point and leave the node for others, even if they are jerks; 

if they were clearing a point, let them have it. You've got your point either 

way. But, if you want to detract from the competing faction, go for it. Be 

ready for a /slap or /spit though (on a PvP realm, never gather from a node 

without killing the enemy first)! 
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In groups, there may be several resource collectors of the same type (two 

Skinners, two Miners, etc.). As the group is moving into the area, discuss 

how you plan to tradeoff resources. For mines, it may be that everyone gets 

a hit for points, then the metal is split evenly. For Skinning it may be that 

just one person skins each monster, for time reasons, and the Skinners trade 

who is on duty. 

BACK IN TOWN 

Even in the somewhat relaxed state of standing in town, hawking wares and 

seeking various trainers, there are proper ways to conduct yourself. 

 WurnE*IssPAPINENG? = men 
Some of the NPCs in cities can be hard to find. A system is in place that 

allows players to ask the guards of major cities where to find various NPCs. 

Right-click on the guards to bring up a list of the NPCs and locations they 

are aware of, then choose the person you seek (a red flag on the mini-map 

appears to help guide you there). 

Sometimes, people in the General Chat Channel ask where different NPCs 

and stores are located. Try to provide an answer for difficult questions. If the 

players are asking for answers to simple questions that they have access to, 

direct them to the source they 

should be using (“The Quest 

description tells you where those 

monsters are” or “Ask a city guard 

in Stormwind; they will put a 

marker on your map”). 

If you are the one who has questions, ask in General and see if people are 

willing and able to help. There is nothing wrong with asking every now and 

then if you don't receive assistance and are still having trouble. This is an 

area where “Please,” “Thank You," and general courtesy go a LONG way. 

The more polite you are the more often future questions are answered. Also, 

players tend to provide more information when they feel connected to the 

person asking the question. "Does anyone know if the Mo'Grosh Crystal is a 

shared drop? :)" will get more attention than "Is Mo'Grosh Crystal shared?" 

The best tendency is to try and find things you need on your own at first, 

because many items, stores, NPCs, and quest targets are quite accessible. 

Asking where to go and what to do the moment you receive a quest frustrates 

other players on chat, and they won't be as likely to help after several rounds 

of queries. Instead, wait until the tools available to you are exhausted. Look 

around, reread quests or pertinent text, ask your guild or group, then go into 

General Chat. Also, feel free to whisper a personal "Thanks!" to anyone who 

helps you. Showing that you are genuinely appreciative of their help is a 

suitable payment for the time they spent typing an answer. 
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Many of the rules that govern play in PvE change when dealing with players 

of the opposite faction. This is a desired aspect of the game for many people, 

and it is best to choose a server that fits your view of etiquette from the 

beginning if you are worried about certain aspects of competitive play. PvP 

is one of the rare times when the server is what dictates etiquette more than 

common sense, disposition, or morality. 

ANFENTO AIEO mee 
Going after enemies of the opposite faction is a matter of duty on the PvP 

servers, to a fair extent. Disrupting another player of your faction when they 

are fighting a monster would be griefing; doing the same thing to an opposing 

faction’s player is acceptable (perhaps even desired depending on how bitter 

the rivalry is on the server currently). 

Indeed, attacking other players in a PvP environment is anticipated and 

encouraged. Any civility that you want to put into such combat (waiting until 

enemies are fully healed, outside of combat, have seen you, etc.) is above 

and beyond what others expect from you. Much like in real life, indulging 

your enemies in this way is a risk that won’t always be returned. Let roleplay- 

ing and your sense of enjoyment 

dictate these responses instead of 

standard etiquette. If you want to 

be a dirty, rotten, backstabbing 

fiend that leaps onto hapless foes 

at the worst of times...go ahead 

and do it! 

Is it possible to grief members of the opposition? Yes, there could be griefing, 

but this would only be an issue if there was a bug that was exploited against 

members of one faction. Things that would normally be considered griefing 

are often allowable otherwise. Training monsters into enemies is not griefing; 

it's a viable strategy. Again, you may not choose to do it, but your enemies 

have every right and ability to do it against your party. Be prepared. 

GANING ee 
Ganking is the process of going after helpless characters or characters of 

MUCH lower level. If ganking doesn’t do anything for you and it makes other 

people's lives difficult, is it wrong? No. Some people on both sides of the war 

see ganking as a practice of griefers. However, this is not an act of griefing 

because it is a game dynamic that is mutually agreed upon by the parties 

involved (the targeted players chose to come to a server where non-instanced 

PvP is a reality). Thus, they knew the risks and consented to the attack simply 

by joining the server. 

That said in defense of gankers, it still is not an act that earns you respect 

from the majority of players unless you accomplish your attacks in novel and 

exciting ways. Using stealth or invisibility to get into contested areas where 

relatively low-level enemies are questing and going after solo targets is fairly 

simple. Charging in with raiding parties, fighting out in the open, going after 

larger groups, etc. is the way to have more fun and truly challenge yourself. 

Play as you wish. Those who want to avoid this style of gaming are absolutely 

free to join the servers where Faction-based combat is restricted to instances 

and opt-in combat (e.g., defending city NPCs that are being attacked or flag- 

ging for PvP). 

CORPSE ST tm 
When an enemy dies, their corpse becomes a respawn point (when their i 

spirit returns). Only in dire circumstances do PvPers take Durability penalties 

for their deaths, so it is probable that the person who died will return to their 

corpse. Corpse Camping is the act of patrolling the region where an enemy 

has died while waiting for the person to return (the followup is to attack the 

recently Rezzed character and kill them a second time). 

Again, this is not griefing. However, it is both obstructive to the other 

person’s enjoyment (since they can’t even get enough health to have a good 

fight with you) and it holds your group in place instead of getting you more 

experience, money, combat, etc. The camped person is free to log off and 

return at a later point when you are gone, and it’s impossible to know if that 

is the case. So, it is often better to get your kills, move on, and know that the 

victim could be after you at any time (enjoy the rush). 

As far as etiquette goes, people are FAR happier on both sides when corpse 

camping is minimal. Very few players enjoy being camped this way, and 

most classes simply don’t have the ability to get away safely when five or six 

people are boxing them into a small area. The flipside of this is what happens 

when a ganker/corpse camper goes down. Suddenly, tons of people are ready 

to camp the offending party, and the hunter quickly becomes the hunted. 
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-BATTLEGROUND"DOs aND DON'Ts 
The PvP Battlegrounds have rules of conduct all to themselves. Some things 

are entirely fair there that would be mean in other parts of the game, yet other 

aspects are surprisingly cordial. Note, these are moral issues. Killing players 

is one of the key means of acquiring Honor, so many people feel the need to 

kill any and all, no matter the circumstances. 

GRAVEYARDS 

Graveyard camping in the battlegrounds is the most complex issue to bring 

out. In Warsong Gulch and Arathi Basin, this action is highly reprehensible. 

Many players on both sides turn nasty toward you if you stay in the area 

where the other faction is brought back to life. Don’t attack these people 

until they have left the safety of the Graveyard. Not only is this a nice thing 

to do; it keeps people coming back for more even after their side has suffered 

a defeat. When people camp, it causes the other side to feel more than just 

defeated; they feel broken and humiliated. Then they don’t come back. No 

more easy wins for you—often no more BGs at all for a few hours. Ouch! 

Yet, in Alterac Valley, camping is a standard part of fighting strategy. This is 

because Graveyards are an active part of Alterac Valley warfare (they can be 

captured). Thus, the game encourages you to go after these sites directly. 

EMOTING 

The use of [/spit] is extremely unpleasant. Though realistic for roleplayers and 

an allowed action by Blizzard, many players find spitting to be rude/insulting. 

Reserve this for enemies who are vile. Graveyard campers perhaps? 

The flipside of emotes is that they can be used to show respect or friendship, 

- toward allies and enemies alike. Try [/salute] to let people know that they 

are respected even if you are trying to kill them. Or, [/love] and [/hug] work 

well for friendship. A good [/dance] is another way to let people know that 

things aren't always about fighting. If one side of a battleground is vastly 

outnumbered, the other side may choose to play around while accomplishing 

their goals as a way of saying, ^we're going to try to win this quickly, but we 

won't fight you directly unless you attack us." Giving the understaffed side 

the initiative in this way is very good form. 

EXITING BATTLEGROUNDS 

Leaving a Battleground can be 

a point of contention as well. 

Because the game allows you to 

queue for multiple Battlegrounds, 

it's not a rare occurrence for a 

Battleground to pop up while you 

are already fighting in another. 

If your team is in trouble or 
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the fight is close, please don't leave unless you have a very good reason 

without telling your team first. Even if others take your place, the disruption 

might be enough to tip the other side toward victory. If you do have to 

leave, let people know and apologize, then leave the raid or [/afk] before 

logging out so a replacement can enter as soon as possible. 

WHEN NOT TO ATTACK 

In the Battlegrounds, don't attack enemies if they stop fighting entirely. 

When outnumbered or just outgunned, some people give up and pull back 

(this doesn't happen often, but it's worth knowing about). In these cases, the 

enemies want the match over as soon as possible so they can try to get more 

people into the next Battleground. Just win the match and don't attack them 

unless they attack you. 

This also comes into play when other players are zoning into a Battleground 

that is already in progress. If you see someone standing absolutely still, 

despite combat going on around them, it's likely that they aren't being decep- 

tive. They are probably just away from their keyboards or waiting for the area 

to load (especially if you see them doing this in their spawn-in points). 

To be safe, go ahead and use crowd control or a snare on such targets, 

to make sure they can't quickly follow and attack you, but don't kill the 

poor people. 

There are certain aspects of MOG play that are almost universal. Appropri- 

ately, these are present in World of Warcraft and should be explained for 

people who are new to the game, genre, or even to Blizzard games from 

the past. 

PATIENCE IS THE KEY TO GLORY 

It is invariably true that patience leads to greatness in many tasks. Most role- 

playing games have a huge element of this, and MOGs are even more repre- 

sentative of the idea. It's impossible for players to sit down and see everything 

there is to World of Warcraft in one day (or week, or month, or...). Thus, no 

matter how hard you try there is no way to rush through the game world and 

get to the ^end." In fact, though there is an end-game portion of content where 

players are capped in level, there is never going to be a heavy hand on your 

shoulder saying “The game is over now, you win." 

Regardless of anyone else's view of how fast someone should play, level, and 

enjoy the game, there is no specific time to reach a quest or an area. Take a 

week hunting for Kodo Leather in Mulgore, or try exploring all of Kalimdor at 

level 20 if you are truly brave. Nothing that you enjoy in World of Warcraft 



is wasted time. The world is here for you to enjoy! Take it easy and play as 

you wish. Indeed, the levels are more exciting, the gameplay refreshing, and 

every group a bit better when you remember that fun is more important than 

getting the next skill, level, Wombat of Slaying, etc. 

LEARN WHAT YOU CAN HANDLE 

It’s exciting to push your character to the very limits of survivability. This 

is good to try on a limited basis for several reasons. First off, it provides 

a nice rush (even if you eventually lose and have to do a short corpse 

run). Beyond that, this type of testing brings you closer to your characters; 

understanding how to get every last bit of power out of a class makes every 

difference when it comes to complex challenges such as Player Vs. Player 

combat and dungeon Instances. 

Though you naturally cover the limits of your character over time, simply 

by playing the game and dealing with the troublesome situations that arise 

from large pulls, trains from other groups, and ambushes out in the wild, 

testing still has its place. The issue here is that intentionally testing your 

class makes the process more analytic; you can prepare new strategies, 

test them out, and really see the effects. It’s MUCH harder to keep a keen 

eye out when you are surprised. 

Try finding situations that push your character to the limit to see what things 

your race/class/style combo are best for countering. Try going against single 

targets of high level in solo en- 

counters; engage entire groups of 

equal or slightly lower-level mon- 

sters; grab wide aggro from a huge 

range of enemies and try to flee 

successfully. These tests reveal a 

great deal about the strengths of 

a player and that person's chosen 

character. 

A character's class defines what they are capable of doing in so many ways. 

Though every class is quite impressive in World of Warcraft, even in solo en- 

counters, there are styles of fighting that are more effective for certain classes. 

For Instances, Warriors handle groups of enemies FAR better than most alter- 

natives (they have high health, impressive armor, and a Rage bar that is easier 

to fill when there are more targets aggroing). Casters, on the other hand, have 

more options for crowd control or healing, but must be quite careful of burst 

damage from enemies; success for casters involves damage at range, frustrat- 

ing enemy advances, and using mana efficiently. 

Class Style Quicklist 

Dominant Traits (lass Name 

Very High Survivability; Gather Aggro; Damage Mitigation; Versatile Melee 

Adequate Damage; Backup Healing; Resurrection; Strong Armor; Survival Abilities; Great Vs. 
Paladi 
x Undead; Allionce-Only Class 

Rogue High and Sustained Damage; Many Stuns; Stealth; Low Armor; Light Hit Points, Lockpicking 

Powertul, Consistent Pets; Wonderful Sustained Damage, Traps, Tracking of Beasts and 
Hunter 

Sentient Enemies, Moderate Armor 

Shapeshifting; Style Flexibility; Con Act as Substitute Tank, Rogue, or Healer; Damage at All 

Ranges; Great Roots; Backup Healing 

Totems for AoE Status Effects; Superb Group Support; Ranged Magic; Substantial Melee 

Damage; Moderate Armor; Resurrection; Horde-Only Class 
Shaman 

Powerful, Fast, and Efficient Healing; Stamina Buff; Protective Shield Buff: Close-Range Fear 

on a Quick Timer; Anti-Undead Powers; Impressive Damage With Some Builds; Fragile Hit 

Points and Armor 

Multiple DOTs; Fear (LOTS of Fear); Extensive Pet Summoning; Many Channeling Spells; 
Warlock oo 

Blurred Line Between Hit Points and Mana (Can Use One to Gain the Other); Complex Class 

High Ranged Damage; Snare Enemies With Cold or Root Them Briefly; Create Free Food / 

Water for Self and Others; Create Mana Gems for Personal Use; Many Instant Damage 

Options; In-Combat Crowd Control; Very Fragile Hit Points and Armor 

Don't be afraid to message players of specific classes and ask them about 

their experiences. Use the WoW community site forums for the same purpose 

and see how actual players feel 

about their play experience. This 

avoids the path of reaching level 

20-30 before realizing that a class 

is good but still not your style. Of 

course, it's good to try everything 

yourself in the long run, but that is 

a different issue. 
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CHOOSE A RACE THAT LOOKS 
AND FEELS RIGHT 
Though class selection is dictated by logic, race is a decision based on 

aesthetics. Certainly, there are starting advantages to some race/class combi- 

nations (Tauren Warriors have higher starting damage per second and health, 

Gnomes have more mana to throw around than other races, etc.). Weigh the 

racial advantages against your aesthetic needs. 

The choice of a character’s race can be a great time to go with your heart. 

That character will charge about the screen for months to come, so pick 

a race that looks and feels right to you! This yields a starting location 

that suits your playstyle, since all of the starting areas are geared to the 

races that inhabit them. Also, it conveys an immediate sense of closeness 

between you and your character; the more you enjoy your character, the 

better each level seems. 

Another fun thing to try is various voice emotes for the sex/race combination of your 

character. Create a character and try the [/flirt] and [silly] commands five or six times 

each. If the humor of the combination works for you, the style of that race’s quests are 
likely going to synch as well. Don’t forget to sample the [/dance] of your choice as well, 

and know that there are male/female differences even within the races. — : 
TĘ Á ; He V. HN 

Don't let stats or racial traits decide race unless that is truly important to you! 

If you are interested in playing any combination, no matter how odd at first, 

go for it and have no regrets. In WoW, player skill and a good reputation gets 

you into high-quality groups far more often than race, class, etc. 
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ST IN FRIENDS AND SKILLED 

And speaking of good groups, there are a few tips to help with finding them. 

While you are playing, even at low level, try to see which people are active 

in General Chat in a helpful way. Make note of polite, informed players and 

how they are dealing with each other. Out in the field, see who is eager to 

buff ungrouped characters, jump in to help other characters when a pull goes 

poorly, etc. Don't be afraid to spend time getting to know the other players; 

the ones who stay involved with their characters into the higher levels may 

be your companions for months to come. And, the sooner you become 

friends with the more friendly and skilled players, the sooner pickup groups 

will be a thing of the past. 

Ironically, to get away from pickup groups, people have to rush into many 

of them. The best times to do this are for kill quests, elite quests, and other 

activities where having more people around aids the process EVEN when 

they are strangers. Try to keep track of all the people you enjoy grouping 

with. Had a good time with Player A?—ask if you can put that person on 

your Friends list. They will most likely do the same for you. Continue this and 

there will be a cluster of a dozen or more people from other guilds that you 

know and like in no time (leading to faster groups with more familiarity, less 

down time, and more fun). 

On the whole, the best players to choose for your list are the people who 

click with your personality and style of play. Even when some players are 

unskilled and make mistakes, they may be wonderful choices in the long 

run. You cannot train someone to be an exciting friend; skill in MOGs, on 

the other hand, is easily acquired 

over time by someone willing to 

learn. The vast majority of players 

who start off poorly but have the 

will to practice and learn end up 

being quite good by the time they 

reach high levels. 

TRY EVERYTHING AT LEAST ONCE 

There are many classes, races, and areas to explore. Even if one thing grabs 

you from the start, you become a better player by understanding where 

everyone else has been. Look into both factions even if you are sold on one 

of them. Playing a dedicated Alliance character, it is quite an eye opener to 

see the Barrens as a soldier of the Horde. Learning how the other side works 

together, quests, and levels aids in countering those tactics with your original 

character. Also, there is a chance that somewhere you haven't been will 

completely capture your heart. A player that immediately chooses to play 

as an orc may fall in love with Mulgore or even pine away for the beauty of 

Elwynn Forest. 



For those with enough patience, try starting characters in each of the six 

initial regions to see if there is something special in one of them. Spending 

a couple hours on this your first day may pay off with a character you didn’t 

even know you wanted to play. 

In the same vein, be sure to experience world PvP, Battlegrounds, roleplay- 

ing, raids, and other such content several times, even if they don’t seem to 

call to you. Some “carebear” players find that world PvP isn’t their style at 

all, but Battlegrounds on a PvE or RP server are great for them. Or, you might 

discover that roleplaying is wonderful once you’ve met a few buddies and 

understand your character a tad better. Try it all! 

NTIFY GOALS AND 
TABLE TARGETS 

There are many goals for a player to seek in a given session. Sure, it is possi- 

ble to play without more than an urge to beat monsters and have a good time 

(a goal unto itself, honestly). If that is all that you are looking for, recognize 

that and take a leisurely pace; fight the monsters you enjoy fighting even if 

there aren’t any quests for that area. With a casual pace, it is entirely possible 

to group with a huge level range of friends and just do whatever you want! 

When you have a more specific goal, do what you can to identify the 

best targets for accomplishing that. Indeed, someone looking for the best 

experience on a given evening should queue the most quests for an area, 

find a group that is willing to stay together for at least a few hours, and then 

plow through those quests with military efficiency. Or, when quests are 

dry for multiple areas, gather a high-kill rate party and grind elite mobs in 

an Instance (not entirely ideal for experience, but a fine way to work with 

others and increase your chance for higher-quality gear). By choosing the 

right group, activity, and monster type, you gain more money and experience 

without investing more time or energy. 

Perhaps you want money instead. Taking professions to harvest resources 

is great for this. Mining, Herbalism, and Skinning are great ways to farm for 

cash. Sell the materials on the Auction House and watch the gold pieces roll 

into the mailbox. This will net your character far more money than grinding 

against even the best monsters for your class. 

Another good money-farming technique is to hit instances that are far 

beneath you in level. Solo these and sell the green and blue items that drop 

(obviously only the Bind on Equip pieces can be sold, but instances drop far 

more of these). On many servers, items that are between 16-19 and 26-29 

can be sold at painful buyout prices in the Auction House. This is because 

second-generation characters with heavy funding are buying such gear for 

use in the Battlegrounds. 

The global point is to do what you like without worrying about experience 

per hour (unless experience per hour is your goal, of course). People love to 

explore, roleplay, dance around 

lronforge with stray Gnomes, etc. 

Experiment, find your favorite 

activities, then indulge. 

While leveling, there are certainly better places to get the job done at any 

given point. Because questing is such a major aspect of WoW, it is quite 

useful to know where the most quests are throughout the game. One of the 

keys to progressing smoothly comes in traveling back and forth between 

equivalent regions; when quests are depleted in one area, try another for a 

time then return to see if new things are available. 

In Alliance lands, a person may be hunting in Loch Modan from levels 12-14, 

then suddenly find a few of the remaining quests to be a bit challenging (or 

they will simply wish for something new). For a change of pace and some 

easy experience, move down into Westfall and do all of the quests there for ee 

the early levels. By the time Westfall becomes old news for your budding 

adventurer, Loch Modan’s “tougher” quests should be just right. Or, there 

is always a trip out to Darkshore for yet another batch of level-appropriate 

quests. Horde characters often bounce between The Barrens and Silverpine 

Forest for the exact same reasons. 

To find out about quests areas and new regions, read this guide, talk to 

people around your level, and see what other people are doing. Another 

trick is to do a search for people 

around your level. Try a [/who] 

for characters within a level or so 

and look at their location. You 

might find that some people are in 

places that you didn't expect. 
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USE ALL RESOURCES 
In game, using your resources means that it is important to keep in touch 

with other players via the chat channels and the guild you choose. Be 

confident in yourself and try to find answers through exploring and testing, 

but don’t be hesitant to ask others for help when things become muddled or 

frustrating. Buy quality items from other players as well, and be fast to sell the 

good things you find but can’t use (this will make more coin than vendoring 

the items, and it substantially helps others at the same time). 

Outside WoW, there are web sites, strategy guides, guild pages, and forums 

waiting for you. Each of these offers a different aspect of assistance for mas- 

tering World of Warcraft. Guild pages offer social interaction, networking, 

and a feeling of playing a game outside the game. Open forums have tons of 

information on quest problems, upcoming game changes, and developments 

in the world. Obviously, strategy guides have a good place because they can 

go into the game with you; kept beside your computer, they offer fast infor- 

mation, data charts, etc. Also, guides can be taken around for perusal when a 

computer won't be available (commute by train, long trips, and such). 

If you want to know everything there is to know about WoW, play long, play 

hard, and use ALL of these sources. No single one of them is going to replace 

the others. Even with this guide and a few major websites about general 

WoW data, you may find great joy on the forum for your specific server. This 

is covered more in the Community Site section. 

— TAKE BREAKS 

E 
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Eating, sleeping, work, friends, and all of the other needs demand their own 

time, but there are also breaks in game that can be useful to you. For one, 

it is nice to have a few characters to play unless you are madly driven to 

reach the level cap in the least possible time. Having a few characters gives a 

player the breathing room to play according to a given mood instead of being 

forced into the same style each evening. It is nice to have a tank for slugging 

a things out, a caster for ranged spellwork, a crafting and farming character for 

` making money and finding special gear, and whatever else calls to you. 
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By switching around the characters you play, the game stays more vibrant 

and has fewer demands on you. Instead, you get to go with your mood each 

time you play. The only serious downside of having multiple characters is 

that friends on the same server may out-level you. That is one of the many 

perks of having a guild; there is often a cluster of people in every region, so 

you won't be left out by leveling at a different pace than the "average" player. 

For that matter, it is pretty darn hard to find an average player when it comes 

to leveling, since there is a huge range in terms of speed and style of play. 

Try keeping a character on both the Alliance and Horde sides on some serv- 

ers. This is especially worthwhile on servers with heavier roleplaying groups 

because you can play off of more people and come up with better organiza- 

tion for cross-faction events. Very fun! This provides for breaks from the grind 

even while staying in game. 

USING THE COMMUNITY 

Being on online game, World of Warcraft has a number of components in 

the online community that are very useful for players. The community site, at 

www.worldofwarcraft.com, has an extensive forum for all users of the game. 

It also has news updates, contests, basic game info, support information, 

patch notes, account management, and a wealth of others treats. 

LEFT SIDE 

Account Management is the most essential function of the community site. 

This is shown at the very front of the page (on the left side, where many of 

the major navigation points are found), and it allows users to control their 

payment type, cancel accounts, and so forth. Password use, paid characters 

transfers, and parental controls are all based from here as well. If you have 

played WoW for a few weeks and it is something that you will play for a 

while, consider changing your billing information. 

Using the Workshop gives everyone the ability to see PvP rankings, calculate 

talent templates for any character combination, look forward to events and 

raid resets in the game, and view major armor types. 



The Media page is a repository for movies, music, screenshots, wallpapers, 

and the Blizzard Store. The Gadgetzan Times is also based there. WoW is not 

just an in-game community, check it out and get involved. 

The Forums are a frequent stop for many players of all skill levels. There are 

always new people asking questions, veterans answering and debating the 

future of classes, and a full range of odd folks in-between. Though sometimes 

the Forums are a bit too much to take in all at once, they are often a very 

early source for knowledge about added areas, upcoming changes, and 

strategies for difficult encounters. Any major changes to classes show up here 

first, and much debate ensues. There are also server forums. If you are new 

and want to get the feel for a server, this is often a good first stop. 

The Community pages have comics, contests, important links to events and 

community elements, and fan artwork. Guild Relations also have links here 

(to general discussions and the specific Guild Relations forum). 

Use the Support pages if you are having trouble with billing, game access, 

and other major issues that prevent the game from working. 

QUICK LINKS (THE RIGHT SIDE) 
Look on the right side of the main community page for Quick Links of various 

sorts. These are sometimes in flux, as new content is added or being focused 

on during patch times and such. 

Learn about new items or areas of the game, recruit buddies to play with you 

in World of Warcraft using the Recruit a Friend program, or set the PvP Rank- 

ings to your favorite server to see who is staying on top of the battlefield. 

Don’t forget to click on the In Development link to check on future elements 

of the game. Patches are always in the works, and these unleash entirely new 

challenges on the players. 

ENEMIES, AND levels 
Levels of NPCs, monsters, and equipment means a great deal to new and 

veteran players alike. Just because there are items of stunning power out there 

doesn’t imply that you should be wielding them from the beginning. Indeed, 

the theory behind World of Warcraft is that you must build your character's 

skills and abilities to the point where they are able to wield the items of great- 

est power. The same is true for which enemies you are able to fight with any 

degree of safety; the bitter and hard-fought skirmishes your friends have against 

Defias Pillagers in Westfall will seem like a fond memory in a few weeks when 

you begin engaging the Trolls of Stranglethorn Vale! And these are but minor 

foes in retrospect once your character steps into the flames of Stratholme in an 

attempt to stop the Scourge and Scarlet Crusaders that war there. 

For almost all forms of equipment, there are ways to quickly judge their 

approximate power and usefulness to you. The minimum level of an item 

reveals when you can use it, and the color of said item provides a rough 

sense of how powerful that piece is at that level. 

The table below lists the different equipment tiers. 

Equipment Color 

Scheme 

Poor (Grey) 

Common (White) 

Items of Poor quality show up in an ugly grey color and are inferior to every- 

thing else; there are only useful when nothing else is available. This happens 

most often when you reach levels where new slots of equipment can be used 

(shoulderpads are the most common example beyond level one). 

Common items are the standard ones for early trade/crafting or for crummy 

vendor equipment. Their color is a lifeless white. You won't use these items 

long at all, and only at the lowest levels is there much of a chance to inten- 

tionally equip such gear and care about it as an upgrade. 

Uncommon items are frequently called “Greens” due to their color. Quite a 

large number of these pieces Bind on Equip and provide attribute bonuses to 

your character. This is the rank-and-file's base equipment. You can find green 

items from monsters all over the world, and the loot tables are very large. Sell - 

or trade the pieces that you find and don't need while collecting the proper 

gear for your character from the Auction House. 

Rare items start to get quite interesting. These appear in a wonderful shade of 

blue and offer bonuses that are substantially above what an Uncommon item 

would give at the same level. Some of these are Bind on Equip and can be 

found anywhere in the world (with a low drop rate), but a huge number are 

discovered in dungeons, where they are a Bind on Pickup drop from specific 

enemies. Thus, Rare items require more dangerous fighting to get, but they 

offer higher rewards and more specific character customization. Sell Bind on 

Equip blue items on the Auction House at a premium! 

Everything from Epic gear onward is very difficult to get. These items require 

a massive investment in crafting, reputation quests that are repeatable and 

slow to complete, weeks of Battleground combat, or the farming of raid-level 

Instances. These items of the higher tiers are way above the power level of 

green and blue items. Anything that is purple, red, or orange is impressive! 

Some of these are only found once on an entire server. 

he 



. NPCS, ALLIES, AND ENEMIES 

Much like items, people and monsters you encounter in World of Warcraft 

are color coded. For both enemies and allies, there are color distinctions 

that are important to understand. 

Other characters of your faction and NPCs will be either Blue or Green in 

appearance when you highlight their avatar. A bar appears that lists that 

person's name, class/job, and level. The color of that bar declares whether 

that person is flagged for PvP. A blue bar means that the target is not currently 

set for /PvP in that area. A green bar means that the person is a viable /PvP 

target for enemies from the opposing faction. NPCs are always viable targets. 

Enemies and Beasts are different colors. Creatures out in the wilderness may 

| be Yellow if they are passive. These neutral creatures do not attack anything 

on sight, regardless of proximity. You are free to walk up next to a Deer, 

E < Zhevra, or any other neutral creatures without fear of reprisal. If you attack 

d these creatures, however, they will aggro on you and engage in battle just 

like any proper foe. 

o 

Even area-of-effect debuffs from your party can cause neutral creatures to aggro. To avoid 

E this, use fire control and hold back on AoE activities when there are neutral creatures in 
: MS the way. 

E : Also note that many neutral creatures ore shy and retreat from the area if there is a 

battle taking place. This prevents some problems with accidental aggro. 

More aggressive creatures, such as various predators, undead beings, de- 

mons, members of the opposing faction that are PvP flagged and attacking, 

, etc., appear with a Red bar when they are highlighted. Red stands for an 

| aggressive creature; these foes aggro on you simply for stepping within a 

certain distance. That distance is determined by the difference between your 

level and the hostile creature's level. 
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Aggro distance, as stated, is computed by determining the difference in level between 

you and the enemy. Being lower level than the creature increases the distance at which 

it chooses to attack. Thus, very low-level characters for a given region have predators 

and enemies alike racing across fair distances for a chance at some fresh meat. 

On the flipside, characters who are much higher level than the hostile monsters in an 

area won't aggro them without walking right next to them. 

Finally, some enemies have a higher aggro range than others. Wolves, Coyotes, 

certain casters, and various additional foes aggro at a greater distance than your level 

difference dictates. It doesn’t take long to learn which enemies do this for an area; you 

ore then free to use greater caution when trying to avoid attacks from such targets. — — 
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Enemies from the other faction 

are a bit more complex, color 

wise. If you are on a PvE or RP 

server, the game doesn’t assume 

that they are all red targets. If you 

aren't flagged for PvP yourself, 

the other team shows up as blue 

if they are also unflagged or as 

yellow if they are. When you 

flag and engage such targets, the 

coloring turns to red. 

The Reputation System allows for more variety in certain NPCs. Regions with 

complex NPCs are given a faction of their own. Goblin towns, rogue ele- 

ments of the Alliance and Horde, and fully independent groups feature this. 

If you improve relations with these groups, their mood changes to a Friendly 

one with your character. However, attacking NPCs of these factions turns 

them against your character. 

NPCs just beneath Neutral are Unfriendly. Though they won't attack you 

outright, they don't offer to speak with your character, sell, or give quests 

to you. 

Beneath Unfriendly is the Hostile Ranking; this turns previously passive NPCs 

into aggressive ones. Unless steps are taken to raise your faction with them 

dramatically, expect to be fighting these enemies for the rest of your days. 

Be alert about attacking enemies from various factions. Fighting against the 

Bruisers in Booty Bay or the Timbermaw Furbolgs might seem like fun, but 

these actions hurt your reputation with certain factions by quite a margin. 

This can greatly hinder your interests in achieving quest goals, finding craft- 

ing recipes, or just reaching a safe haven. The general rule of thumb is that 

you should make as many friends as you can out in the world of Azeroth. 

You are likely to need them! 



Reputation Quicklist 

Ret ee 0X 
[bald | Final Tier, Rewards Are Very Specific to the Faction IoWed = 

Cannot Buy, Sell, or Interact Extensively, But This Faction Won't Attack You 

Hostie | NPCs From This Faction Wil Atak You on Sgt | 
[Hated | Al Members of This Faction We Enemies o 

Nor EVERYONE COMES ALONE - 
There are several ways for enemies to get help from other creatures in the 

region. First, some creatures try to bring allies from the moment they are 

pulled. Humanoid mobs are the most notable for this, but there are beasts 

that do this as well. This makes camps of enemies harder to fight because 

even ranged attacks may bring several foes. 

Another method that some humanoids and beasts have (especially with foes 

like Raptors) is to call for help. These calls can even bring creatures that are 

from different races; for example, an NPC Druid may respond to the call of a 

wounded Raptor. There is little to be done about these calls for help because 

they occur instantly. The best thing to do is pull such foes back to areas 

where their calls won't grab anything that you aren't already interested in 

fighting. The range on calls for help will vary by both creature and location 

(the distance is farther outdoors). 

There is a third way for certain enemies to seek aid. When badly wounded, 

a number of wise foes run away (some of them at very high speed). If the 

monsters bump into any allies along the way, they will return with friends. 

Using snare or stun abilities can help quite a bit to prevent this problem. For 

classes without such tools, try to save damage for the end of the fight (by 

saving mana, instant abilities, etc.) so that the creatures can be struck down 

when they try to run. 

Whar Ant THOSE SPECIAL PICTURES 
BY CERTAIN: Moss? 

Elite monsters have special icons that surround their pictures in the interface. 

Elite monsters have a Gold Dragon border around their portraits; these 

creatures have much higher health compared with normal mob of that level 

(they also have more powerful attacks and abilities in many cases). Be wary 

of these mobs, but know that they drop better treasure and are worth more 

experience, so hunting them in groups can be lucrative. 

Often, the strategies for fighting Elite mobs are different from those used against 

normal creatures. The general changes are that long-term abilities are even 

more powerful when fighting Elites (DOTs, debuffs, and short-term buffs are 

wonderful in these fights). Instead of using the philosophy of “Bring it down 

quickly to stay alive,” the characters are pushed more toward “Bring it down 

safely and with maximal control of the situation.” Use snares to keep these 

monsters from rushing off to heal or get allies. Healing is more important than 

ever when facing Elites, as your tanks won't always have enough health to 

survive against even a single Elite foe without assistance. 

Now and then you also see creatures with Grey Dragon borders around 

their names. These are specific creatures instead of a racial type. Each mon- 

ster of this type has a name (“Murgos Pugnose” instead of a generic Defias). 

The power level of named monsters varies tremendously. Some of these are 

rare but aren’t especially powerful. Others may have new attacks, abilities 

not normally given to their race, and deal far more damage than one might 

expect. This is all a matter of experience and cannot be predicted simply by 

looking at the creature. So, rare spawns are noted by their grey borders and 

may or may not be Elite. They are often referred to as Treasure Mobs, as 

they have specific loot. 
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Grouping is such a central aspect of MOG play that it is discussed several 

times in this guide (each time with increased detail). Here in the Introduction, 

our examination of groups focuses primarily on the basic mechanics and 

reasons for getting into groups. Later on, we explain more about performing 

in high-level groups and in a wider variety of situations. 

WHAT IS A GROUP 

Groups are formed when characters decide to work together. By sharing the 

duties in combat, far more monsters can be brought to defeat, and safety is 

dramatically improved. Normal groups can be as large as five characters. 

To start a group, one character targets another person and types [/invite] or they 

can invite a person from far away by using the character’s full name [/invite 

Serene]. Using character portraits is another way to interact with people nearby 

(right-click on the person’s portrait and choose invite from the list of options 

that appears). You can even right-click on a person’s name on the text bar at 

the bottom of the screen when they enter areas/come online/speak/etc. and 

invite them from there or [/whisper] to them. 

People who are invited into a group have a query box that appears on their 

screen; it asks whether they wish to join the inviter's group. If they decline, the 

inviter is informed by both a sound and a text message. If they join, the new 

character's portrait is added in the upper-left side of the screen. You are able 

to see their health and mana (or Energy/Rage). Even that character's pets are 

shown under their portrait. 

So, a group, at its core, is a joining of characters who are going to attempt 

their challenges together. With two to five people, groups can attempt all of 

the quests or hunting activities that are normally available to characters. The 

quicklist below explains some of the changes when doing tasks in a group. 
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«P^ Groups Shore Their Experience From Kills 

eJ» Looted Money is Divided Evenly Between Participating Group Members 

<A» Bodies Are Lootable for Items Based on a System Decided by the Group Leader 

(Master Looter, Round Robin, Group Loot, Need Before Greed, or Free-for-All) 

<A» Quests Can Be Shared Between Members (So Long as the Prerequisites Are 

Completed by All Members) 

eJ» Enables the Group Chat Channel (used by typing [/p Text"]) 

<A» Character Information Is Displayed for All Group Members | 
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Ultimately, groups are able to accomplish more things than a solo player, 

especially in the later stages of the game. The quantity or type of loot you 

receive improves dramatically when going through Instance dungeons, Raid 

areas, and other group-related content. The Battlegrounds are also far more 

viable when working and communicating well with your raid and within 

your group. 

—LOOPGysTe@REVISITED” amm oo 

Group loot systems are very 

important to most players. Unless 

you only play with friends and 

guildmates, it is important to find 

a fair system that distributes loot 

in a way that keeps everyone 

content. 

Which system is the best to use? As you have probably guessed, it depends 

on the group, its leader, and the needs of the current mission. 

im — | ae Cee ee 
Careful Distribution Group Leader Distributes All Valuable Items 

Valuable Items Are Looted as if They Are 
Round Robin Not Ideal 

Normal Treasure 

Simplicity w/ Some Protection Allows Everyone to Roll on Powerful Items 

<A Only Allows Characters Who Can Use an 
Need Before Greed Raising the Fairness of Drops 

Item to Get It 

Free-for-All Pure Speed and Ease of Use Everyone Can Loot Any Corpse 



WHaris-ARAINGPARY = 
Raiding parties are basically groups of groups. For difficult Instances, large- 

scale Player vs. Player attacks, or actual raid areas, these large groups are 

welcome (or even needed). 

To form a raid, wait until a group is started normally, then open the raid tab 

(this is the final tab from the character screen). Press “O” to bring these pages 

up and select the raid tab from the bottom. There is a button on the page that 

appears to “Convert to Raid.” 

The next stage of a raiding party is to gather several fully-independent groups. 

This isn’t a situation where everyone just clumps together and it doesn’t mat- 

ter which person is in which group. Indeed, leadership and organization are 

either the beauty or bane of raid work. Without organization, it is extremely 

hard to succeed when there are so many people together in a tight area. 

Thus, groups should have an experienced leader at their head. The raid 

leader/organizer should often be the person with the most experience and 

skill in commanding for the given task. That means a talented PvPer should 

be at the head of a raiding party against another faction. A person who has 

done Blackrock Spire 30 times should lead two groups into the Raid. 

Raiding parties are discussed at much greater length later in the guide, pri- 

marily in the Advanced Player vs. Environment chapter. Raids aren’t needed 

or often done by characters at the lower or even mid-tier levels, so knowing 

what they are is more than enough for now. 

WHEN TO GROUP 

Groups offer many things to both casual and hardcore players. But, that 

doesn’t mean they are perfect for everything. It’s good to know what you 

want before seeking a group; this makes it much easier to achieve your goals. 

Groups are able to complete quests at a faster pace for Kill Quests, Escorts, 

and Exploration/Delivery Quests. However, groups are far slower when deal- 

ing with Collection Quests (especially if ground spawns are involved). If pure 

speed is an issue, it’s wise to solo while collecting items, and group when 

attacking monsters, escorting, or exploring high-level areas. 

When it comes to farming coin, the situation is quite complex. Solo char- 

acters get a fair bit of money if they go after the right targets (farming lower 

Instance dungeons for Bind on Equip blues, harvesting metal and herbs, etc.). 

If money is your goal, try these activities by yourself or with a partner. Avoid 

large groups for cash! 

Many duos work quite well, but certain combinations are even better for specific tasks. 

Remember that everyone has weaknesses; if you choose a duo that accounts for these 

weaknesses, it makes life much easier. For example, Warriors hold aggro, making the 

fighting safer for low armor classes (Rogues, Mages, Priests). 

Even beyond the class pairings, "e ge who is willing to play to the duos 

strengths ond minimize weaknesses. If a Priest and Mage group, it is obvious that tanking 

isn’t o strongpoint of the pair. Instead, 

-DPS and lean heavily on bur 

Fun is a fine goal, and groups are easily the best target for having a good 

time. Making friends with good players and nice people makes the game 

better no matter what you enjoy. Even for quests when groups aren’t needed, 

having buddies around keeps there from being any tedium to slaying entire 

bands of roving wolves and bears. 

rats ^] Dp 

<> Trying to Complete Red, Elite, or Dungeon Quests 

e Dealing With Kill /Explore /Escort Quests 

so Taking on Instances in Full Groups 

<a Forming Raids for High-End Content 

eJ». Safety in PvPIntense Areas (e.g, Hillsbrad) 

s To Play With Friends! 

y 
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WHEN NOT TO GROUP 

Okay, so you see the reasons to group and the times when it is desired/ 

needed. Here is the other side of grouping; there are goals that make group- 

ing a bad idea. ; 

Gaining experience in a group can be slow at certain stages of the game. 

Unlike a number of MOGs, World of Warcraft is dedicated to making it easy 

to level even when you play as a solo character. Indeed, leveling during solo 

play is fast if you keep your skills, gear, and items up to par. Take a great deal 

of food/water/bandages out with 

you and slash down the beasts of 

the open field. This pulls in expe- 

rience at a very impressive clip, 

dwarfing just about any group that 

can’t get into motion quickly. Find 

VERY target-rich areas, and stay 

focused the entire time. 
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During the low levels, quests are worth an even higher percentage of total ex- 

perience gained. If you are trying to fly through the levels, jump into groups 

for the group-friendly quests (as listed above) but solo all of the collection 

quests. Grinding solo kills on the way to and from quests is also a major way 

to improve experience efficiency. These are efficient kills because you gain 

health and mana on the move, so your character is getting to fight without 

the same level of downtime. 

It's not useful to group when the players you meet are unfriendly, uncoopera- 

tive, or just don't match your style of play. If a group isn't enjoyable, it's not 

worth your time. Gold, experience, and levels mean so much more when 

you're having a good time, and players who enjoy the game have better 

characters. Even with a stat-specific view of things, happier players end up 

with more potent characters (these people play more because they are having 

a good time, and more hours equals more experience, treasure, and power). 

WHAT COMPRISES A 
"GOOD" GROUP 

This is certainly a subject for debate, but good groups are the ones that 

fulfill your goals without making game time stressful or obnoxious. You, as a 

player, get to decide what a good group is for your needs. If you want pure 

experience and money, simply look for the groups that are intense, dedicated 

to a high kill count, fast questing, and disciplined Instance running. If fun is 

your target, find players who relax a bit more, joke around, talk more, and 

explore. 

There are so many players on each server that there are always people who 

share your interests and goals. Don't try to push other players into your 

mold; it takes less time and is better for everyone if you seek like-minded 

players from the beginning. Let the PvPers fight, let the roleplayers get into 

their roles, etc. 
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The World of Warcraft has a Quest system in place that not only helps you 

learn the history of the land but also gives experience points and treasure 

beyond those gained from any fighting. Experience earned from these quests 

does not count against your Rest State and automatically adjusts the experi- 

ence needed until your State changes; this makes for very fast leveling when 

a player understands how to mix hard fighting with consistent questing. 

There are many different types of quests players can take part in. This is 

designed to make leveling fun and interesting; the system also helps to guide 

players from one area to the next at appropriate times, making it easier to 

know where it's “safe” to continue adventuring. 

TYPES OF QUESTS 

There are many types of quests that are offered in World of Warcraft, 

from simple Kill Quests to the more involved Storyline Quests. They are 

designed to allow players to decide on the amount of time investment 

they want to make. 

E 

Kill Quests ask you to go out and either kill a number of creatures or a 

named NPC. These types of quests are often best to do in a group if time is 

an issue. While the experience of the kills is spread out among the group, 

everyone gets credit for the kills. Often when killing an NPC for a quest you 

are required to bring back proof of the kill. These quests allow all the group 

members to loot the item off of the corpse and do not have to be repeated 

in order for all members to get the item. The few exceptions ask that you 

complete the quest alone. 
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Collection Quests require that you go out and get a specific number of items 

either from a location or from creatures. These can be done in groups to ac- 

complish the quest safely; note that only one of the item at a time is lootable 

from any creature. Unlike the Kill Quests requiring you to bring back a head 

or item, these are not shared quest items. 

Collection Quests are often quite slow when done with other people. Even 

having competition in the same area for kills or ground spawns of the neces- 

sary type can be challenging. It is best to take care of Collection Quests 

when you are in the mood to solo and are playing during quieter server 

times. For example, if you log on during prime time, try to run instances or 

do Kill Quests, Battlegrounds, and those types of activities. Early in the day 

or late at night, Collection Quests become FAR more efficient. 

DELIVER QUEM o om 
These quests require that you deliver an item from one place to another. 

The risk isn't in facing any particular creature or killing anything on your 

way (generally speaking). The risk comes from traveling through hostile 

territory and making it through alive. As an additional challenge, some of 

these quests are timed. Packages must be delivered within that time in order 

to be successful. 

Delivery Quests often have very poor rewards and are not enticing in the 

short run. Yet, it is useful to pick up such quests when you can and wait until 

you are in the right neighborhood before completing them. “Oh, I’m in West- 

fall tonight, | better drop off this 

letter." Keep such quests items in 

your bank to save bag space, and 

try to remember to take the good- 

ies out before jumping on a flight. 

The main reason to bother with Delivery Quests is that many lead into 

chains. Longer quest chain start in mundane ways at times, and the rewards 

at the end of the quests are sometimes quite nice. 

EscomPQuENSMEEE om 0s 
Escort Quests ask you to keep an NPC safe as you travel through dangerous 

territory. These are often difficult to solo, and an entire group can benefit 

from completing it together. Often you must defeat creatures that attempt to 

kill the person/creature you are escorting and keep the escort safe until they 

reach a designated location. 

Stay close to the quest NPC at all times. Should you stray too far from the 

NPC, the quest fails and everything must be started again. When that hap- 

pens, look in your quest log, abandon the quest, and talk to the escort NPC 

again when they respawn. 

QUEST MODIFIERS - B. 
Not all quests play by the same rules. Some quests are race/class specific, 

and others are only given by certain factions. These quest modifiers are 

explained below. 

FACTOR QUT tem 
Faction quests involve gaining faction with an NPC or group of NPCs in order 

to complete the quest. This can involve killing opposing NPCs or by doing 

some task that they would like done. Because the Reputation System can rise 

and fall based on your actions toward certain factions, these quests are often 

repeatable. Thus, you have a means of staying in good graces with a faction 

even if there are occasional problems (Sorry | killed your Auntie, but here is a 

Troll Necklace!). 

Note that repeatable quests are designated with blue symbols over an NPC’s 

head instead of the normal gold symbols. 

Class Quests are specific to one 

class. These quests grant new 

abilities or special items to the 

character that completes them. 

These can be done in a group 

or solo depending on your own 

abilities, but the group gains little 

unless they are of the same class. 

Find other characters entering the 

Class Quest or try to help others : 

doing their own quests in return for assistance on yours. 

Class Quests are most often found from class trainers or with NPCs who $ " « 

are near your class trainers. At landmark levels (10, 20, 30, etc.) you are | EN 

most likely to gain something of this sort; they are not found randomly orat i ; 

unimportant levels. 

QUESTS m s 
Quest chains are part of a larger and evolving storyline. As players accom- l 

f 

plish each part of the quest chain the line gets more difficult. The last quest £ .— 

is often a final encounter against a boss monster. Many of the major quests PEL 

in Instances start off in a mild way, with a quest out in the world. Look into 

quest chains for greater rewards. 

f e 
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Elite Quests pit you against NPCs that are indicated as being elite. These 

NPCs have more health than others of their level and are much tougher to 

kill. These are generally group-friendly quests and may take you and your a 

group into Instances. Elite Quests often take the most time to complete. iyi Set 
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Quests that are specifically noted as Dungeon Quests are going to take your 

group into an Instanced Dungeon. These are major locations that many other 

players are likely to know. If you haven't been to such a place before, ask 

others to group with you and give you the full tour. Let people know ahead 

of time that you are new to the Instance so that they know to explain more 

complex aspects of the quest. Also try asking group members if there are 

sharable quests for the Instance that you don't have yet! 

FINDING AND COMPLETING QUESTS 

It's easy to find quests in many areas. Quest givers that have quests available 

in your level range have yellow exclamation points above their heads. NPCs 

that have a silver exclamation point above their head have a quest waiting for 

you in a couple of levels. 

Once a quest giver has given you all the quests they can, no more exclama- 

tion marks hover over their head. 

After right-clicking on a quest-giving NPC, a quest log appears to 

tell you what the quest is all about and what kind of reward you 

shall receive. Players have the option of either accepting the quest 

or turning down the request. Don't worry if you turn down a quest. 

It is possible to return to the NPC to get it once more. Just be careful about 

turning one down that may be a part of a series, because you might miss out 

of something fun later on. 

Quests are stored in your log file on your hotbar and can be brought up 

by using the default ‘L’ hotkey. Twenty quests can be stored in your log at 

any time (any further quests are ignored until some of the current ones are 

completed or abandoned). 

Your log file automatically organizes your quests for you and puts them 

into categories based on where the quest was received (or, in special cases, 

the log lists if the quest is a class or crafting quest). It also is color coded to 

indicate how difficult a quest is for you. 

26 

To save a lot of running time, duster your quests by doing several in one area at a time - 

rather than running around from place to place. For that matter, complete several quests 

in a specific section of a map before returning to town (this is very efficient and leads to 

faster leveling). 5 Y ue 
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Grey indicates that the quest is easy and only gives a fraction of normal 

experience for having completed it at a lower level. Generally this is as 

little as 1/10th of the entire possible experience. Don't let fun or important 

quests fall to grey before they are turned in, and consider abandoning 

quests that are grey. 

Green indicates that a quest is easy with a minimal amount of danger. 

The first level at which a quest becomes green does not reduce its reward. 

Afterward, you will receive slightly reduced rewards for quests that are 

completed after becoming green, but the ease of completing such tasks 

mostly negates this penalty. 

Yellow indicates that the quest is within equal range of your level and has 

significant risk even with with proper preparedness. These can be accom- 

plished either alone or with a minimal group. At this range experience is right 

on target for your level. 

Orange indicates that the quest is difficult and will most likely need a group. 

Yet, with potions at the ready and a solid background in your class, most 

orange quests are doable. 

Red indicates Danger! Danger! Danger! With a group you can certainly pull 

it off, but it's likely a good idea not to solo a red quest unless you already 

know it (by completing it with another character). Death may be the only 

thing you get out of going up against a quest that difficult so soon. Give it a 

level or two and watch to see when it changes to orange or yellow to make 

it more attainable. 

UNES IW o o ESL T 
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High Quest Experience (Items of Higher Level) 

m Very High Experience (Items of Considerable Power for Current 

It is as easy to find the end of a quest as it is the start of one. Ending quest 

Requires Group 
Level) 

NPCs have a yellow question mark over their heads. In addition, these 

NPCs appear on your mini-map, so guiding your character back to them is 

very easy. When returning to town, look for the golden dots that indicate a 

tracking target for the mini-map; quest NPCs show up when their quests are 

completed, and highlighting these dots will list the name of the NPC. 
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Make sure to double check on NPC th TIT a quest in to. They may have another 
yellow exclamation point over thei irhe X uds J they have another quest or a follow- 
-up quest for you. For that matter, an NPC tha 1t talks or starts an Mir yom 
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When finishing a quest, you are given a reward beyond experience. Rewards 

are often in the form of cash and/or a choice of objects. Even if you are 

unable to use an item, it is possible to sell it to a vendor. Quest items are 

soulbound and cannot be traded between players; sell unusable items to a 

vendor and enjoy the extra cash. Or, if you are an Enchanter, disenchant the 

item and use the ingredients to improve existing equipment. 

Read through your combat log after completing quests. Notice that many 

major quests provide a healthy boost to your reputation with one faction or 

another. This is a great way to get various groups to like your character. 

T $ SHARING 
An exciting feature of WoW is the aM to share quests. If your character is 

pl PCO FO a m 
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the only person in a forming group with a certain quest, it is easy to “give” 

the quest to everyone else in the party. In effect, you become the quest giver 

for the others, though they return to the normal NPC for their completion 

rewards. 

You cannot share quests if there are prerequisites that the rest of the group 

members haven’t accomplished (or if the quest is class/race related and they 

aren't of said class/race). You also cannot give them a quest that requires 

that a specific item given by the NPC (like a special Moonvial or package). A 

message lets you know if your quest has been successfully accepted or if the 

other person doesn't meet the requirements or has a full quest log. 

You cannot receive quests again if you have already completed them. If 

your quest log is full, you have to abandon one of your quests and the other 

person will have to share it again. 

To share a quest, open the quest log and click on the quest that you want to 

share. The option is there to abandon or share the quest; choose "Share" and 

your entire party is queried with that quest (if they accept it, you are good to 

go). When looking at the screen, it even says how many characters in your 

current group are also engaged in quests that you have. If a quest has a [3] to 

the left of it, three other people in your group have that quest as well. 

At any time, you are free to abandon a quest. This clears the quest out of 

your log (making room for other quests). The original NPC that gave you the 

quest resets, thus enabling you to start the quest again at a later point. You 

can abandon quests for the quest log space, for convenience (if you know 

you won't do the quest again), or to make a second attempt at a quest you 

have failed. Timed Quests and Escort Quests are the most likely to fail; these 

should be abandoned and tried a second time. 

The lives of adventurers would be short indeed if death were a permanent 

fixture in MOGs. Either that, or people would spend FAR more time inside 

inns, hoping that various abominations wouldn't burst through the door. To 

make the game world a bit more fun, and a lot more survivable, Blizzard has 

implemented a system without vicious death penalties. This section explains 

the various types of death that your character could face and how to respond 

to these problems. 

Characters that are slain drop to the ground and are taken out of your control. 

It is impossible to move, cast spells, emote, speak normally, or do anything 

of importance to yourself or your group. Private and guild messages are al- 

lowed, so you can message nearby folks to let them know if you need a Rez. 

Your character enters this state when his or her health drops to zero. Falling 

from too high a distance, being struck by physical or mystic forces too many 

times, or drowning can do this. There is no starvation in WoW, nor are their 

status effects that directly cause death (though poisons and damage over time 

abilities can and will kill you whether you are still in combat or not). Keep 

your health high and life goes on. 

When a character is slain by monsters, there is a 1096 hit to the durability of 

all currently-equipped items. This can be a fairly painful slap to your money 

when it comes to repairing the pieces (especially at high levels). If you are 

planning to intentionally get your character killed off (for fun, roleplaying, 

etc.), consider taking off especially pricey gear ahead of time. Those who 

use Spirit Healers to Rez normally lose 25% of their durability to ALL carried 

items, not just equipped ones. Very painful indeed. 

 DenmSme ME NÜÉES etme 
Instances won't allow characters to return to their corpses; this would make 

it too easy to regroup and continue fighting in difficult Instances. Though 

Resurrection spells and Soulstones work in the same manner inside and out- 

side Instances, trying to Release and Return to your body fails. Instead, your 

character automatically revives when they enter the Instance. 
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The penalty here is simply that parties aren't able to survive losing a character 

during an Instance run without using either Resurrection or a Warlock Ritual 

of Summoning (once the person has revived normally). Of course, if the 

enemies of the Instance haven't respawned yet, the newly spawned character 

can run back to the group on their own without needing to clear anything. 

DeareovwMESBRITLEFELD <= 
Player versus Player deaths are the most trivial of all in terms of system penal- 

ties. Everyone is there is to fight honorably and die trying, so the game me- 

chanics are extremely lenient on the characters. No durability hits are taken 

from PvP deaths. In fact, characters that are slain inside the Battlegrounds are 

brought back to life after a short delay; a nearby Spirit Healer does the work 

for them and returns the fallen fighters to full health and mana. Pets are even 

restored as well! Thus, hit release when your character falls in battle during 

the Battlegrounds and wait for the fun to start again. 

THE PATH TO BETTER HEALTH 
There are several ways to respond 

after your character dies. Each 

method of revival has different 

consequences, so it is wise to 

learn all three methods before 

stepping onto the field of battle. 
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RETURNING TO Your Bopy 

(RELEASE-AND-RETURN) =e” 
The most common method of revival comes from Releasing and Returning 

| to your corpse. Click on the Release button that appears once your character 

falls; this teleports you to the nearest Graveyard for your faction. As a spirit, 

you can see the world around you, but other characters and monsters are 

hidden from view. Only other spirits of your faction and the nearby Spirit 

Healer are visible. 

A pointer on the mini-map appears to lead you toward your body; there is 

also a small gravestone to mark your corpse. Follow the pointer and don't 

worry about random monsters. Take a direct path and only avoid a fast route 

if the land prevents a direct run; as a spirit, you can even walk on water. 

Once you get near your body, the line between life and death blurs (this 

causes monsters to become visible to your spirit). Move within a radius of 

40 or so yards and an option appears to revive. Click on this in a spot where 

you are safe from the aggro of nearby monsters or PvPers. If you died deep 

-— underwater, you have to fully submerge to get in range to revive. 
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Reviving in this manner has NO penalty toward your character's experience. 

Also, you are returned to your body with 5096 of your maximum health and 

mana (these return normally after that point). There is no Resurrection Sick- 

ness, and you are free to adventure normally. 

RrsuRREGHOMNMRER) ^o oom 
If there is an allied person in the area where your body falls, Resurrection 

may be possible. Shamans, Paladins, Priests, Druids, and Warlocks have vari- 

ous powers to Resurrect characters in some way, shape, or form. In the first 

three cases, Shamans, Paladins, and Priests cast spells on corpses that call 

the spirit back to the body. The player in question receives an accept/decline 

button to let them know that Resurrection is being used on them. This works 

even if the person has already released and is heading back to their body as 

a sprit. 

When Resurrected your character appears almost instantly in the area, alive, 

but not well. Depending on the spell used, your character may have as little 

as 196 of their health and mana. 

There are no penalties to accepting a Resurrection. Your characters suffers no 

experience penalty or long-term attribute harm. Thus, the tradeoff with Resur- 

rection over a release and corpse run is a matter of time only. 

DRUID REBIRTH 

Druids are able to use a spell called Rebirth to Resurrect a person. This spell 

has a 30-minute timer and is used in battle to bring someone back to life with 

a fair portion of their health and mana (it's a set quantity, based on the rank 

of Rebirth used). This spell allows Druids to save a primary Rezzer in the 

event that a group or raid is in very bad shape. In raid PvE content and the 

Battlegrounds, Rebirth is a tremendous advantage to everyone involved. 

A Seed reagent is needed for Rebirth. These are purchased in major cities and 

carry a trivial price compared to their value for preventing catastrophic wipes. 

-"- 



WARLOCKS AND SOULSTONES 

Warlocks are able to Resurrect as well, but it’s a special case that merits an 

explanation. Warlocks turn Soul Shards (collected from enemies as the crea- 

tures die) into various stones. One of these items is a Soulstone. Warlocks use 

these on other characters. 

If you have a Soulstone, the game immediately asks if you wish to revive 

when you die. Your character returns to life in the location where you fell. 

The Soulstone is destroyed in the process (though if you use a different 

method to Resurrect, the Soulstone is not used). 

This power is quite good for use in Instances, where losing a character who 

has Resurrect might mean the end of a good expedition. Even a total party 

wipeout can be reversed with these items (almost always give the Soulstone 

to the group's primary Rezzer). 

THE SHAMAN SELF-REZ 

A wonderful ability of Shamans is the power to Resurrect themselves. This 

requires that they have Ankhs in their inventory (purchased from vendors 

in major cities at a trivial price), and Ankhs can only be used once an hour. 

This spell is learned at level 30, and after that point Shamans become an 

incredible tool for groups and raids against total wipeouts. If everyone goes 

down, the Shaman should wait and find out if anyone is using a Soulstone 

from a Warlock. If not, the Shaman pops back up and starts Rezzing the rest 

of the group as soon as they can. A self-Rezzing Rezzer! Who could ask for 

more? Note that this does not need to be cast ahead of time. Simply having 

an Ankh in your inventory after the spell is learned is enough to trigger the 

option after death. 

GOBLIN JUMPER CABLES, 

FOR THE NON-REZZERS 

Okay, so we saved one of the secret tricks for last. Even non-Rezzers have 

a chance to save their buddies if they are Engineers with 165 skill and have 

Goblin Jumper Cables. This item is used to attempt a Resurrection. There is 

a 30-minute timer on the Cables, so be sure to use them on a Rezzer. Also, 

remember that this is a fine piece of Goblin Engineering; that means you very 

well might end up dead just for trying to use them! They deal 100 damage to 

you when they fail. 

o 
Rogues with Goblin Jumper Cables are especially valued. In the event that 

a group or raid wipes multiple times and uses its full supply of tricks to Rez 

itself, the Rogues can run back to the dungeon, stealth past mobs that have 

respawned, and try to save a Rezzer. Sending several Rogues to do this may 

mean the difference between a brief wipe or losing an entire raid to bad luck 

and having to reclear a major raid dungeon. 

THESPRPMENMERS mee 
Okay, so there had to be a costly method somewhere. People who cannot 

retrieve their bodies, are too tired or frustrated to try, or who want a VERY 

fast Rez can choose to Resurrect at the Spirit Healer. 

Every Graveyard has a Spirit Healer. These floating figures of death and 

rebirth return people to life where their spirit stands (thus, you appear at the 

Graveyard of the nearest allied faction). Even if you make the long run to a 

farther Graveyard and use their Spirit Healer, your body appears at the yard 

closest to your corpse. 

Do you lose experience? Nope. That doesn't even happen here. However, 

you do lose more durability than you would for a normal death. Beyond that, 

Resurrection Sickness hits your character. This debuff lasts for a short time 

and prevents your character from fighting well. Thus, you take a financial hit 

in terms of repairs, and you are forced to fight very soft enemies for a while 

or run the risk of dying again. 

Does this mean that the Spirit Healer is a bad deal for most players? Yes, most 

of the time it does, but in no way is the Spirit Healer a bad thing to consider 

in special cases. If you are so far away from your corpse that a run would 

cost major time and frustration, it might be worth a Rez at the Spirit Healer. 

Or, if you die way out in the ocean somewhere, or at a place that is almost 

unreachable anyway, it's worth avoiding the trouble. 
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MOVEMENT HOTBAR 

E TM. 

without changing Alt + Hotbar Key (PC) 

Targets 

Secondary Action 
RL + Hotbor K 

CTRL + F1-F10 Special Action Button 

Open/Close Game 

Menu 

I h 
SHIFT + 1-6 is through Hotbars 

SHIT +7 
SHIT 8 

Use ability on Self 

Lea LT ae 

BU s ee 

iam 
Toggle Sit/Stand 

Sheathe / 

Unsheathe Weapon 

Toggle Run/Wak 

It's actually quite easy to start moving around and controlling your character 

—— in World of Warcraft; the system is quite intuitive. Still, there are always 

commands that you won't think of right off the bat. This section explains 

more about the command system and the macros that can be used during 

gameplay. Guild commands and aspects are discussed later in the guide. 

GENERAL COMMANDS 
General commands can be bound to keys or typed out fully. These control a 

___ wide array of speech and combat options. 

E 
b 
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TARGETING 

l Torget Self 

Torget Party Members 

-m 

F2-F5 

SHIFT F1 - F5 

CTRL + TAB 

m» wo 

Target Party Pets 1 - 5 

Select Front Hostile 

Target Toggle Hostile 

Targets 

Select Last Hostile 

Torget 

Target Nearest Friend 

CTRL + SHIFT + TAB Target Previous Friend 

Switches your target to that of the person named; If no name is used, your 

current target is selected as the default for the assist. 

on spells or press their equivalent hotkey) 

/em [message] Creates a custom emote 

/assist “Name” 

/follow Follows the current character from your faction (great to bind to a hotkey) 

Invites "player" into your current group or starts a group with “player” as 
/invite [player] 

the second person 

Jogot Exits your current character, cannot be done in combat; takes 20 secs. unless 
ogou Nae ie 

in a city 

/party or /p [message] Puts up text in a different color that is only heard by group members 
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INVENTORY 

p v6 Open/Close Backpack 

FB [ Open/Cose Bog 1 
[BP | Open Case Bag 2 
[HO | Open/Close Bog 3 

Action 

(dup | 

Home | Next Comer View — | 
d PeimsComenVew - 
ES [mw | 
Dos Uwe o 0 $08 

Right Mouse Button D 

Open/Close Bag 4 

Open/Close Bag 5 

Close All Bags 

Open/Close All Bags SHIFT + B 

On PvE and RP servers, this flags your character for PvP combat; even if 

you toggle this by typing PvP again there is a five minute delay before you 

become unflagged 

Replies to the last person who whispered you 

Rolls a random number with “X” being the maximum roll (100 is the 

/say [message] Speaks out loud; anyone nearby will hear you 

Your character stands back up (or move forward to automatically have your 
stan 

character move) 
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DISPLAY 

i. XM ul 
Show Name Plates 

AT +Z Toggle HUD 

F13 Wad) 

am 
Initiate Chat Command 

Reply to a /whisper 

or /tell 

Initiate Emote 

Initiate Voice Command 

hisper to | Shift aR ln isper to last person 

whispered 

Key HN us 

(ieee . 9 

Print Screen (PC) Capture Screenshot 

CIRL S Toggle Sound i 

Master Volume Up Uu 

Moster Volume Down EC 

/tell or /t [player] [message] Sends a private message to "player" b 

whisper or /w [player I3 

ie deis Sends a private message to “player” m. 
[message] wes 

ciem Places the person named onto o list of people that cannot message you; (As 
/ignore "Name 

you also won't hear them /say, /yell, emote, invite, mail, etc. 

Used to search for specific people, to list characters of a given level range, 

/yell [message] 

or characters found in a specific area (Examples: /who 10-11 for a level 

search, /who Kayol to see if there are people with that type of name, 

/who Winterspring to see who is playing in Winterspring) 



Chat Channels are extremely useful for interactions with both public players 

and friends. There are default channels, like World Defense and General, that 

you Cannot control (save to leave them or re-enter them), and there are also 

ones that you can create and moderate on your own. 

Some ideas for Chat Channels: if you have close friends who aren't in a guild 

with you, make a private Chat Channel with a name that all of your buddies 

can remember. Type /join MidlandHigh (if your friends were from such a 

high school). 

For channels that you are already in, speaking is a matter of typing /1, 

/2, etc. So /1 Hi everyone might say Hi everyone in General if that 

was the first channel in your list 

Lets anyone who messages you know that you are away from keyboard afk 

dnd "Y" "X" Creates an autoreply so that people who message you get X as a 

response (Example: We are raiding Molten Core, Talk Later) 

/ha 

/# (#=Number of Chat Channel) 

/ 

/ 

Toggles whether a channel displays people entering and leaving 

Bans ployer X fom wing the chanel 

lists ond explains Chat Chanel commands 
“Number” Lists the characters logged into the channel “Number” 

| Aoin ̂ X" /channel "X" /chon “X” | Joins Channel "X" 

Kicks character "Name" out of the channel 
/leave, /chatleave, /chatexit Tokes you out of the listed channel (you can use the name or number of 

[channel] the channel to do this) 

/mod "Name" /moderator “Name” | Makes the named person a moderator for the channel 

(cttam Stops the named person from being a moderator 
Name" 

Toggles whether the channel can be moderated 

P | rd fies ee Creates a password to protect the channel from unwanted visitors 

/chatlist "Number" /chatwho 
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Macros are used to create automatic actions (sometimes entire groups of 

them) that are used with a single key press. 

C "OTT 9 - C an 

s Click on the text bubble by your chat bar and select Macros from the menu 
there; this brings up the Create Macros system 

a Select whether a macro will be a general macro or a characterspecific macro 

® Select “New” then use one of the icon available and name your macro 

nD At the bottom of the seen, type in the text for your maro; 
commands can be used — Bee 

"m. 

any mix of standard 
> 

E X Oa 

Qe E A E 

e Roleplaying while using abilities 

«JP Used to shift equipment or use several abilities in tandem 
Mert othe players to problems or dangers 

ZP Inform people about rules or protocols 

Macro Name: Assist 

Macro Text Line 1: /assist “Name of Main Assist” 

Macro Name: Sap (Rogue) 

Macro Text Line 1: /cast Sap(Rank £)—4 is the Proper Level of Your Sap Ability 

Macro Text Line 2: /p Sapping %t 

Macro Name: Bandaging You 

Macro Text Line 1: /script SendChatMessage(“Hold Still, Bandaging You" ," Whisper" ," Language To Be Used”, 

UnitName(“torget”));—Language Would be Common in Mony Cases 

Macro Text Line 2: UseContainerltem (#,#);—Where #,# is the Bag You Are Using and Slot Within Thot Bag 

* Bags are (0) Backpack through (4) For Left and slots are (1) Upper Left to (n) Lower Right 

Macro Name: Loot Rules 

Macro Text Line 1: /say Group Loot for today will be used 

Macro Text Line 2: /say Need can only be rolled for item upgrades that will be used 

Macro Text Line 3: /say Greed is rolled for Bind on Equip items OR on Bind on Pickup Items if you are an Enchanter 

Macro Text Line 4: /say Pass on Bind on Pickup items if you are not an Enchanter 

Macro Name: Raid Conduct 

Macro Text Line 1: /ra Do Not post in raid chat unless you ore a group leader or the information is VITAL 

Macro Text Line 2: /ra Keep chat to private channels or within your group 

Macro Text Line 3: /ra Inform your group if/when you go /afk ond put /follow on a healer 

Macro Text Line 4: /ra Pay extra attention to all attack and cease fire orders 



Dwarves and gnomes have been part of the Alliance for quite some 

time. These industrious folk have also supported each other, and that 

shows in the way both races live in close proximity without savaging 

each other every few years. Yet, there are clear differences between 

these two cultures. The dwarves are strong, courageous, and proud. 

They produce blades, guns, armor, and great buildings of stone. 

Gnomes are more inquisitive, building gadgets that are not always of 

immediate use or even known purpose. Together, the two races make 

Dun Morogh a land of many trades. 
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Gnomeregan 

Frostmane Hold 

Southwest Dun Morogh 

Chill Breeze Volley O N OO u 

The Grizzled Den 

Kharanos 

Steelgrill’s Depot 

Coldridge Pass 
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9 Coldtidge Volley 
10 Anvilmar 

11. kefiow Lake 

12 Shimmer Ridge — 
uir. th T EL 

16 Gol'Bolar Quay and Mine — 20 Noth Gate Outpost 

17 Far Eastern Dun Morogh 21 South Gate Pass 

18  Helm's Bed Loke 22  lronforge (Capital City) 

19 North Gate Pass 

13 Eastern Dun Morogh 

14 Misty Pine Refuge 

15  Amberstill Ranch 
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Anyone who suddenly appears inside Ironforge or any number of Dwarven 

Strongholds might think that the land outside was blasted with heat and 

steam. Yet, Dun Morogh is a cold land, high in the mountains where a biting 

wind becomes one’s frequent companion. Between the rocky crags and icy 

lakes, the Yetis, Trolls, and beasts find their niche, but there are rewards in 

E this isolated land. Potent herbs find a way to poke through the snows, desper- 

ate for light, and metal seems to pour up through the earth as well. For the 

wary eye, Dun Morogh is a place of great riches! 

LTEM 

A 

-ANVILMAR 
Anvilmar is a place of rest in southern Dun Morogh. Mainly a dwarven site, 

the merchants, trainers, and travelers who come through are often on their way 

to more comfortable climates. Luckily, your first steps are quite safe. There is 

very little danger from the weaker troggs and wolves that dominate the hunting 

«i à grounds nearby, and people are friendly in Anvilmar, offering many quests and 
4 -- services to those who are willing to work. 

Sten Stoutarm has work for you (Dwarven Outfitters). He’s willing to make 
"^ 

you some gloves if you bring him eight pieces of Tough Wolf Meat. Accept 

$ his offer and head south to find 

the wolves. They are weak and do 

not pose a danger to you. 
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With the required meat in your backpack, return to Sten for your reward. 

Now that he knows he can count on you, he has more work for you, as do 

others in the area. He'll have a message for you from your class trainer and 

some mail he needs delivered. Accept Coldridge Valley Mail Delivery and 

speak with Balir Frosthammer for more work. 

This local toughman is angry at the Troggs for their recent attacks; instead of 

ignoring the “buggers,” he wants to bring them to heel. He asks you to slay 

five Rockjaw Troggs and five Burly Rockjaw Troggs (A New Threat). Both are 

found in the local fields, though more Burly Troggs can be found in camps 

west of Anvilmar. 

ae 0 7 

Your backpack is nearly full. First, take the time to look through it and see if there is 

any usable equipment for you. If there is, equip it. Second, become familiar with any 

recovery items (potions, food, drink, etc.) you've accumulated. Everything else that can 

be sold to vendors should be. Os 

Head up the path and into Anvilmar. Speak with your trainer to complete 

your first class quest and to learn your level two abilities. With everything 

in town accomplished, head south across the wolf fields and engage the 

Rockjaw Troggs. 

The Rockjaw Troggs are fairly easy fights, aren't aggressive, and won't double 

team you. At most you may need to rest a short while between fights to 

recover mana and health. There are a few Burly Rockjaw Troggs in the hills, 

but if they are scarce, head along the path west from Anvilmar. 

As you're traveling, consider killing any enemies that are your level or lower. The 

enemies around Anvilmar are fairly weak and the additional experience and usable 

equipment make it worth your time. 

t 5 f Jiki 



Take the path west of Anvilmar to Talin Keeneye’s camp. Talin is grateful 

for the mail and lets you know that not all the mail is for him. A letter is for 

Grelin (Coldridge Valley Mail Delivery). Talin makes a living by hunting 

the boars in the area. Recently, however, there are so many boars that it has 

become dangerous for him. He'll reward you if you can help him by killing 

12 Small Crag Boars (The Boar Hunter). 

The boars are everywhere around his camp. Head out and start killing. Watch 

your health and mana; rest between fights if either is low. The boars aren’t 

terribly dangerous, but they're higher level than your targets thus far. Kill the 

required Small Crag Boars and return to Talin for your reward. 

As you only have a single backpack, your inventory is getting full. Make 

a quick stop back at Anvilmar to sell, search for upgrades, train (if you’ve 

gained level 4), and speak with Balir once again for your reward. 

Stopping inside Anvilmar reveals that Felix Whindlebolt would like to have 

a word with you. He tells a story that is common among the Gnomes. In his 

haste to escape the catastrophe in Gnomeregan, some of his belongings were 

lost. He’s fairing better than most since he knows where they are. He saw 

trolls taking them to their camps in the southwest. Felix asks you to recover 

his belongs for him since he isn’t an adventurer (A Refugee’s Quandary). 

Now it is time to deal with the letter to Grelin Whitebeard. If you are 

nosy, you can read it. Wow! It’s signed by Magni Bronzebeard, the King of 

Ironforge. This must be really important and you shouldn't delay its delivery 

any longer. Head southeast across the snows to the end of the path and 

Grelin’s camp. 

Grelin is pleased to receive his mail and tips you for the service. He’s also 

very eager to conscript you into the service of Ironforge. The Troll Cave to 

the south needs to be dealt with before it can become a real threat. He wants 

you to kill 14 Frostmane Troll Whelps for your reward. Nearby, Nori has a 

predicament. He's got a delivery of Scalding Mornbrew that needs to get to 

Anvilmar before it gets cold. He's got a fire to keep it hot and you're going 

the other way, so avoid the quest for now (it's a timed quest). 

To the southwest is the troll cave and inside the trolls you need and Felix’s 

belongings. The Frostmane Troll Whelps are much more aggressive than the 

enemies you've fought so far. They will attack you if you get close (called ag- 

gro) and they come to the aid of their friends if you're not careful. The outer 

trolls are spread out so this isn't as much of a worry. Keep the fights quick 

and pull back if reinforcements are nearby. 

Felix's Bucket of Bolts is near the campfire at the entrance to the cave. Stick to 

killing the Frostmane Troll Whelps outside the cave as inside is more danger- 

ous. If there are enough of the trolls outside, you won't even need to venture 

within the cave just yet. Once you've killed enough Frostmane Troll Whelps, 

don't delay in returning to Grelin. 

While you were attacking the cave, a group of trolls attacked Grelin's camp. 

Everyone's okay, but the trolls stole Grelin's journal and he wants it back. 

Grelin got a reasonable look at the troll that took it and wants you to kill 

Grik'nir the Cold to retrieve it (The Stolen Journal). Head back to the troll 

cave. This time you need to go inside. 

While the constant fighting may cause you to rest more often, do not try to 

sneak past the Frostmane Troll Whelps. Kill everything on your way inside. At 

the first intersection, take the tunnel going north. Choose your targets carefully 
and avoid fighting large groups of enemies at the same time. The tunnel opens 

into a large cavern with Grik'nir at the back. Follow the ledge along the left 

wall and kill your way down. 
TM 

Pull the enemies one at a time until Grik’nir stands alone. He's a tough fight A 

and you don't want any of his friends helping. Without friends, kill Grik’nir — ; 
and recover Grelin's Journal. 

It’s been a good while since you were near a merchant and your inventory shows it. e 
Once your inventory is full you can't pick up any more items, including quest items. Take 
the time to destroy some of the less lucrative items in your inventory when you need 
room for quest items. Af, 

Less lucrative items are items of — ond lowest armor (symbolized by the 
grey name). This means grey cloth tems re often the first to be dropped. fs ud 
l odes pudo ] ndi ate 
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Exit the cave as quickly as caution allows. Don’t try to run past any trolls that 

have respawned. Take the time to kill each one. Once out of the cave, head 

east to the next troll camp. You still need to collect Felix’s belongings. Felix’s 

Chest is sitting beside the fire at the first camp you come to. Exercise the same 

caution attacking this camp as you used in the cave. Kill the enemies one at a 

time until you get to the chest. 

Grab Felix's Chest and head northeast to the final troll camp. Felix's Box 

is just inside the camp. Recover it and head back to Grelin's camp. Grelin 

rewards you for his journal and asks you to deliver a report to Mountaineer 

Thalos for him (Senir's Observa- 

tions). As your next stop is Anvil- 

mar, speak with Nori Pridedrift for 

the Scalding Mornbrew Delivery. 

This quest is timed, so don't delay 

much on your way to Anvilmar. 

Durnan Furcutter is in the very back of Anvilmar awaiting his Scalding Morn- 

brew. He enjoys the mug of Mornbrew and, as a kind soul, asks if you would 

return to empty mug to Nori (Bring Back the Mug). Return Felix's items on 

your way out of Anvilmar. He's very pleased to have them back and rewards 

you with some coin. Sell any excess loot and make a quick run to return the 

mug to Nori. 

' The work for you in Coldridge Valley is finished. Stop by your trainer in 

Anvilmar if you've reached level six. Consider spending some time killing if 

you haven't reached level six yet. Follow the path east from Anvilmar when 

you're ready to make the trip to Kharanos. 

The trail ascends to the tunnel entrance. Mountaineer Thalos warns you of 

` the trogg infestation in the tunnel. At first, Thalos advises you to stay in An- 

vilmar until the tunnel is cleared, but when you show him Grelin's letter he 

realizes the import of your trip. He gives you directions to Kharanos and bids 

you a safe travel to Senir Whitebeard (Senir's Observations). 

Stranded outside the tunnel entrance is Hands Springsprocket. He has a 

delivery to make to the inn at Kharanos, but can't get through the tunnel with 

' the troggs in the way. He asks you to make the delivery for him as you're 

heading through the tunnel already (Supplies to Tannok). 

Head into the tunnel with your weapon ready. The troggs are very aggressive 

and do not back down from the fight. Kill them as you move through the tun- 

nel and to Dun Morogh proper. 

It's quite a hike to Kharanos, but 

follow the stone path and you 

can't miss it. 
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Standing by a tent at the entrance to town is Senir Whitebeard. Deliver the 

report to him. He mentions that he'll have work for you later and rewards you 

for your work thus far. There are others who wish to speak with you, but first 

head to the inn on the east side of the road. Deliver the supplies to Tannok 

Frosthammer and speak with Innkeeper Belm. He can set your hearthstone to 

return you here if you ask him to make this inn your home. Do so. 

Head outside and speak with Ragnar Thunderbrew. He's run into a bind. 

The trapper that used to supply him with crag boar ribs enlisted in the King's 

Army and was deployed elsewhere. He's willing to give you the recipe to 

cook Beer Basted Boar Ribs and even a sample if you collect six Crag Boar 

Ribs for him and buy a Rhapsody Malt from the inn. Accept the quest and 

head across the street. 

Tharek Blackstone makes tools and is constantly supplying Steelgrill's Depot. 

The latest shipment is ready and he asks you to drop it off on your way out 

(Tools for Steelgrill). Head northeast over the hill to Steelgrill's Depot. Kill 

any boars you come across on the way. 

The tanks and mechnostriders are a dead give-away for Steelgrill's. Speak 

with the pilots and mechanics on your way in. Pilot Bellowfiz needs help 

Stocking Jetstream, his tank. He asks you to get four Chunks of Boar Meat 

and two Thick Bear Furs. Pilot Stonegear wants to make a rug for the inside 

of Trollplow. Eight Wendigo Manes should be enough. You can get these 

from The Grizzled Den. Loslor Rudge needs you to recover a lost shipment 

of Ammo for Rumbleshot. The previous courier was frightened off by the 

wendigo west of Kharanos. Before heading out with all this work, remember 

to deliver the tools to Steelgrill. 

Head southwest through Kharanos, to the Grizzled Den. The wendigo are 

very aggressive and dangerous. The Young Wendigo outside the cave can 

drop the manes and the ammo crate is in the camp, so there is little reason to 

enter the cave at this time. 



Kill the boars and bears in the area while killing the wendigo near the 

cave entrance. Grab the ammo crate when you need a break from fighting 

to recover. Watch for the snow leopards in the south. They aren’t terribly 

dangerous, but they are aggressive and run around a lot. With Kharanos so 

close, return to sell excess loot should your inventory fill up. As the boar 

meat is sellable, be careful about emptying your entire inventory. Keep the 

items needed for your quests. 

Wendigo can be skinned for their leather. In pm c emu drop coin i: 

cloth. Add to that the supply of copper in their dungeon and herbs nearby and you have 
an area that is perfect for crafters, even in groups. LowJevel characters interested n 

raising their new trades often find that the Wendigo offer much wie d ̂y nanding little. 
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With your quests finished, return to Kharanos. Stop at the distillery to pur- 

chase the Rhapsody Malt and bring it and the Crag Boar Ribs to Ragnar. Senir 

now has work for you. Speak with him about Frostmane Hold. The trolls near 

Brewnall Village have been more active of late and he needs you to poke 

around and kill a few to see what's going on. Accept the quest and head back 

to Steelgrill’s Depot for more rewards. 

Bellowfiz appreciates all the hunting you did for him. He pays you for your 

work, and asks another task of you. He needs something to drink on the 

road. Evershine is his favorite and can only be bought in Brewnall Village. 

Head back to Kharanos then follow the road south toward Coldridge Valley. 

Hegnar Rumbleshot is awaiting his ammo shipment along the road. Continue 

following the road toward Coldridge Valley, but head northwest before enter- 

ing the tunnel. A short ways through the valley and you come across a trail at 

the base of Chill Breeze Valley. 

Investing in ̀  Your 

With so much time spent i ico towns and so much killing being done, your 

backpack tends to fill up quickly. Consider speaking with the General Supplies 

merchant in the Thunderbrew Distillery. He sells bags as well. These aren't 
inexpensive, but they allow you to carry more loot home. More loot sold means more 
money. The bag makes n its cost quickly. 
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CHILL BREEZE VALLEY 
Head north up the valley. There are two caves along the valley; one on 

each side. Give the eastern cave a wide berth and head to the western cave. 

Follow the path up and speak with Tundra MacGrann. An elite wendigo 

has stolen his locker of dried meats. Old Icebeard can't open the locker, but 

Tundra still needs to eat. 

Old Icebeard is very powerful and can't be killed alone. There are two 

ways to accomplish this rather daunting task. If you are alone, hide near the 

entrance to his cave and wait for him to wander off. When he does, rush in, 

get the meats from the locker, and run out. If you have a number of friends 

and feel up to a challenge, engage Old Icebeard directly. Either way, return- 

ing the meats to Tundra prompts his appreciation and a reward. Head to the 

southern end of the valley and follow the path west to Brewnall Village. 

BREWNALL VILLAGE 

Speak with Rejold to get the cask of Evershine. He will give it to you...if you 

do him a favor. The wildlife has been encroaching on Brewnall Village and 

the crafters are losing time dealing with them. If you kill eight Elder Crag 

Boars, eight Snow Leopards, and six Ice Claw Bears, the Evershine is yours (A 

Favor for Evershine). He also has a more personal favor to ask. Rejold wants 

to create The Perfect Stout. He's still searching for the right ingredients and 

would like to try Shimmerweed. The problem is the Frostmane Seers use it in 

their rituals. He wants you to swipe six of them for him. 

No one has Bitter Rivals like crafters. Marleth Barleybrew wants you to swap 

her Barrel of Barleybrew Scalder with a barrel of Thunder Ale next time 

you're in Kharanos. Accept the quest and head back to Kharanos. Head east 

around Iceflow Lake and through Chill Breeze Valley this time. It's shorter 

and there is wildlife that needs to be thinned. 

Stop at the small workshop just north of Kharanos. Inside, two gnomes are ~ 
diligently working on the Gnomeregan problem. Razzle Sprysprocket would 
like your help with Operation Recombobulation. He needs you to collect 
eight Restabilization Cogs and eight Gyromechanic Gears from the leper 
gnomes near Gnomeregan. Grab the quest and continue into Kharanos. 

Head into the Thunderbrew Distillery. In the lower levels sits the Guarded 
Thunder Ale Barrel. Jarven Thunderbrew is almost as vigilant a guard as 
he is a drinker. Buy some Thunder Ale from the Innkeeper and help Jarven 
quench his thirst. Once Jarven has one, he has to have another. Wait for 
him to get up the stairs before switching the barrels and making a hasty Ü j 
exit. While you're in the distillery, stop by your trainer and see if you can 

learn any new abilities. 

It's time to return to Brewnall. Take the northern route and trim the wildlife | wv 
on your way. E 
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Marleth is grateful for the switch you pulled at the Thunderbrew Distillery 

and gives you some coin to show it. Repair your gear, sell excess loot and 

head northwest. It isn’t far before you can see the green gases spewing from 

Gnomeregan. 

Continue pruning the wildlife as 

you search for the parts Razzle 

needs. Whatever happened in 

Gnomeregan, it’s driven the leper 

gnomes quite mad and they have 

no problem taking that anger out 

on you. 

The leper gnomes are very dangerous. While clearly loony, they’re still 

intelligent. If they’re losing a fight, they run for help. Be ready to finish your 

enemies off quickly or stop their flight. Allowing one to run guarantees a long 

walk from the graveyard. They do a lot of damage, so be ready to fully rest 

after each engagement. 

With the required parts and wildlife killed, return to Brewnall. Rejold rewards 

you for hunting the animals with the cask of Evershine for you to Return to 

Bellowfiz. Sell excess loot and head southwest to Frostmane Hold. 

Anyone can sneak up to a camp and observe the enemy. Senir needs you to 

enter the cave and scout the area. Follow the tunnel west into a large cavern. 

: 'j Continue along the outer edge killing as you go and watching for the patrols. 

Once you've explored the cave to satisfaction (your quest log will show this), 

fight your way back out. Hunting the trolls outside is much safer. 

Once the quest is complete, return to Brewnall. You don't have anything to 

turn in, but you should repair and sell excess loot before heading out again. 

Your next stop is Shimmer Ridge. Be aware, the trolls on Shimmer Ridge are 

quite dangerous and work together. 
à 

M « The path up to Shimmer Ridge is on the east side of Iceflow Lake. Look 

around for others heading up the path and join forces if they are willing. 

Shimmerweed can be obtained from both the Frostmane Seers and the 

baskets on the ground. If there are 

no baskets and all the Frostmane 

Seers are dead, sit and wait. The 

camp is very dangerous if it's 

allowed the spawn fully. Kill the 

trolls as soon as they spawn to 

keep the danger to a minimum. 
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First kill the Frostmane Seers around the edge of the camp. The center is a bit 

crowded and too much for a single person. The enemies are primarily casters 

and ranged attackers. This means they are very difficult to pull. Use a ranged 

attack and run away from them. When you get out of their casting range, they 

will be forced to come after you. As soon as they are clear of their friends, 

turn around and show them the mistake they just made. 

A good technique for clearing the camp is to attack, kill one, and run away. 

The keys are being able to kill the first enemy quickly and being able to get 

away before his friends kill you. Using this technique over and over again 

slowly clears the camp and makes it much more manageable. 

Now it's time for a bit of walking. Return to Brewnall and speak with Rejold 

for your reward. He asks you to deliver a barrel of the new Shimmer Stout to 

his brother. It'll be some time before you get there, but stout never goes bad, 

so pick up the quest. Next head back to Kharanos and the gnome house just 

north of it. 

The recombobulator isn't quite working yet. You've collected everything 

you need for Razzle. Wish him luck in returning Leper Gnomes to sanity, 

and head to Kharanos to give your report to Senir. With the information you 

gathered, it's time to make a report to Ironforge. Senir asks you to deliver The 

Reports. Stop by Steelgrill's on your way north and speak with Bellowfiz. 

ID THE ROAD 

Senir’s mission is one of importance, but it also gives you a nice break 

from the constant work. Much of southern and eastern Dun Morogh is 

calming down (thanks to your good deeds). It's time to see the capital of the 

dwarves. Take the road north and climb the long ramp to the mighty Gates 

of Ironforge. 

As all classes and professions are represented in Ironforge, it's a good place 

for training. If you're picking up crafting professions, seek out the trainers 

while you are delivering the letter for Senir. Senator Barin Redstone is in the 

High Seat, which sits on the southeast side of the Great Forge. 

RC RO 

lronforge is a rather impressive town. Exploring all of it would take quite a bit of effort, — 

but you're not the first to get lost in this city. The guards are accustomed to newcomers 
needing directions and they give them freely. b find things in a hay, ask ü ee and 
Mer. n 
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Griffon Master, Herbalism Trainer, Fist Aid Trainer, Enchanting Trainer, Mining Trainer, 
Blocksmith Trainer, Toiloring Trainer, Leatherworking Trainer, Skinning Trainer, Cooking 
Trainer, High Seat 
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Every level (starting at level ten), you gain a Talent Point. These can be used to increase 

your abilities or learn new ones. Open your talent window (defaulted to ‘n’). There are 

three panels in the window. Look at each talent carefully before choosing as once you 

spend your points, it costs gold to unlearn them. There is more about the benefits of 

each talent in the class section. 
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With the capital explored and many fine quests completed, it's appropriate 

for you to seek Loch Modan, the beautiful land east of Dun Morogh. There 

are still some exciting places to see before you leave your homeland, so start 

making your way east and look for some of the following hotspots. 

There is a ranch just a minute or so east of Ironforge. Rudra Amberstill breeds 

rams there, yet she is beset by troubles caused by a monster named Vagash. 

She asks you to help her by Protecting the Herd. Vagash is found in a cave 

above the ranch. Climb west and around the bulk of the mountains and bring 

a friend or two unless you are greatly prepared for an ugly fight! Vagash is 

level 11 and is an elite wendigo, so take that into consideration before the 

fight starts. Offer the Fang of Vagash as proof to Rudra that the attacks will 

stop and claim your reward. 

v 
Further east sits the Gol'Bolar Quarry. Generally a mine dedicated to sup- [. 

plying Ironforge with stone, the quarry has become overridden with troggs. 

Senator Mehr Stonehallow is asking all adventurers to find The Public Servant : 

inside themselves and help. He needs you to kill 10 Rockjaw Bonesnappers 

before the miners can return to work. 

Foreman Stonebrow is standing on the edge of the quarry in frustration. He 

doesn’t have the political power that Stonehallow does, but he wants the 

troggs dead all the same. He asks you to kill six Rockjaw Skullthumpers to 

help end the occupation of Those Blasted Troggs! 

With a group, these two quests are frighteningly easy and fast. If alone, take 

the quarry very slowly and fight near the walls to avoid as many patrol issues 

as possible. Be careful of troggs that stand behind the pillars of ice near the 

cave entrance, and stay well rested in case sudden adds demand more from 

your hit points and mana. 

The Wendigo Cave was good, but nean even better location for crafters of all 
sorts. There is a wealth of copper inside the mine itself, but there are also veins outside 
of it (in the general Quarry). Beyond that, the troggs are a fine source of Linen and drop 
money as well. Herbalists will also be please 
Silverleaf, and Peacebloc 
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In the far northeast is a short quest that you can finish to ease the mind of a 

troubled dwarf. Pilot Hammerfoot is guarding some engines in the area, but ! 

he won't leave the region until he's convinced that his friend Mori is either 

alive and well, or dead and lost. The Lost Pilot charged off into the hills some 

time back, and you can help out by discovering his fate. Move farther north 

along the road until you can break west. The body of Mori lies in a pile of 

bloody snow. 

Though slain, Mori was able to account for his fate before his death. In 

his journal the dwarf wrote of a powerful bear named Mangeclaw. Ven- 

geance was the pilot's final wish, and it would further aid his companion 

to know that this was done. Look slightly south and scour the area for 

the bear, then slay the beast. Tell Pilot Hammerfoot when the mission of 

vengeance is complete. ~ 

The road east leads directly through South Gate Outpost where Mountaineer 

Barleybrew works; give him his brother’s barrel of Shimmer Stout. The dwarf we 

also wants one of his friends to try the mixture, and he passes the brew along 

with a request that it be sent to Mountaineer Kadrell of Loch Modan (one 

of the Thelsamar guards). Because you were on your way to Loch Modan 

already, this offers no expense of time or energy. 

Congratulations on your success in Dun Morogh. Rams are breeding happily, 

the dwarves have raised a fine toast in your name, and even the snow seems "i 

to have receded a bit because of such fine efforts. New challenges wait in 

Loch Modan and in lands such as Westfall to the south and Darkshore across 

the ocean, but those are adventures for another day. 
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Elwynn Forest is the pleasant home of Stormwind 

City and the basket of human civilization in the east. 

Surrounded by settled farms, lumber mills, and mines, 

it’s no wonder where the Humans get their grand ideas 

of a peaceful future. 
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A light breeze blows through the trees. The smells of freshly cut wood and baked goods drift from just through the 

woods. The sun is shining and it's just warm enough for a refreshing glass of water or lemonade. Such is life at the 

heart of the human lands where the guards patrol the roads and train daily. 



NORTHSHIRE 

Northshire is one of the first places adventurers are sent to train. In the abbey 

are veterans of many trades and walks of life to help you grow. The mer- 

chants outside understand who they are dealing with and sell many weapons 

and armor designed for the newly enlisted. Few of the problems here are 

terribly dangerous and most make for good practice of skills that keep you 

alive elsewhere. 

Report to Deputy Willem to begin your training. As you are here answering the 

call about A Threat Within, he directs you to Marshal McBride inside the ab- 

bey. McBride's first orders are for you to assist in a Kobold Camp Cleanup. He 

wants you to kill ten Kobold Vermin and return. The kobolds are just northwest 

of the abbey, but head around the right side of the building first. 

Eagan Peltskinner has more work for the willing. With so many Wolves 

Across the Border, Eagan is hiring people to hunt them. He wants eight 

pieces of Tough Wolf Meat to cook. He rewards you for your time, so accept 

the quest and head north to hunt the wolves. 

The kobolds aren't terribly bright and don't much like each other. You can 

kill them with impunity and those nearby do not assist. Avoid going into the 

mine as your targets are around the campfires outside and the enemies in the 

mine are more dangerous. With both quests done, return for your rewards. 

The Spoils of War E 

Your backpack is nearly full. First, take the time to look through it and see if there is any 

usable equipment for you. If so, equip it. Second, become familiar with any recovery 

items (potions, food, drink, etc.) you've accumulated. Everything else that can be sold 

to vendors should be. 

ee n ad 

McBride has more work for you now that you've proven a willing hand. 

He has a message for you from your trainer and needs you to help Inves- 

tigate Echo Ridge. To remove the kobold infestation, he wants ten Kobold 

Workers killed. 

Take a moment to visit your trainer and learn any new abilities before head- 

ing out of the abbey. Deputy Willem has more work for you. The Defias 

Brotherhood has been seen in the area. This Brotherhood of Thieves must be 

put down before they can become a problem. He asks you to collect 12 Red 

Burlap Bandanas as proof of your commitment to the safety of Northshire. 

First head north to the kobold camps. The Kobold workers are at the camp- 

fires with the Kobold Vermin. Do your part to aid in the investigation and 

return McBride for more work. McBride outranks Willem and thus his work 

comes first. 

Your work has shown that the kobold infestation is worse than expected 

and a Skirmish at Echo Ridge may be unavoidable. McBride asks you to 

penetrate the kobold defenses 

around the mine and kill 12 

Kobold Laborers to bring their 

digging to a halt. Head north 

and carry out his orders. 

As you are traveling, consider killing any enemies that are your level or lower. The 

enemies in Northshire Valley are fairly weak and the additional experience and usable 

equipment make it worth your time. 

1: cmm — a 

McBride is pleased with your work and gives you leave to Report to 

Goldshire. Accept the documents, but don't head out of Northshire just yet. 

Deputy Willem needs your assistance and there is more to do. Visit your 

class trainer again to check for new abilities to learn. 
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When you are ready, head across the creek to the Northshire Vineyards. The 

thieves are everywhere and more intelligent than the wolves and kobolds 

you've fought so far. They will attack you on sight, and assist their friends. 

With proof of your deeds, return to Willem for your reward. While you were 

killing the brigands, there have been other developments. There's a Bounty 

on Garrick Padfoot for harassing the farmers and leading the local thieves. 

Willem is authorized to pay well for Garrick's Head. Milly Osworth, a friend 

of Willem's, also needs a hand. Milly stands behind the abbey. 

Milly was harvesting in the vineyards when the Defias moved in. Milly's 

Harvest was left in several crates. She's worried they'll either be stolen or 

damaged and wants you to recover eight of them. Head across the bridge 

again and kill the enemies around Milly's Harvest. When you've recovered 

all you need, head further east to find Garrick. 

Milly is very pleased to have the harvest saved. While she still rewards you, 

someone else would like to reward hard work. Take the Grape Manifest to 

Brother Neals in the bell tower to show the work you've done. 

Both Brother Neals and Deputy Willem reward you. With so much accom- 

plished in Northshire, it's time to head to Goldshire. 

GOLDSHIRE 

The south road from Northshire takes you through a well-guarded set of 

walls. Falkhaan Isenstrider is relaxing at a beautiful fountain advertising the 

Lion's Pride Inn at Goldshire. His friend owns the establishment and Falkhaan 

suggests stopping by for some Rest and Relaxation. 

Follow the road south to Goldshire. Make a quick stop at the Lion's Pride Inn 

for some free food or water. Speak with Innkeeper Farley about how to make 

this inn your home. This resets your hearthstone to this location and is a good 

habit to get into. William Pestle stands off to one side of the inn looking trou- 

bled. He's looking to gather wax, but the best source of it is Kobold Candles. 

He's no adventurer, so he'll pay if you bring him eight Large Candles. 

Now that you've taken a moment to rest from your travels, deliver your pa- 

pers to Marshal Dughan. He doesn't waste any time putting you to work and 

wants you to explore The Fargodeep Mine and report back on the kobold 

presence. Remy "Two Times" runs the local Gold Dust Exchange. Bring him 

ten Gold Dust from kobolds and he pays handsomely. 

Pretty much everything people are asking of you so far involves the kobolds 

at Fargodeep Mine but it's a bit too dangerous to go in without having a bet- 

ter understanding of the area. Follow the road west until you can cut south to 

the Stonefield Farm. “Auntie” Bernice Stonefield is upset about a Lost Neck- 

lace. She believes Billy Maclure took it and wants it back. Find and question 

Billy Maclure at the Maclure Vineyards to the east. 

Billy Maclure claims he knows who took it, but he's smarter than he looks 

and wants some pie for the information. Bernice makes a good Pork Belly 

Pie, but she needs four Chunks of Boar Meat to make the Pie for Billy. 

Luckily, the boars in the vineyards have the meat you need. Hunt them and 

return to Bernice. 
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Bernice isn't happy about being blackmailed to get her necklace back, but 

she'll do whatever it takes. Bernice makes the pie and asks you to take it 

Back to Billy. Ma Stonefield has work for you as well. The Brackwells have 

a prize-winning pig that has a habit of sneaking over and eating the veggies 

from the Stonefield Farm. Ma has decided that Princess Must Die! Bring 

Princess' collar to Ma and she rewards you. 

With the pie in hand, return to the Maclure Vineyard and speak with Billy. 

Billy saw a kobold making off with Bernice's Necklace. The kobold ran into 

the Fargodeep Mine and had a huge Goldtooth. Before you run into the 

mine, speak with Maybell Maclure. She's having some real trouble as her 

one and true love is...a Stonefield. The rivalry between the two families is 

terrible, but these Young Lovers are determined to find a way to happiness. 

Take Maybell's Love Letter to Tommy Joe Stonefield, who is moping at the 

river west of Stonefield Farm. 

Tommy Joe is so caught up in his love for Maybell that he can't think straight. 

He asks you to Speak with Gramma to find a way for the two to be together. 

Gramma has seen a number of things in her life and knows that a potion can 

fix anything. Take her Note to William in Goldshire next time you're in the 

area. For now, prepare to enter Fargodeep Mine. 

The kobolds in the mine are very aggressive. Take it slow and kill everything 

near you. There are two entrances: one to the upper level and the other to the 

lower level. Goldtooth stands in the corridor that joins the levels, but you'll 

be in here long enough you're bound to see him. 

The Marshals haven't been lax about recruiting people to clear the mine and 

you won't be alone. Consider joining forces with others already there. These 

quests take longer to do in a group, but your survivability is much higher 

with friends. Be extra careful to pull enemies to you when entering the larger 

chambers as several of the kobolds may attack from different sides. 

«deri citas tmo p 

Inventory Full? | 

It's been a good while since you were near a merchant and your inventory shows it. 

Once your inventory is full you can’t pick up any more items, including quest items. Take 

the time to destroy some of the less lucrative items in your inventory when you need 

room for quest items. 

Less lucrative items are items of lowest quality and lowest armor (they are grey in 

name). This means grey cloth items are often the first to be dropped. If you don’t need 

the food or drink for recovery purposes, these are also prime candidates. | 
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Keep your health and mana full as you clear out the mine. When you've 

finished with the quests, return to Bernice at the Stonefield Farm. She's very 

happy to have her necklace back and frees you to return to Goldshire. Use 

your hearthstone for a quick trip back or simply leg it. 

William Pestle packages the candles and asks you to take the Shipment to 

Stormwind. This isn't a time sensitive quest and you can deliver them when 

you visit the capital. Accept the quest and give him the note from Gramma 

Stonefield. William has a way to help them, but he needs help Collecting 

Kelp for the potion. He needs four Crystal Kelp Fronds. Crystal Lake is pa- 

trolled by nasty Murlocs. They are VERY social, so adds are very common. 

Report to Marshal Dughan next. He's very pleased with your exploration of 

the Fargodeep Mine. He's so pleased he asks you to explore The Jasperlode 

Mine as well. Accept his assignment and speak to Remy about your gold 

dust. True to his word, he pays you for the dust. He also asks you to speak 

with Dughan about A Fishy Peril elsewhere in Elwynn Forest. 

Dughan has spoken with Remy before and his hands are tied until he gets 

an official call for aid to combat the murloc menace. He doesn't have the 

manpower to check the situation...you've been his eyes and ears already. 

If you have Further Concerns about the matter, he suggests you speak with 

Guard Thomas along the east road. Accept the quest and take a moment to 

visit your trainer before heading out. 

With so much time spent outside of town and so much killing being done, your 

backpack tends to fill up quickly. Consider speaking with the General Supplies 

merchant in the Lion's Pride Inn. He sells bags as well. These aren't inexpensive, but 

they allow you to carry more loot home. More loot sold means more money. The bag 

pays for itself quickly. 

Head east following the lake. There are murlocs on the islands of the lake; 

they have the kelp you need. Pull them back and be ready to finish them 

off quickly. They're aggressive, don't like to fight alone, and run for help 

when wounded. Once you have the required kelp, retreat to the road and 

continue east. 

THE EASTVALE LOGGING CAMP 

Follow the road east until it crosses the river. Guard Thomas is standing 

here. Speak with him about the murloc threat in the area. Two guards were 

sent to investigate the matter further, but they haven't returned. Thomas 

needs you to Find the Lost Guards so he can complete his report. They 

were looking around where the river meets the lake. 

Murlocs are not the only threat to the logging camp. The bears and wolves in 

the area are becoming more numerous and more brazen as the loggers be- 

come the only food source in the area. Thomas asks you to join in the effort 

to Protect the Frontier by killing eight Prowlers and five Young Forest Bears. 

Accept both his quests and follow the river north. 
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Watch for the bears as you move north to the lake. There aren't any Prowlers 

VAN 

ig 

on the west side of the river, but the remains of Footman Malaki Stone are 

lying where the river drains from Stone Cairn Lake. This solves the fate of one 

soldier, but you still need to Discover Rolf’s Fate. Webbed footprints lead 

east from the corpse and you can see a murloc village on the edge of the 

lake. Follow the lake edge east. 

The murlocs are very aggressive and attack if they catch the slightest hint 

you are in the area. Look for others hunting the murlocs and join forces. If 

there is no one to join forces with, continue to Eastvale Logging Camp and 

speak with Supervisor Raelen. You'll be in the area for awhile and you can 

investigate the camp when it's safer. 

Raelen is in A Bundle of Trouble. Because of all the attacks, her loggers 

haven't been able to gather the required lumber. They've felled the trees but 

the wood is in small piles. She needs you to bring eight Bundles of Wood 

back. Head out of the camp and search near the base of the nearby trees. 

Watch for the Prowlers and Young Forest Bears. These are the reason the 

loggers had to flee. They need to be killed. As you hunt through the trees, 

keep an eye on the murloc camp. If someone else is hunting them or in the 

area, join together or sneak in before the murlocs respawn. Rolf's remains 

are easier to get to from a southern approach. 
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With the fate of both guards revealed, Report to Thomas. The murlocs are a 

greater threat than previously believed. Deliver Thomas’ Report to Marshal 

Dughan. But first, head back to the logging camp. Sara Timberlain is a kind 

person and will make you clothes if you bring her the materials she needs. 

She prefers to work with Red Linen Goods. Bring six Red Linen Bandanas 

from gang members in Elwynn Forest. 

Drop off your wood and sell excess loot before crossing the river west. 

Travel northwest to the Jasperlode Mine. Without even setting foot in the 

mine, the kobold presence can be seen. Marshal Dughan needs to know the 

strength of the infestation though. 

The kobolds here are more dangerous than the ones in Fargodeep. They 

don't travel alone often, and the ones wearing blue shirts understand magic. 

The casting kobolds can do a lot of damage quickly, but don't last long in a 

fight. Target them first if you are engaged by more than one kobold. 

Deeper in, the tunnel walls are covered with web, and kobolds hang from 

the ceiling in silky cocoons. You've seen what you needed and now it's time 

to get out. If your Hearthstone is ready, port back to Goldshire. Should your 

Hearthstone be on cooldown, exit the mine as quickly as caution allows and 

head back to town. 

William uses the kelp to make an Invisibility Liquor that helps with The 

Escape. Hold onto it until you see Maybell Maclure next. Marshal Dughan 

is eager to hear your reports. He doesn't like what's happening, but he 

rewards you as promised. He gives you a Stormwind Armor Marker to give 

to Sara Timberlain. She'll craft Cloth and Leather Armor for you to use in the 

defense of Elwynn Forest. 

As one of the commanding officers in charge of Elwynn's defense, 

Dughan always has more work for you. He asks you to Report to Gryan 

Stoutmantle in Westfall when Elwynn is under control, and alerts you that 

the Westbrook Garrison Needs Help! 

Smith Argus has work for you if you're willing. He's been asked to send 

people to Grimand Elmore in Stormwind. Elmore's Task is one of several that 

are sending you to the capital. 
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Now is a good time to see the glorious city of Stormwind. Follow the north- 

west road to the city of light and the center of the human armies. 

As all classes and professions are represented in Stormwind, it's a good place 

for training. If you're picking up crafting professions, seek out the trainers 

while you are delivering the shipment for William and speaking with Gri- 

mand. Morgan Pestle is in his apothecary just inside the gates while Grimand 

is in the Dwarven District. 

Stop by and listen to Renato Gallina, who is standing on a large crate on the 

west side of the street. He's advertising the Gallina Winery and gives you 

a ticket to prove you were sent by the Wine Shop Advert and garner a free 

Bottle of Pinot Noir. 

Stormwind is a rather impressive city. Exploring all of it would take quite a bit of effort, 

but you're not the first to get lost in this city. The guards are accustomed to newcomers 

needing directions and they give them freely. To find things in a hurry, ask a guard and 

they will plot it on your mini-map. 



- Every level (starting at level ten), you. gain ü Ten Point. These can be used to increase 

your abilities or learn new ones. Open your talent window (defaulted to ‘n’). There are 
three panels in the window. Look at each talent carefully before choosing as once you 

spend your points, it costs gold to unleam them. There is more about the benefits of 
each talent in the class UP al 

Stormpike's Delivery is given to you by Grimand. He wants the supplies 

sent to Loch Modan in the Dwarven Lands. These lands are far away, but 

accept the quest now so you have it when you venture there. If you've 

reached level ten, speak with your trainer for a class specific quest before 

heading back to Goldshire. 

There's still more to do in the east. Take the road from Goldshire to the 

Eastvale Logging Camp. Guard Thomas has another mission for you. With 

the information you've brought, the Stormwind Army has placed a Bounty on 

Murlocs. Thomas is authorized to reward you if you bring eight Torn Murloc 

Fins as proof of the kills. Continue east to Eastvale Logging Camp. 

Turn your armor marker in to Sara Timberlain for your armor, then head 

south across the road. East of Ridgepoint Tower is a small Defias camp. 

Kill them for their Red Linen Bandanas. When you've acquired enough for 

Sara, return to Eastvale. Sell your excess loot before heading north to the 

murloc camps. 

A number of quests are started by items found on corpses. Keep your eyes open 

for the Westfall Deed and Gold o; Schedule as you fight the Defias and Gnolls 
in Elwynn Forest. x 

To activate a quest from these, open ko inventory and right click on the item. 

The murlocs are a bit easier now that you've gained a level or two. Do the 

lower level characters a favor and kill the enemies near Rolf’s Remains first. 

Clear the murlocs slowly as they are still very aggressive. With the fins in 

hand, follow the river south to Guard Thomas and your reward. 

Break off the road and head southwest to the Brackwall Pumpkin Patch. 

The outer edges are guarded by brigands, but between the pumpkins a 

beast moves. Princess and her 

entourage move about the patch 

with a royal bearing. To attack 

one is to gain the wrath of all 

three. Check for other players in 

the area that are willing to help 

you before attempting the kill. 

Take the Brass Collar and return to the Maclure Vineyard to the west. Give 

the Invisibility Liquor to Maybell and help the two lovers break free of the 

oppression of the hate between their families. Your next stop is the Stonefield 

Farm. Ma Stonefield is rather pleased to have her veggies safe from the mon- 

ster and rewards you accordingly. Sell any excess loot to Homer Stonefield 

and head north to the road, and west to the Westbrook Garrison. 

WESTBROOK GARRISON 

On the path from the road to the garrison is a large wanted poster. Wanted: 

"Hogger" doesn't leave much to the imagination. The Stormwind Army has 

placed a bounty on the savage gnoll and empowered Marshal Dughan to 

reward anyone bringing his Huge Gnoll Claw as proof of the deed. 

Report to Deputy Rainer at the garrison for your assignment. The gnolls in to 

the south have grown in number to become a significant threat. The guard 

tower doesn't have the numbers to clear the vermin out, so adventurers are 

being recruited for the Riverpaw Gnoll Bounty. Bring back eight Painted 

Gnoll Armbands for your reward. 

Head south across the road. Many of the gnolls stay in camps where their 

numbers offer protection. If you are in a larger group, attack these camps 

carefully. Solo adventurers should avoid these camps entirely as they are 

nothing more than a fast trip to the graveyard. Instead, look for the few gnolls 

that patrol between the camps alone. Ambush these for the armbands. 

Keep a watchful eye for Hogger. He is very dangerous and can be the 

doom of you or your party if he attacks while you are engaged with other 

gnolls. When you see Hogger, rest to full and wait for him to be away from 

other gnolls. He is an elite enemy, 

shown by the gold dragon encircl- 

ing his portrait, and has many 

more hitpoints and does much 

more damage than most enemies 

his level. 

Collect the armbands and return to Deputy Rainer. As promised, he 

rewards your service to king and country. With little else to be done at 

Westbrook Garrison, hearthstone back to Goldshire and turn the Huge 

Gnoll Claw in to Dughan. 

Congratulations on your success in Elwynn Forest. Farmers are back at work, 

the local merchants tell stories of you to customers, and the roads are just 

a little bit safer. The call for aid has come from the land of Westfall and the 

allies in the dwarven land of Loch Modan and the Elven land of Darkshore 

could certainly use a skilled hand, but those are adventures for another day. 
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Teldrassil is the new home of the brave night elves, a people who have 

taken arms and magic to battle against demons and restore the balance of 

their spirits. With the former capital of Elven power nearly destroyed by 

the fighting against the demons, the refuge has grown in prominence. Those 

ancient and animated trees that remain to protect the forest have gathered 

here to stop any final advance from the evil remnants. Now the night elves 

are shaking off their suffering and readying themselves for the next chapter in 

their history. 

Rut’ theran Village Ban'ethil Hallow Lake Al'Ameth 13 Shadowglen 

The Oracle Glade Ban'ethil Borrow Den Dolanaar 14 Adrassil 

Wellspring River Polls of Amlithrien Fel Rock 15  Shodowthreod Cove 

Gnorlpine Hold 16  Dornassus (Capitol City) 

Your. FRST Day 
Teldrassil is a tree the size of a large island off the coast of Kalimdor. Isolated from the effects of many recent troubles, the land itself is free from some of the 

sreater taint that plagues many of Kalimdor’s forests. Yet even here, there are the stirrings of disease and corruption. B piag y 8 I 
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The greatest problems that exist 

in Teldrassil involve the tainting 

of natural creatures and beasts by 

a force of evil. Your duties often 

involve seeking out this taint in an 

attempt to isolate it, redeeming those 

corrupted, or, when all else fails, 

to destroy the creatures who are 

beyond salvation. 

ALDRASSIL 
Aldrassil is the starting town, in the north-east of Teldrassil, where your char- 

acter begins the journey into greatness. As with all new character areas, the 

majority of the creatures are neutral and won't attack unless engaged directly. 

A single large building at the center of this forested valley holds trainers, 

vendors, and the leaders of Aldrassil. 

Speak to a nearby night elf after watching the introduction to Teldrassil. Con- 

servator IIthalaine stands a few feet from you. He tells you of The Balance of 

Nature and how Shadowglen has become unbalanced with the rapid growth 

of the boar and nightsabre populations. He asks you to kill seven Young 

Nightsabres and four Young Thistle Boars to begin trimming the populations. 

Accept his quest and move east as you kill. 

If you want to be a miner, be warned that Teldrassil is starved for metal. No one out here 

trains you in the hearty act of mining, and the problems don’t end there. Copper is so rare 

here that you won't find any of it. If mining is of tremendous importance to you, create the 

night elf you want and head to the human lands (this is possible even at low levels). 

On the flipside, Peacebloom and Silverleaf are in great abundance, so harvesters who prefer 

Herbalism are often quite happy here. Skinners, too, have abundant resources from which to 

gather, as many beasts in the area are skinnable. 

At the entrance to the main building in Aldrassil is Melithar Staghelm. Tarin- 

della, The Woodland Protector, has been seen in Shadowglen. Melithar asks 

you to find out why she is here and aid her in any work. Continue east into 

a field plentiful with Young Nightsabres and Young Thistle Boars. Kill them 

until your quest is complete and 

you've gained level two. On your 

way back to Conservator IIth- 

alaine, speak with Dirania Silver- 

shine at the cooking pot. Iverron, 

A Good Friend of Dirania, hasn't 

been seen since he headed up to 

the spider cave. Dirania would 

like you to find him for her. 

Speak with Ilthalaine and get the next step of restoring The Balance of Nature. 

Now you need to kill seven Mangy Nightsabres and the same amount of 

Thistle Boars. He also has a message from your class trainer. Accept both the 

quests and head to your trainer. Most of the trainers are inside the main hall of 

the building, but the nature-based class trainers (such as the Druid trainer) are 

in the higher branches of the building. Get your character any new skills, then 

find Tarindella just north of IIthalaine. 

As you're traveling, consider killing any enemies that are your level or lower. The 

enemies in Shadowglen are fairly weak; the additional experience and usable 

equipment make it worth your time. 

Tarindella is in the area fighting the corruption. The Grells in the area are 

collecting Fel Moss (which spreads the corruption). She asks you to collect 

eight pieces of Fel Moss. The Grells have been driven quite made by the Fel 

Moss and won't give it up without a fight. Travel north to the Grell camps 

and kill them until you have the Fel Moss and have gained level three. If you 

finish the Fel Moss before gaining the next level, kill a few more...it’s the 

only way to be sure. 

Your bags are likely full by now. Return to Tarindella and give her the 

Fel Moss. With her gratitude stop at the merchants in Aldrassil and sell 

any excess loot. Remember to equip any extra bags you've found and 

head north once again. Gilshalan Windwalker stands at the bottom of the 

ramp nearby. He's studying the 

spiders in the area and needs 

ten Webwood Venom sacs from 

the spiders. As you have other 

quests near the spider cave, 

accept his and continue north to 

Shadowthread Cave. 

All of the major breeds of spiders in Teldrassil are venomous. This makes fighting 

them a slow process due to the increased time spent resting after fights. They are also 

aggressive and attack anyone who ventures too close. Though needed for quests, the 

spiders are better avoided when hunting for money or basic experience. | 
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Look to the west of Shadowthread Cave, in a small valley, a wounded night elf 

male named lverron waits. He was bitten by the largest of the foul spiders and 

is too weak to return to Aldrassil. His condition is worsening as the poison runs 

its course. He asks you to help A Friend in Need by telling Dirania Silvershine 

of his plight. He's a strong man and can survive a bit longer, so finish your 

other quests before heading back. 

When you've collected the venom sacs, head southeast. There are more 

Mangy Nightsabres and Thistle Boars if you return this route. With the 

animal populations successfully thinned, speak with Dirania about lverron's 

situation. She can make Iverron’s Antidote, but needs some ingredients. 

She needs seven Hyacinth Mush- 

rooms which grow near the trees 

in the area but you must fight the 

grells that wander nearby. Look 

around the northern ponds for 

the four Moonpetal Lily, while 

the Webwood Ichor is easily 

obtained from the spiders you are 

already fighting. 

Stop at the merchants to sell excess loot and speak to your trainer about learn- 

ing new abilities before heading out again. Get your reward from Ilthalaine 

and give the venom sacs to Gilshalan. With the venom specimens, he has set 

his sights higher. He wants a live spider to observe. As capturing a full grown 

spider is a daunting task, he wants you instead to bring him a Webwood Egg. 

Accept his quest and head north to collect the ingredients for the antidote. 

With the ingredients collected, head into Shadowthread Cave. 

MEE SL RR 

11935: 8 Inventory Full? .— 

It's been a good while since you were near a merchant and your inventory shows it. 

Once your inventory is full you can’t pick up any more items, including quest items. Take 

the time to destroy some of the less lucrative items in your inventory when you need 

room for quest items. 

Less lucrative items are items of lowest quality and lowest armor (grey named). This 

means grey cloth items are often the first to be dropped. If you don’t need the food or 

drink for recovery purposes, these are also prime candidates. 
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There are said to be hundreds of the eggs inside Shadowthread Cave, so the 

only worry comes from fighting past all of the poisonous beasts. The eggs 

are on the top level of the cave. The center path takes you through a narrow 

passage as it climbs up to the eggs. Only one of the spiders is as high as fifth 

level, so even a solo character can move through the cave safely (just don’t try 

to fight more than one enemy at a time). Grab the Webwood Egg and return to 

town triumphant. The spiders might have respawned by now. Fight your way 

out or use your Hearthstone for a fast trip back. 
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After you give Gilshalan the egg, he asks you to answer Tenaron’s Summons. 

This accomplished night elf won’t take much of your time. He merely asks 

that you fill a Crystal Phial with the waters of the Moonwell just north of 

town as payment for learning of the Crown of the Earth. Head down the tree 

and give the ingredients to Dirania to make the antidote. It won't stay potent 

for long (it is a timed quest), so immediately head north to the Moonwell. 

To fill the Phial, stand in the Moonwell and open your inventory (defaulted to ̒ i’). Right 

click on the Empty Phial to get the Filled Crystal Phial. 

With the Filled Crystal Phial, turn west and fight through the spiders to Iver- 

ron. He rewards you for giving him the antidote. With things just about done 

here, return to Tenaron atop Aldrassil for your reward. 

Tenaron informs you that your 

time in Aldrassil is at an end 

and hands you a vessel with the 

Moonwell water to take to Dola- 

naar, a large town near the center 

of Teldrassil. 

ENTERING DOLANAAR 
Following Tenaron’s bidding, it’s time to seek the greater town of Dolanaar. 

Finish selling extra items to the vendors below, and make sure to train with 

the masters that specialize in your class. With that done, take the southern 

road away from Aldrassil and into the greater wilds of this majestic land. 

At the entrance to Shadowglen, Porthannius stands. He has a Dolanaar 

Delivery he'd like you to help with. As you were already heading that 

way, it costs you nothing and is worth your while. Accept his quest and 

continue south. 

Stick to the road, and fight creatures nearby if you wish. A lone Satyr, Zenn 

Foulhoof, stands on the right side of the path, by a tree. He seems friendly, 

and is willing to award you a 

simple quest. Return items from 

the Nightsabres, Strigid Owls, and 

Webwood Spiders to complete 

Zenn's Bidding. It takes a number 

of kills to collect everything, so 

this is best accomplished while 

you are busy with other quests. 



Press on to Dolanaar and talk to everyone in town. Standing at the ramp to 

the north building is Syral Bladeleaf. She has a delivery she would like you to 

finish for her. She gives you Denalan’s Earth and directions to find him at the 

lake to the south. At the entrance stands Athridas Bearmantle, who wants you 

to enter the Firbolg village to the east. Athridas feels A Troubling Breeze and 

there is another night elf there who he is worried about. Promise to help him 

and head to the top of the building. 

Tallonkai Swiftroot is in the highest room and has a few problems you can 

help with. First, he lost The Emerald Dreamcatcher. It was held at Starbreeze 

Village to the east and he can’t retrieve it himself. Accept this quest and ask 

him about his other problem. Tallonkai Swiftroot wants to see the head of 

Melenas, minus the body. Melenas is a dark Satyr who lives in a cave called 

Fel Rock, just north of Dolanaar. The Twisted Hatred Melenas feels toward 

all things healthy must be stopped. 

There is yet more to do before heading out of town. Head into the building 

just south of the road and speak with Innkeeper Keldamyr. 

— dad Peine 

Talk to Innkeeper Kaldamyr in Dolanaar to set your home point. With al 

back and forth that needs to be done, especially for some of the later quests, it’s nice to 

have the option of getting back quickly. 

After getting your reward, continue south out of the building and deliver 

the Partially Filled Vessel to Corithras Moonrage. He accepts the delivery 

and asks you to continue working on the Crown of the Earth by collecting 

water from the Moonwell near Starbreeze Village. Accept his quest and 

look to the east. 

Zarrin is a cook who works well with odd dishes. If you have taken Cooking 

as one of your secondary professions, seek this teacher for the quest to learn 

the Recipe of the Kaldorei (a fine piece of spider-cuisine). 

With your quest log nearly bursting, head out of town. Run east, mostly 

following the road and kill any owls, nightsabres, or spiders nearby until 

you see the outskirts of Starbreeze Village and the Moonwell. Jump into the 

Moonwell and fill the phial. 

Next, move slowly into the village but beware of the Furbolgs (they have 

become quite feral and attack almost anything they see). The first large 

building on the right has two floors, and Gaerolas Talvethren is on the top 

floor. Fight the few Firbolg in the way and head upstairs. Gaerolas isn’t in 

great shape, but he tells you what 

has happened and asks you to 

tell Athridas in Dolanaar of the 

Gnarlpine Corruption. Before 

leaving, move to the south-eastern 

cottage of Starbreeze and search 

the dresser for the Emerald 

Dreamcatcher. 

Return to Dolanaar, fighting the beasts for Zenn along the way, to turn in 

the quests you have completed. Corithras gives you another phial to fill, 

while Athridas asks you to collect the Relics of Wakening. After returning 

the dreamcatcher to Tallonkai, he realizes that part of it is missing. He asks 

you to get it from Ferocitas the Dream Eater and slay some of the Firbolg 

Mystics in the area. Take a companion or two if you are uncertain of victory. 

Tallonkai's Jewel isn't immediately apparent on the corpse of Ferocitas. Take 

the Gnarlpine Necklace and right click to reveal the jewel. Return to Zenn (if 

you have completed his quest) and to Tallonkai Swiftroot. 

| Investing in You r Future ae 

town and so much killing being done, your backpack 

tends to fill up quickly. Consider speaking with the General Supplies merchant in 

Dolanaar. He sells bags. These aren't inexpensive, but they allow you to carry more loot 

home. More loot sold means more money. The bag will pay for itself quick enough to 

warrant the purchase. 

RECOVER AND CLEAR THE LAKE 

By now, it’s probably time to train again and sell a few things. Talk to any of 

the craft trainers in town if you want to learn Cooking, First Aid, Alchemy, or 

Herbalism (three are on the south side; look to the north to find the First Aid 

trainer). There are a fair number of quests to grab now. Talk to everyone but 

focus on getting Seek Redemption from Syral Bladeleaf. To make things right 

with her, leave town and walk south until you reach Lake Al'Ameth. First, 

speak with Denalan, on the eastern edge of the lake. Then, while walking 

around the Lake, collect the Fel Cones on the ground near the trees. 

After putting the soil you brought him in a nearby planter, Denalan has two 

quests that can be completed while looking for more Fel Cones. He too 

wants to find out what is harming the land, but he's not a fighter. Collect the 

Timberling Sprouts, and Timberling Seeds for him. The sprouts are found all 

around the lake (and other bodies of water in Teldrassil). Right-click on these 

growing plants while moving around. Fight the aggressive Timberlings you 

come across to gain the seeds. If your eyes are sharp and can spot the steam- 

ing Fel Cones, all three quests can be done in a single pass around the lake! 



Turn in everything to Denalan and receive his shipment to Rellian Greens- 

pyre. Rellian is in Darnassus (do not head out to Darnassus yet), the capital, 

and can be found on either the east side of town, just outside Warrior's Ter- 

race, or north of the bridges (before reaching the Druid’s Grove). 

It’s time to bring an end to Melenas. Seek a small group on the same quest. 

There are many aggressive Grells in the cave, and having a few friends can 

make a huge difference. Stop at Zenn on the way over to give him the Fel 

Cones and get a good laugh. Search the cave while killing the nasty monsters 

and look for the wandering Melenas; though he stands in the north-western 

corner atop a ledge, he also patrols from time to time. Target Melanas first 

and bring him down to make sure the quest is a success. Even if you die, 

return to the body and loot it for victory. 

With that done, there are several quests west of town that can be done in a 

loop. If you still have a group, it is even easier, since one of the small dun- 

geons is on the list and can be quite challenging. 

Athridas Bearmantle has been patiently waiting for you to gather The Relics 

of Wakening. With a small group in tow, head out west of town. A Sentinel 

. tells you The Road to Darnassus is dangerous to travel. Tell him you will 

. help and move west, toward the mountains ahead. Look for the Gnarlpine 

E Ambushers south of the road. The quest for these is very fast, as you only 

need to kill six. Follow the hill that rises to the south, beyond the Ambushers, 

and notice the slightly stronger Furbolgs. 

.— » At the top of the hill is Ban'ethil Barrow Den. Below are the relics that 
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you are seeking, but dozens of Firbolg patrol the corridors and make life 

difficult for anyone who tries to enter. Move slowly with your group, taking 

on only one or two Firbolg at a time, and search the rooms of the dungeon 

for the four artifacts. They are held in grey chests (usually in alcoves). This 

is not your only goal in the dungeon. A restless spirit resides in a room on 

the second tier of the dungeon. Oben Rageclaw was trapped in slumber 

E ̂ 3 when the Firbolg found a way to separate his body and spirit. They now 
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use it to attack people. Oben's spirit wants this to end. Slay the Shamans for 

_ The Sleeping Druid until you find the Shaman Voodoo Charm. Return this 

to Oben, then agree to slay his body. Seek the animated body at the lowest 

level of the dungeon, fight it, then use the Charm to give this druid a final, 
VA 
des lasting rest. 
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Speak with Oben again, then return the artifacts to town. Athridas is ready 

to have you go after Ursal the Mauler, the very Firbolg who began this war 

against the Druids of Teldrassil. Move to Gnarlpine Hold in the south-west, 

at the very base of Teldrassil. While getting into position, fill your phial at the 

next Moonwell (completing another portion of Crown of the Earth), and steal 

a piece of fruit from the glowing tree south of the Moonwell. Denalan rewards 

you for bringing him the Glowing Fruit. 

Ursal is somewhat easy to kill, yet the many Furbolgs around him offer mod- 

erate resistance. Hopefully you can carry the group from the last dungeon 

onward and plow through Ursal’s allies without trouble. Be wary of the 

Avengers and casters, since these enemies pack a wicked punch. 

Avengers are a troublesome class of enemies. The Furbolgs are one of the races that 

have Avengers, and there are a number of them out in the forests of Teldrassil. When 

you slay another Firbolg near an Avenger, the Avenger bursts into a rage and starts to 

attack very quickly with devastating results. Try to slay the Avengers first. 

If there are casters around, they need to be brought down quickly as well. To solve this 

conundrum, have one person attack a caster to interrupt their spells while the other party 

members beat on the Avenger. This way, both enemies are limited in their ability. It’s not 

optimal, but fighting both casters and Avengers at the same time never is. | 

S AND 
ORTHERN QUESTS 

Return to town and rejoice. All of the substantially challenging quests are 
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done in Teldrassil, and the remaining ones are much easier with the skills 

you are already beginning to master. The next part for Crown of the Earth 

takes you up to the Oracle Glade, in the north-eastern section of Teldrassil. 

Sell, train, and grab that final quest before moving out. 

The house on the side of the road as you head toward Darnassus has a 

Skinner and Leatherworking trainer. Stop there for a second if you are in- 

terested, then it's on to the capital. Before striking out to the Oracle Glade, 

complete Denalan's dropoff to Rellian; better late then never, eh? Rellian 

wants you to collect Tumors from the larger Timberlings that live along the 

Wellspring River, east of Oracle 

Glade. Accept that quest and 

visit the temple on the south side 

of town for Tears of the Moon. 

Priestess A'moora gives you that 

quest, and she is on the upper 

tier of the temple. 



Darnassus is a rather impressive city. Exploring all of it would take quite a bit of effort, 

but you're not the first to get lost in this city. The guards are accustomed to newcomers 

needing directions and they give them freely. To find things in a hurry, ask a guard and 

they will plot it on your mini-map. 

Location — | Useful Stores/NPCs 

Druid Trainer, Hunter Trainer, Rogue Trainers; Arch Druid Fondral Staghelm, Night Elf 
Cenarion Enclave 

Mount Vendor 

Alchemy Trainer, Tailoring Troiner, Leatherworking Trainer, Enchanting Trainer, Cooking 
Croftsmen's Terrace 

Troiner, Inn 

Now that you are loaded up with quests for the northern area, head out 

from town and walk to the Wellspring River. Fight the Timberlings as you 

plod north along the banks, and keep your eyes peeled for a dark-colored 

Timbering named Blackmoss the Fetid. Kill him if you see him (his heart can 

be turned into Denalan for additional experience, and you soon shall see 

Denalan for other rewards, so it’s win-win). 

Once the tumors are yours, walk along the north side of the area and search 

for the spider, Lady Sathrah. This magnificent spider has been tainted, like so 

many things in the land, and you need to slay her. Take the Spinneretes from 

her body after the deed is done. 

Also, continue just west of her 

usual location to find a second 

glowing tree (another piece of 

fruit can be picked there). Dena- 

lan will reward you for bringing 

him The Shimmering Frond. 

Steer toward the center of the region and talk to the night elves who live 

there and fill up your phial at the Moonwell. Recently, a messenger to 

Darnassus was murdered by the Harpies while carrying a report from The 

Enchanted Glade. Sentinel Arynia Cloudsbreak needs to see their numbers 

beaten back, and she asks you to take up the challenge. Agree. West and 

slightly to the north, between the western wall and the trees, is where you 

find the harpies. Not only do these kills help to rake in the Bloodfeather 

Belts, that you need but there is also a trapped tiger named Mist. Talk to the 

wounded beast and escort it back to the Glade safely. Turn in the belts and 

receive the reward for that and saving Mist. Return to Darnassus to receive 
"> 72 

rewards from the temple and from Rellian. Only one thing is left to do for 

Sathrah to rest. Place her silvery spinnerets in the fountain inside the temple 

to complete Sathrah's Sacrifice. 

Every level (starting at level ten), you gain a Talent Point. These can be used to increase 

your abilities or learn new ones. Open your folent window (defaulted to ‘n’). There are 
three panels in the window. Look at each talent carefully before choosing as once you 

spend your points, it costs gold to unlearn them. There is more about the benefits of 
each talent in the class section. | "a 

With Teldrassil almost done, it's time to wrap up a few loose ends. Return to 

Dolanaar using your Hearthstone, if it's available, or your feet if it is not. Give 

the phial to Corithras. The next step of Crown of the Earth involves Darkshore, 

so tuck the Empty Phial into a bag and head south. Talk to Denalan and give 

him the final few goodies you found in the north. Take the time to examine the 

results of Denalan's experiments. 

With the tumors to examine, he'll ask that you destroy the Timberling with 

the most Gargantuan Tumor that he has seen. This is certainly one that has 

the power to damage the land further because it has been tainted so badly. 

Oakenscowl is the Timberling's name, and he is undoubtedly the most power- 

ful monster in the vicinity. Bring several allies to attack Oakenscowl, who lives 

south-west of the lake, just inside a small cave. 

Bid Denalan farewell after receiving your reward, sell and train in Darnassus. 

The mists of Darkshore beckon. To reach the foreign coast, look for a glow- 

ing pagoda on the western end of Darnassus that teleports users to Rut'theran be 

Village. Here a boat can send you across the seas. Once you arrive in x; 

Darkshore, be sure to speak to the Hippogriff Master to open up a flight path t 

between Darkshore and Rut'theran. xà 

Elune be praised! 
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Durotar is the new homeland of the Orcs and Trolls on the continent of Kalimdor. 

It was Thrall who led the Orcs to this new desolate land and began to rebuild 

what his people had lost. Thrall rescued the Trolls as well and the remnants of the 

Darkspear tribe have also taken up residence in Durotar. Though chosen for its 

desolate and arid climate, enemies still lurk in the crags and caves of Durotar. 
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5 Echo Isles 13 Rocktusk Farm 17 Southfury River 

14 Jaggedswine Farm 18 — Rozormone Grounds 

The Valley of Triols 

2 Burning Blade Coven 6  Tirogorde Keep 

Durotar is mostly a desert region with the capital city of Orgrimmar to the North, the river to the west, and ocean 

to the east and south. Caverns and crags wind their way through the rocky terrain creating havens for those seeking 

to strike at the newcomers. Even the lush island chain to the southeast houses ill intent. 



VALLEY OF TRIALS 
Kaltunk has been assigned to greet all upcoming additions to the Horde 

armies. His primary duty is to set you on the path to finding Your Place In 

The World. He decides you should start by speaking with Gornek and work- 

ing in the immediate area. 

Gornek is just west in The Den. Gornek isn’t terribly friendly or charismatic, 

but that isn’t his duty. He’s here Cutting Teeth with the new recruits. He 

wants you to kill ten Mottled Boars before he gives you a more difficult as- 

signment. Head out of The Den and north. 

You don’t need to go far to find the troublesome creatures. There are many 

scavenging the arid grounds. Kill them, but don’t stray too far from The Den 

as you return shortly. 

(The Spoils of War 7 
Your backpack is nearly full. First, take the time to look through it and see if there is any 

usable equipment for you. If so, equip it. Second, become familiar with any recovery 

items (potions, food, drink, etc.) you've accumulated. Everything else that can be sold 

to vendors should be. 

Return to Gornek for your next mission. The scorpids in the area have a 

nasty poison so the army keeps antidote on hand for accidents. Their supply 

is running low and the scorpids are a good way to prove yourself in battle. 

Bring ten Scorpid Worker Tails to Gornek to resupply antidote for the Sting 

of the Scorpid. 

Gornek also has a message for you from your class trainer. Take the message 

to your trainer for a small amount of experience. Speak to them to train new 

abilities. Leave The Den and immediately turn north. Duokna is a General 

Goods merchant that buys any excess loot you have and Galgar will cook you 

some food if you bring him ten Cactus Apples. Galgar’s Cactus Apple Surprise 

is very good...just don’t ask what the surprise is! 

South of the entrance to The Den, Zureetha Fargaze is recruiting aid. She has 

found a group of the Burning Blade residing in the Valley of Trials. These beasts 

must be brought to justice. The first step is to slay 12 of their Vile Familiars. 

Accept her quest and head to the east side of the valley (travel first north through 

the boars, then turn east). 

As you're traveling, consider killing any enemies that are your level or lower. The 

enemies in the Valley of Trials ore fairly weak ond the additional experience and usable 
equipment make it worth your time. 

The Cactus Apples can be found growing on many of the cacti in the valley. 

Gather these as you move east and keep an eye out for them as you harvest the 

scorpid tails. Lying in the shade of a tree is Hana’zua. He was stung badly by a 

particularly aggressive scorpid named Sarkoth. Before he can seek aid, his honor 

must be upheld. He asks you to find and slay this beast. Turn south hunting the 

scorpids as you climb the narrow slope. 

Sarkoth is surrounded by other scorpids, but these beasts understand nothing of 

teamwork and do not aid him. If there are any other people in the area, recruit 

them to help you before bringing an end to this monster. Return to Hana’zua 

with Sarkoth’s Mangled Claw as 

proof of its demise. With his honor 

protected, Hana’zua asks you to tell 

Gornek of the attack by Sarkoth. 

Report to Gornek of Hana’zua and 

to give him the scorpid stingers. 

True to his word, Galgar gives you an entire stack of his Cactus Apple Surprise 

for your hard work. Gornek has no more work for you, but others do. Take a 

quick visit to your trainer before speaking with Foreman Thazz’ril to the east of 

The Den. He's having trouble keeping the Lazy Peons working. He gives you a 

Foreman's Blackjack to use on any peons you find sleeping. Between the two 

of you, the work will get done. 

Follow the mountain edge north looking for sleeping peons and Vile Fa- t 4 

miliars. The familiars are aggressive and have some ranged capabilities, so x 

engage them quickly. Return to The Den when the demon forces outside the A 

cave are weakened and when your arm gets sore from blackjacking peons. 

Thazz’ril appreciates your hard work and efficiency enough that he’s willing 

to pay you for another task. Thazz’ril’s Pick was left in the northern cave last 

time he was surveying and he'd like you to retrieve it for him. Visit Zureetha 

before heading out as she has sensed a leader in the cave to the north who 

possesses the Burning Blade Medallion that is calling the demons there. 

The cave is filled with demons that are not only aggressive, but determined 

to end your life. Take the enemies one at a time and stick to the right tunnel 

as you ascend through the cave. 

Yarrog Baneshadow walks along 

a ledge at the back of the cave. 

Destroy this worshipper of dark 

magic and take the medallion 

from his corpse. Thazz’ril’s Pick is 

in the center room by the water- 

fall. Grab it on your way out. 



ame deo edi SOUTHERN DUROTAR 
With your work in the Valley of Trials finished, Zureetha asks you to Report 

to Sen'jin Village. Sell you excess loot and head east past the gates and into 

greater Durotar. 

Standing on the road is Ukor. He brought food to the valley without knowing 

they didn't need it and is afraid to take it back to Razor Hill. Though this 

delivery is A Peon's Burden, accept his quest. Razor Hill is to the north, but 

you have business in the south, so take the path off the road toward Sen'jin 

Village. 

Watch for Lar Prowltusk south of the path. He doesn't stay in one place too 

long because he's watching the Kolkar. He's working hard, but he needs 

your help with Thwarting Kolkar Aggression. He snuck into their camp last 

night and found they are planning on an organized attack. He needs you to 

break into their camps and destroy the attack plans. Gather fellow warriors 

and head southeast toward Kolkar Crag to do your duty as a member of the 

Horde. 

The male centaur are purely melee attackers and can be pulled to avoid 

fighting several at once. The female centaur use bows and do not move to 

you, so the fight must be taken to them. No matter who you're fighting, be 

ready to kill them quickly. They are not stupid and run for help when they 

get low on health. Find the attack plans in their three camps, destroy them, 

and return to Lar. 

tes 

Now that you've gained level 6, it's time for a bit of walking. Only mages 

have a class trainer in Sen'jin Village, so follow the road north to Razor Hill. 

The fights on Echo Islands are tougher and you need all the abilities you can 

get. Speak with the Innkeeper to complete A Peon's Burden, but don't reset 

your hearthstone. Visit your class trainer and speak with Cook Torka at the 

east exit of town. He needs you to Break a Few Eggs. Accept his quest and 

use your hearthstone to return to Valley of Trials and walk to Sen'jin Village. 

Report to Master Gadrin and collect the other quests before heading to the 

beach. Master Gadrin is in charge of the defense of Sen'jin and is recruiting 

adventurers to deal with Zalazane. Zalazane's Head must be brought back as 

along with the deaths of eight of the Hexed and Voodoo Trolls that have joined 

him. One of Zalazane's first victims was Gadrin's brother Mishina. Mishina's 

Skull has been enchanted by Zalazane to hold Mishina’s spirit forever. Bring 

» the skull back to Gadrin so it can be destroyed properly. Master Vornal needs 

four Intact Makura Eyes and eight Crawler Mucus for A Solvent Spirit. Vel'rin 

Fang asks you to hunt more Practical Prey for more practical reasons. He asks 

you to bring four Durotar Tiger Furs to stock his supplies. 

There's a great deal to do. Start by hunting the crawlers and makura on your 

way to the islands. There will be plenty of time to get them, so don't worry 

about finishing it just yet. Head to the islands and search for the tigers and rap- 

tor nests. Stay on the smaller islands until you finish Practical Prey and Break a 

Few Eggs. This gives you time to get some experience and look for adventurers 

to join in attacking Zalazane's island. 
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Swimming Wi 

Crawlers and makura are underwater creatures. As such they have no need for air 

and can move much faster than you in the water. Pull them to the surface to avoid 

suffocating during a long fight and have ranged attacks ready if they run from you. 

Once you have a couple adventurers with you, strike out to the largest 

island. On the southeast side, there is a camp near a small hill. Zalazane 

patrols this camp, protected by the Hexed and Voodoo Trolls. He guards 

the skulls on the hill. Pull the trolls one at a time until you can pull 

Zalazane to your party and his doom. Decapitate the monster and collect 

Mishina’s Skull from the circle of power on the hill. Continue killing the 

trolls on the island until your quest is complete. 
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It’s been a good while since you were near a merchant and your inventory shows it. 

Once your inventory is full you can't pick up any more items, including quest items. Take 

the time to destroy some of the less lucrative items in your inventory when you need 

room for quest items. 

Less lucrative items are items of lowest quolity and lowest armor (grey colored). This 

means grey cloth items are often the first to be dropped. If you don’t need the food or 

drink for recovery purposes, these are also prime candidates. 

Once the more difficult quests are complete, take the time to finish hunting 

the less intelligent enemies before returning to Sen’jin Village with swelled 

bags and pride. Gather the rewards for all your hard work and head north 

once again to Report to Orgnil in Razorhill. 



Razor Hill is built in the center of Durotar. The road north leads to Orgrim- 

mar, the road west leads to The Barrens, the road south leads to The Valley of 

Trials, while east...well, there really isn’t anything east. 

Give the eggs to the cook, and report to Orgnil. Orgnil is rather upset and 

immediately orders the death of Fizzle, the one causing these Dark Storms. 

Gar'thok, on the second floor of the bunker, has quests for you. He asks 

you to Vanquish the Betrayers, and slow the quilboar Encroachment. Ac- 

cept his quests, take care of in-town errands, and head out the south gates 

to Tiragarde Keep. 

Investing in Yc 

With so much time spent between towns and so much killing being done, your backpack 

tends to fill up quickly. Consider speaking with the General Supplies merchant in the 

Razor Hill Barracks. He sells bags as well. These aren't inexpensive, but they allow you 

to carry more loot home. More loot sold means more money. The bag will more than 

make up the cost. 

Show the Kul Tiras that their treachery will not go unpunished by slaying ten 

Sailors, eight Marines, and Lieutenant Benedict, their leader. Kill your way 

into the keep and climb the stairs. While in the open, the humans running 

is of little consequence, it can mean your death inside the keep. Reinforce- 

ments aren't far off and you must stop them quickly or face a fight against 

several opponents. 

Once in the hallway atop the stairs, turn left and take the ramp up to the 

highest room. Lieutenant Benedict stands guarded by several marines. Pull 

the marines near the doorway one at a time before engaging Benedict and 

his final guard. Loot the body for his key and take the right path and head to 

the roof. Open Benedict's Chest and examine the aged envelope within. Take 

The Admiral's Orders to Gar Thok. 

With the leadership of Tiragarde Keep dead, it's time to pick up the pieces 

From The Wreckage... Garthok wants you to recover three Gnomish 

Tools from the shipwrecks off the coast of Tiragarde Keep and deliver The 

Admiral's Orders to Nazgrel in Orgrimmar. Sell your excess loot and head 

east to the ocean, gather the tools, then return. 

Take the east road out of Razor Hill. To the south are camps of Razormane 

Quilboars and Scouts. To the north are Razormane Dustrunners and Battle- 

guards. Kill four of each before returning to Gar'Thok for your reward. 

NORTHERN DUROTAR 

With work at Razor Hill done, continue north toward Orgrimmar. Follow 

the road through the canyons until you find a goblin on the side of the road 

beside a cart. Rezlak is upset with the harpies in the area. These Winds of the 

Desert keep attacking the caravans and stealing the supplies. He needs you 

to retrieve five Sacks of supplies from the harpies. Head southwest and visit 

the Tor'kren Farm. Misha's son Kron has been Lost But Not Forgotten. She 

asks you to look for some sign of him along the river. Assure her you will and 

travel directly west to the harpy canyon. Collect the sacks, then speak with 

Rezlak again. 

With the supplies recovered, Rezlak employs you in Securing the Lines. He 

wants you to kill 12 Dustwind Savages and 8 Dustwind Storm Witches. Ac- 

cept his quest and travel south to Drygulch Ravine. Travel through the tunnel 

and begin your killing spree. Return to Rezlak when the deed is done. 

Gather a force and head to Thunder Ridge. It's time to stop Fizzle once and 

for all. Take your party to the southern entrance to Thunder Ridge. Fight your 

way past the lizards slowly until you are looking into the small alcove the 

Burning Blade have taken as their own. Pull Fizzle's guards one at a time and 

kill them outside the alcove. When Fizzle is alone, teach him the meaning of 

fear and take his claw from his dead body. Take the claw to Orgnil in Razor 

Hill and learn of Margoz. 
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Take the road north and complete your journey to Orgrimmar. Take the 

time to set your hearthstone here, visit your class trainer, and sell excess loot 

before heading to Thrall’s Chambers in the Valley of Wisdom. 
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Orgrimmar is a rather impressive town. comp permanere, 

but you're not the first to get lost in this city. The guards are accustomed to newcomers 

needing directions and they give them freely. To find things in a hurry, MM 
they will isis a 

Leatherworking Trainer, Skinning Trainer, Tailoring Trainer, Herbalism Trainer, Enchonting 
Trainer, Alchemy Troines, Cooking Trainer, Moilbox 

Deliver the Admiral’s Orders and speak with Thrall. He asks you to help 

him uncover Hidden Enemies within Orgrimmar itself. To begin, you need 

to get a Lieutenant's Insignia from Skull Rock. Accept the mission and 

leave Orgrimmar. 

Travel southeast and speak with Margoz, who has work for you in Skull Rock 

as well. He wants you to gather six Searing Collars from the cultists inside 

and bring them to him. Travel to the northeast and enter the cave. If there are 

others around, recruit their assistance. 

Becoming More Tal alen 

Every level (starting at level 3 you gain a Talent Point. These can be used to increase 

your abilities or learn new ones. Open your talent window (defaulted to ‘n’). There are 

three panels in the window. Look at each talent carefully before choosing as once you 

spend your points, it costs gold to unlearn them. There is more about the xo of 

each talent in the class section. 
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Take the cave slowly and avoid fights with more than one enemy when you 

can. Many of the cultists have mastered the ability to control demons and 

have them at their beck and call. Kill the cultist before focusing on the pet. 

Work you way to the back collecting collars. A dark painted orc named 

Gazz'uz who has been leading 

the Burning Blade. Kill him and 

take the Burning Eye of Shadow 

from him. Take it to Neeru Fire- 

blade in Orgrimmar who knows 

more about Burning Shadows. 

Return to Thrall with the insignia to receive your next task. Thrall needs you 

to deceive Neeru Fireblade into believing you are a member of the Burning 

Blade. Gather as much information as you can about the Hidden Enemies 

before returning to Thrall. 

Neeru takes the Eye of Burning Shadow from you and rewards you for its 

collection. Speak to him about Slaying the Beast within Ragefire Chasm. 

He wants you to bring him the heart of Taragaman the Hungerer. With all 

the formalities finished, tell Neeru that he may speak frankly and listen to 

him. Continue pumping him for information until you've found what Thrall 

wanted you to. High-tail it back to Thrall to squeal on Neeru. 

With the new information, your role as a spy is at an end. Thrall tasks you 

with the destruction of the Hidden Enemies beneath Orgrimmar. He wants 

Bazzalan and Jergosh the Invoker dead. 

Congratulations on your success in Durotar. Peons are taking fewer naps, the 

Trolls have some peace of mind returned to them, and even the glare of the 

sun seems less burdensome. There is still more to do to the west in The Bar- 

rens or across the seas in the Silverpine Forest. But what of the Burning Blade 

and the Shadow Council? Treachery directly beneath the capital of the Horde 

can not go unchallenged, but those are adventures for another day. 



The Tauren, once a nomadic people hunted by the centaur, have taken up 

residence within the grassy meadows of Mulgore. They walk paths closely 

intertwined with the Earth Mother and the way of the hunt is a right of passage 

for all Tauren. Through hunting the beasts of the land and making a place for 

themselves in the cycle of life, the Tauren gain a greater understanding of the 

world around them. With the help of Thrall, the Tauren were able to drive the 

centaur out of Mulgore. The Tauren have gained a home where they can raise 

their children in safety and they seek to repay the favor. 
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he Tauren have built their home in harmony with Mulgore. The gentle 

breeze make some think of paradise and relaxation, but the Tauren are 

constantly on a path of both betterment and enlightenment. The Tauren 

stewardship of this land can be seen in the lush fields of grass, prevalence 

of herbs, and the roaming herds of kodo, but there are those that seek to 

pillage this rich land. dwarves and Venture Company alike dig deep into 

the earth to steal the copper. 

CAMP NARACHE AND 
THE RITE OF STRENGTH 

Camp Narache is where all who seek citizenship in Thunder Bluff begin. The 

teachers help you take your first steps in the Rites of the Earthmother and 

teach you how to learn from the world around you. 

Grull Hawkwind stands before you and wastes no time with meaningless 

chatter. As The Hunt Begins, Grull wants you to collect seven Plainstrider 

Feathers and Plainstrider meat. This begins your training and helps restock 

the village supplies. Accept his quest and move northwest to Chief Hawk- 

wind's tent. Chief Hawkwind asks A Humble Task oí you. His mother set out 

this morning to fetch water from the well, and he would like you to check on 

her. Assure him you will and leave the village to the southeast. g 

There are many Plainstriders on the way to the well and around it. Kill 

these as you move to speak with Greatmother Hawkwind. The Greatmother 

has arrived safely at the well and even drawn the water, she is just resting 

before making the trip back up 

the hill to the village. She asks 

you to take a pitcher from the 

well and take it to her son. The 

pitchers are sitting on the edge of 

the well and can be picked up by 

right-clicking them. 

Hunt the Plainstriders until you have enough meat and feathers. Avoid going 

far to the east as the Battle Boars are aggressive and attack you on sight. With 

the supplies collected, head back to the village. 

Your backpack is nearly full. First, take the time to look through it and see if there is any 

usable equipment for you. If so, equip it. Second, become familiar with any recovery 

items (potions, food, drink, etc.) you've accumulated. Everything else that can be sold 

to vendors should be. 

Grull is pleased with your prowess and The Hunt Continues. He wants you 

to hunt the Mountain Cougars to the south and collect ten of their pelts for 

clothing and tents. He also has a message from your class trainer. Accept both 

quests and take a moment to visit your trainer as you've gained level 2 and 

have new abilities waiting for you. 

Chief Hawkwind is impressed with your kindness and begins the Rites of the 

Earthmother. First you must seek out Seer Graytongue to the south. Accept 

his quest and head south. 

Hunt the Mountain Cougars as you move up the hill toward Seer Gray- 

tongue’s camp. Graytongue sets you on the first rite, the Rite of Strength. 

To gain respect, you must slay the enemies of the tribe. Bring 12 Bristleback 

Belts to Chief Hawkwind from the quilboars in Brambleblade Ravine to the 

east. Accept the quest and finish hunting the cougars. 

With the pelts received, Grull asks you to trim some of The Battleboars 

from the hunting grounds and bring back the parts for some food. Brave 

Windfeather patrols nearby and has a task for you. The quilboars have been 

waging a war against the Tauren for some time and Brave Windfeather wants 

it to end. She charges you with bringing her the head of their leader—she SES ) Sing 

asks you to Break Sharptusk! 



er you're red orsi tiling a any enemies that are your level or lower. The 

enemies around Camp Narache are fairly weak and the additional experience and usable 
equipment make it worth your time. 
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Prepare yourself, then travel east. Slay the Battleboars for their flanks and 

snouts as you enter the Brambleblade Ravine. Once inside, slay the quil- 

boars and take their belts as proof. Fight your way east to the very heart of 

their land. Make them pay for the suffering they have caused. Heal this scar 

upon the land. 

Most of the quilboars in the area know only how to attack with their fists and 

their weapons, but there are ones that are more intelligent. The Bristleback 

Shamans have learned the use of magic and attack from range, if allowed. 

These can be easily spotted by their blue robes and should be killed quickly as 

they can do quite a bit of damage. 

Atop a rise in the heart of the Bristleback lands, stands a large tent. From here 

Chief Sharptusk Thornmantle leads the war against the Tauren. Slay first his 

guards, then remove his head. Much work has been done this day, but there 

is more to do. Leave the tent and head south to a cave in the mountain. 

It’s been a good while since you were near a merchant and your inventory shows it. 

Once your inventory is full you can't pick up any more items, including quest items. Take 

the time to destroy some of the less lucrative items in your inventory when you need 

room for quest items. 

os ot ons of D MU ume (grey colored). This 

means grey cloth items are often the first to be dropped. iie uu 
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Sharptusk’s younger sibling, 

Squealer Thornmantle, sits in 

the cave guarding the plans his 

chief has drafted. Kill Squealer 

and take the plans from the floor. 

Continue hunting until all your 

quests are complete, then use 

your hearthstone to return to the 

village triumphant. 

Speak with your teachers and be rewarded for your hard work. Once you 

have room in your inventory, right-click the Dirt-Stained Map and learn of 

the Attack on Camp Narache. Take your findings to Chief Hawkwind. He 

gives you a totem to take to Baine Bloodhoof so that you may continue the 

Rites of the Earthmother. 
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Your time at Camp Narache is at an end. You have the Totem of Hawkwind 

to show your progress. Follow the path south and east until you come to the 

border of Red Cloud Mesa. Antur Fallow stands nervously. She has A Task 

Unfinished as she is working on the Rite of Strength. As you are already 

heading to Bloodhoof Village, take the Bundle of Furs there for her. 

Deliver the furs to Innkeeper Kauth and ask him to make this inn your 

home. This sets your hearthstone to return you here. Next Speak with Baine 

Bloodhoof. He tells you of the Rite of Vision and asks you to help him deal 

with the gnolls in the area. The gnolls have moved into Mulgore, but have 

not respected the Tauren attempts at Sharing the Land. He asks you to kill ten 

Palemane Tanners, eight Palemane Skinners, and five Palemane Poachers. 

There are many people with tasks for you. Wander the village and collect 

all the quests. Mull Thunderhorn asks you to help him with a Poison Water 

problem, Harken Windtotem speaks of Swoop Hunting, while Zarlman 

Two-Moons continues your Rite of Vision, Maur Raincaller was attacked 

and poisoned by Mazzranache and Ruul Eagletalon teaches of the Dangers 

of the Windfury. 

: i 
Taking Up Skinning? 

Only a few of the professions are represented in Bloodhoof Village. If you intend to 

become adept at the art of skinning, now is a good time to start. Speak with the 

Skinning Trainer and purchase a skinning knife. 
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Collect the plethora of quests and head south out of the village. Keep your 

eyes open for the Ambercorns as you move about. They are small pinecone- he 

like objects usually found near trees. T P 

The gnolls have their camps against the cliffs to the south. They are very i 

aggressive and have many ranged attackers. Kill them one at a time and don't E 

be afraid to rest between fights. Kill the gnolls at the first camp and move east 

to the next. You need parts from all the animals out here, so kill everything 

in your path. 



E: With the required number of gnolls dead, move north to the Winterhoof 

—— Water Well. The Venture Company has taken residence around it, but you 

need two Wellstones. Kill the hirelings around the edge until you can reach 

the wellstones. Collect what you need and return to Bloodhoof Village 

killing everything along the way. 

Visit your trainer and learn any new abilities possible and speak with Baine 

Bloodhoof about the gnoll situation. He rewards you and asks for additional 

assistance. A Dwarven Digging group has been recklessly harvesting metal 

in the west. Accept the quest and speak with Zarlman Two-Moons. He gives 

you the Water of the Seers to consume at the bonfire to produce a vision. Do 

so, but don't follow the visionary wolf. The wolf leads you to a cave in the 

north that you will be visiting soon enough to complete your Rite of Vision. 

T! ^u 2 : 

m With so much time spent between towns and so much killing being done, your backpack 
5 tends to fill up quickly. Consider speaking with the General Goods merchant in Bloodhoof 

a Village. He sells bags os well. These aren't inexpensive, but they allow you to carry more 

loot home. More loot sold means more money. The bag pays for itself fast. — 
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; o "t Sell any excess loot and head southeast toward the Windfury Harpies. As you 

E complete the quests, keep track of which enemies you still need to kill. A 

- — good policy, however, is to kill everything in your path. You can always use 

__ the money and experience after all. 

The enemies on the way to the harpies are higher level than any you've fought 

so far and most are aggressive. Take care to only engage them one at a time and 

- . only after you've recovered your health and mana. 

Collect the Windfury Talons until you have all eight of them. Keep fighting 

on the edge of the cliffs as the wolves below are much higher level then 

the harpies. When the quest is 

complete, use your hearthstone to 

return to Bloodhoof Village and 

speak to Ruul and Mull. 

With the items you've gathered, Mull creates a totem for the Winterhoof 

Cleansing. Take the totem and head to the water well to end the poisoning. 

Start by killing the hirelings around the edge, then slowly kill your way to the 

water well. Use the totem to cleanse the well and return to Mull. There are 

other water wells that need cleansing and he needs materials for each. He 
3 "a —.— needs six Stalker and Cougar Claws to craft the Thunderhorn Totem next. 
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Your next target is the Bael'Dun Digsite. Cross the river and head northwest. 

Kill any targets you still need for quests (swoops are likely one) as you move 

to the cliffs. The dwarves present a new problem for you. While you've 

fought aggressive enemies that run for help before, the Bael'dun Appraisers 

are healers and can draw fights out. Pull the diggers away from the healers 

one at a time and dispatch them. When a healer is alone, throw everything 

you have at it as quickly as possible. If you have abilities that interrupt cast- 

ing, be prepared to use them. 

Watch for other adventurers in the area and group together as this quest 

is made easier with more hands. Gather the Prospector's Picks from the 

dwarves as you kill them. When you have five, move to the forge at the 

back of the camp. Use each of the tools to break them. Exit the camp and 

turn north. 

Thunder Bluff can be seen in the distance, but that is not your current 

destination. Move north past another area of harpies and watch for a cave in 

the eastern cliffs. Seer Wiserunner has been waiting for you since the lupine 

vision arrived. He is here to set you upon the Rite of Wisdom. Accept his 

quest and travel east, across the road, to hunt the Prairie Stalkers and Flatland 

Cougars on your way back to Bloodhoof Village. 

Turn in your quests, get your rewards, repair, sell excess loot, train if you 

need to, then follow the road east. Morin Cloudstalker patrols the road and 

has a task for you. He needs you to search The Ravaged Caravan near the 

lake and find why the Venture Company are trying to salvage it. The caravan 

sits smoldering on the northeast edge of Stonebull Lake. Kill any cougars and 

stalkers you need to finish Thunderhorn Totem while you're in the area. 

Clear out the Venture Company workers and open the Sealed Supply Crate 

near the center fire. Return to Morin with what you've found. After examining 

the evidence you recovered, Morin has more work for you. The Venture Co. 

must be stopped and the best way to do that is to kill Supervisor Fizsprocket 

and many of the workers. Morin wants 14 Venture Co. Workers and 6 Venture 

Co. Supervisors killed and Fizsprocket's Clipboard pried from his cold, dead 

hands. Move to the Venture Co. Mine. 

The enemies inside the mine are very dangerous as they are close together 

and it's difficult to get fights with only one enemy. Gather any adventurers 

you see in the area and venture in as a group. Make sure everyone in your 

party is rested before starting each engagement. 



Becoming More NE D 
Every level (starting at level ten), you gain a Talent Point. These can be used to increase 

your abilities or learn new ones. Open your talent window (defaulted to ‘n’). There are 

three panels in the window. Look at each talent carefully before choosing as once you 

spend your points, it costs gold to unleam them. There is more about the benefits of 
each talent in the class section. 

When you have his clipboard and have killed the help, return to Morin for 

your rewards. Make a quick trip to Bloodhoof to sell, train, repair, and speak 

with Mull. With the totem complete the time for the Thunderhorn Cleansing 

is at hand. Skorn Whitecloud talks of The Hunter’s Way and suggests you 

gather four Flatland Prowler Claws and present them to Melor Stonehoof as a 

gesture of willingness to learn. 

Cross the river to the north and begin clearing the Thunderhorn Water Well. 

Kill the Venture Co. workers and cleanse the water well and return for your 

reward and a list of ingredients for the Wildmane Totem. Take care of any 

final errands and head north to Red Rock. 

E OF WISDOM 
Once you cross into the Golden Plains, begin hunting the Flatland Prowlers 

and Prairie Wolf Alphas as you move northeast. Lorekeeper Raintotem sits by 

a fire south of Red Rocks. He charges you with removing the interlopers from 

A Sacred Burial. 

Move north and clear your way through the vagabonds to the Ancestral 

Spirit. Your Rites of the Earthmother are now complete. The spirit informs you 

that it is time to Journey Into Thunder Bluff. Return to Lorekeeper Raintotem 

south of here for your reward. 

Turn downhill and head deeper into the Golden Plains. Hunt the wolves and 

cougars until you've finished The Hunter's Way and the Wildmane Totem. 

Once both quests are complete, hearthstone back to Bloodhoof Village and 

speak with Mull about the Wildmane Cleansing. 

Take the road north to Thunder Bluff. The road ends at a set of lifts that take 

people far above the plains of Mulgore and to the majestic mesas of the 

Tauren capital. 

As all Tauren classes and professions are represented in Thunder Bluff, it's 

a good place for training. If you're picking up crafting professions, seek out 

the trainers while you Speak 

with Cairn Bloodhoof and Melor 

Stonehoof. Cairn is on the highest 

level of the central rise and Melor 

is on Hunter Rise. 
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Thunder Bluff is a rather impressive te 1. Exploring all of it would take quite a bit of 

effort, but you're not the first to get lost in this city. The guards ore accustomed to 

newcomers needing directions and they give them freely. To find things in a hurry, ask a 
T ~Y 

guard and they will plot it on your minimap. ; 
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nts of Interest 

| ‘Location — | Useful Stores/NPCs 

| 
Middle Central Rise 

Eyahn Eagletalon stands at the lifts with a problem. He’s behind in his 

Preparation for Ceremony and needs you to collect six Azure Feathers and 

six Bronze Feathers from the harpies northwest of Thunder Bluff. Accept his 

quest and continue on to speak with Melor and Cairn. Cairn has one last 

task for you to complete your Rites of the Earthmother. He wants you to 

hunt the mighty Arra’chea. 

Take the western lifts down to Mulgore and head northwest to the harpies. 

Hunt them for their feathers before moving northeast to the Wildmane Well. 

All the harpies are casters, so have your interrupt abilities ready. 

With the well cleansed, there are only a few things left to do. Travel east 

and hunt Arra’chea. She wanders a great deal, but is usually found within 

the Golden Plains. When you find her, clear any aggressive animals first or 

wait until she moves away from them. Engage Arra'chea and prove yourself 

to Cairn. 

Take her horn and complete your Rites of the Earthmother. Return to Thun- 

der Bluff to turn in your quests and pick up any you find before traveling to 

Bloodhoof. Tell Mull of the cleansing of the final well before following the 

road east to the Barrens. 

Congratulations on your success in Mulgore. Kodo are breeding happily, 

the Tauren of Thunder Bluff recognize your name, and the spirits know you. 

New challenges wait in the Barrens and even in the Ragefire Chasm beneath 

Orgrimmar, but those are adventures for another day. 



Tirisfal Glades has seen better days. The mighty 

city of Lordaeron has fallen, demons encroach, 

and the last vestige of humanity has declared war 

on anything that isn’t part of the Scarlet Crusade. 

What keeps this land to succumbing to anarchy? 

From below the ruins of Lordaeron, the Banshee 

Queen commands the Forsaken. Though killed by 

the plague and never granted death, the Forsaken 

have rebelled. They have chosen to reclaim Tirisfal 

Glades and halt the advance of the Scourge. 
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Lordaeron and the other estable heni within Tirisfal Glades had been 

sacked, burned, and forgotten. The land was assumed to be a stronghold of 

the Scourge, but the will of Sylvanas Windrunner shattered the plans of the 

Scourge and brought a major player to the table. The Forsaken have chosen 

to ally with the Horde in an attempt to stave off their destruction. While the 

Forsaken are a power to be reckoned with, there are many that wish them 

nothing short of a final rest. 

The Bulwark holds the plagued wildlife and forces of the Scourge from 

seeping in from the Plaguelands, but the war with the living isn't far 

Off. A bastion of the Scarlet 

Crusade has survived against 

the Scourge, and now survives 

against the Forsaken. 

A COLD AWAKENING 
You awaken much like all undead...in a crypt. You not only took ill, but you 

died and were buried. The flesh has rotted from parts of your body, but you 

are still mobile. Ascend the stairs and speak with Undertaker Mordo about 

your Rude Awakening. 

Mordo stands at the opening to the crypt and directs the newly awakened 

to Shadow Priest Sarvis in Deathknell. Accept his quest and follow the stone 

path into what's left of town. Once through the gate, turn left, then enter the 

remains of the town church to find Sarvis. 

Sarvis tells you more about what's happening. He relates how not everyone 

who was killed by the plagues awoke as Forsaken. Many became Mindless 

Ones. These poor souls have no will of their own and are merely tools of the 

Lich King. They must be destroyed. Sarvis tasks you with destroying eight 

Mindless Zombies and just as many Wretched Zombies. 

Exit the building and turn north. Just down the street, guards are keeping 

the zombies at bay, but are terribly outnumbered by the shambling forces. 

There is so little left in the minds of these enemies that they do not attack 

you until you attack them. Engage and kill the zombies before returning to 

Sarvis for your reward. 

Sarvis congratulates you on your decision to take up the banner of the 

Banshee Queen and fight for the Forsaken. There is more to do, however. 

He wants you to join the others Rattling the Rattlecages. The skeletons are 

tougher than the zombies, but need to be removed from Tirisfal all the same. 

Sarvis also has a message from your class trainer. Accept both of these quests 

and seek your trainer for new abilities and speak with Novice Elreth. 

Elreth spends her unlife helping those enlisting in the military. She is will- 

ing to make you some armor if you bring her parts of The Damned in the 

area. Six Scavenger Paws and Duskbat Wings net you some experience 

and a piece of armor. The bats and dogs can be found in abundance to 

the northwest. 

As you ore traveling, consider killing any enemies that are your level or lower. The 

enemies around Deathknell are fairly weak and the additional experience and usable 

equipment make it worth your time. | 
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Kill the skeletons as you exit town to the north, then hunt the dogs and bats. 

When you've harvested enough parts, return to town and finish killing the 

skeletons. With both quests complete and your bags full, return to the ruined 

church and speak with Sarvis and Elreth for your rewards. 

Elreth had a friend named Marla who was murdered by her husband after 

he succumbed to the plague and joined the Lich King's forces. Though now 

Forsaken, Elreth wants help granting Marla's Last Wish which was to be 

buried beside her husband. She's buried in the cemetery, but her husband 

still roams as a slave to the Lich King. Elreth wants you to destroy him and 

bury his remains with Marla. 

Inventory ru:
 2088 T 

It's been a good while since you were near a merchant and your inventory shows it. 

Once your inventory is full you can’t pick up any more items, including quest items. Take 

the time to destroy some of the less lucrative items in your inventory when you need 
room for quest items. 

Less lucrative items are items of lowest quality and lowest armor (grey in color). This 
means grey cloth items are often the first to be dropped. If you don’t need the food or 

drink for recovery purposes, these are also prime candidates. 
P 



Take a moment to stop at the merchant in the house across the street to sell 

your excess loot and speak with Executor Arren. He is recruiting aid in clear- 

ing the spiders from Night Web’s Hollow so the gold mining can be restarted. 

He rewards you if you kill ten Young Night Web Spiders and eight Night 

Web Spiders. Remember to equip any extra bags you’ve found and head 

north to speak with Deathguard Saltain. 

Saltain’s attitude might be a bit rough, but his goals are in tune with the 

Banshee Queen’s. He’s organizing the recruits in Scavenging Deathknell for 

equipment for the newly risen. He wants you to collect six Scavenged Goods 

from the ruined town and return. With several quests in your log, it’s time to 

head out. Search the buildings of Deathknell for the boxes as you head north. 

Follow the road as it bends east. At a northern turn of the road, there is a 

ruined camp and several named skeletons and zombies shambling about. 

Find Samuel Fipps and give him the final rest so many have been denied 

by the Lich King. Carefully collect his remains and store them in your pack 

before turning northwest and traveling to Night Web’s Hollow. 

The Young Night Web Spiders are plentiful outside the mine and are still 

fairly docile. They won’t attack you until you strike first. The Night Web 

Spiders, however, stay inside the mine and are quite aggressive. They attack 

without any provocation and care must be exercised as you move through 

the mine. At the very back of 

the cave sits the Night Web 

Matriarch. Though you have no 

specific quest to slay her, she has 

a cloak that would be very nice 

to have. With the spiders trimmed 

back, use your hearthstone to 

teleport back to the crypt. 

Run back to Deathknell and speak to Arren and Saltain for your rewards. 

Directly behind Arren is the graveyard. In the first row is Marla’s grave. Place 

Samuel’s Remains there to fulfill Marla’s Last Wish and speak with Elreth for 

your reward. Take a moment to speak with your trainer before Arren gives 

you more work. 
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With the mine being brought under control, it’s time to use your talents else- 

where. The Scarlet Crusade has set up a camp to the southeast. There is little 

doubt in anyone’s mind that they intend to attack Deathknell. Take the fight 

to them first by collecting 12 Scarlet Armbands from their corpses. 

Leave town to the east and look for the tents. The Scarlet Crusade attack on 

sight, so be watchful as you approach the camp. Pull the enemies one at a 

time and avoid entering the camp as they also help each other. The Scarlet 

Initiates are mages and will be reluctant to come to you. Be ready to kill 

them quickly. With the required armbands, return to Arren for your reward 

and your next assignment. 

The numbers at the Scarlet camp have been lessened. Now you have a 

chance to strike at The Red Messenger. Meven Korgal is in possession of 

the Scarlet Documents. While unsure of the contents of the documents, 

Arren knows that it’s better to have them then allow Meven to keep them. 

Find Meven near the tent at the southern edge of the camp. Pry the docu- 

ments from his cold, dead fingers. 
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After reading through the documents, Arren finds some Vital Intelligence that 

must be taken to Brill. He can find more work for you here, but getting this 

information to Brill is more important. Take a moment to visit your trainer 

and sell any excess loot before taking the road north. 

GUARDING WHAT'S LEFT 

Calvin Montague stands at the palisade along the road. He has a letter to be 

delivered to Brill. Accept his quest and continue along the road until you find 

Deathguard Simmer. Simmer wants you to steal ten pumpkins from a nearby 

farm. It sounds easy, but don’t do it just yet. Accept the quest and continue to 

Brill. Watch for aggressive enemies near the road as you travel. 



Gordo, an abomination, patrols the road. Accept Gordo’s Task. He needs 

three Gloom Weeds picked up and taken to Brill. The weeds are near the 

road, so take the time to pick them before continuing to Brill. Watch for the 

aggressive demon dogs nearby and avoid venturing too far into the woods. 

There are a number of people to speak with in Brill. Junior Apothecary Hol- 

land, in the graveyard, should be your first. It seems Gordo isn’t very bright, 

Holland needs you to collect ten Doom Weed. Speak with Deathguard Dill- 

inger to receive A Putrid Task. Inside the first building on your right, Apoth- 

ecary Johaan has work for you as well. He’s working on A New Plague and 

tells you to collect five Darkhound Blood. Continue speaking with people in 

Brill and collecting all the quests. The Wanted sign behind Executor Zygand 

shouldn’t be ignored as it offers a reward for killing Maggot Eye. 

Talk with Innkeeper Renee and have her make this inn your home. This al- 

lows you to teleport here using your hearthstone. If it is in your plan, pick up 

First Aid from the rather striking undead female near the entrance. With all 

your errands done and many quests in your log, leave town and head north 

toward Garren’s Haunt. 

Follow the fork in the road as it bends west. The Graverobbers, Rot Hide 

Gnolls, have been stealing the corpses from the mass graves to bolster the 

Scourge’s armies. Kill eight Rot Hide Graverobbers, five Rot Hide Mongrels, 

and collect eight of their Embalming Ichor. 

Once you've killed the graverobbers, continue north to Garren’s Haunt. As 

you move through the woods, watch for Doom Weed near the bases of the 

trees. Patroling the field are Rot Hide Gnolls and Mongrels. Enter the field 

carefully as the gnolls are very aggressive and attack at even the slightest hint 

of your presence. Kill the mongrels as you move north across the field. In a 

small building stands Maggot Eye. He is far too powerful for you to attack 

alone, so look for other adventurers in the area and form a group to kill him. 

With Maggot Eye's Paw, the Embalming Ichor, and the Doom Weed, 

return to Brill. There are several people you should talk for your rewards. 

Sell any excess loot, pick up any new quests, and head west toward 

Solliden's Farmstead. 

With so much time spent outside of town and so much killing being done, your 

backpack tends to fill up quickly. Consider speaking with the General Supplies 

merchant in the Lion’s Pride Inn. He sells bags as well. These aren’t inexpensive, but 
they allow you to carry more loot home. More loot sold means more money. The bag 

pays for itself rather shard s 

At the bridge, some of the Scourge have made their way into Tirisfal Glades. 

Take a few moments to kill the Rotting Dead and Ravaged Corpses. It's A 

Putrid Task, but someone's got to do it. Collect seven Putrid Claws from the 

bodies before continuing to Solliden's Farmstead. 

Farmers guard the field while soldiers patrol the road. Kill the farmers as you 

harvest the pumpkins. Turn the farmstead into Fields of Grief by stealing ten 

Tirisíal Pumpkins. Continue west and show that you are At War With The 

Scarlet Crusade by slaying ten Scarlet Warriors. 

Use your hearthstone or your feet to return to Brill and turn in your quests. 

Pick up any quests that become available, and visit your trainer if you've 

gained a level. See a merchant before heading to the bottom floor of the inn 

and giving the pumpkin to the Scarlet Zealot. 

With so much in town taken care of, head southwest toward the Nightmare 

Vale. Hunt the darkhounds for samples of A New Plague and the duskbats to 

stave off The Chill of Death. The darkhounds attack from a great distance, so 

be watchful of them and avoid fighting more than one enemy at a time. 

The Scarlet Crusade have taken the ruined tower and turned it into a bastion of 

zealotry. This cannot go on. Slay the guards outside the tower one at a time as 

you make your way closer. Take ten Scarlet Insignia Rings from their corpses as 

Proof of Demise. 

Captain Perrine stands inside the tower with a bodyguard. Slay them 

both to show them the Forsaken are, and will always be, At War With 

The Scarlet Crusade. Finish killing the humans around the tower before 

heading back to Brill. Take the time to collect the Darkhound Blood and 

Duskbat Pelts before returning. 

Stop at Abigail Shiel, by the wagon, to buy a single Coarse Thread and sell 

loot before turning in all your quests. 

BURYING THE PAST 

A number of the dead in Tirisíal have risen as servants of the Scourge. The 

Mills Overrun with mindless undead. Head west to grant them final rest. 

Collect five Notched Ribs and three Blackened Skulls as you destroy the 

servants of the Scourge. 
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Watch for Devlin Agamand as you travel The Haunted Mills. He patrols near 

the road approaching the mill and is slightly higher level than the enemies Undercity POIBIS of Interest 

Useful Stores/NPCs 

Auction House, Bank, Inn, Mailbox, Merchants, Bat Hondler 

around him. Grab his remains and continue north. Certainly everyone has 

Deaths in the Family, but you are about to be the Agamand’s personal reap- 

er. Nissa is just inside the first house on the right side of the road. Take your 
wmm IP mn 

time pulling the enemies out front as they can all attack at the same time. 
Toiloring Troiner, Reagent Vendor, Mage Trainer, Portal Trainer, Warlock Trainer, Demon 

Trainer, Fishing Trainer 

Poison Vendor, First Aid Trainer, Skinning Trainer, Leatherworking Trainer, Engineering 

Troiner, Forge, Anvil, Rogue Trainer 

You have a number of quests for eastern and northern Tirisfal Glades. 

Take the elevators back to the surface and follow the road east toward the 

Balnir Farmstead. 

The Bulwark stops most of the Scourge from entering Tirisfal, but some 

Thurman and Gregor wander the mills long the path to the northwest. Col- slip past. Destory eight Bleeding Horrors and eight Wandering Spirits 

lect all their remains and hunt for the ribs and skulls. When all is collected, for the Rear Guard Patrol. The horrors don't move much, but the spirits 

hearthstone or walk back to Brill. wander a good bit so watch your back to avoid having one attack when 

you're already engaged. 

A Letter to Yvette | B Y 
-—— 

As you loot all the skeletons, watch for A Letter to Yvette. Right-click on it to start a 

quest that sends you back to Brill. How convienent! 
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G A NEW FUTURE 
Follow the road southeast from Brill. At the intersection, take the east road 
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far enough to speak with Deathguard Linnea. Accept her quests and continue 

south to Undercity. Bethor is in the Magic Quarter waiting for you. 

Every level (starting at level ten), you gain a Tolent Point. These can be used to increase 

| your abilities or learn new ones. Open your talent window (defaulted to ‘n’). There are 

Undercity is rather impressive. Exploring all of it would take quite a bit of effort, 7 three panels in the window. Look at each talent carefully before choosing as once you 

but you're not the first to get lost in this city. The abominations are accustomed to i spend your points, it costs gold to unlearn them. There is more about the benefits of i 

newcomers needing directions and they give them freely. To find things in a hurry, ask a each talent in the class section. | 

guard and they will plot it on your minimap. ) 
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Once you've done your part to keep the Scrouge from Tirisfal, climb the cliff 

to the north and engage the Scarlet Crusade. Until these religious zealots 

are destroyed, the Forsaken are At War With The Scarlet Crusade and you 

are their favorite soldier. Kill the friars as you make your way to the tower. 

Captain Vachon is inside and needs to be shown the error of his ways. 

The Scarlet Friars heal themselves and their compatriots. They must be killed 

quickly or interrupted to avoid long fights. Watch for others in the area and form 

a party to make this quest easier. 

With the leadership of another Scar- 

let outpost dead, head northwest to 

Brightwater Lake. 

The Prodigal Lich lives on an island in Brightwater Lake surrounded by his 

own mindless protectors. Search through Gunther's books until you find his 

spellbook. Now it’s north to the coast to work on A New Plague. 

If one had never been to Tirisfal Glades, you might expect the coastline to be 

in better shape. The ocean is very large and the waves always tearing away at 

the plague that is gripping the land. It's a nice thought, but the beach is just 

as diseased as the rest of the land. It appears that even the ocean is powerless 

against such terrible magic. 

Tear the fins off the murlocs you find. Watch for the oracles as they have 

mastered lightning magic and make your time at the beach difficult. 

MT You Can't Fight Jus ide 

Murlocs are notorious for their ability to bring an army to a one-on-one fight. When 

engaged, they immediately call any of their nearby friends to aid them. Pull the murlocs 

carefully and be ready to kill them quickly. At the first sign of losing the fight, they make 
tracks back for help. 

If you weren't able to get a group to kill Maggot Eye earlier, stop by his shack 

now. You've gained a number of levels while he hasn't. With the five Vile Fin 

Scale samples, walk or hearthstone back to Brill to turn in your quests. 

Begin another circuit by heading to Undercity. Speak with Bethor Iceshard 

again, then take the road east to speak with Linnea. Follow the path north 

from Linnea toward the Scarlet Monastery. When the path turns north, break 

east. Do not approach the Monastery, as the seat of the Scarlet Crusade is 

beyond your reach for quite some time. Enter the Venomweb Vale to con- 

tinue gathering reagents for A New Plague. You need four Vicious Night Web 

Spider Venom and the spiders aren't likely to give it freely. 

Venom in hand, follow the path north until it forks. Take the west fork 

toward the Scarlet Watch Post. Watch for other adventurers to join as you 

approach the Scarlet Watch Post. 

Kill the guards as you approach the tower. Watch for the caster that patrols 

around the tower. Wait for her to come into range and eliminate her before 

engaging Captain Melrache and the Scarlet Bodyguards. The bodyguards 

are much lower level and can be killed quickly while Melrache is held by a 

warrior or combat controlled. Finish this portion of At War With The Scarlet 

Crusade and head southwest to Gunther's Retreat. 

Gunther is grateful when you Return the Book, but he doesn't fully trust 

you. He gives you the task of Proving Allegiance. Grab a candle from the 

box at his feet and head to the south edge of the island. On a smaller island 

sits Lillith's Dinner Table. Place the candle on the table to summon Lillith 

Nefara and slay her. Return to Gunther to show that you are an enemy of the 

Scourge just as you've been telling him. 

Return to Brill and help Johaan test A New Plague by giving it to the Captured 

Mountaineer in the inn. There is little else to be done in Brill. Head west to 

Agamand Mills and The Family Crypt. 

Follow the path past the mills and over the bridge. The crypt is on the north 

side of the area. Kill the Wailing and Rotting Ancestors as you approach the 

crypt and descend into the depths. Take the crypt slowly as there are many 

wandering enemies and not a lot of space. Fights of two are almost guaran- 

teed with fights of three or more being possible if you get careless or unlucky. | .— 

At the lowest room, Dargol stands with several ancestors. Pull the ancestors 

one at a time until Dargol stands alone. Collect Dargol's Skull and rest a 

moment. There are likely to be a 

enemies respawned behind you. 

If your hearthstone is up, teleport 

back to Brill. If not, fight your way 

out of the crypt and return by foot. 

Congratulations on your success in Tirisíal Glades. The dead are waking - 

safely, a new plague designed to threaten all life is in the works, and even 

the Scarlet Crusade seems to have receded a bit because of such fine efforts. 

New challenges wait in Silverpine Forest to the south, in the Ragefire Chasm 

beneath Orgrimmar, and in the Barrens across the ocean, but those are 

adventures for another day. 
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a GIMPSE or THe WORD 
Setting foot into unknown lands is 

a dangerous prospect. The lands 

of Azeroth have been ravaged by 

wars and plagues, but peace is 

finding footholds and the land is 

healing...in places. 

This section gives a brief descrip- 

tion of each of the areas. While 

role-players gain the greatest use, 

even general gamers will find 

the information useful as it influences quest lines, ongoing wars, and other 

matters of import. 

THE EASTERN KINGDOMS 

Long past are the days of Lordaeron standing proud and strong. Deadly 

plagues have divided the population into the infected and those who fear 

infection. Caught between religious zealotry, and mindless undead, the races 

living here do so only through constant vigilance. 

Based under the ruins of Lordaeron, the Forsaken have thrown off the shack- 

les of the Scourge and retained their own will. The Forsaken have tossed their 

lot in with the Horde...for now. This gives them aid as Dwarves and Humans 

are constantly seeking to take Hillsbrad to the south. This war has seen many 

shifts in power and is unlikely to be resolved anytime soon. 
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A threat even closer to home shows itself in the Scarlet Crusade. Many of 

this religious order have declared war on anyone and anything that is not 

a member. While their methods are disdainful, their fear is echoed by the 

Forsaken. How does one defend themselves from the mindless undead 

legions of the Scourge? 

With only the Bulwark outpost between Tirisfal Glades and the Plaguelands, 

Lordaeron is infested with wildlife that has succumbed to one plague or an- 

other. The previously gentle wildlife has turned bloodthirsty and violent. The 

constant threat of their surroundings makes it more difficult for the Forsaken 

to concentrate on malevolent intelligent dangers. The forces of Dalaran 

across the lake and the mage Arugal in Silverpine are threats far more danger- 

ous than any set of poisoned fangs. 

The Dwarves of Ironforge patrol the lands of Khaz Modan devoutly, but their 

numbers are spread thin. Incursions of Ogres and Troggs slip past and are 

allowed to fester while the army is busy elsewhere. Word of attacks comes 

from all over the Dwarven lands. Even the outpost of Dun Algaz has been 

attacked and communications have been lost. 

Perhaps this is a fitting view of the Dwarves themselves. The Dark Iron 

Dwarves, having split off hundreds of years ago in an event known as the 

War of the Three Hammers, have become a considerable threat to Ironforge 

and the Alliance. 

After fleeing from their home of Gnomeregan, the Gnomes have been taken 

in by the Dwarves. Release of dangerous toxins researched for the war 

against the Troggs have made Gnomeregan unlivable and any Gnomes unfor- 

tunate to be caught inside...quite insane. Though exiled from their home, the 

Gnomes continue to fight at the side of the Dwarves. An underground tram 

connecting Stormwind and Ironforge has been completed and makes move- 

ment between the cities much easier. 



The glimmering white walls of 

Stormwind stand proud and tall, but 

its military is scattered and worn. 

The Defias Brotherhood, a group of 

thieves and brigands, has grown to 

such strength that many wonder why 

the king has been absent on the mat- 

ter. Combined with the Orcs, Gnolls, 

and walking dead, the armies of 

Stormwind are kept from mobilizing due to Lady Katrana Prestor’s influence. 

The coast of Westfall has come under attack. Defias have taken Moonbrook 

while an army of Gnolls slowly threatens the common peoples. The local 

militia has pulled back to try and hold Sentinel Hill, but they are vastly out- 

numbered. Word has been sent to the capital, but no more troops have arrived. 

The peaceful land of Elwynn Forest is no longer. The guards of Stormwind 

keep the road safe, but much of Westfall lacks adequate protection. The 

nuisances of Kobolds, Murloc, and brigands have become full dangers. 

Signs of trouble are stirring in both Stormwind and Duskwood. With so many 

Defias thrown into the Stockades so quickly, the guards find themselves 

outnumbered and out-muscled. The guards that made it to the surface have 

erected a chokepoint at the exit, but the Stockades are in the hands of the 

Defias now. 

Something stirs in Duskwood. The dead of Ravenhill Cemetery are no 

longer content to lie buried. The Worgen have taken several farms and 

attack any who draw near. The Night Watch is comprised of concerned 

citizens, but without the help of the Stormwind guards, can these warriors 

keep Darkshire safe? 

KALIMDOR 

Many races have made Kalimdor home. The Orcs, Trolls, and Tauren have 

carved a home from the rock, but peace escapes them still. Night Elves, 

Ogres, and Demons all threaten the homelands of the Horde. 

Most of the Horde have carved 

homes out of Central Kalimdor. 

Built within in the canyons on 

northern Durotar stands Orgrimmar. 

The Orcs and Darkspear Trolls 

have made a home in the red sands 

and thrived. Centaur infestations 

and even the cult of the Burning 

Blade are small dangers to the unity 

Orgrimmar symbolizes. 

To the west lies Mulgore; a lush and rich land. Thrall helped the Tauren 

claim this land from the centaur and that aid will be repaid for generations 

to come. While still active in Thousand Needles and Desolace, the centaurs 

have no presence in Mulgore and only small camps in the Barrens. 

At first sight, the Barrens seem a dangerous land and Crossroads a village 

about to be blown away by the wind. While the peace of Crossroads is 

fragile and often broken, it is permanent. The Barrens is a success story of 

the cooperation of the Horde. Once a land where only the most stalwart 

adventurer would go, the combined forces of the Horde are slowly bringing 

peace to the land. 

The task is not yet done. Harpies and the Venture Company still terrorize the 

northern Barrens while the Quilboar are firmly entrenched in the south. Even 

the Dwarves are trying to carve out a piece of this potent land by excavating 

near the border to Dustwallow Marsh. 
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Much of Northern Kalimdor shows the touch of the Night Elves. Though 

pushed to Teldrassil, the Elves have returned to repair the damage done to 

the land. 

Just across the sea from Teldrassil, Auberdine has become a haven for crafters 

and those wishing to help heal the land. While the threat of Naga is strong 

and the spirits of the ruins in the north are angry, demonic corruption has 

tainted the Furbolg and wildlife populations. 

South of Darkshore lays Ashenvale. The Horde have erected a camp on the 
The wilderness is as varied and ; . 

beach just outside some ruins and deeper in the woods at Warsong Lumber 
untamed as the races living there. : ‘ 

5 Camp, but they are the least of the problems in the forest. Naga patrol the 
Small outposts are the only glimpse 3 ; ; ° 

P yor coastline and large tribes of aggressive Furbolg have taken residence in 
of civilization and those are few and e 

T: Ashenvale. The land is, for the most part, healthy. Felwood to the northeast 
far between. : ; ; hats 
: is not so lucky. Corrupted animals and twisted trees are the hallmark of this 

Thousand Needles is largely con- terrible place. 

trolled by the centaur, but even they A bridge across the Southfury River leads to Azshara. Though the land is 
are kept in check by the harpies and P" i 

P y P beautiful, there are many powers at work. Naga and Satyr have claimed 
other more dangerous creatures of Em I 

: many of the ruins in central Azshara while Furbolg and Dragonkin roam 
the wild. The desolate silence of Thousand Needles is broken by the thunder- 

the southeast. 
ous crashes from the Shimmering Flats. Though far from civilization, the salt 

flats provide the perfect track for the Gnomes and Goblins to race their most 

recent inventions. They pay good money for people to keep their track clear. 

West of Thousand Needles the land is much more lush. The forest of Feralas TELDRASSI sheet 

is quite beautiful to behold. Were it not for the Ogres infesting the ancient i 
3 8 8 The Night Elves moved to Teldrassil in an attempt to unite the Night Elves 

ruins and the Gnolls camped throughout the valleys, this land would be quite  . . 
P 5 y 3 in a single city. Teldrassil, created to restore the waning power of the Night 

a place to visit. 
Elves, is beginning to show signs of corruption. 

Venturing further south from Thousand Needles leads into the desert of 

Tanaris. Gadgetzan and Steamwheedle Port are the only signs of friendly 

civilization. The Goblins put a city anywhere there is profit to be had. The 

gates of Ahn'Qiraj have been opened in the far south, but their reach is ever 

expanding. The Silithid desert on the other side of the crater is a place of epic 

danger and glory untold. 
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The Alterac Mountains are home to many powerful Ogres and to the Dalaran. While standing on the northwest shores of the area, a person can see over to 

the grim canopy of Silverpine Forest, a land filled with the walking dead. Yeti hold many of the high, snow-filled areas of Alterac, while the mages of Dalaran 

and the dangerous Syndicate control the lowlands. 
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Qaam HIGHI@NDS 
A fragrant wind of pollen, grass, and other living things blows over those who enter the Highlands of Arathi. People from both the Horde and Alliance 

settle here, trying to farm the arable land of the north and struggle against the many natural dangers of the land. Raptors walk across the flatlands, hunting 

for prey, and there are many aggressive Ogres and Trolls out in the wild as well. Beware the deadly elementals that spawn near old and forgotten shrines, 

for they have tremendous power. Seek Hammerfall in the northeast for safety (as the Horde), or walk into the small gorge of Refuge Pointe (as Alliance) in 

the center of the Highlands. 

` 
G 

"T mae AOO N - STROMGARD 
KEEP. KEEP 

7 Q 7 

72 



€ 

Highlond Strider 30-31 

Young Meso Buzzard 31-32 

11 Girde of Outer Binding 
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Ashenvale is a lush and vibrant area of forests, meadows and lakes. Today Demons, Elementals, Furbolgs and many more supernatural creatures rule this 

land. The Night Elves, inherently attuned to nature, have started to cleanse this land, but it will take many years before it is safe for travelers to roam freely 

through this land. 
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Bathran’s Haunt 
Forsaken Seeker 18-19 

Forsaken Herbolist 18-19 

Forsoken Thug 20 

The Ruins of Ordil’ 

Dark Strand Cultist 18-19 

Imp (Minion) 18-19 

Dark Strond Adept 18-19 

Voidwolker Minion 18-19 

The Zoram Strand 

Andruk 55 Wind Rider Moster 

Clattering Crawler 19-20 
Mystlash Hydro 20 

Spined Crowler 20-21 

Wrothtoil Sorceress 18-19 

Wrathtoil WoveRider 18-19 

Ghostpaw Runner 19-20 

Wild Buck 18-19 

Entrance to Blockfathom Deeps 

World Dungeon 

3A Fishing Village 
Tolen 17 QuestAndruk 55 Elite Wind Rider Master 

Lake Falathim 
Ghostpaw Runner 19-20 

Mugglefin 23+ 
Soltspittle Muckdweller 20-21 

Solthspittle Oracle 20-21 

.— — Soltle Puddeiumper 19-20 
-— Mid Buck 18-19 

Maestra's Post 
Feero lronhond 20 Quest 
Delgren the Purifier 19 Quest 
Orendil Broadleaf 27 Quest 

Lilodris Moonriver 42 Quest 

Sentinel Onaeya 20 Quest 

Wild Buck 18-19 

The Shrine of Aessina 
Illiyana 24 Quest 

Therysil 17 Quest 

Sentinel Melyria Frostshodow Quest 

Lilyn Dorkriver Quest 

Thistlefur Village 
Dal Bloodclaw 25 

Thistlefur Shaman 22-23 

Thistlefur Avenger 22-23 

Thistlefur Pathfinder 22-23 

8 Astranaar 

Pelturas Whitemoon 21 Quest 

Nontor 21 Boker 

Maluression 30 Stable Master 

Roene Wolfrunner 25 Quest 

Dagri 23 Roene Wolfrunner's Pet 

Fohran Silentblade 28 Tools and Supplies 

Maliynn 19 Grocer 

Korra 20 Tiger 

Haljon Ookheort 26 General Goods 

Kimlyo 30 Innkeeper 

Dairia 24 Trode Goods 

Xai'ander 35 Weaponsmith 

Aayndia Floratwind 37 Leatherworker 

Faldreas Goeth'shael 19 Quest 

Sentinel Thenysil 23 Quest 

Shindrell Swiftfire 25 

Daelyshia 55 Hippogriff Master 
Lordon 25 Leotherworking 

Llona 25 Reageant Supplies 

Tandaan Lightmone 23 Leather Armor Merchont 

Aeolynn 22 Clothier 

Astranaar Sentinenl 40 

9 Fire Scar Shrine 

Felslayer 22-23 

Burning Legionnaire 23-24 

10 Ruins of Stardust 

Shadethicket Roincoller 23-24 

Shadethicket Woodshaper 23-24 

11 Iris Lake 
Shodethicket Moss Eater 21-23 

12 The Howling Vale 

Terronwulf Fleshripper 28-29 

Terrorwulf Shadow Weaver 29-30 

13 Talondeep Path 
Shadowhom Stog 21-22 

Ashenvale Bear 21-22 

14 Mystral Lake 
Befouled WoterElementols 23:25 

15 Silverwind Refuge 
Horklan Moongrove 24 Alchemy Supplies 

Shondrina 24 Trade Goods 

Ulthoan 26 Butcher 

Donloar Nightstride 35 Hunter Trainer 

Joyla 23 Skinner Troiner 

Bhaldoron Ravenshade 34 Bowyer 

Cylonio Rootstolker 24 Herbalist 

Kylanno 31 Alchemist 

Sentinel Velene Storstrike 25 Quest 

16 Greenpaw Village 
Foulweold Totemic 23-24 

Foulweald Ursa 23-24 

Foulweold Shoman 23-24 

Foulweald Warrior 23-24 

Foulweald Den Watcher 23-24 

Foulweald Pathfinder 23-24 

17 Raynewood Retreat 
Keeper Ordanus 29 

Loughing Sister 24-25 
Cenarion Protector 25-26 

Cenarion Vindicator 26-27 

18 Bloodtooth Camp 
Ron Bloodtooth 30 

Bloodtooth Guord 27-28 

Ghostpaw Runner 19-20 

Ashenvole Beor 21-22 

19 Moonwell 
Blink Dragon 26 

Ghostpaw Howler 23 

Wildthorn Venomspitter 24 

20 Night Run 
Wildthorn Venomspitter 24-25 

Elder Ashenvale Beor 24-25 

Felmusk Satyr 25-26 

Felmusk Rogue 26:27 

Felmusk Felsworn 27-28 

Felmusk Shadowstalker 26-27 

21 Silverwing Outpost 
Ashenvale Sentinel 40 

Ashenvale Wortiror 40 

22 Fallen Sky Lake 
Shadethicket Stone Mover 25-26 

Shodethicket Bork Ripper 26-27 

Wildthorn Stalker 20-21 

23 Nightsong Woods 
Wildthorn Stalker 20-21 

Worsong Shredder 27 

Rotting Slime 20-22 

Ghostpow Runner 19-20 

Horde Shaman 28-29 

Horde Grunt 29-30 

24 The Dor'Danil 

Barrow Den 

Uthil Mooncaller 32 

Rotting Slime (Outside) 21-22 

Forsaken Infiltrator 28-29 

Forsoken Intruder 28-29 

Forsoken Stolker 28-29 
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Forsaken Assosin 28-29 

Severed Druid 28-29 

Severed Dreamer 29-30 

Severed Keeper 29-30 

Severed Sleeper 29-30 

25 Splintertree Post 

26 Monument to 

Grom Hellscream 
Felguord 29-31 
Legion Hound 29-31 

Searing Infernal 29-31 

27 Demon Fall Canyon 
Legion Hound 29-30 

Mannoroc Lasher 29-30 

Searing Infernal 29-30 

Felguord 29-30 

28 Felfire Hill 
Monnoroc Lasher 29-30 

Searing Infernal 29-30 

Felguord 29-30 

29 Warsong Lumber Camp 
Loruk Foreststrider 44 Bonker 

Horde Grunt 29-30 

Horde Shaman 28-29 

Warsong Shredder 27-28 

Horde Scout 26-27 

Horde Peon 26-27 

30 Satyrnaar 
Bleakheort Trickster 26-28 

Bleokheart Shadowstalker 26-28 

Bleokheort Saytr 26-28 

Bleakheort Hellcaller 26-28 

31 Xavian 

Galthoris 32 

Xavion Felswom 28-30 

Xavion Betrayer 28-30 

Xavion Helkoller 28-30 

Xavion Rogue 28-30 

32 Forest Song 

Kayneth Stillwind 31 Quest 

Giant Ashenvale Bear 29-30 

Wildthorn Lurker 29-30 

33 Bough Shadow 

Dreamstolker 62 

Emeroldon Tree Worders 60 

Emeraldon Oracles 61 



Azshara is located to the east of Ashenvale. Named after Queen Azshar, the Naga still roam this land. This zone has progressive level increases as you travel 

to the edges of the land. 
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Thunderhead Consort 53-54 

Thunderhead Skystormer 51-52 

Legoshi Satyr 51-52 

Mosshoof Courser 51-52 

Shatllor 50 Elite Lormus’ pet 

Tomon 50 Elite Lormus’ pet 

Servant of Arkkoroc 53-55 Elite 

Worlord Krellion 55 

6 Forlorn Ridge 

5A Temple of Zin-Malor 
Spitelash Serpent Guard 48-49 

Spitelosh Siren 51-52 



South of Loch Modan is an area of open sand and rock known as the Badlands. Many natural predators hunt here, but there are also rare and fierce creatures 

as well. Dragon Whelps of considerable size grow in the eastern part of the region, near Uldaman (a place with quite a reputation for danger and adventure). 

To the west is a Horde town, barely more than a well-staffed building to show for itself, but offering what little civilization holds out in this rugged place. 
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| Kargath 6  Agmond's End 10 Angor Fortress 
Gorrick 55 Wind Rider Master Agmond's Body Quest Crog 

- Greth 30 Stoble Moster Theldurin the Lost 30 Quest Ridge Stolker 36-37 

Grunt Gorgol 52 Quest Buzzord 37-38 | Shodowforge Chanter 38-39 
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Ridge Stolker 35-36 

Starving Buzzard 35-36 

15 Dustwind Gulch Cave 



The Barrens are one of the largest zones and a central hub for travel between regions. Savannah Prowlers roam the land and remain hidden from younger 

adventurers, while Raptors, Centaurs, Harpies and all sorts of other wildlife can be seen hunting or foraging. This provides plenty of skinning opportunities. 

Ore and herbs are also all across the landscape. Three dungeons are within the zone: The Wailing Caverns, Razorfen Downs, and Razorfen Kraul. The Barrens 

offers access to many other zones including Stonetalon, Thousand Needles, Durotar, and Dustwallow Marsh; of course, that doesn’t mention the Wyvern 

paths or the port town of Ratchet where adventurers can book passage on a ship. 
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Deviate Coiler 15,16 Elte 
Deviate Creeper 15,16 Elte 

Crane Operator Bigglefuzz 18 Quest Giver 



The Dark Portal sits here, ominous in its presence and guarded for unknown purposes. Ogres, cultists, and warped beasts walk through the Blasted Lands almost 

unchecked, save for an Alliance stronghold, Nethergarde Keep. Though well stocked with people and provisions, this outpost of Humans and their allies is 

scarcely enough to hold back the tide of danger from the rest of the southern lands. Who can say what would happen if enough Warlocks gathered at the portal 

one day? 
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The Burning Steppes are more dangerous than almost any realm in the east, save perhaps for the Plaguelands, where the Scourge is located. In the Burning 

Steppes, massive Drakes, Whelps, and Dragonkin thrive in the heat, ash, and shadow of Blackrock Mountain, and other great mountains that line the area’s 

perimeter. Passage into the Steppes is mainly possible through the road up from Lakeshire, in Redridge, but the creatures are so terrible in this land that few 

dare to approach. 
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DGRKSHORE —— 
Darkshore is the first port of call for Night Elves leaving their beloved Darnassus behind. This zone can easily support those characters wishing to 

create a home until they gain a bit of experience. As a zone on the sea, it has many beaches and the perils to go with them. While it’s not as large a 

metropolis as Stormwind or Ironforge, Auberdine does a good job of supporting the adventurers and boasts a fine dock in which ships ferry travelers 

into more dangerous territories. 
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V. Ruins of Mathystra 7 Thistle Bear Den Thundris Windreaver 15 Robid Thistle Bear 13-14 
Giant Foresttider 17-19 Thistle Cub 10 Mavialyn 18 Leather Armor ond Leatherworking - Grizzled Thistle Bear 16-17 

! - Moonstoker Matrioch 19-20 Den Mather 18 Supplies | Foreststider 15 
5t - Moonstoker Sie 18-1 FIUNT CSS MUR Halon Thornguord 25 Armorer & Shieldsmith Blockwood Warior 16-17 
* - Moonstalker khe] Archeologist olee 12 Explorer’ League Quest Blockwood Totemic 17-18 



Desolace 
Appropriately named, Desolace is a land where there is little growth, joy, or hope. In the south, demons move about the hills, poisoning the territory and 

attacking anything that comes near. (They are thankfully lacking in greater demons or leadership.) Because the territory is so poorly held by any concentrated 

force, the Horde and Alliance both have a foothold here, with the Alliance in the north and the Horde farther down. Warring Centaur tribes stay of opposite 

sides of the lower central areas, east and west. It is possible to join with one of these and turn the tides against the other, improving relations with the first. In a 

land so unrelenting, perhaps war is the only means of survival. 
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Dun Morogh rests in the highlands between the Wetlands and the Searing Gorge. Blocked from reaching either because of the impassable cliffs of stone and 

ice that surround it, Dun Morogh is only traversable over land via the route through Loch Modan. This is the home of the dwarven capitol, Ironforge. Though 

Wolves, Troggs, and a small pocket of resistance from Dark Iron Dwarves are found here, few greater threats exist. The most dangerous part of Dun Morogh is 

located in the north-west, where the Gnome capitol of Gnomeregan once bustled with activity. A failed experiment in weaponry has altered the capitol into a 

nightmare of disease and poison, avoided by many. 
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Donor ae piss: 
Some of Azeroth’s Orcs and Trolls call Durotar their home. The Valley of Trials begins to temper the characters with its rugged and demanding landscape. 

Sen'jin is to the south and Razor Hill lies to the north. Orgrimmar, the capitol city of the Orcs, is at the exteme northern edge of the region. A new dungeon 

was recently discovered within Orgrimmar itself and adventurers trying to prove themselves often venture there before even leaving Durotar for far off lands. 

RGRIMM A T 

90 



.| The Valley of Trials T's 12 Tode Supplies 
t 

ind mg 8 

an $ 2 
ure de u.s 

MAI A. 

"MD 
Pee m dri 

AU Uy oe 

"^. 

ap? E 
Lg 



DUSKWOOD 

Duskwood has become quiet; the silent dead now wander through this once tranquil forest, slaying the living and threatening to overwhelm the town of 

Darkshire. People of that town speak of Raven Hill, a western town whose people have all but disappeared. And through it all, a force of great power wanders 

the road to Darkshire, calling to the people of Duskwood, “I hunger!” 
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Watery murky pools scattered among the land are the biggest indication that you're in Dustwallow Marsh. Theramore, an Alliance City, has a few trainers and vendors and 

there are many travel options including a flight path and a boat going to Menethil on the Eastern Kingdoms continent. This is a dangerous area and only adventurers reaching 

the mid to highest levels of their training can wander here in safety. There are plenty of quests for either faction to take part in, but be careful. The creatures in the marsh tend 

to attack in packs, so be cautious while you travel through. 



The Caster PIASUEANDS 
Beyond Darrowmere Lake are the Eastern Plaguelands, home of disease, sorrow, and some of the Scourge’s greatest troops. Poison fills the air and the water is 

dangerous. Only the Scarlet Crusaders and the Argent Dawn are brave (or foolish) enough to stay here and fight against impossible odds. All wise adventurers 

avoid the Scarlet Crusade, who see the taint in everything, but the Argent Dawn camp, in the east, is a safe haven for the Alliance. 
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@iwynn Fores 
Elwynn Forest has been a quiet land for some time, but pressing attacks from the Defias Brotherhood and nearby Gnolls have made the Humans here 

nervous. It seems that the times of peace are over, because only the mighty city of Stormwind seems immune to the presence of foul beasts and aggressive 

bandits. The once great copper mines of Elwynn are plagued with Kobolds now, and the people of Goldshire have had to arm themselves against the wild 

beasts of the valley. 
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Fepwoop 
Felwood is rife with corruption. The once green of the land is now filled predominantly with shades of ominous brown. The Emerald Circle works hard to 
push out the corruption that has taken over this land however, their efforts seem miniscule compared to the sheer devastation that surrounds them. This zone 
is located to the north of Ashenvale and serves as a passageway to both Moonglade and Winterspring. This area is a higher-level region best for those from 

Level 45 and up. 



Feralas 
Feralas is a tropical region filled with plenty of vegetation where various creatures hide. It’s located south of Desolace and west of Thousand Needles and is a 

contrast to their stark landscapes. This is a region for mid-level adventurers and has many great soloing opportunities within it as well as some great grouping 

regions. There are also Horde and Alliance towns within this region. Skinners find this region to offer abundant targets for their trade and, for those looking for 

good experience at relatively low risk, this could be the place for which you’re looking. 
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Ruins of Ravenwind 
Northspring Roguefeather 48-49 
Northspring Windcoller 49-50 

Northspring Slayer 49-50 

Jademir lake 
Jodemir Dragonspawn 60 elite 

Dream Bough 
Jodemis Dragonspawn 60 elite 

Oneiros 

Jodemir Dragonspawn 60 elite 

The Twin Colossals 

Milbon Snorltooth 50 

lronfur Patriarch 48-49 

Robid Longtooth 47-48 

Groddoc Thunderer 49-50 

Sprite Dragon 48-50 

Rockbiter 45 

Lond Walker 48-49 elite 

Cliff Giant 49-50 elite 

Wandering Forest Walker 45 elite 

Rage Scar Hold 
Ferocious Rage Scar 47-48 

Rage Scar yeti 46-47 

Elder rage Scor 48-49 

The Forgotten Coast 
~ Rogue Vole Screacher 44-46 
Sea Elelmental 48-49 

~ Deep Strider 47 elite 
Shore Strider 48-48 elite 

Wave Shider 48 
Seo Spray 47-48 

. Feathermoon Stronghold-Alliance 

camp (Sardor isle) 
Innkeeper Shyria 30 

Feathermoon Sentinel 65 

Fyldren Moonfeather 55 elite 

Pratt McGrubben Leatherworker 55 

Brannock 52 fisherman 

Antorius 30 stablemaster 

Logonnos 52 alchemy supplier 

Vivionno 52 trode supplies 

Modrock Greenwell 54 food ond drink 

Farolorn 53 General supplies 

9 Ruins of Solarsal 

Hotecrest Warrior 42-43 

Hatecrest Screamer 41-42 

Hatecrest Siren 42 

Hatecrest Waverider 41-42 

10 Isle of Dread 

Hatecrest Myrmidon 43-44 

Hatecrest Sorceress 43-44 

Hatecrest Serpentguord 44-45 

Lord Shalzary 47 

11 Entrance to Dire Maul World Dungeon 
Arcone Chimaerok 61-62 

Chimaerok 60-61 

Gordok Brute 60 elite 

Grizzled lronfur Bear 44-45 

Longtooth Howler 44 

Lord Lokmaeron 63 

Rogue vole Screecher 45 

12 Feral Scar Vale 

Ferol Scor Yeti 43-44 
Enraged Ferol Scar 44-45 
Hulking Fero! Scar 46 
Lurking Feral Scor 46 
Vole Screecher 42 

13 High Wilderness 
Grizzled Ironfur Bear 44 

Rogue Vole Screecher 46 

Longtooth Howler 44 

14 Ruins of Isildien-North 
Gordunni Brute 42-43 

Gordunni Mouler 43 

Gordunni Warlock 43-44 

Vole Screecher 41 

lronfur Bear 41-42 

Groddoc Ape 42-43 

15 Ruins of Isildien-South 

Gordunni Mouler 43-44 

Gordunni Warlock 43-44 

Gordunni Shomon 45 

Gordunni Magetord 45-46 

Gordunni Warlord 46-47 

Gordunni Battlemaster 45-45 

16 Frayfeather Highlands 

Frayfeather Stogwing 44-45 

Froyfeather Hippogryph 43 

Froyfeather Skystormer 45-46 

Cursed Sycamore 45 elite 

Froyfeather Patriarch 46-47 

17 Lower Wilds-west 

Grimtotem Shaman 43-44 

Sprite Dorter 44-45 

lronfur Bear 42 

Grimtotem Naturolist 41-42 

Grimtotem Raider 42-43 

Longtooth Runner 40 

18 Grimtotem Compound 

Grimtototem Naturalist 41-42 

Grimtotem Shaman 43-44 

Grimtotem Roider 42-43 

19 Camp Mojache 

Rok Orhan 40 

Witch Doctor Uzer'l 50 

Shyrka Wolfrunner 30 stablemaster 

Kulleg Stonehorn 41 skinning trainer 

Hohrono Ironhide 55 Master Leatherworker 

Worb Strongstitch 46 leatehrworking supplies 

Sheendra Tallgrass 42 trade supplies 

Hodoken Swiftstrider 45 

Sage Polerunner 44 

Ruw 44 herbalism trainer 

Bronk 45 alchemy trainer 

Jonnos Lighthoof 43 druid trainer 

Comp Mojache Brave 65 

Orik’ondi 42 

Tolo thomhoof 50 

Loorana 43 food and drink 

Orwin Gizzmick 50 

Shyn 55 elite wind rider moster 

Blaise Montgomery 47 

Innkeeper Gruel 30 

Cowind Trueoim 46 gunsmith and Bowyer 

20 Wildwind Lake 

21 Woodpaw Hills 
Woodpow Brute 41-42 
Woodpaw trapper 40-41 
Woodpaw Mongrel ld 40-41 
Woodpaw Alpha 43-44 
Woodpaw Reaver 42-43 
Woodpaw Mystic 42-43 

22 The Writhing Deep 
Grizzled lronfur Beor 44-45 
Longtooth Howler 43-44 
Zukk'ash Wosp 44-45 
Iokk'osh Worker 44-45 

23 Lower Wilds 

Longtooth Howler 44 
Groddoc Ape 41-43 
lronfur Bear 42 
Longtooth runner 41 

Woodpaw Trapper 41-42 i : 
Woodpow Brute 41-42 
Woodpaw Mongrel 40-41 

24 Lariss Pavilion B ud 
lronfur Bear 41-42 | 
Longtooth Runner 41 JAEN 

25 Gordunni Ovtpost - 
Gordunni Brute 41-43 . 
Gordunni Ogre 40-41 
Gordunni Ogremoge 41-42 
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The gentle foothills around Hillsbrad would have stayed peaceful if not for the fall of Lordaeron. Now, these farmlands have become the frontlines for the war 

between the Alliance and the Undead of the Forsaken. Tarren Mill is a Horde town in the northeast with strong connections to the Undercity. Southshore, 

loyal to the Alliance, is settled in the south, along the river. Tension is high in Hillsbrad itself, to the northwest, and its people are constantly under attack by 

Horde troops. There is no escape from this by land, and neither does the sea offer salvation (Sirens and Murlocs wander the strands, settling freely while their 

enemies fight amongst themselves). 

E. -— Hillsbrad Foothills Legend NN 
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In the far northeast is a land that is almost forgotten by those who fight for survival throughout the Eastern Kingdoms. The Hinterlands is an expanse of trees and 

valleys where Wolves, Owlbeasts, and even Dragonkin live. On the southern ridgeline are many outposts of the Vilebranch and Witherbark Trolls, all powerful 

and very much steeped in a bloody philosophy that even divides them from the Horde’s Trolls. Along the northwest end are Dwarves and Elves. Hunting up in 

Hinterlands is usually safe and quiet, making it a place beloved by crafters throughout the world. 
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Loch Modan is a large lake, created by the presence of the Stonewrought Dam and large meltoffs from the surrounding cliffs. Offering a blast of color and 

warmer weather to the Dwarves coming from Dun Morogh, this is a place of comfort. Yet, the presence of many militant Troggs and the recent ingress of Orc 

tribes to the north has put things on edge in Loch Modan. The Dwarves have concentrated more of their efforts here, and hope to fight the good fight against 

these enemies (and perhaps the dangerous Ogres in the northeast as well), but setbacks occur at every angle. Could there be traitors in the ranks? 
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Moonglade is a peaceful and serene setting with a small village named Nighthaven looking down on it. There isn’t much here as of yet, but the way in is 

dangerous if you aren’t friendly with the Timbermaws that guard the way in. The Lunar Festival takes place here. Brave souls can also find Malfurion Storm- 

rage resting in the Stormrage Barrow Dens. 
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Mulgore is the starting region for the Tauren. The largest portion of the land is made up of open plains ringed by mountains and the mesas that make up the 

capitol city of Thunder Bluff to the north. Wild Kodo Beasts roam the land and there is a rumor that a massive patriarch walks among them. Harpies have 

taken residence along the hillsides and the Venture Co. is trying to strip the land around Thunder Bluff and Bloodhoof Village. However, among even those 

dangerous adversaries, there are heroes. Cairne Bloodhoof sits in Thunder Bluff waiting for those willing to defend the land to join him. 
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1 Camp Narache 
Moodan Sungroin 11 Boker 

Brave Windfeather 13 Quest NPC 

Vorn Skyseer 5 

Bronk Stoolrage 10 Armorer ond Shieldcrafter 

Morjok Keenblade 9 Weaponsmith 

Varia Hordhide 7 Leather Armor Merchant 

Grull Howkwind 4 Quest 

Chief Hawkwind 36 Quest 

Harutt Thunderhorn 10 Warrior Trainer 

Lonka Forshot 11 Hunter Trainer 

Seer Ravenfeather 10 

Meela Dawnstrider 10 Shaman Troiner 

Gort Mistrunner 9 Druid Trainer 

Hawnie Softbreeze 8 General Goods 

Brave Lightning Hom 15 

Brave Proudsnout 16 

Brave Greathoof 13 

Brave Running Wolf 12 

Well/Red Cloud Mesa 
Antur Follow 3 Quest 

GreatMother Hawkwind 9 Quest 

Mountain Cougar 3 

Ploinstrider 1-2 

Bottleboor 3-4 

Seer Graytongue 8 Quest 

Brambleblade Ravine 
Chief Shorptusk 5 

Bristleback Quilboor 3-4 

Bristlebock Battleboar 4-5 

Bristleback Shaman 4 

4 Stonebull Lake 

Palemane Camps 
Polemone Tanner 5-6 

Polemone Skinner 6-7 

Polemane Poacher 7-8 ' 

The Rolling Plains 

Prairie Wolf 5-10 

Toloned Swoop 8-9 
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Elder Ploinstrider 8- 9 

Galak Centaur 10 

Galak Outrunner 9 

Flatland Cougor 7-8 

Prairie Stalker 7-8 

Swoop 7-9 

Adult Ploinstrider 6-7 

Flatland Prowler 9 

Palemane Rock 
Polemane Tanner 5-6 

Polemone Skinner 6-7 

Polemone Poacher 7-8 

Bloodhoof Village 
Brave Roinchaser 14 

Krang Stonehoof 14 Warrior Trainer 
Gennio Runetotem 12 Druid trainer 

Norm Skychaser 13 Shaman Trainer 

Harken Windtotem 21 Quest 

Zorlman Two-Moons 7 

Brave Wildrunner 14 

Brove Strongbosh 14 

Brave Ironhorn 14 

Brove Cloudmone 14 

Brave Dawneagle 14 

Yow Shorpmane 11 Hunter Troiner 

Hom Longcast 9 Fishing Supplies 
Wunna Darkmone 10 Trade Goods 

Moorat Longstride 12 General Goods 

Yonn Deepcut 8 Skinner Trainer 

Chaw Stronghide 23 Leatherworking Trainer 

Pyall Silenstride 12 Cooking Trainer 

Kennah Hawkeye 10 Gunsmith Supplier 

Mohnott Roughwound 11 Weaponsmith 

Harant Ironbrace 13 Armorer and Shieldcrafter 

Skorn Whitecloud 21 Story Teller 

Seikwa 30 Stoble Master 

Magrin Rivermone 6 

Innkeeper Kouth 30 

Viro Younghoof 13 First Aid Trainer 

Varg Windwhisper 14 Leather Armor Merchant 
Ruul Eagletolon 9 Quest 

Jhawno Oatwind 13 Boker 

Morin Cloudstolker 10 Quest 

9 Winterhoof Waterwell 
Venture Co. Hireling 5-6 

Vencure Co. Loborer 6 

10 Windfury Harpies 
Windfury Horpy 7-8 

Windfury Wind Witch 9 

Windfury Matriarch 10-11 

Windfury Sorceress 9-10 

11 The Venture Co. Mine 

Venture Co. Worker 8-9 

Ventuse Co. Supervisor 9-10 

12 Ravaged Caravan 
Flatland Cougar 7-8 

Adult Plainstrider 6-7 

Proirie Stalker 7-8 

Venture Co. Loborer 7 

Venture Co. Toskmoster 7-8 

Swoop 7-9 

13 Thunderhorn Water Well 
Flatland Cougar 7-8 

Elder Ploinstrider 8-9 

Adult Ploinstrider 6-7 

Swoop 7-9 

Proire Stalker 7-8 

Venture Co. Laborer 6-7 

Venture Co. Taskmaster 8 

14 Buel Dun Digsite 
Boel'dun Digger 7-8 

Boel'dun Appraiser 8-9 

15 Windfury Ridge 
Seer Wiserunner 

16 Wildmane Water Well 
Proirie Wolf Alpha 9-10 

Flatland Prowler 9 

Elder Ploinstrider 8-9 

Venture Co. Worker 8-9 

Venture Co. Supervisor 9 

Windfury Motriorch 10-11 

Windfury Sorceress 9-10 

Toloned Swoop 8-10 

17 The Golden Plains 
Kodo Colf 7 

Kodo Bull 7-11 

Kodo Matriorch 11-12 

Prairie Stalker 7-8 

Swoop 7-9 

Toloned Swoop 8-10 

Adult Ploinstrider 6-7 

Elder Plainstrider 8-9 

Flatlond Prowler 9 

Prairie Wolf Alpha 9-10 

Flatland Cougar 7-8 

The Rake 10 

Windfury Matriorch 10-11 

Windfury Sorceress 9-10 

18 Red Rocks: 

Sacred Burial Ground 

Lorekeeper Raintotem 8 Quest 

Ancestral Spirit 9 Quest 

Flatland Prowler 9 

Toloned Swoop 8-10 

Prairie Wolf Alpha 9-10 

Elder Ploinstrider 8-9 

Kodo Matriarch 11-12 

Kodo Bull 10 

Bristleback Interloper 9-10 

19 Venture Co. Buildings 
Enforcer Emilgund 11 

Venture Co. Worker 8-9 

20 Thunder Bluff 
21 Spirit Rise 
22 Elder Rise 
23 Hunter Rise 
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Repringe MOUNTAINS 
East of Stormwind and Elwynn Forest is the town of Lakeshire, placed in the middle of the Redridge Mountains. Under siege by eastern Orc clans and hassled 

by Gnolls, things aren’t simple for the people of Lakeshire currently. A great bridge that spans Lake Everstill is under repairs, even as enemy catapults lie in 

ruins along the southern ridgeline. To the north are Orcish Champions, known for their power and bravery, while the eastern groups have even greater leader- 

ship. Stonewatch Keep, on the far side of Lake Everstill sits as a constant reminder that peace has collapsed into a drawn-out war in Redridge. 
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Seire Gorge 
West from the Badlands is the Searing Gorge, fed by lava flows. There are Dark Iron Dwarves and Elementals building up their forces to move on Nefarian 

and the Alliance. The Twilight Hammer lives in the northwest, holding true to ceremonies and beliefs of the old gods, and these people are not interested in 

making friends with any who draw near. Those who seek fame, fortune, mithril, and thorium are drawn here as moths to the flame. 
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Climbing west, out of the steam of Un’Goro Crater, lies Silithus. This desert land is in a state of flux. The Cenarion Circle has bravely taken up arms to defend 

Azeroth from the inhabitants of Ahn'Qiraj, and the host of insect-monsters that call the various Hives home. Among the larger more visible dangers a thread of 

discord is sewn from the followers of the Twilight Hammer. Many dangers lurk in this mysterious land, but there is much to gain. 
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1 Cenarion Hold 
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Runk Windtomer 55 Wind Rider Master 

Scout Bloodfist 55 Quest 

Squire Leoren Mol' derath 60 Stable Master 

Baristolth of the Shifting Sands 60 Quest 

Commander Mor'olith 62 Quest 

Mishta 58 General Trode Goods Vendor 

Windcoller Koldon 60 Quest 

Cloud Skydancer 55 Hippogryph Master 

Rifleman Torrig 55 Quest 

Vish Kozus 61 Quest 

Goron Hutchins 60 Quest 

Windcoller Yessendra 55 Quest 

Aurel Goldleof 60 Quest 

Dirk Thunderwood 60 Quest 

Colandrath 54 Innkeeper 

Keyl Swiftclaw 60 Quest 

Beetix Ficklespragg 57 Quest 

Noggle Ficklespragg 55 Quest 

Konia 54 Enchanting Supplier 
Vargus 57 Quest/Blocksmith 

Worden Horo 58 Quest 

Geologist Lorksbone 60 Quest 

Bor Wildmone 57 Quest 

Huum Wildmone 60 Quest 

Khur Hornstriker 57 Reagent Vendor 

Northern Desert 
Stonelash Scorpid 54-55 

Sond Skitterer 55-56 

Dredge Striker 55-56 

Dust Stormer 55-56 

Valor’s Rest 
Tonnok Hidepiercer 59 Leatherworking Supplies 

Jorund Stoutstrider 55 Quest 

Loyo Starstrike 55 Quest 

4 Southwind Village 
Tortured Druid 55-56 

Tortured Sentinel 57 

Aendel Windspear 60 Recipe Vendor 

Hive’Ashi Drone 57-58 

5 The Swarming Pillar 
Hive’Ashi Swarmer 57-58 Elite 

6 Central Desert 
Stonelash Pincer 56 

Dredge Crusher 57-58 

Desert Rumbler 58 

Twilight Morouder 58 

Twilight Marauder Momo 58 Elite Boss 

7 Southern Desert 
Stonelash Flayer 57-58 

Rock Stalker 57-58 

Cyclone Warrior 57-58 

Twilight Morouder 58 

Twilight Marauder Morno 58 Elite Boss 

8 Ortell's Hideout 
Hermit Ortell 58 Quest 

9 Hive’Regal 
Hive" Regal Spitfire 59-60 Elite 

Hive Regal Hive Lord 59-62 Elite 

Hive Regal Ambusher 59-60 Elite 

Hive’ Regal Burrower 59-60 Elite 

Hive’ Regal Slavemaker 59-60 Elite 

Mistress Natalia Mar'alith 62 Elite Boss 

Cenarion Scout Londion 60 Quest 

10 Horde Encampment 
Krug Skullsplit 60 Quest 
Merok Longstride 60 Quest 

Shadow Priestess Shol 60 Quest 
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Apothecary Quinard 55 Quest 

General Kirika 60 Quest 

11 Bronzebeard Encampment 
Rutgor Glyphshoper 60 Quest 

Fronkal Stonebridge 60 Quest 

Deathclasp 59 Elite Boss 

12 The Scarab Wall 

13 The Scarab Dias 

Jonathon the Revelator 61 Quest 

14 Southern Twilight Camp 
Twilight Geolord 59-60 

Twilight Avenger 58-59 

Twilight Master 60 
Twilight Stonecaller 59-60 

Twilight Keeper Exeter 60 
Nelson the Nice 60 Elite 

15 Hive’Zora 
Hive'Zoro Reaver 59-60 Elite 

Hive’Zora Waywotcher 59 Elite 

Hive’ Zora Wasp 58-59 

Hive’Zora Hive Sister 59-60 Elite 

Hive’Zora Tunneler 58 Elite 

Cenarion Scout Azenel 60 Quest 

16 Alliance Encampment 
Jonela Stouthammer 60 Quest 

Marshal Bluewall 60 Quest 
Captoin Blackanvil 60 Quest 

Arconist Nozzlespring 60 Quest 

Sergeant Comes 60 Quest 

17 Eastern Twilight Camp 
Twilight Geolord 59-60 

Twilight Avenger 58-59 

Twilight Stonecaller 59-60 

Twilight Keeper Mayna 60 

Twilight Prophet 60 Elite 

18 The Crystal Vale 
Dust Stormer 55-57 

Desert Rumbler 57-58 

19 Ravaged Twilight Camp 
Desert Rumbler 57-58 

Highlord Demitrion 62 Quest 

20 Central Twilight Camp 
Twilight Geolord 59-60 

Twilight Avenger 58-59 

Twilight Stonecoller 59-60 

Twilight Keeper Havunth 60 

Twilight Prophet 60 Elite 

21 Hive’ Ashi 
Hive’Ashi Worker 57-58 Elite 

Hive’ Ashi Swarmer 57-58 Elite 

Hive’Ashi Defender 58-59 Elite 

Hive’Ashi Sondstolker 58-59 Elite 

Hive" Ashi Stinger 57 Elite 

Cenarion Scout Jolio 60 Quest 

22 Staghelm Point 
Twilight Overlord 60-61 

Twilight Avenger 59 

Dust Stormer 55 

Rolo'shon the Eternol Watcher 60 Quest 

23 Twilight’s Run 
Twilight Flomereaver 60 j 

Twilight Overlord 60-61 4 

Vyral the Vile 61 | 
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The gloom of Silverpine is now a calming force for many of the area’s residents. The Scourge control this area with a loose and rotting hand, and there are 

only a couple of areas that are hotly contested. Over on the east, in the middle of Lordamere Lake is a fortress where many Gnolls resist the attacks of the 

Forsaken. On the southern front, there are a number of mages of Dalaran who maintain a keep from which to launch strikes against their eternal foes. Apart 

from these enemies, the various elements of Worgen and disloyal Undead are dangerous forces for unwary travelers. Heroes from both the Horde and Alli- 

ance sometimes come here to battle Arugal, the lord and master of Shadowfang Keep. 
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Stonetalon Mountains can be found in the mountains between the Barrens and Desolace. The Tauren outpost of Sun Rock Retreat lies off the beaten path near 

the middle of the mountain and provides the Horde with the only local inn. The Peak itself houses an Alliance flight path and an Alliance vendor. Though 

home to many beasts, the wilderness is constantly being cut back by expanding goblin deforesters. In addition to the Barrens and Desolace, explorers can 

travel to and from Ashenvale forest via a secret tunnel that burrows through the foothills. 

—— EK Stonetalon Mountains Legend - = 
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STRANGIETHORN Vae — 
At the southern end of the Eastern Kingdoms is an area of rivers, jungle, and coastline known as Stranglethorn Vale. This gigantic section of the continent is 

home to many beasts, and it is also a place where Goblins have and pirates are found in great numbers. The Horde settlement of Grom'Gol is here, along the 

western coast (accessed via Blimps from Orgrimmar and Undercity). To the south is Booty Bay, a neutral town that is truly a place where anything goes. Some 

of the finest hunters of big game in all of Azeroth come to Stranglethorn in hope of fighting the rarest of felines, apes, and raptors. 
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Rebel Camp 
Brother Nimetz 40 Quest 

Corporal Bluth 40 Vendor 

Corporal Kaleb 40 Quest 

Lieutenant Doren 40 Quest 

Kurzen’s Compound 
Kurzen Commondo 34 

Kurzen Jungle Fighter 32-33 

Kurzen Medicine Man 32-33 

Kurzen Wor Panther 32-33 

Kurzen War Tiger 32 

Kurzen Wrangler 34 

The Stockpile 
Colonel Kurzen 40 Elite Quest Target 

Kurzen Commondo 34-35 

Kurzen Elite 36-37 

Kurzen Heodshrinker 34-35 

Kurzen Shodow Hunter 38 

Kurzen Subchief 38 

Kurzen Witch Doctor 36 

Northern Stranglethorn Vale 
Galvan the Ancient 60 Quest 

Bhog'thera 40 Quest Torget 

Bloodscalp Beastmaster 34 

Bloodscalp Hunter 35 

Bloodscalp Scavenger 33 

Elder Stranglethom Tiger 34-35 

Lostoil Raptor 35 

Mistvale Gorilla 32-33 

Panther 32-33 

River Crocolisk 31 

Shodowmaw Panther 38 

Shorptooth Frenzy 31 

Stone Maw Basilisk 32 

Stranglethom Tiger 33 

Stranglethorn Tigress 37-38 

Venture Company Mechanic 34 

Venture Company Miner 34-35 

Young Ponther 30-31 

Young Stranglethorn Tiger 30-31 

Young Stranglethorn Tiger 30-31 

Ruins of Zul’Kunda 
Bloodscalp Beastmaster 34-35 

Bloodscalp Berserker 36-37 

Bloodscalp Headhunter 36-37 

Bloodscalp Hunter 34-35 

Bloodscalp Mystic 35 

Bloodscalp Scout 34-35 

Bloodscalp Tiger 35 

Bloodscalp Witch Doctor 37 

Nezzliok the Dire 40 Quest Target 

7 Zuuldaia Ruins 

Bloodscalp Berserker 36-37 

Bloodscalp Headhunter 36-37 

Bloodscalp Witch Doctor 37 

8 The Savage Coast 
Bloodscalp Axethrower 33 

Bloodscalp Shaman 34 

Crystal Spine Basilisk 34 

Elder Saltwater Crocolisk 38 

Loshtoil Roptor 35 

Saltwater Crocolisk 35-36 

9 Bal'lal Ruins 
Bloodscalp Axe Thrower 33 

Bloodscalp Shaman 33-34 

Bloodscalp Warrior 33-34 

10 Tkashi Ruins 
Bloodscalp Axe Thrower 34 

Bloodscalp Shaman 33-34 

Bloodscalp Wartior 33-34 

11 Lake Nazferiti 
Snopjow Crocolisk 35-36 

Sharptooth Frenzy 31-32 

12 Venture Company Operations Center 
Foreman Cozzle 38 Quest Target 

Venture Company Geologist 35-36 

Venture Company Mechanic 35 

13 Venture Company Base Camp 
Venture Company Geologist 35-36 

Venture Company Mechanic 34 

Venture Company Shredder 37 

14 Mosh'Ogg Ogre Mound 
Mosh’ Ogg Lord 45 Elite 
Mosh'Ogg Mouler 43 Elite 
Mosh Ogg Shaman 43 Elite 
Mosh'Ogg Spelkrafter 43-44 Elte 
Mosh'Ogg Warmonger 41-42 Elite 

15 Mizjah Ruins 
Mosh’ Ogg Brute 36-37 
Mosh’ Ogg Witchdoctor 37 

16 Southern Stranglethorn 
Se’ Jib 50 Tribal Leatherworker 

Cold Eye Basilisk 39 

Jungle Thunderer 37-38 
Shadowmaw Panther 37 

Shorptooth Frenzy 32 

Stranglethorn Tigress 37-38 

17 Balia’mah Ruins 

Skullsplitter Mystic 39 

Skullsplitter Axe Thrower 39-40 

Skullsplitter Wortior 39-40 

18 Ruins of Zul’Mamwe 
Ana"thek the Cruel 45 

Kurzen Mindslave 44 

Mogh the Undying 44 Elite 

Skullsplitter Axe Thrower 39-40 

Skullsplitter Beastmaster 42 

Skullsplittes Berserker 43-44 

Skullsplitter Headhunter 43-44 

Skullsplitter Hunter 41-42 

Skullsplitter Mystic 39-40 

Skulisplitter Panther 41-42 

Skullsplitter Scout 41-42 

Skullsplitter Spiritchaster 44 

Skullsplitter Warrior 39-40 

Skullsplitter Witch Doctor 41-42 

19 Venture Company Mine 
Venture Company Foreman 42 

Venture Company Strip Miner 40-41 

Venture Company Tinkerer 41 

20 The Cape of Stranglethorn 

Jungle Stolker 40-41 

Shodowmaw Panther 37 

Thrashtoil Basilisk 41-42 

21 Southern Savage Coast 
Bloodsoil Mage 40-41 

Bloodsoil Roider 40-41 

Cold Eye Basilisk 39-40 

Jungle Stolker 40-41 

Noga Explorer 43-44 

22 Gurubashi Arena 
Jungle Stolker 40-41 

23 Bloodsail Compound 
Bloodsail Swashbuckler 42 

Bloodsail Warlock 42-43 

Jungle Stolker 40-41 

24 Ruins of Jubuwal 
Jon-Jon the Crow 44 

lonzil Hunter 44 

lonzil Zombie 44 

25 Crystalvein Mine 
lronjow Bosilisk 43-44 

26 Ruins of Aboraz 
Yenniku 41 Quest 

Chucky “Ten Thumbs” 43 

Zonzil Hunter 44 

Zonzil Noga 44 

Zonzil Witch Doctor 44 

lonzil Zombie 43 

27 The Crystal Shore 
Silverback Patriarch 43 

28 Mistvale Valley 
Witch Doctor Unbogwa 50 Quest 

Elder Mistvole Gorillo 40-41 

Gorlash 47 Elite Quest Target 

29 Nek’mani Wellspring 
Noga Explorer 43-44 

30 Booty Bay 

31 

“Seo Wolf” MacKinley 44 Quest 

“Shaky” Phillips 44 Quest 

Baron Revilgaz 60 Quest 

Brikk Keencroft 54 Blacksmith 

Coptoin Hecklebury Smotts 37 Quest 

Cronk Fizzlebub 34 Quest 

Drizzlik 45 Quest 

First Mate Crozz 44 Quest 

Flora Silverwind 44 Herbalist 

Gromik Goodstitch 34 Toilor 

Gringer 55 Wind Rider Master 

Gyll 55 Gryphon Master 

Innkeeper Skindle 46 Innkeeper 

Kebok 35 Quest 

Krozek 35 Quest 

Norkk 42 Pet Vendor 

Oglethorpe Obnoticus 50 Gnome Engineer /Quest 

Rikgiz 43 Leatherworker 

Xizk Goodstitch 43 Toilor 

Wild Shore 

Bloodsail Deckhand 43-44 

Bloodsail Elder Magus 44 

Bloodsoil Mage 40-41 
Bloodsoil Seodog 44-45 
Bloodsail Swabby 44 

Bloodsail Swashbuckler 42-43 

Bloodsail Warlock 42-43 

Brutus 43 

Coptoin Keelhaul 47 

Fleet Master Firallon 48 

Garr Salthoof 43 

Ironpatch 43 

Southern Sand Crowler 40-41 

32 Jagvero Isle 
Princess Poobah 50 Quest 

Joguero Stolker 50 

King Mukla 55 Quest Torget 

Skymone Gorillo 50 

33 Janeiro's Point 
Mok’ rash 50 Elite Quest Target 

34 Kal'al Ruins 
Murkgill Forages 35 
Morkgill Hunter 35-36 
Mukgil Lord 37 
Murkgil Warior 35-36 

35 Grom'gol Base Comp 
Angrun 40 Herbolist 

Brown 35 Leatherworker 

Commander Aggro’ gosh 55 Quest 

For Seer Mok'thardin 45 Quest 

Kin’ weelay 39 Quest 

Mudduk 40 Cook 

Nimboya 41 Quest 

Thysta 55 Wind Rider Master 

Zeppelin Master Nez'raz 60 Zeppelin Master 
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SWAMP OF SORROWS 
Through Deadwind Pass, east from Duskwood, is the Swamp of Sorrows. Dragonkin dominate the eastern swamps, destroying any interlopers, while Murlocs, 

Spiders, and Horde patrols hold the south. Fortified and reinforced frequently is a Horde outpost in the south, in a spot where the Alliance simply has no 

control or ability to oust their troops. To the north many lost ones are found, though some are mad and aggressive to all, a few have wisdom to share. 
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Gadgetzan is one big desert with all the desert creatures you have come to expect by now. It has lizards, buzzards, elementals and more. There are also 

Dragons, Ogres and humans along with an instanced dungeon to test the mighty. If that's not enough, head north and check out the pirates, they always put 

on a good show. It's a good place to solo - especially to farm things you need like leather or cloth. Some great rare items drop here (Julie's Dagger). Beyond 

that, the zone is huge and easily shareable with others. There's a place right by the crater where the mobs drop herbs, so you can kill for the herbs instead of 

looking for them. 
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JepRassil. 
Teldrassil is the new home of the Night Elves. This distant homeland is far away from the safety of the Alliance lands, yet they are free from the focus of many 

enemies. Undead are not tolerated in this forest of life and beauty, and the Night Elves have many protectors that guard the land from any demonic taint. 

Beware though; the Firbolg and Timberlings who once existed in perfect balance with this land, have grown aggressive of late. The Druids of Teldrassil seek 

answers before the beasts and people of the land suffer their own madness. 
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Thousaxnp Neepies 
This region is located beyond the Barrens in southern Kalimdor. It’s a large, winding valley dotted with tall mesas all around, save for the area to the south- 

east. It’s completely flat down there and perfect for some questing. High atop the mesas, the Tauren have built a network of rope bridges and lifts to convey 

customers to vendors and quest givers. There are no guardrails to keep you safe; you can easily fall over the edge while taking a peek. 
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Tirisfal Glades has seen the ravages of plague and the Scourge. The once vibrant villages and grand city of Lordaeron lay in ruins. Remnants of the Scourge 

still roam the land and the Forsaken who have awakened of their own free will are hunted by the Scarlet Crusade. Murlocs infect the northern shore and 

Rothide Gnolls have been seen taking over a farmstead just south of it. It is a land in constant turmoil. 
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Un'Goro © 
Un'Goro Crater is the blast from the past. The land is loaded with dinosaurs, walking plants, big bugs and elementals. As often happens in lands with such 
menacing flora and fauna, adventurers that have managed to get stuck there wish for your help and frequently offer quests. Targets are abundant and that 

helps with the kill quests. There is some collecting to be done, and there are some incredible quests that balance the whole mix out. It’s not the biggest zone 

which is another plus. There’s not an overwhelming amount of running for the quests, and that always helps. 



VOCICINDS 
Above the Alterac Mountains is the entrance to the Western Plaguelands. Tainted beasts, vicious Humans from the Scarlet Crusade, and a number of Scourge 

Undead live there. Cauldrons of bubbling liquids are guarded by the mindless dead. The Horde and the Alliance, so seldom to agree on matters, are both 

at war with the dangers posed by the Scourge, and this is the frontline of that battle. To the east is Darrowmere Lake, where Scholomance sits quietly in a 

deserted town. Walk here not, lest your group face trials of epic and deadly proportions. 

14 Darrowmere Lake 

15 Caer Darrow 
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Westfall is the bread basket of the southern lands. Once home to hundreds of the best farmers, the area is now sparsely populated; attacks from a huge band 

of Gnolls and increased activity by the Defias have almost driven everyone out of Westfall. Moonbrook is now a ghost town, save for the wandering of foul 

bandits, and none of the mines in the area are in the hands of good or honest folk. A militia of the people has formed and rallied around Sentinel Hill, one of 

the remaining bastions of resistance by the locals. Calling for help from Stormwind, they hold out and work to protect the remaining farms of Westfall. 

Defias Looter 13-14 

Defias Pillager 14-15 
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Wegawps 
Sodden with moisure pouring off of the mountains and drifting in from sea, the Wetlands region is swamped with Slimes, Fen Dwellers, and a number of 

dangerous Humanoids. Gnolls, Orcs, and Dark Iron Dwarves hold various points in the south, east, and northern sections of the area. Out Menethil Harbor 

and most of the roads are safe from these troubles. For people interested in archeology, a large excavation site is located in the mountains just a tad east from 

Menethil. At the town itself, ships head out to Auberbine (in Darkshore), and Theramore (in the Dustwallow Marsh). 

EN 

—————————— — T S aan “SD _ —*. A = : ———Ó————  ————ÁM— — 

n 288 | Wetlands Legend. m | s 

tai 242 
Fi cae 



WINTERSPRING 
The northern land of Winterspring is reached through a dangerous tunnel out of Felwood. The Furbolg who live there are hard to befriend. On the other side 

of the tunnel is Winterspring itself, where snow falls, geysers blast into the sky, and some of the greatest Yetis in all of Azeroth dwell. To escape from the cold 

and the monsters of Winterspring, look toward the center of the valley and speak with the Goblins who hold a neutral town there. 

Frostfire Hot Springs Cobalt Broodlings 55-56 8 Darkwhisper Gorge Winterspring Owl 54-55 Blixxrok 55 Light Armor 13 The Hidden Grove 
Fledgling Chillwind 54-55 Cobalt Scalebane 56-57 Elite Hederine Initiate 59-60 Winterfall Ursa 57-58 Merchant Berserk wl Beast 58-59 
Ragged Owlbeast 53-55 Cobalt Mogeweaver 57-58 Elite Hederine Monstolker 59- Winterfall Shaman 56-57 Nooxrok 54 Heavy Armor Crazed Owl beast 56-57 
Rogue Ice Thistle 53-54 Cobolt Welps 54 60 Elite Winterfall Den Watcher 55-56 Merchont Moontouch Owl Beast 57-58 
Shardtooth Bear 53-54 Cobalt Wyrmkin 55-56 Elite Hedereine Slayer 59-60 Elite 12 Everlook Wixxrop 55 Weaponsmith And 14 Frostsaber Rock 

Winterfl Pathfinder 53-54 se claps 9 Owlwing Thicket Moethrya 55 Elite Alione Jock Storing 50 Frostsaber Huntress 58-59 
Winterfall Den Watcher 55-56 Spellmow 56 Elite Ronshallo 58 | Flight Master Umaron Stragorelm 42 Frostsober Pride Watcher 60 

- Timbermaw Post Monadow 58 Elite Berserk Owi Beast 58-59 Yougrek 55 Elite Horde Flight Lunnix Sprockatslip 54 Mining Frostsaber Cub 55-56 
Winterfoll Totemic 54-55 ahi Chillwind Ravager 59 Haste ca 3 Foostsaber 55-56 
Wine Pathfinder 5354 bacs lid Crozed Owl Best 5657 Meggi Pappe 60 RO TN 15 Starfall Village 
Winterfall Den Watcher 55-56 6 Dun Mandarr Moontouched wi Bes 57:58 . Molyfous Dorkhommer 55 The d 55 Trade Goods 

Berserker Qulbeost 57-58 -— — Thorium Brotherhood Quest Himmik 60 Food and Drink um 
à Crazed Owlbeost 58 Evie Whirlbrew 58 Alchemy : 

Anguished Highborn 55-56 Chillwing Chimoera 55-57 "EX A Gregor Greystone 55 Argent ond Drink 
Elder Shordtooth 57-58 Supplies Rare recipes Suffering Highbom 5455 Ice Thistle Yeti 55-56 e | Sin Wynd Nightchaser 62 

Lake Kel’ Theril Winterspring Screecher 57-58 —— < Axzleby 30 Stable Master Innkeeper Vizzie 30 rues 
í 7 Frostwhisper Gorge Shordtooth Mauler 55-56 Horco 54 Natheril Raincaller 57 General Suffering Highborn 54-55 Lilith the Lithe 55 Wigglesworth Frostmoul Preserver 59-60 Elite Winterspring Owl 55:56 Xizzer Fizzbolt 55 Eng Goods Mazthoril Qio Tode good supplies Rare Engineer 

FosmolGon 5960 Eite —— V Winterfall Village Supplier Brumeran 58 Elite . Patterns . 
Chillwind Chimera 55 Shordtooth 54-55 liom 58 Chillwind Chimoera 57 

Shardtooth Mauler 56 
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A HISTORY 

The wars and plagues have claimed many cities throughout the history of 

Azeroth. While sand and vines bury and break the cities of the past, the 

people constantly rebuild new ones. These stand as beacons of light and 

civilization in times of trial. 

At first glance Darnassus seems a 

tranquil refuge for the night elves 

and fitting replacement for their 

lost home in Ashenvale. However, 

Darnassus was created without 

nature’s blessing and the creatures 

around this fair city suffer greatly 

for it. The great tree was planted 

for the most selfish of reasons, to 

regain their lost immortality by 

creating a tree that would bind their souls to the eternal world. 

“Opulent” is the first word that may spring to mind when gazing around 

this grand city. It’s a city alive and breathing with brightly colored foliage 

and softly glowing lights. Wisps float serenely along the pathways and large 

Ancient Protectors cast their gaze about them looking for any sign of danger. 

The Tradesman’s Terrace is in the southwestern section of the city. Build- 

ings of pagoda inspired architecture line the pathways with their signs 

prominently announcing the weapons and armor they are selling. One the 

west side of the city, the Temple of the Moon sits with a large welcoming 

walkway leading into the moonlit and mystical alcove within. A large 

alabaster statue stands proudly in the center of a pool of water. Trainers 

surround the lower ring around the pool and, at the top of the ramps, the 

Lady Tyrande Whisperwind herself stands. 

124 

To the east of the Temple, and in the center of the city surrounded by water, 

stands a large tree in the shape of a bear. Inside lies no heart, but the trea- 

sures of its citizens are kept here in the bank. Just slightly northwest of the 

bank sites the rune surrounded portal to Rut'theran Village on the sea. In the 

northern region of the city, small Protectors make their rounds, their woody 

creaking blends in with the sounds of the smaller creatures as they patrol 

through the Cenarion Enclave. 

The eastern portion of the city contains the Craftsman's Terrace. Herein the 

various craftsmen sell their wares and train the next to carry on their tradi- 

tions. So traveling crafters need not walk far, an Inn and Mailbox are also 

found here. It is a visually beautiful city and one worth making the trip to if 

you don't happen to be on the wrong side of the way. 

|RONFORGPMEERMMENEE. — — o eee 
The first dwarves came up from the depths of the earth and founded Khaz 

Modan, naming the mountain range after the Titan Khaz'goroth. Constructing 

an altar for their Titan father, the dwarves crafted a mighty forge within the 

heart of the mountain. Thus city that grew around the forge would be called 

“Ironforge” ever after. 

With the loss of their beloved Gnomeregan to invaders, what was left of 

the gnomish people took residence within the safe halls of their friends and 

neighbors. The entrance to Ironforge can be imposing to any newcomer. It's 

large, stony facade and heavy metal portcullis look ready to shut out even the 

most powerful of the Titans. 

Within the city, the sounds of 

hammers falling rings out through 

the hustle and bustle. Large open- 

ings run through the center of the 

pathways. Gazing beneath your 

feet may reveal the source of the 

heat. Grated catwalks sit about 

hot molten metal guarding any 

from a clumsy and costly mistake 

of falling in. 



Following the outer ring of the great city leads past the Military Quarter and 

toward Tinkertown. This is the gnomish region of the city made quite evident 

by the technological marvels even intertwined within their architecture. 

Overlarge gears rotate around walkways as you pass underneath. The King 

of gnomes, High Tinker Mekkatorque, stands watch over his people and 

watches as everyone comes and goes from the latest of innovations, the tram 

to and from Stormwind. 

The library of Ironforge sits in the outer ring in the northeastern section of the 

city. The Explorer’s League keeps watch over the many volumes of research 

and history they have managed to gather. Even with their love of the forge, 

dwarves have switched their focus to searching for their very own origins and 

embracing archaeology. 

Perhaps the darkest of the areas are the Forlorn Caverns. Strangely enough, 

there seems to be some decent fishing for those looking for a break from the 

usual monotony of work. The northwestern area of the city houses the Mystic 

Ward. The vibrancy of the architecture is a striking contrast after emerging 

from the Forlorn Caverns. Within the very heart of the city is the Great Forge 

itself. Oversized anvils are worked on diligently by craftsmen that barely 

break a sweat although the heat is nearly unbearable. It is worth taking the 

time to walk through and get to know. There are always new surprises around 

every corner and it is a fitting home. 

Stormwind is the last of the great human cities. With Lordaeron in the hands 

of the Forsaken and many of the cities that once housed the great kingdoms 

of humanity in ruins, Stormwind remains the center of commerce and safety. 

The entrance to Stormwind itself is a testament to the legacy of heroes lost 

in time to the horrors of war. Each one bears a plague with the name of 

the honoree. It is rightly called 

the Valley of Heroes and all that 

enter it can’t help but feel their 

chest swell in pride at the legacy 

of the Alliance. 

Once passing through the Valley of Heroes, you enter the Trade District. 

Shops crowd against the cobblestone walkways and citizens bustle about 

from place to place hocking their wares while children scamper between 

the legs of passerby’s. Word has 

it that Stormwind may just have 

the best cheese in all of Azeroth. 

There is plenty of shopping to be 

found throughout the city. 

To the right of the Trade District is Old Town. As you move in that direction, 

you'll notice the large canals that run through the city and more small shops 

line the waterways. Old Town is a smaller, more compact version of the 

Trade District. It has a cozy charm to it. North of Old Town lays the Dwarven 

District. It’s a haze-covered area of the city as the pollution of the many fires 

settles over it. Large beast-like machines sit around the region of the city as if 

waiting to snatch up some imaginary creature for a snack. 

Stormwind Keep lies between Old 

Town and the Dwarven District. 

The boy king, Anduin Wrynn, 

stands at court with his advisors, 

Lady Katrana Prestor and Lord 

Bolvar Fordragon, at his side. Few 

stop by to pay their respects. At 

the northernmost area of the city 

lies Cathedral Square. The tall 

spires of the Citadel of Light itself 

loom protectively over this portion of the city. Its beauty is unmatched and 

even children are brought by to tour and view where the great Paladins and 

Priests train. 

The west is the Park where Druids go to find their center and train. The night 

elves have managed to bring a piece of Darnassus here by placing their own 

small torches on this green oasis among the clean white stones of Stormwind. 

Soldiers are lined up on the outer edges of receiving medical care from the 

wounds they received from riots that broke out among the Defias prisoners. 

Within the Mage Quarter, a tall tower stands with a spiraling ramp twisting 

about it. It is truly one of the grandest wizard towers any could possibly 

hope to see. At the top lies a strange portal that swirls in luminescent green 

as if to peer out into the cosmos itself. Passing through leads deeper into the 

Wizard’s Sanctum. There is plenty to explore throughout this great city and 

should you gain a thirst for doing so, stop by the Blue Recluse. They advertise 

a free drink and you can send out a postcard at the mailbox as well. 

EO C s. LL NM 
Named in honor of the legendary Orgrim Doomhammer, Orgrimmar was 

founded to be the capital of the orcs’ new homeland. Built within a large, 

winding canyon in the harsh land of Durotar, Orgrimmar stands as one of the 

mightiest cities in the world. 

After freeing his people from captivity among the humans, Thrall set out to 

brave the sea and bring his people to a new land to start a new society for the 

orcs. They named the land itself “Durotar” after his deceased father, the for- 

mer chieftain of the Frostwolves. It 

is in Orgrimmar that the new seat 

of power resides for all of the orcs 

that survive to this day. No longer 

are the clans fractured and now 

they stand united as one nation. 



The entrance to Orgrimmar yawns widely as the orc guards stand by. To the 

east of it stands the zeppelin Tower. The architecture is crude and yet speaks 

volumes of the craftsmen that built this city. Although different from conven- 

tionally accepted cities, none can say that there isn’t a complex and harsh 

beauty invoked by the sight of Orgrimmar. Bonfires burn high atop the rocks 

and throughout the city, leaving a faint smoky haze. 

The distinctive tile roofs of the city intermingle with the red rock of the 

terrain; wooden carvings shaped like horns, give off a menacing air as 

tanned hides are stretched over rooftops and across the rocks to filter out the 

relentless desert sun. After entering the city, the first region is the Valley of 

Strength. It serves as the central hub for banking and the buying and selling of 

all sorts of goods and services. 

Just up the tower and across the rope bridge to the west lie the Valley of 

Spirits and the passageway to the western exit of the city. It is here fewer orcs 

are seen and more Trolls are apparent. In the Valley of Spirits the Trolls, who 

have also made a home in Durotar, teach some of the more mystic practices. 

North of the Valley of Strength is the shadier end of town: the Cleft of 

Shadow. From the area emanates a purple glow and within are the Warlocks 

and Rogues among some few vendors that serve their purpose. 

Wrapping around the Cleft of Shadow is the Drag; it’s filled with shops 

and trainers. This area is well-shaded from the ravages of the desert sun 

and a good place to cool off. 

The desert breeze can be heard 

blowing through the rocks. To the 

northeast, through the Drag, is the 

Valley of Honor where the orcs 

work their ways with metal and 

train their Warriors. There is even 

a small pond for a little fishing 

after a hard workout. 

Out through the Drag once more, and following the curve of the path to the 

north, you'll find the Valley of Wisdom and the seat of power for Warchief 

Thrall. Even more impressive than the Grommash Hold, are the monolithic 

demon plates out front. It is the demon armor of Mannoroth himself set there 

to remind the orcs of the grand sacrifice made to defeat the beast and begin 

the path of reclaiming their honor. Even as crude as the city seems, it is a 

marvel of orc ingenuity and determination to live off a harsh land and thrive 

despite all odds. 
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THUNDER Brurr € 
The great city of Thunder Bluff lies atop a series of mesas that overlook 

the verdant grasslands of Mulgore. The once nomadic Tauren recently 

established the city as a center for trade caravans, traveling craftsmen, and 

artisans of every kind. The proud city also stands as a refuge for the brave 

adventurers who stalk their dangerous prey through the plains of Mulgore 

and its surrounding areas. Long bridges of rope and wood span the chasms 

between the mesas, topped with tents, longhouses, colorfully painted 

totems, and spirit lodges. The mighty chief, Cairne Bloodhoof, watches over 

the bustling city, ensuring that the united Tauren tribes live in peace and 

security. Thunder Bluff sits high 

above the plains of Mulgore. 

The only means of arrival are 

by using the lifts from the plains 

below or flying in on one of the 

Wyverns that serve the area. 

Brightly painted totems and tents made with stretched animal skins and wood 

struts lasted together sit atop the mesa giving the true feeling of being a part 

of a tribal community. The strong Tauren do much of their trade and banking 

on the main mesa. The winds are strong high atop the mesas and the Tauren 

capture this energy with brightly colored windmills atop the buildings. A 

series of rope bridges and towers interlink the varying levels and mesas into 

one continuous city. 

Cairne Bloodhoof, leader of the Tauren, sits at the top level. All Tauren 

seeking his favor and the way of the hunter that is so precious to their very 

culture carry out his will. 

To the southeast of the central bluff, connected by rope bridges, is the Hunt- 

er's Rise. Aspiring Hunters and Warriors train in the Hunter's Hall. Standing 

on the edge of the mesa here will give way to an amazing vista to the south- 

east. Watch your step however. There are no guardrails to keep you from 

falling to your death. The Tauren are more surefooted than that to care for 

such things. On the northern most mesa, the Elder Rise can be found where 

the wisest of Tauren reside. Druids can seek their council and learn more of 

their path in the Hall of Elders. The Spirit Rise lies to the west. The large head 

of a Kodo is fastened to the side of the building housing the Shaman trainers 

as if in silent watch and granting its power to those who train here. 
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Along the side of the mesa is a path leading down into a cavern that resounds Taking the stairs down past the bank leads past auctioneers to an outer circle 

M 

, of dripping pools of water and quietly spoken conversation. Large yellow of merchants and canals. Each section of this part of the city is divided into 
mushrooms surround the edges of the pools. The Priest and Mage trainers sit quarters with and inner and outer ring and bridges spanning the river of ooze 
and patiently give their knowledge to those seeking their counsel. The mists to connect them. Colorful banners of decaying fabric are draped around 
of the pools rise ever so silently giving the already eerily glowing cavern a the entrances in a mockery of festivity while skulls on signs point the way 
more surreal appearance. to the different areas. The inner circle of this region houses merchants and 

/ a d rofession trainers among more curious shops. The Undead have though of Despite the simple nature of their city, the Tauren have all that is necessary P B P 8 
; 5 ; . everything possible to help them in their pursuits. for their people. They put their efforts into their accomplishments and leave E adiz ‘ p 

their city simple and functional. 

EO. mu, ee 
Far beneath the ruined capital city of Lordaeron, the royal crypts have 

been turned into a bastion of power and undeath. Originally intended by 

Prince Arthas to be the Scourge's seat of power, the budding "Undercity" 

was abandoned when Arthas was recalled to aid the Lich King in distant 

Northrend. In Arthas' absence, the Dark Lady, Sylvannas Windrunner, led the 

rebel Forsaken to the Undercity, and claimed it as their own. Since taking up 

residence, the Forsaken have worked to complete the Undercity's construc- 

tion by dredging the twisted maze of catacombs, tombs, and dungeons that 

Arthas began. 
The northeastern quarter of the city houses the Magic Quarter where War- 

Once the seat of power for the humans, Lordaeron fell to the plague released ^ locks and Mages can train in their arts. A ‘demonstration’ of a Warlock pet is 
by the Cult of the Damned. The new Lich King Arthas sought to make it his ongoing next to the building and can be quite informative. In the inner circle 
new home but found his conquest had been taken over by Lady Sylvannas. of this quarter robes and implements befitting a mage can be purchased. 
She has finished carving out what Arthas began building and claimed it for Moving clockwise takes you to the Rogue Quarter. Trainers wait here to 

the Forsaken. While much of humanity has given up ever reclaiming Tirisfal improve the stealthy lives of all Rogues that come to them with greed and 
Glades from the Scourge and Forsaken, a small band of Scarlet Crusaders still murder in their hearts. Within the inner circle, poisons and daggers can be 
attempt to wrest back the cursed land from them. To the naked eye, the Ruins purchased. * 
of Lordaeron look empty and uninhabitable. A Warlock will tell you other- Ex 

; s s à In th th 2i f the city, Apoth i | wise. With a quick cast they can aid you in seeing the ghostly inhabitants that n the southwestern region of the city, the Apothecarium and the Roya EEG pears to be án &inipty ruin. Quarter are found. The Royal Apothecary Society does many of their experi- 

ments with the plague in this area. Their laboratory is something in and of 

itself to see with bits and pieces 

of various creatures strewn about 

and experiments being carried 

on in an adjoining room on some 

unlucky humans. The crackling 

static of their experiments and the ves 
= 

occasional scream will set any ag 

visitor’s hair on end. "E or 

r 2 

Deep within the Royal Quarter the demon Varimathras stands at the side of m 

the Dark Lady herself. His imposing figure is enough to make any be respect- 

ful of her every wish. To the northwest is the War Quarter. Warriors train and 

strain against target dummies while Priests stand along the building and gaze 

down at the occurrences. Nearby, the sewers lead out into the grounds of Ti- Deeper in, the throne room sits bare and empty. The throne of a king à * d PA : p risfal Glades near the Scarlet Crusades southern tower. The bats of Undercity  : y destroyed by his own son is but a hollow shell of the greatness it once pos- ! CN ira use this as a means to gain access in and out of the city. If there was a pulse e sessed. Swift moving elevators take you below the ruins. Undercity Guard- e E ; among the Forsaken, Undercity would resonate with it. Instead its cold and ti ians stand just outside the elevators; their large hulking forms past decay and OR S ' 
We: clammy countenance casts pallor among its visitors in what many would find oozing the remnants of the plague. The Trade Quarter is the heart of this city. : 

unwelcoming. The Forsaken that reside here however, seem quite at ease at Shops surround it on all levels and the bank sits prominently in the center. s i ; what their Dark Lady has carved out for them even with the remnants of the The grim décor of skulls and horns reflects the tastes of the denizens, all 1 | Scourge and overzealous Scarlet Crusade breathing down their necks. backlit by a constant green glowing pool of slime. 
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Within the world of Azeroth there are many different groups whose view of 

you affects how they react to you. This may seem obvious, but many of the 

groups can come to respect or dislike you through your own actions. 

The Horde and Alliance comprise factional teams. All opposing races start 

at “War” status. Your reputation with factions opposed to you cannot be 

changed. 

Most allied races start with a “Friendly” reputation with other races in the 

core two groups (Alliance and Horde). The exception is the Forsaken. They 

start with lower reputation with Trolls, Tauren, and orcs just as Trolls, Tauren, 

and orcs start with lower reputation with the Forsaken. 

While you cannot declare war on your own faction, your lack of actions 

prompt a lack of esteem from your superiors. Consider your actions and 

their repercussions carefully. 

Reputation Levels 

‘Exalted: | The highest level of reputation a player can achieve with a faction 

Special reputation level reserved for special heroes 

Standard reputation level for factions on the player's team 

rw Starting reputation level for factions not on a player's team that are not KOS (Kill on Sight) 

Unfriendly: Cannot buy, sell, or interact 

LIVES SA a a RL EN 
Hated: KOS; all opposing team factions are set permanently to the lowest level here 

10% discount on bought items from vendors 

WORLD FACTIONS 
There are many groups in the world for your character to interact with. Only 

the Horde and Alliance factions are shown originally, but new groups appear 

as your character meets them for the first time. Included is a list of many of 

' the factions, but many more are discovered during your travels in Azeroth 

MONITORING YOUR REPUTATION 
Players can check their current reputation with any faction they’ve had 

contact with by opening the Reputation tab on their character sheet in game. 

Using the hotkey, defaulted to “U”, can be a faster way of accessing the tab. 

Mousing over a faction shows how much reputation you have with them and 

how much you need to progress to the next level. Accomplishing tasks in 

game gives you a displayed amount of reputation, so it’s fairly easy to calcu- 

late how much you need to accomplish to gain the next level. 
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CHANGING YOUR REPUTATION 

There are three basic ways to raise your reputation with a faction. Each is 

explained below. 

Accomplishing quests given by members of the faction is quick and doesn’t 

take you out of your way. These quests often lead to Repeatable Quests or 

involve Killing. As such, quests are good first steps to raising your reputation. 

Blue question marks show NPCs with repeatable quests. These can be done 

an infinite number of times, which makes them part of the bread and butter 

of reputation grinding. Many repeatable quests involve killing so you get a 

double bang for your buck (you get the money and experience from the mon- 

sters while turning in the quest gives you the reputation increase). 

Everyone has enemies. Killing NPCs who are opposed to a faction can raise 

you reputation with that faction. The gain is often very little, but you also 

gain money and experience from the kill. Watch your combat log to see 

reputation changes as you kill new enemies. 

As you gain in standing, the 

reputation you gain from killing 

enemies may diminish. The great- 

est hero of all time killing a lowly 

skeleton isn’t very noteworthy 

after all. 

vests, Repeatable Quests 

Quests, Repeatable Quests 

Quests, Repeatable Quests 

Horde 

pee 
Thunder Bluff 

Quests, Repeoloble Quests 



Killing opposing players, Quests, Repeatable Quests, Capturing 
Object 

Emo ee 07 

Quests, Rente Qus 

THE REWARDS 

Raising your reputation can be a long and arduous process. You won't be- 

come the symbol of justice in a day, but the rewards make it worthwhile. 

EC. o o o c NE 
Raising your faction with Alliance, Horde, and Steamwheedle organizations 

gives the following bonuses: 

[ETE TU Ability to learn how to ride another races mount. 

10% Discount at all vendors allied with the faction. 

PvPsFAenomped RE ee 
Increasing your reputation with the PvP factions opens goods and services 

at the vendors near the entrance portals. Many of these items, weapons, and 

armor are superior to those of equal level found in your travels. 

Set Name | Cost 
Superior Healing Draught (Use: Restores 560 | Level 35, Usable only & 

to 720 health) in Alterac Volley 

Superior Mona Draught (Use: Restores 560 to — | Level 35, Usable only N/A 5 

720 mana) in Alterac Valley 

Stormpike Battle Tabard 
(5)Alterac Heavy Runecloth Bandage (Use: s 

Heals 2000 damage over 8 seconds) TONS 

(5)Bottle Alterac Spring Water (Use: Restores 

4410 mono over 30 seconds, Increases Spirit 

by 10 for 10 minutes) 

< => 

N/A 

Level 55, Must remain 

seated while drinking ih 
wm 

By 

Honored 

Mem (Renuirements | SetName [Cost 
Major Healing Drought (Use: Restores 980 to | Level 45, Usable only N/A 

1260 health) in Alterac Valley 

Major Mana Draught (Use: Restores 980 to Level 45, Usable only N/A 

1260 mano) in Alterac Valley 

Stormpike Soldier's Cloak (Back, 43 Armor, 

+11 STA, +5 Frost Res., Equip: +24 Attack Level 55 N/A 6g 79s 50c 
Power) 

Stormpike Sage’s Cloak (Back, 43 Armor, +11 

STA, +5 Frost Res., Equip: Increases damage 

and healing done by magical spells and effects — " i 
by up to 14) 

Stormpike Soldier's Pendant (Neck, +15 STA, 

Equip: +18 Attock Power) pus MERE fas tip F 
Stormpike Sage's Pendant (Neck, +10 STA, 1 
*10 INT, Equip: Restores 4 mana per 5 level 55 N/A 6g 44s 83c 
seconds) ; F 
Stormpike Plate Girdle (Plate Waist, 353 Armor, ES 
+18 STR, +7 AGI, +8 STA, +5 FrostRes) — | Level >® RA Sm te ee Š 
Stormpike Mail Girdle (Mail Waist, 199 Armor, "s 
+1246), +12 STA, +12 INT, +5 Fost Res.) — | 2 DU dg 4 
Stormpike Leather Girdle (Leather Waist, 95 

Armor, +11 STR, +10 AGI, +15 STA, +5 Level 55 N/A 5g 33s 74 i: 
Frost Res.) oe 
Stormpike Cloth Girdle (Cloth Waist, 48 Armor, pe 
+11 STA, +10 INT, +5 Frost Res., Equip: f 
Increases damage and healing done by magical ware Us NASA hes: 
spells and effects by up to 18) 

(5)Alterac mano Biscuit (Use: Restores 4410 — | Level 51, Must remain N/A 

health and 4410 mana over 30 seconds) seated while eating 

(200) Ice Threaded Arrow (Adds 16.5 dps) | Level 51 e 
(200) Ice Threaded Bullet (Adds 16.5 dps) level 5] N/A 54s 

a 

s 



Revered 

Lasts 2 minutes. 

Hem (Requirements — | Set Name | Cost 
Stormpike Battle Standard (Use: Place a Battle 

Standard with 1500 health that increases the 

damage of all party members that stay within a mt PNE v. NR 

Level 60 28g 48s 53c 

Crackling Staff (Staff, 55.6 dps, +25 STA, +16 

INT, Equip: Increases damage and healing done | Level 60 N/A 35g 86s 7X 

by magical spells and effects by up to 15) 

em = Requirements — | Set Name | Cost 
Stormpike Battle Charger (Use: Summons and 

dismisses a rideable Stormpike Battle Charger. | Level 60 N/A 720g 

45g 

Electrified Dagger (One-Hand Dagger, 42.5 dps, 

+10 AGI, Chance on Hit: Blasts a target for 45 

Gnoll Skin Bandolier (16 Slot Ammo Pouch, 

Equip: Increases ranged attack speed by 15%) mo dian 

Harpy Hide Quiver (16 Slot Quiver, Equip: 

Increases ranged attack speed by 15%) cita NA Xs 

Nature damage) 

Exalted 

45 yards of the Battle Standard by 10%) 

Stormstrike Hammer (One-Hand Mace, 42.6 
dps, +15 STR) Level 60 28g 90s 23c 

This is a very fast mount) 

Lei of the Lifegiver (Off-Hand, Equip: Increases 

healing done by spells and effects by up to 53, 

Restores 3 mana per 5 seconds) 

Level 60 

- 
TON 

IE 
Level 60 E: 140g 84s 10c 

Level 60 71g 57s 67c 

a M 

N/A 

Therazane’s Touch (Off-Hand, Equip: Increases 

damage and healing done by magical spells and 

effects by up to 33) 

Tome of Arcane Domination (Off-Hand, Equip: 

Increases damage done by Arcane spells and 

effects by up to 34, Restores 3 mana every 

5 seconds) 

Tome of Fiery Arcana (Off-Hand, Equip: 

Increases damage done by Fire spells and 

effects by up to 40) 

Tome of Shadow Force (Off-Hand, +8 STA, 

Equip: Increases damage done by Shadow spells 

and effects by up to 34) 

Tome of the Ice Lord (Off-Hand, +9 INT, Equip: 

Increases damage done by Frost spells and 

effects by up to 34) 

The Unstoppable Force (Two-Hand Mace, 61.4 

dps, +19 STR, +15 STA, Equip: Improves your 

chance to get o critical strike by 2%, Chance on 

hit: Stuns target for 1 second) 

The Immovable Object (Shield, 2468 Armor, 

44 Block, +15 STA, Equip: Increases the block 

value of your shield by 27) 

Don Julio’s Band (Ring, +11 STA, Equip: 

Improves your chance to get a critical strike by 

1%, Improves your chance to hit by 1%, +16 

Attack Power) 

130 

Exalted 

item (Requirements — | Set Nome | Cast 
The Lobotomizer (One-Hand Dagger, 47.2 dps, 

Chance on hit: Wounds the target for 200 to Level 60 1139 9s 56c 

Friendly 

300 damage and lowers INT of target by 25 

Se mal Te 

for 30 seconds) 

Don Rodrigo’s Band (Ring, +7 STA, Equip: 

Improves your chance to get a critical strike with | Level 60, Classes: 

spells by 1%, Decreases the magical resistances | Priest, Mage, Warlock 

Superior Healing Drought (Use: Restores 560 | Level 35, Usable only 

to 720 health) in Alterac Valley 

Superior Mana Draught (Use: Restores 560 to | Level 35, Usable only 

720 = in Alterac CX 

Frostwolf Battle Tobord — — 5 5 | Battle Tabard 

(5)Alterac Heavy Runecloth Bandage (Use: 

Heals 2000 damage over 8 seconds) ds font 

Honored 

item ocean 

of your spell targets by 20) 

(5)Bottle Alterac Spring Water (Use: Restores 

Major Healing Draught (Use: Restores 980 to — | Level 45, Usable only 

in Alterac Valley 

FROSTWOLF CLAN 

Level 55, Must remain 

seated while drinking 
4410 mana over 30 seconds, Increases Spirit 

1260 health) 

by 10 for 10 minutes) 

Major Mana Draught (Use: Restores 980 to Level 45, Usable only 

1260 mana) in Alterac Valley 

Frostwolf Advisor's Cloak (Back, 43 Armor, +11 

STA, +5 Frost Res., Equip: Increases damage 

Frostwolf Advisor's Pendant (Neck, +10 

STA, +10 INT, Equip: Restores 4 mana per 5 Level 55 6g 44s 83c 

Level 55 4g 26s 99c 

Frostwolf Legionnarie’s Cloak (Back, 43 Armor, 

Level 55 6g 79s 50c 

and healing done by magical spells and effects 

seconds) 

Level 55 = 6g 40s 48c 

+1] STA, +5 Frost Res., Equip: +24 Attack 

Level 55 6g 84s 40c 

by up to 14) 

Frostwolf Plate Belt (Plate Waist, 353 Armor, 

Level 55 5g 33s 74c 

Power) 

Frostwolf Legionnaire's Pendant (Neck, +15 
| 44s 83 

STA, Equip: +18 Attack Power) ESTIS ie 

+18 STR, +7 AGI, +8 STA, +5 Frost Res.) 

Frostwolf Belt Girdle (Mail Waist, 199 Armor, 

+12 AGI, +12 STA, +12 INT, +5 Frost Res.) 

Frostwolf Leather Belt (Leather Waist, 95 Armor, 

+11 STR, +10 AGI, +15 STA, +5 Frost Res.) 
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N/A 4g 26s 99c 

| Honored 

+11 STA, +10 INT, +5 Frost Res., Equip: 

(5)Alterac mana Biscuit (Use: Restores 4410 — | Level 51, Must remain 

health and 4410 mano over 30 seconds) seated while eating 

Hem = Requirements | Set Name [Cost 
Frostwolf Cloth Belt (Cloth Waist, 48 Armor, 

Increases damage and healing done by magical = 

spells and effects by up to 18) 

(200) Ice Threaded Arrow (Adds 16.5 dps) Level 51 

(200) Ice Threaded Bullet (Adds 16.5 dps) 

N/A 

N/A 
N/A 

54s 

54s 

Revered 

Hem | Requirements | 
Frostwolf Battle Standard (Use: Place a Battle 

Set Name | Cost 

Standard with 1500 health that increases the "i Wey: 
E Usable only in Alterac N/A 

damage of all party members that stay within Valey 

45 yards of the Battle Standard by 10%) 

Glaciol Blade (One-Hand Dagger, 42.5 dps, 

+10 AGI, Chance on Hit: Blasts a target for 45 

Nature damage) 

Whiteout Staff (Staff, 55.6 dps, +25 STA, +16 

Level 60 N/A 

INT, Equip: Increases damage and healing done | Level 60 N/A 

by magical spells and effects by up to 15) 

Frostbite (One-Hand Mace, 42.6 dps, +15 STR) | Level 60 A 

Gnoll Skin Bandolier (16 Slot Ammo Pouch, 

Equip: Increases ranged attack speed by 15%) wi NA 

Harpy Hide Quiver (16 Slot Quiver, Equip: level 55 N/A 

Increases ranged attack speed by 15%) 

28g 48s 53c 

35g 86s 72c 

= PS 28g 90s 23c 

31g 50s 

31g 50s 

Exalted 

tiem (Requirements — | Set Name | Cost 
Horn of the Frostwolf Howler (Use: Summons 

and dismisses a rideable Frostwolf Howler. This | Level 60 N/A 720g 

is a very fast mount) 

Lei of the Lifegiver (Off-Hand, Equip: Increases 

healing done by spells and effects by up to 53, | Level 60 N/A 45g 

Restores 3 mana per 5 seconds) 

Therazane's Touch (Off-Hand, Equip: Increases 

damage and healing done by magical spells and | Level 60 N/A 45g 

effects by up to 33) 

Tome of Arcane Domination (Off-Hand, Equip: 

Increases damage done by Arcane spells and 

effects by up to 34, Restores 3 mana every he VA 49 

5 seconds) 

Tome of Fiery Arcana (Off-Hand, Equip: 

Increases damage done by Fire spells and Level 60 N/A 

effects by up to 40) 

Tome of Shadow Force (Off-Hand, +8 STA, 

Equip: Increases damage done by Shadow spells | Level 60 N/A 45g 

and effects by up to 34) 

Tome of the Ice Lord (Off-Hand, +9 INT, Equip: 

Increases damage done by Frost spells and 

effects by up to 34) 

Level 60 

Exalted 

em | Requirements | Set Name [Cs 
The Unstoppable Force (Two-Hand Mace, 61.4 

dps, +19 STR, +15 STA, Equip: Improves your 

chance to get a critical strike by 2%, Chance on 

hit: Stuns target for 1 second) 

The Immovable Object (Shield, 2468 Armor, 

44 Block, +15 STA, Equip: Increases the block 

value of your shield by 27) 

Don Julio’s Band (Ring, +11 STA, Equip: 

Improves your chance to get a critical strike by 

1%, Improves your chance to hit by 1%, +16 

Attack Power) 

The Lobotomizer (One-Hand Dagger, 47.2 dps, 

Chance on hit: Wounds the target for 200 to 

300 damage and lowers INT of target by 25 

for 30 seconds) 

Don Rodrigo’s Band (Ring, +7 STA, Equip: 

Improves your chance to get a critical strike with 

spells by 1%, Decreases the magical resistances 

of your spell targets by 20) 

Level 60 

Level 60 

Level 60 

Level 60, Classes: 

Priest, Mage, Warlock 

N/A 

113g 9s 56c 

LEAGUE OF ARATHOR 

Friendly 

em | Requirements | Set Name 
Superior Healing Draught (Use: Restores 560 | Level 35, Usable only N/A 

to 720 health) in Arathi Basin 

Level 35, Usable only Superior Mana Draught (Use: Restores 560 to 

Level 25, Must remain 

720 mono) 

seated while eating. 

Usable only in Arathi 

Basin 

Level 35, Must remain 

seated while eating. 

Usable only in Arathi 

Basin 

Level 45, Must remain 

seated while eating. 

5s 

5s 

(5) Highlander's Field Ration (Use: Restores 

1074 health and 2202 mana over 30 seconds) 

(5) Highlander's Iron Ration (Use: Restores 
1608 health and 3306 mana over 30 seconds) N/A — unm wu 

(5) Highlander's Enriched Ration (Use: Restores 

72s 3(k 
Talisman of Arathor (Use: Absorbs 248 to 302 | Level 28, Lasts 15 

N/A 
physical damage) seconds 

RIS 
=> 

= m 

2148 health and 4410 mana over 30 seconds) | Usable only in Arathi M/A i 

Basin 

(5)Highlander’s Silk Bandage (Use: Heals 640 Level 25, First Aid ; | 
damnato over 8 second) (125), Usable only in N/A 

Arathi Basin 

(5)Highlander’s Mageweave Bandage (Use: Level 35, Fist Aid 

Heals 1104 damage over 8 seconds) 175), Htm a M E 
Arathi Basin 

(5) Highlander's Runecloth Bandage (Use: Heals loa e 
(225), Usable only in N/A 

2000 damage over 8 seconds) dert 
Arathi Basin 

* a 

> 4 ̀ e 
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S BX) 
EN Friendly 
Er 

[tm [Requirements — | Set Nome | Cost 
Talisman of Arathor (Use: Absorbs 310 to 378 | Level 38, Lasts 15 N/A lg 52s 30c 

physical damage) seconds 

» Talisman of Arathor (Use: Absorbs 392 to 478 | Level 48, Lasts 15 N/A 2g 825 30c 
- physical damage) seconds 

- —. | Talisman of Arathor (Use: Absorbs 495 to 605 — | Level 58, Lasts 15 

Honored 

tem Reqiremens | Set Name [Gs 
Highlander's Chain Girdle (Leather Waist, 61 Level 28, Classes: N/A 93s 73 

Armor, +5 STA, Passive: +24 Attack Power) Hunter 

Highlander’s Chain Girdle (Mail Waist, 149 ; 
Level 40, Classes: 2g 605 4x 

Armor, +6 STA, Passive: Improves your chance né 

N/A 

to get a critical strike by 1%, +8 Attack Power) 

Highlander's Chain Girdle (Mail Waist, 178 

Armor, +8 STA, Passive: Improves your chance 

to get a critical strike by 1%, +20 Attack Power) 

Highlander’s Chain Girdle (Mail Waist, 208 

Armor, +10 STA, Passive: Improves your chance 

to get a critical strike by 1%, +34 Attack Power) 

Highlander's Cloth Girdle (Cloth Waist, 88 

Armor, +4 STA, +3 INT, Passive: Increases 

damage and healing done by magical spells and 

effects by up to 11) 

Highlander's Cloth Girdle (Cloth Waist, 105 

Armor, +4 STA, +4 INT, Passive: Increases 

damage and healing done by magical spells and 

effects by up to 14) 

Highlander's Cloth Girdle (Cloth Waist, 113 

Armor, +6 STA, +5 INT, Passive: Improves your 

chance to get a critical strike with spells by 1%, 

Increases damage and healing done by magical 

spells and effects by up to 9) 

Highlonder's Cloth Girdle (Cloth Waist, 150 

Armor, +7 STA, +6 INT, Passive: Improves your 

chance to get a critical strike with spells by 1%, 

Increases damage and healing done by magical 

spells and effects by up to 14) 

Highlander's Lizardhide Girdle (Leather Waist, 

Level 48, Classes: 

Hunter 
4g 93s 73c 

The 

Highlander's 

Determination 

Level 58, Classes: 
R 7g 92s 59c 

Level 28, Classes: 

Warlock, Mage, Priest NT 
72s Kk 

Level 38, Classes: 

Warlock, Mage, Priest s 
lg 66s 84c 

Level 48, Classes: 

Warlock, Mage, Priest V 
3g 36s 19c 

The 

Level 58, Classes Highlander's 
Warlock, Mage, Priest as 

Level 28, Classes: 

Highlander's Lizardhide Girdle (Leather Waist, | Level 38, Classes: 

1113 Armor, +4 STA, +15 IND) Rogue, Druid aye 
j Highlander’s Lizardhide Girdle (Leather Waist, 

| 136 Armor, +6 STA, +10 INT, Equip: Improves | Level 48, Classes: 
4g 29 

your chance to get a critical strike with spells | Rogue, Druid Ns Riy 

by 1%) 

-—. | Highlander’s Lizardhide Girdle (Leather Waist, The 
> [159 Armor, +7 STA, +17 INT, Equip: Improves | Level 58, Classes: bichlonder’s | 60 675 X 

= [vor chance to get a critical strike with spells | Rogue, Druid i wil i 

A x [by 1%) 
1 < | Mighlonder's Leather Girdle (Leather Waist, 91 — | Level 28, Classes: N/A 89s Alc 

` | Armor, +4 STA, +24 Attack Power) Rogue, Druid 

132 

Honored 

Termes | Settee [Cot 

Level 48, Classes: 

The 

Rogue, Druid 

6g 65s 29c 

Highlonder's Leather Girdle (Leather Waist, 113 

Armor, +4 STA, +30 Attack Power) 

Highlander's Leather Girdle (Leather Waist, 136 

Armor, +6 STA, Equip: Improves your chance to 

get a critical strike by 1%, +20 Attack Power) 

Highlander's Leather Girdle (Leather Waist, 159 

Armor, +7 STA, Equip: Improves your chance to Highlonder's 

get a critical strike by 1%, +34 Attack Power) Purpose 

Highlander's Lamellar Girdle (Mail Waist, 128 | Level 28, Classes: MA la 3s 75 

Armor, +11 STR, +4 STA, +5 INT) Paladin i 
Highlander's Lamellar Girdle (Plate Waist, 236 | Level 40, Classes: 

Armor, +12 STR, +6 STA, +6 INT) lis 
Highlander s Lamellar Girdle (Plate Waist, 

N/ 3g 47s 32c 

Level 58, Classes: 

Rogue, Druid 

313 Armor, +11 STR, +4 STA, +8 INT, Equip: | Level 48, Classes: 
A 

Improves your chance to get a critical strike Paladin 

by 1%) 

Highlonder's Lamellar Girdle (Plate Waist, 369 The 

Armor, +15 STR, +6 STA, +10 INT, Equip: Level 58, Classes: à 
NI ! Highlanders | 5g 12s 75c 

Improves your chance to get a critical strike Paladin m 

by 1%) 

Highlander's Plate Girdle (Mail Waist, 128 

Armor, +12 STR, +5 STA) 

Level 28, Classes: 

Warrior, Paladin lg 2s Ic 

Highlonder's Plate Girdle (Plate Waist, 236 Level 40, Classes: 

Armor, +15 STR, +6 STA) Warrior, Paladin lg 58s 83c 

Highlonder's Plate Girdle (Plate Waist, 313 Level 48, Closses: 

Armor, +10 STR, +8 STA) Warrior, Paladin 3g 53s 76c 

Highlonder's Plate Girdle (Plate Waist, 369 Level 58. Classes: The 

Armor, +17 STR, +10 STA, Equip: Improves ai ea Inl Highlanders | 5g 10s 88c 
ng Warrior, Paladin 

your chance to get a critical strike by 1%) Resolution 

Revered 

item (Requirements | Set Home | Cost | 
Highlander's Chain Greaves (Leather Feet, 

74 Armor, +8 AGI, +8 STA, Equip: Run speed 

increased slightly) 

Highlander's Chain Greaves (Mail Feet, 183 

Armor, +10 AGI, +10 STA, +3 INT, Equip: Run 

speed increased slightly) 

Highlander’s Chain Greaves (Mail Feet, 218 

Armor, +12 AGI, +13 STA, +6 INT, Equip: Run 

speed increased slightly) 

Highlander's Chain Greaves (Mail Feet, 255 

Armor, +15 AGI, +16 STA, +8 INT, Equip: Run 

speed increased slightly) 

Highlander’s Cloth Boots (Cloth Feet, 84 Armor, 

+8 STA, Equip: Run speed increased slightly, 

Increases damage and healing done by magical 

spells and effects by up to 7) 

Highlander’s Cloth Boots (Cloth Feet, 103 

Armor, +10 STA, +3 INT, Equip: Run speed 

increased slightly, Increases damage and healing 

done by magical spells and effects by up to 8) 

Level 28, Classes: 

Hunter 
lg 32s 17c 

3g 68s 75c 

Tq 42s 97c 

The 

12g 24s 28c 

Level 40, Classes: 

Hunter 

Level 48, Classes: 

Hunter 

Level 58, Classes: 
fa Highlander's 

Determination 

dem 

2g 47s 49c 

Level 28, Classes: 

Priest, Mage, Warlock 

Level 38, Classes: 

Priest, Mage, Warlock 
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| Revered 

Mem Requirements | Set Nome [Gs — 
Highlander's Cloth Boots (Cloth Feet, 132 

Armor, +13 STA, +6 INT, Equip: Run speed 

increased slightly, Increases damage and healing 

done by magical spells and effects by up to 9) 

Highlander's Cloth Boots (Cloth Feet, 161 

Armor, +16 STA, +8 INT, Equip: Run speed 

increased slightly, Increases damage and healing 

done by magical spells and effects by up to 12) 

Highlander's Lizardhide Boots (Leather Feet, 

104 Armor, +5 AGI, +8 STA, +4 INT, Equip: Run 

speed increased slightly) 

Highlander's Lizardhide Boots (Leather Feet, 

Level 48, Classes: 

Priest, Mage, Warlock 

Level 58, Classes: 

Priest, Mage, Warlock 
Highlander's 

Intent 

7g 46s 19c 

dg 16s 28c 

Level 28, Classes: 

Rogue, Druid 

Level 38, Classes: 
129 Armor, +6 AGI, +10 STA, +5 INT, Equip: Roque, Druid N/A 

Run speed increased slightly, +6 Attack Power) UH eae 

Highlander's Lizardhide Boots (Leather Feet, Level 48, Classes: 

145 Armor, +8 AGI, +13 STA, +7 INT, Equip: NE Dni , ; N/A 6g 37s 3X 

Run speed increased slightly, +12 Attack Power) : 

The 

Highlander's 

Will 

Highlonder's Lizardhide Boots (Leather Feet, 

181 Armor, +8 AGI, +16 STA, +8 INT, Equip: 

Run speed increased slightly, +16 Attack Power) 

Highlander's Leather Boots (Leather Feet, 104 

Armor, +7 AGI, +8 STA, Equip: Run speed 

increased slighty) 

Highlonder's Leather Boots (Leather Feet, 129 

Level 58, Classes: 

Rogue, Druid 
9g 29s 14c 

lg 32s 64c 
Level 28, Classes: 

Rogue, Druid d 

Level 38, Classes: 
Armor, +8 AGI, +10 STA, Equip: Run speed j N/A 

increased slighty, +6 Attack Power) Rogo, Dom 

Highlander's Leather Boots (Leather Feet, 145 ipid dn Cees 

Armor, +11 AGI, +13 STA, Equip: Run speed p D , N/A 6g 18s 68c 

increased slighty, +12 Attack Power) Mi: 

The 

Highlander's 

Highlander's Leather Boots (Leather Feet, 181 

Armor, +12 AGI, +16 STA, Equip: Run speed 

increased slighty, +16 Attack Power) 

Highlander's Lamellar Greaves (Mail Feet, 157 

Level 58, Classes: 

Rogue, Druid 
9g 25s 64 

lg 58s 10c 
Level 28, Classes: 

Armor, +6 STR, +6 AGI, +4 STA, +4 INT, Equip: Paladin N/A 

Run speed increased slightly) 

Highlander’s Lamellar Greaves (Plate Feet, 289 

Armor, +8 STR, +8 AGI, +6 STA, +6 INT, Equi: i i N/A 
Run speed increased slightly) 

Highlander's Lamellar Greaves (Plate Feet, 383 Level 48, Classes: 

Armor, +11 STR, +10 AGI, +7 STA, +6 INT, Paladin F ; N/A 4g 89s 38c 

Equip: Run speed increased slightly) 

The 

Highlander's 

Resolve 

Highlander's Lamellar Greaves (Plate Feet, 452 

Armor, +14 STR, +12 AGI, +8 STA, +8 INT, 

Equip: Run speed increased slightly) 

Highlander's Plate Greaves (Mail Feet, 157 

Level 58, Classes: 

Paladin 
8g 9s 78c 

lg 56s 88c 
Level 28, Classes: 

Armor, +6 STR, +6 AGI, +6 STA, Equip: Run > : N/A 

speed increased slightly) ua 

Highlander's Plate Greaves (Plate Feet, 289 i 

Armor, +8 STR, +8 AGI, +8 STA, Equip: Run mie MA |29 Als X 
speed increased slightly) 

Highlander's Plate Greaves (Plate Feet, 383 

Armor, +11 STR, +10 AGI, +10 STA, Equip: Run te a N/A — |4g 85s 58c 
speed increased slightly) j 

Revered 

em (Requiremems | Set Nome [Cost —— 
Highlander's Plate Greaves (Plate Feet, 452 inu 5o. Cse The 

Armor, +14 STR, +12 AGI, +12 STA, Equip: Run ; Highlander's 
Warrior, Paladin 8g 6s 90c 

sora a dd 
Resolution 

Exalted 

Hem (Requirements — | Set Name | Cost | 
The 

Highlonder's Chain Pauldrons (Mail Shoulder, Level 58, Classes: 

312 Armor, +20 AGI, +18 STA, +17 INT) Hunter 
Highlander’s 

Determination 

16g 59s 3c 

llg 56s 54c 

14g 40s 55 

14g 35s 26c 

1lg 13s 70c 

Highlander's Epaulets (Cloth Shoulder, 185 

Armor, +18 STA, +17 INT, Equip: Increases 

damage and healing done by magical spells 

and effects by up to 12, Restores 4 mana per 

5 seconds) 

Highlander's Lizardhide Shoulders (Leather 

Shoulder, 258 Armor, +12 AGI, +17 STA, +12 

INT, Equip: +30 Attack Power) 

Highlander's Leather Spaulders (Leather 

Shoulder, 258 Armor, +18 AGI, +17 STA, Equip: 

+30 Attack Power) 

Highlander's Lamellar Spaulders (Plate Shoulder, 

553 Armor, +18 STR, +17 AGI, +15 STA, 

The 

Highlander's 

Intent 

Level 60, Classes: 

Priest, Mage, Warlock 

The 

Highlander's 

Will 

The 

Highlander's 

Purpose 

The 

Highlander's 

Level 60, Classes: 

Rogue, Druid 

Level 60, Classes: 

Rogue, Druid 

Level 60, Classes: 

Paladin 
+10 INT) Resolve 

Highlander's Plate Spaulders (Plate Shoulder, | Level 60, Classes: " s de's | 1o 95 46 

553 Armor, +18 STR, +17 AGI, +20STA) | Warrior, Paladin sc s 

done by magical spells and effects by up to 30, 

Improves your chance to get a critical strike with 

spells by 1%) 

Cloak of the Honor Guard (Back, 50 Armor, +5 

Ironbark Staff (Staff, 55.8 dps, 100 Armor, 

+19 STA, +10 INT, Equip: Improves your 1 
chance to get a critical strike with spells by 2%, | Level 60 NA — [499 58s 9k |. a 
Increases damage and healing done by magical SN 

spells and effects by up to 41) E 

Sageclaw (One-Hand Dagger, 41.7 dps, +8 : 

STA, Equip: Increases damage and healing E 

N/A | 

THE DEFILERS 

Level 60 39g 81s 26c 

Friendly 

em | Reguirements — | Set Name [Cost 
Superior Healing Draught (Use: Restores 560 

to 720 health) 

Superior Mana Draught (Use: Restores 560 to 

720 mana) 



| Defiler’s Talisman (Use: Absorbs 495 to 605 
m physical damage) 

METTE Y i ai oi 

Friendly 

lem fRenuirements — | Set Name (Cost 
Level 25, Must remain 

N/A 
seated while eating. 

Usable only in Arathi 

Basin 

Level 35, Must remain 

N/A 

D 

DM 

DM 

Level 28, Losts 15 vici 
seconds 

Defiler's Talisman (Use: Absorbs 310 to 378 

seated while eating. 

Usable only in Arathi 

Level 38, Lasts 15 

physical damage) [aia ML Ce 
fi i ; De is Talisman (Use: Absorbs 392 to 478 — | Level 48, Lasts 15 N/A 2g 82s 30c 

physical damage) seconds 

(5)Defiler’s Field Ration (Use: Restores 1074 

health and 2202 mana over 30 seconds) 

(5)Defiler’s Iron Ration (Use: Restores 1608 

health and 3306 mona over 30 seconds) 15s 

(5)Defiler’s Enriched Ration (Use: Restores 

2148 health and 4410 mana over 30 seconds) 

seated while eating. 

Usable only in Arathi 

Basin 

Level 25, First Aid 

(125), Usable only in 

Arathi Basin 

Level 35, First Aid 

(175), Usable only in 

Arathi Basin 

Level 45, First Aid 

(225), Usable only in 

Arathi Basin 

(5)Defiler’s Silk Bandage (Use: Heals 640 

damage over 8 seconds) 

(5)Defiler’s Mageweave Bandage (Use: Heals 

1104 damage over 8 seconds) 

(5)Defiler's Runecloth Bandage (Use: Heals 

2000 damage over 8 seconds) 

Defiler's Talisman (Use: Absorbs 248 to 302 

physical damage) 

Basin 

Level 58, Lasts 15 "T 

Level 45, Must remain 

seconds 

Honored 

em (Requirements — | SetNome | Cost | 
Defiler’s Chain Girdle (Leather Waist, 61 Armor, | Level 28, Classes: N/A 93s 73 

+5 STA, Passive: +24 Attack Power) Hunter, Shaman 

Defiler’s Chain Girdle (Mail Waist, 149 Armor, ; 
Level 40, Classes: 29 60s 40 

+6 STA, Passive: Improves your chance to get a Hunter, Shoman 

N/A 

critical strike by 1%, +8 Attack Power) 

Defiler’s Chain Girdle (Mail Waist, 178 Armor, 

+8 STA, Passive: Improves your chance to get a 

critical strike by 1%, +20 Attack Power) 

Defiler’s Chain Girdle (Mail Waist, 208 Armor, 

+10 STA, Passive: Improves your chance to get 

a critical strike by 1%, +34 Attack Power) 

Defiler's Cloth Girdle (Cloth Waist, 88 Armor, 

+4 STA, +3 INT, Passive: Increases damage 

and healing done by magical spells and effects 

by up to 11) 

Defiler's Cloth Girdle (Cloth Waist, 105 Armor, 

+4 STA, +4 INT, Passive: Increases damage 

and healing done by magical spells and effects 

by up to 14) 

Level 48, Classes: 

Hunter, Shaman 
4g 93s 73c 

The Defiler's 

Determination 

N/A lg 66s 84c 

Level 58, Classes: 

Hunter, Shaman 
7g 92s 59% 

Level 28, Classes: 

Warlock, Mage, Priest 

Level 38, Classes: 

Warlock, Mage, Priest 

134 

Honored 

[m —  — — [Reiemens | Set Name (Cst 
Defiler's Cloth Girdle (Cloth Waist, 113 Armor, 

N/A 

+6 STA, +5 INT, Passive: Improves your chance 

to get a critical strike with spells by 1%, 

The Defiler's 

Intent 

Level 48, Classes: 

Increases damage and healing done by magical 
Warlock, Mage, Priest 

spells and effects by up to 9) 

Defiler’s Cloth Girdle (Cloth Waist, 150 Armor, 

+7 STA, +6 INT, Passive: Improves your chance 

to get a critical strike with spells by 1%, 

Increases damage and healing done by magical 

spells and effects by up to 14) 

Defiler’s Lizardhide Girdle (Leather Waist, 91 Level 28, Classes: N/A 

Armor, +4 STA, +12 INT) Rogue, Druid 

Defiler’s Lizardhide Girdle (Leather Waist, 113 — | Level 38, Classes: N/A 

Armor, +4 STA, +15 INT) Rogue, Druid 

Level 58, Classes: 

Warlock, Mage, Priest ol ce 

92s 7c 

2g 13s 14c 

Defiler's Lizardhide Girdle (Leather Waist, 136 

Armor, +6 STA, +10 INT, Equip: Improves your 

chance to get a critical strike with spells by 1%) 

Defiler's Lizardhide Girdle (Leather Waist, 159 

Level 48, Classes: 
Rogue, Druid 4g 29s 52c 

Armor, +7 STA, +17 INT, Equip: Improves your sien e s n 6g 67s 6X 

chance to get a critical strike with spells by 1%) s 

Defiler's Leather Girdle (Leather Waist, 91 Level 28, Classes: 
N/A 89s 4lc 

Armor, +4 STA, +24 Attack Power) Rogue, Druid 

Defiler’s Leather Girdle (Leather Waist, 113 Level 38, Classes: N/A 2a 6s 9% 

Armor, +4 STA, +30 Attack Power) Rogue, Druid 9 
Defiler's Leather Girdle (Leather Waist, 136 Level 40, Classes: 

Armor, +6 STA, Equip: Improves your chance to Roue. Druid N/A 4g Vs & 

get a critical strike by 1%, +20 Attack Power) ni 

Defiler’s Leather Girdle (Leather Waist, 159 

Armor, +7 STA, Equip: Improves your chance to 

get a critical strike by 1%, +34 Attack Power) 

+5 STA, +12 INT) Hunter, Shaman 

STA, +15 INT) Hunter, Shaman 

Defiler’s Mail Girdle (Mail Waist, 178 Armor, +8 

STA, +10 INT, Equip: Improves your chance to 

get a critical strike with spells by 1%) 

Defiler's Mail Girdle (Mail Waist, 208 Armor, 

+10 STA, +17 INT, Equip: Improves your chance 

Level 58, Classes: 
Rogue, Druid 6g 65s 29 

The Defiler's 

Purpose 

91s 74 

2g 56s 7X 

Level 48, Classes: 

Hunter, Shaman 
5g 15s 47c 

Level 58, Classes: The Defiler's 
8g 77s 29c 

rti 
to get a critical strike with spells by 1%) aioe ge joe. 

Defiler’s Plate Girdle (Mail Waist, 128 Armor, — | Level 28, Classes: 

Defiler’s Plate Girdle (Plate Waist, 236 Armor, — | Level 40, Classes: 

Defiler’s Plate Girdle (Plate Waist, 313 Armor, — | Level 48, Classes: 

+10 STR, +8 STA) Wario 0 
Defiler’s Plate Girdle (Pate Waist, 369 Armor, level 58, Classes: The Defiler’s 

+17 STR, +10 STA, Equip: Improves your 5g 10s 88c 
wg Warrior Resolution 

chance to get a critical strike by 1%) 



AT ETRA 

— Revered 

Mem (Requirements — | Set Nome [Cost 
Defiler’s Chain Greaves (Leather Feet, 74 Armor, Level 28, Classes: 

+8 AGI, +8 STA, Equip: Run speed increased N/A lg 32s 17c 
Hunter 

slightly 
Defiler’s Chain Greaves (Mail Feet, 183 Armor, foal 40. Gasse 

+10 AGI, +10 STA, +3 INT, Equip: Run speed Hunter ; N/A 3g 68s 75c 

increased slightly) 

Defiler's Chain Greaves (Mail Feet, 218 Armor, Tu pe aa 

+12 AGI, +13 STA, +6 INT, Equip: Run speed : N/A 7g 42s 9k 
Hunter 

increased slightly) 

Defiler’s Chain Greaves (Mail Feet, 255 Armor, 

+15 AGI, +16 STA, +8 INT, Equip: Run speed 

increased slightly) 

Defiler's Cloth Boots (Cloth Feet, 84 Armor, 

+8 STA, Equip: Run speed increased slightly, 

Level 58, Classes: 

Hunter 

The Defiler's 

Determination PLUS 

Level 28, Classes: 

Increases damage and healing done by magical | Priest, Mage, Warlock WA 

spells and effects by up to 7) 

Defiler's Cloth Boots (Cloth Feet, 103 Armor, 

+10 STA, +3 INT, Equip: Run speed increased Level 38, Classes: N/A 29 ATs 4X 

slightly, Increases damage and healing done by | Priest, Mage, Warlock 

magical spells and effects by up to 8) 

Defiler's Cloth Boots (Cloth Feet, 132 Armor, 

+13 STA, +6 INT, Equip: Run speed increased — | Level 48, Classes: N/A lg 985 73c 

slightly, Increases damage and healing done by 

magical spells and effects by up to 9) 

Defiler's Cloth Boots (Cloth Feet, 161 Armor, 

+16 STA, +8 INT, Equip: Run speed increased 

slightly, Increases damage ond healing done by 

magical spells and effects by up to 12) 

Defiler's Lizardhide Boots (Leather Feet, 104 

Armor, +5 AGI, +8 STA, +4 INT, Equip: Run 

speed increased slightly) 

Defiler's Lizardhide Boots (Leather Feet, 129 

Priest, Mage, Warlock 

Level 58, Classes: 

Priest, Mage, Warlock 

The Defiler's 

Intent 
7g 46s 19c 

Level 28, Classes: 

Rogue, Druid I => 

Level 38, Classes: 
Armor, +6 AGI, +10 STA, +5 INT, Equip: Run Pone. Dru N/A 3g 16s 28c 

speed increased slightly, +6 Attack Power) — | 9e 
Defiler's Lizardhide Boots (Leather Feet, 145 DS isis 

Armor, +8 AGI, +13 STA, +7 INT, Equip: Run x D , N/A 6g 37s 3X 

speed increased slightly, +12 Attack Power) aring 

Defiler's Lizardhide Boots (Leather Feet, 181 m. 

Armor, +8 AGI, +16 STA, +8 INT, Equip: Run s ̂  S ki a 9g 29s 14c 
speed increased slightly, +16 Attack Power) nsi 

Defiler's Leather Boots (Leather Feet, 104 ism: disons 

Armor, +7 AGI, +8 STA, Equip: Run speed Rogue Dui , N/A lg 32s 64c 

increased slighty) ; 

Defiler's Leather Boots (Leather Feet, 129 Level 38. Classe: 

Armor, +8 AGI, +10 STA, Equip: Run speed p D , N/A 3g 7s 5c 

increased slighty, +6 Attack Power) zap ige 

Defiler’s Leather Boots (Leather Feet, 145 iad 40 Tin: 

Armor, +11 AGI, +13 STA, Equip: Run speed R D , N/A 6g 18s 68c 

increased slighty, +12 Attack Power) Ra th 

Defiler’s Leather Boots (Leather Feet, 181 XT 

Armor, +12 AGI, +16 STA, Equip: Run speed 4 s "s ge 9g 25s 6k 
increased slighty, +16 Attack Power) amis v iae 

Defiler’s Mail Greaves (Leather Feet, 74 Armor, Level 28, Classes: 

i i +8 STA, Equip: Run speed increased Hunter, Shomon N/A lg 39s 60c 

Revered 

em | Reguirements — | Set Name | 
Defiler’s Mail Greaves (Mail Feet, 183 Armor, DPA Chics 
+10 AGI, +10 STA, +3 INT, Equip: Run speed "pud "a ; 

increased slightly) ” 

Defiler’s Mail Greaves (Mail Feet, 218 Armor, 

+12 AGI, +13 STA, +6 INT, Equip: Run speed 

increased slightly) 

Defiler’s Mail Greaves (Mail Feet, 255 Armor, 

+15 AGI, +16 STA, +8 INT, Equip: Run speed 

increased slightly) 

Defiler’s Plate Greaves (Mail Feet, 157 Armor, 

+6 STR, +6 AGI, +6 STA, Equip: Run speed 

increased slightly) 

Defiler’s Plate Greaves (Plate Feet, 289 Armor, 

+8 STR, +8 AGI, +8 STA, Equip: Run speed 

increased slightly) 

Defiler’s Plate Greaves (Plate Feet, 383 Armor, 

+11 STR, +10 AGI, +10 STA, Equip: Run speed 

increased slightly) 

Defiler's Plate Greaves (Plate Feet, 452 Armor, 

+14 STR, +12 AGI, +12 STA, Equip: Run speed 

increased slightly) 

N/A 3g 89s 54c 

Level 48, Classes: 
9 

Hunter, Shaman ]g 93s 4& 

The Defiler's 

Determination 

Level 58, Classes: 

Hunter, Shaman 

Level 28, Classes: 

Warrior 

Level 40, Classes: 

Warrior 

Level 48, Classes: 

Warrior 

The Defiler's 

Resolution 

Level 58, Classes: 

Warrior 

Exalted 

em | Requirements | Set Nome [Cost | 

Armor, +20 AGI, +18 STA, +17 INT) Hunter Determination 

Defiler's Epaulets (Cloth Shoulder, 185 Armor, 

+18 STA, +17 INT, Equip: Increases damage 

and healing done by magical spells and effects 

by up to 12, Restores 4 mana per 5 seconds) 

Defiler’s Lizardhide Shoulders (Leather Shoulder, 

258 Armor, +12 AGI, +17 STA, +12 INT, Equip: 

+30 Attack Power) 

Defiler’s Leather Spaulders (Leather Shoulder, 

258 Armor, +18 AGI, +17 STA, Equip: +30 

Attack Power) 

Defiler’s Mail Pauldrons (Mail Shoulder, 312 The Defilers 

Armor, +11 STR, +10 AGI, +18 STA, +17 INT, ; 
í Fortitude 

Equip: Restores 4 mana per 5 seconds) 

Defiler's Plate Spaulders (Plate Shoulder, 553 — | Level 60, Classes: The Defiler's llo 9s 46 

Armor, +18 STR, +17 AGI, +20 STA) Warrior, Paladin Resolution | 9 ^ 8 

Level 60 49g 58s 96c 

The Defiler's 

Intent 

Level 60, Classes: 

Priest, Mage, Warlock 
llg 56s 54c 

The Defiler's 

Will 

Level 60, Classes: 
Rogue, Druid 149 40s 55c 

Level 60, Classes: 

Rogue, Druid 

Level 60, Classes: 

Hunter, Shaman 

Ironbark Staff (Staff, 55.8 dps, 100 Armor, 

+19 STA, +10 INT, Equip: Improves your 

chance to get a critical strike with spells by 2%, 

Increases damage and healing done by magical 

spells and effects by up to 41) 

Mindfang (One-Hand Dagger, 41.7 dps, 40 

Armor, +8 STA, Equip: Increases damage and 

healing done by magical spells and effects by 

up to 30, Improves your chance to get a critical 

strike with spells by 1%) 

Level 60 39g 81s 26c T 



/. SILVERWING SENTINELS 

Friendly 

Eat. Rune of Perfection (Trinket, +7 STA, Equip: Level 40, Classes: 

Decreases the magical resistances of your spell | Priest, Shaman, 

targets by 20) Mage, Warlock, Druid 

Level 20, Classes: 

Warrior, Paladin, 

Hunter, Rogue 

: * Level 40, Classes: 
Rune of Duty (Trinket, +7 STA, Equip: Restores Warrior, Paladin, 

4 health every 5 seconds) Hunter, Rogue 
Superior Healing Draught (Use: Restores 560 | Level 35, Usable on 

to 720 health) in Warsong Gulch 

Superior Mana Drought (Use: Restores 560 to | Level 35, Usable on 

720 mana) in Warsong Gulch 

Level 25, Must 

(5)Warsong Gulch Field Ration (Use: Restores — | remain seated while 

1074 health and 2202 mana over 30 seconds) | eating. Usable only in 

Warsong Gulch 

Level 35, Must 

= - | (5)Warsong Gulch Iron Ration (Use: Restores — | remain seated while 

| 1608 health and 3306 mana over 30 seconds) | eating. Usable only in 
Pr. Warsong Gulch 

Al Level 45, Must 

Rune of Duty (Trinket, +4 STA, Equip: Restores 

3 health every 5 seconds) 

(5)Warsong Gulch Enriched Ration (Use: 

Restores 2148 health and 4410 mana over a nad 
eating. Usable only in 

30 seconds) 
Ys Worsong Gulch 

3 Level 25, First Aid 
(125), Usable only in 

Warsong Gulch 

Level 35, First Aid 

(175), Usable only in 

Warsong Gulch 

Level 45, First Aid 

(225), Usable only in 

Warsong Gulch 

A 
kt 

5 n Y 

E ~ | (5)Worsong Gulch Silk Bandage (Use: Heals 

640 damage over 8 seconds) 

(5) Warsong Gulch Mageweave Bandage (Use: 

Heals 1104 damage over 8 seconds) 

(5) Warsong Gulch Runecloth Bandage (Use: 

Heals 2000 damage over 8 seconds) 

Honored 

Hem | Requirements | Set Name | Cost 
Caretaker’s Cape (Back, 20 Armor, +4 STA, +2 

-  |SPI, Equip: Increases healing done by spells and | Level 18 N/A 36s 50c 

effects by up to 9) 

Coretaker’s Cape (Back, 25 Armor, +6 STA, +4 

= | SPI, Equip: Increases healing done by spells and | Level 28 N/A lg 7s 7X 

iz | effects by up to 13) 

A Caretaker’s Cope (Back, 31 Armor, +8 STA, +5 

SPI, Equip: Increases healing done by spells and 

effects by up to 18) 

Level 38 2g 49s 34c 

136 

tiem (Requirements — | Set Name | Cost | | SP, Equip: Inceses healing done by spells and 
Rune of Perfection (Trinket, +4 STA, Equip: Level 20, Classes: 

Decreases the magical resistances of your spell | Priest, Shaman, 

targets by 10) Mage, Warlock, Druid 

Honored 

em | Requirements — | Set Name | Cost 
Coretaker’s Cape (Back, 38 Armor, +9 STA, +6 

Level 48 N/A 5g 2s 4X 

N/A ]g 69s 4Xc 

effects by up to 22) 

Coretaker’s Cope (Bock, 45 Armor, +11 STA, 

+8 SPI, Equip: Increases healing done by spells 

and effects by up to 26) 

Lorekeeper’s Ring (Ring, +2 STA, Equip: 

Increases damage and healing done by magical 

spells and effects by up to 5, Restores 2 mana 

per 5 seconds) 

Level 18 N/A 

Lorekeeper's Ring (Ring, +4 STA, Equip: 

Increases damage and healing done by magical 

spells and effects by up to 7, Restores 2 mana 

per 5 seconds) 

Level 28 N/A 2g 75s 

Lorekeeper's Ring (Ring, +5 STA, Equip: 

Increases damage and healing done by magical 

spells and effects by up to 9, Restores 3 mano 

per 5 seconds) 

Level 38 N/A 4g 50s 

Lorekeeper's Ring (Ring, +6 STA, Equip: 

Increases damage and healing done by magical 

spells and effects by up to 12, Restores 4 mana 

per 5 seconds) 

Lorekeeper's Ring (Ring, +8 STA, Equip: 

Increases damage and healing done by magical 

spells and effects by up to 14, Restores 4 mana is E s 

per 5 seconds) 

4g 50s 

Level 48 N/A 

level 18 

level 28 

level 38 

Level 48 

Level 58 

Sentinel’s Medallion (Neck, +6 AGI, +2 STA) 

Sentinel’s Medallion (Neck, +8 AGI, +5 STA) 

Sentinel’s Medallion (Neck, +11 AGI, +7 STA) 

Sentinel’s Medallion (Neck, +12 AGI, +8 STA) 

Sentinel’s Medallion (Neck, +15 AGI, +10 STA) 

Protector’s Band (Ring, +4 STR, +4 AGI, 

+2 STA) 

Protector's Band (Ring, +6 STR, +6 AGI, 

+4 STA) 

Protector’s Band (Ring, +18 STR, +8 AGI, 

+5 STA) 

Protector's Band (Ring, +10 STR, +9 AGI, 

+6 STA) 

Protector's Band (Ring, +12 STR, +11 AGI, Level 58 N/ bg 75s 
+8 STA) 

A 

Major Healing Draught (Use: Restores 980 to | Level 45, Only usable N/A 

1260 health) in Warsong Gulch 

Major Mana Draught (Use: Restores 980 to Level 45, Only usable N/A 

1260 mano) in Warsong Gulch 

Revered 

em (Requirements | SetName | Cost | 
Lorekeeper's Staff (Staff, 19.7 dps, +8 STA, +4 

N/A lg 52s 11 
INT, Equip: Restores 3 mana every 5 seconds) any 

Lorekeeper's Staff (Staff, 27.8 dps, +11 

Level 28 N/A 4g 27s 7c 

Level 18 

— = en co 

AE OH pel lS > = | — | > | > | > 

on Wo ‘y wo c 

Level 28 N/A 

Level 38 N/A 4g 50s 

Level 48 N/A 

STA, +7 INT, Equip: Restores 4 mana every 

5 seconds) 



y erae at d — CER C 

Revered 

Mem o Requirements | Set Name [Cost 
Lorekeeper's Staff (Staff, 38.1 dps, +14 

STA, +9 INT, Equip: Restores 6 mana every 

5 seconds) 

Lorekeeper's Staff (Staff, 45.9 dps, +18 

STA, +11 INT, Equip: Restores 7 mana every 

5 seconds) 

Lorekeeper's Staff (Staff, 54 dps, +21 STA, 

level 38 9g 93s 73c 

level 48 20g 9s 79c 

*13 INT, Equip: Restores 8 mana every 5 level 58 N/A 32g 5s 33c 

seconds) 

Outrunner’s Bow (Bow, 11.7 dps) level 18 | NA [es?2& — | 

Outrunner’s Bow (Bow, 16.7) Level 28 29 56s 63c 

a Bow (Bow, 32.3 dps, +4 AGI, 

Pr fie | at [ten 

Sentinel’s Blade (One-Hand Dagger, 41.5 dps, 
+13 AGI, +5 STA) 

Exalted 

Hem | Requirements — | Set Name | Cost 
Svein Bol Tobar 
Berserker Bracers (Plate Wrist, 229 Armor, +14 

STR, +6 AGI, +8 STA) Level 40 2g 47s 27c 

Berserker Bracers (Plate Wrist, 275 Armor, +17 

STR, +7 AGI, +9 STA) Level 50 4g 81s 75¢ 

Berserker Bracers (Plate Wrist, 323 Armor, +19 

STR, +8 AGI, +11 STA) Level 60 ]g 96s 47c 

Dryad’s Wrist Bindings (Cloth Wrist, 31 Armor, 

Level 40 N/A 2g 70s éc 
+6 STA, +6 INT, +5 SPI, Equip: Increases 

damage and healing done by magical spells and 

effects by up to 16) 

Exalted 

tiem (Requirements — | Set Name | Cost 
Dryod's Wrist Bindings (Cloth Wrist, 37 Armor, 

+7 STA, +6 INT, +6 SPI, Equip: Increases level 50 N/A 59 24s 2k 

damage ond healing done by magical spells and 3s y È iiir 

effects by up to 22) 

damage and healing done by magical spells and 

effects by up to 20) 

Dryad’s Wrist Bindings (Cloth Wrist, 44 Armor, 

Forest Stalker's Bracers (Leather Wrist, 64 

Armor, «8 STR, +14 AGI, +6 STA) (xd | om fase 
Forest Stalker's Bracers (Leather Wrist, 75 

Armor, +9 STR, +17 AGI, +7 STA) iv] VS Ue 
Forest Stolker's Bracers (Leather Wrist, 86 

Armor, «11 STR, +19 AGI, +8 STA pit a BE 

+8 STA, +8 INT, +7 SPI, Equip: Increases 

Windtalker's Wristquards (Mail Wrist, 130 

Armor, +6 STA, +6 INT, +5 SPI, Equip: +28 Level 40 N/A 3g 70s 90c 

Attack Power) 

Windtalker's Wristquards (Mail Wrist, 156 

Armor, +7 STA, +6 INT, +6 SPI, Equip: +34 Level 50 N/A 7g 22s 62c 

Attack Power) 

Windtalker's Wristguords (Mail Wrist, 182 

Armor, +8 STA, +8 INT, +7 SPI, Equip: +38 

Attack Power) 

Sentinel’s Silk Leggings (Cloth Leggings, 188 

Armor, +23 STA, +19 INT, +10 SPI, Equip: 

Increases damage and healing done by magical 

spells and effects by up to 28) 

Sentinel's Lizardhide Pants (Leather Leggings, 

263 Armor, +22 STR, +10 AGI, +22 STA, 

+22 INT, +9 SPI, Equip: Increases damage 

and healing done by magical spell and effects 

by up to 11) 

Sentinel’s Leather Pants (Leather Leggings, 233 

Armor, +28 AGI, +27 STA, Equip: Improves your 

chance to get a critical strike by 1%) 

10g 89s 93c Level 60 

Level 60 

N/ 

15g 36s 7X 

19g 6s 82c 

18g 99s 77c 

Sentinel’s Chain Leggings (Mail Leggings, 364 

Armor, +35 AGI, +15 STA, Equip: Improves 

you chance to get a critical strike by 1% and 

improves you chance to hit by 1%) 

Sentinel's Lamellar Legguards (Plate Leggings, 

646 Armor, +21 STR, +21 STA, Equip: 

Improves you chance to get a critical strike by 

1% and improves you chance to hit by 1% and 

increases damage and healing done by magical 

spells and effects by up to 25) 

Sentinel's Plate Legguords (Plate Leggings, 646 

Armor, +28 STR, +27 STA, Equip: Improves 

21g 79s 86c 

15g 42s 2X Level 60 

Level 60 

pa~ 
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you chance to get a critical strike by 1% and Hg 58s 24€ a 
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Friendly 

jm | Requirements | Set Name [Cost —— 
Rune of Perfection (Trinket, +4 STA, Equip: Level 20, Classes: 

Decreases the magical resistances of your spell | Priest, Shaman, 

targets by 10) Mage, Warlock, Druid 

Rune of Perfection (Trinket, +7 STA, Equip: Level 40, Classes: 

Decreases the magical resistances of your spell | Priest, Shaman, N/A 

targets by 20) Mage, Warlock, Druid 

Level 20, Classes: 

Warrior, Paladin, 

Hunter, Rogue 

Rune of Duty (Trinket, +4 STA, Equip: Restores 

3 health every 5 seconds) 

Level 40, Classes: 

1 health every 5 seconds) ^ db a 
T Hunter, Rogue 

zl Superior Healing Draught (Use: Restores 560 Level 35, Usable only 

E 720 mano) in VER x 

Level 25, Must 

remain seated while 

eating. Usable only in 

Warsong Gulch 

Level 35, Must 

remain seated while 

eating. Usable only in 

Warsong Gulch 

Level 45, Must 

remain seated while 

eating. Usable only in 

Warsong Gulch 

Level 25, First Aid 

(125), Usable only in 

Warsong Gulch 

Level 35, First Aid 

(175), Usable only in 

Warsong Gulch 

Level 45, First Aid 

(225), Usable only in 

Warsong Gulch 

Rune of Duty (Trinket, +7 STA, Equip: Restores 

(5)Warsong Gulch Field Ration (Use: Restores 

1074 health and 2202 mana over 30 seconds) 

(5)Warsong Gulch Iron Ration (Use: Restores 

1608 health and 3306 mana over 30 seconds) 
— wo “ 

(5)Warsong Gulch Enriched Ration (Use: 

-= | Restores 2148 health and 4410 mano over 

| 30 seconds) 

(5) Warsong Gulch Silk Bandage (Use: Heals 

640 damage over 8 seconds) 

m» 

PITT (5)Warsong Gulch Mageweave Bandage (Use 

Heals 1104 damage over 8 seconds) 
— um “ 

(5)Warsong Gulch Runecloth Bandage (Use: 

Heals 2000 damage over 8 seconds) 
m 

ut 

Honored 

em | Requirements | Set Name [Cost | 
Battle Healer's Cloak (Back, 20 Armor, +4 STA, 

+2 SPI, Equip: Increases healing done by spells | Level 18 

and effects by up to 9) 

Level 28 a lg 7s 72c 

Level 38 m 2g 49s 34c 

36s 50c 

Battle Healer's Cloak (Back, 25 Armor, +6 STA, 

+4 SPI, Equip: Increases healing done by spells 

and effects by up to 13) 

Battle Healer’s Cloak (Back, 31 Armor, +8 STA, 

+5 SPI, Equip: Increases healing done by spells 

and effects by up to 18) 

Ad 

e 

Nc 

138 

Honored 

Hem | Requirements | Set Nome | Cost 
Battle Healer’s Cloak (Back, 38 Armor, +9 STA, 

+6 SPI, Equip: Increases healing done by spells 

and effects by up to 22) 

Battle Healer's Cloak (Back, 45 Armor, «11 

STA, +8 SPI, Equip: Increases healing done by 

spells and effects by up to 26) 

Advisor's Ring (Ring, +2 STA, Equip: Increases 

damage ond healing done by magical spells 

and effects by up to 5, Restores 2 mana per 

5 seconds) 

Advisor’s Ring (Ring, +4 STA, Equip: Increases 

damage and healing done by magical spells 

and effects by up to 7, Restores 2 mana per 

5 seconds) 

Advisor's Ring (Ring, +5 STA, Equip: Increases 

damage and healing done by magical spells 

and effects by up to 9, Restores 3 mana per 

5 seconds) 

Level 48 N/A 

"lt 

«iti 

wt 

"le 

RB 
BE X ^w [7 
uk 

EX: 

5g 2s 4X 

7g 69s 43c 

m» 

a oS wo È 

Advisor's Ring (Ring, +6 STA, Equip: Increases 

damage and healing done by magical spells 

and effects by up to 12, Restores 4 mana per 

5 seconds) 

Advisor’s Ring (Ring, +8 STA, Equip: Increases 

damage and healing done by magical spells 

and effects by up to 14, Restores 4 mana per 

5 seconds) 

Scout’s Medallion (Neck, +6 AGI, +2 STA) 

Scout's Medion (Neck, +15 AGI, 410 STA 
Legionnaire’s Band (Ring, +4 STR, +4 AGI, Level 18 

Level 28 

Level 38 

Level 45, Only usable 

in Warsong Gulch 

eh in m Gulch 

Major Healing Draught (Use: Restores 980 to 

1260 health) 

Major Mana Drought (Use: Restores 980 to 

1260 mana) 

Revered 

em Requirements | Set Nome [Cost 
Advisor’s Gnarled Staff (Staff, 19.7 dps, +8 

STA, +4 INT, Equip: Restores 3 mana every 

5 seconds) 

Level 18 lg 52s lic 



| 
| Revered 

Mem | Requirements | Set Name 
Advisor's Gnarled Staff (Staff, 27.8 dps, +11 

Level 28 1 STA, +7 INT, Equip: Restores 4 mana every N/A 4g 27s 7k 

5 seconds) 

Advisor's Gnarled Staff (Staff, 38.1 dps, +14 

STA, +9 INT, Equip: Restores 6 mana every N/A 9g 93s 73c 

5 seconds) 

Advisor's Gnarled Staff (Staff, 45.9 dps, +18 

STA, +11 INT, Equip: Restores 7 mana every N/A 20g 9s 79c 

5 seconds) 

Advisor's Gnarled Staff (Staff, 54 dps, +21 

STA, +13 INT, Equip: Restores 8 mana every Level 58 N/A 32g 5s 33c 

5 seconds) 

N/A 91s 26c Outrider's Bow (Bow, 11.7 dps) level 18 

Qutider's Bow (Bow, 16.7) Level 28 
Outrider's Bow (Bow,22.7 dps, +3 AGI, +6 Level 38 N/A 5g 96s 24 

STA) 

Outrider's Bow (Bow, 27.5 dps, +3 AGI, 
48 SI) Level 48 N/A 12g 5s 87c 

Outrider’s Bow (Bow, 32.3 dps, +4 AGI, 
£10 STA) Level 58 18g 53s 62c 

legionnaire's Sword (One-Hand Sword, 15 dps, 
A STR 42 SIN level 18 lg 21s 69c 

Legionnaire’s Sword (One-Hand Sword, 21.3 
dps, +7 STR, +3 STA) Level 28 3g 42s 17c 

Legionnaire’s Sword (One-Hand Sword, 29.3 
dps, +8 STR, +3 STA) Level 38 ]g 94s 98c 

Legionnaire’s Sword (One-Hand Sword, 35.2 

dps, +11 STR, +5 STA) — Jog TS 
Legionnaire’s Sword (One-Hand Sword, 41.5 level 58 24g 7ls 50¢ 

m» [^] un [^ “ e [29] e 

dps, +13 STR, +5 STA) 

Scout’s Blade (One-Hand Dagger, 15.3 dps, +4 
AGI, +2 STA) Level 18 N/A lg 21s 69c 

AGI, +3 STA) 

Scout's Bode (OneHand Dogger, 29.1 dps, +8 |... icu 

Scout's Blade (One-Hand Dagger, 35 dps, +11 
AGI, +5 STA) Level 48 N/A 17g 49s 10c 

Exalted 

Hem Requirements — | Set Name | Cost 

Berserker Bracers (Plate Wrist, 229 Armor, +14 

STR, +6 AGI, +8 STA) sinh EAI 
Berserker Bracers (Plate Wrist, 275 Armor, +17 

SIR, +7 AGI, +9 STA) p» sub 

Scout’s Blade (One-Hand Dagger, 21.2 dps, +7 Level 28 39 485 45c 

AGI, +3 STA) 

Scout's Blade (One-Hand Dagger, 41.5 dps, 
413 AGI, +5 STA) Level 58 25g 26s 44c 

Warsong Bare Tabard WA. . tha Rg 

Berserker Bracers (Plate Wrist, 323 Armor, +19 

STR, +8 AGI, +11 STA) aes agin 

Exalted 

Hem Requirements | Set Name | Cost 
Dryod's Wrist Bindings (Cloth Wrist, 31 Armor, 

+6 STA, +6 INT, +5 SPI, Equip: Increases 

damage and healing done by magical spells and 

effects by up to 16) 

Dryad’s Wrist Bindings (Cloth Wrist, 37 Armor, 

+] STA, +6 INT, +6 SPI, Equip: Increases 

damage and healing done by magical spells and 

effects by up to 20) 

Dryod's Wrist Bindings (Cloth Wrist, 44 Armor, 

+8 STA, +8 INT, +7 SPI, Equip: Increases 

damage and healing done by magical spells and 

effects by up to 22) 

Forest Stalker's Bracers (Leather Wrist, 64 

Armor, +8 STR, +14 AGI, +6 STA) 

Forest Stalker's Bracers (Leather Wrist, 75 

Armor, +9 STR, +17 AGI, +7 STA) 

Forest Stalker's Bracers (Leather Wrist, 86 

Armor, +11 STR, +19 AGI, +8 STA) 

Windtalker's Wristguords (Mail Wrist, 130 

Armor, +6 STA, +6 INT, +5 SPI, Equip: +28 

Attack Power) 

Windtalker's Wristquards (Mail Wrist, 156 

Armor, +7 STA, +6 INT, +6 SPI, Equip: +34 

Attack Power) 

Windtalker's Wristguards (Mail Wrist, 182 

Armor, +8 STA, +8 INT, +7 SPI, Equip: +38 

Attack Power) 

Outrider's Silk Leggings (Cloth Leggings, 188 

Armor, +23 STA, +19 INT, +10 SPI, Equip: 

Increases damage and healing done by magical 

spells and effects by up to 28) 

Outrider’s Lizardhide Pants (Leather Leggings, 

263 Armor, +22 STR, +10 AGI, +22 STA, 

+22 INT, +9 SPI, Equip: Increases damage 

and healing done by magical spell and effects 

by up to 11) 

Outrider's Leather Pants (Leather Leggings, 233 

Armor, +28 AGI, +27 STA, Equip: Improves your 

chance to get a critical strike by 1%) 

Level 40 2g 70s éc 

Level 50 

N/A Level 40 

N/A 

Level 60 N/A 

Level 40 N/A 

Level 50 N/A 

Level 60 N/A 

75 

Level 60 N/A 

Level 60 N/A 

Level 60 N/A 

Outrider's Chain Leggings (Mail Leggings, 364 

Armor, +35 AGI, +15 STA, Equip: Improves 

you chance to get a critical strike by 1% and 

improves you chance to hit by 1%) 

Levl 60 = => 

Outrider's Mail Leggings (Mail Leggings, 364 

Armor, +14 STR, +22 STA, +22 INT, Equip: 

Improves you chance to get a critical strike by 

1% and improves you chance to get a critical 

strike with spells by 1% and restores 6 mana 

per 5 sec) 

Outrider’s Plate Legguards (Plate Leggings, 646 

Armor, +28 STR, +27 STA, Equip: Improves 

you chance to get a critical strike by 1% and 

improves you chance to hit by 1%) 

Level 60 

Level 60 



3 » | Pattern: Argent Shoulders (Cloth Shoulder, 68 M 

I [umor +23 STA 48SP, 45 Shodow Res) | e (300) ES 

ARGENT DAWN 

Friendly 

em | Reuirements — | Set Name [Cost 
(5)Enriched Mana Biscuit (Use: Restores 2148 | Level 45, Must remain N/A 

health and 4410 mana over 30 seconds) seated while eating 

Honored 

em | Requirements | Set Nome Cost 
Recipe: Transmute Air to Fire (Use: Teaches you 

how to transmute Essence of Air into Essence Alchemy (275) N/A lg 50s 

of Fire) 

Plans: Girdle of the Dawn (Plate Waist, 341 ey 
Armor, +21 STR, +9 STA) Blacksmithing (290) 2g 20s 

Pattern: Dawn Treaders (Leather Feet, 114 

Armor, +18 STA, Equip: Increases your chance N/A 2g 20s 

Tailoring (290) 2g 20s 

Leatherworking (290) 

to dodge an attack by 1%) 

Pattern: Argent Boots (Cloth Feet, 57 Armor, 

+2] STA, +7 SPI, +4 Shadow Res.) 

> | Formula: Powerful Ant:Venom (Use: Torgetis |... 

\ | cured of poisons up to level 60) NO mj 

Formula: Enchant Bracer - mana (Use: Teaches 

you to permanently enchant a bracer to restore 

4 mana every 5 seconds) 

Enchanting (290) 

DE 

Revered 

em [Regiremens — | Set Name [Cost 
Plans: Gloves of the Dawn (Plate Hands, 417 Y 

Armor, +23 STR, +10 STA) mci ESEN 
Pattern: Golden Mantle of the Dawn (Leather | Leatherworking d 

N/A Shoulder, 134 Armor, +22 STA, Equip: Increases | (300), Dragonscale 

your chance to dodge an attack by 1%) Leatherworking 

(5)Blessed Sunfruit (Use: Restores 1933 health 

over 27 seconds. Increases STR by 10 for 10 

minutes) 

(5)Blessed Sunfruit Juice (Use: Restores 4410 

mona over 30 seconds. Increases your SPI by 

10 for 10 minutes) 

Formula: Enchant Bracer - Healing (Use: Teaches 

D 

you how to permanently enchant a bracer to N/A 

increase the effects of healing spells by 24) HU 

Arcane Mantle of the Dawn (Use: Permanently N/A N/A 

adds 5 arcane resistance to a shoulder slot item) 

Flame Mantle of the Dawn (Use: Permanently N/A N/A 

adds 5 fire resistance to a shoulder slot item) 

Frost Mantle of the Dawn (Use: Permanently N/A N/A 

adds 5 frost resistance to a shoulder slot item) 

140 

Level 45, Must remain 

seated while eating 
EE 

Level 45, Must remain 

seated while drinking 

Enchanting (300) 

Revered 

Hem = Requirements | Set Nome [Cost 

<a oe adds 5 nature resistance to a shoulder slot item) 

Shadow Mantle of the Dawn (Use: Permanently mf a 

N/A N/A 

Exalted 

adds 5 shadow resistance to a shoulder slot 

em [Requirements — | Set Nome | Cost | 

item) 

Chromatic Mantle of the Dawn (Use: 

N/A N/A Permanently adds 5 resistance to all magic 

schools to a shoulder slot item) 

CENARION CIRCLE 

Leatherworking (300) 

Blacksmithing (300) 

Tailoring (300) 

Enchanting (300) 

Leatherworking (300) 

healing done by magical spells and effects by 

Armor, Equip: +24 Attack Power, Improves 

em (Requirements | Set Name | Cost 

5 seconds, Increases damage and healing done 

Plans: Heavy Obsidian Belt (Plate Waist, 397 Ti 

Armor, +25 STR, Equip: +5 all resistances) paar 0 

Defense +3) 

Increases damage and healing done by magical 

Pattern: Cenarion Herb Bag (20 Slot Herb Bag) | Tailoring (300) 

a cloak to increase Fire Resistance by 15) 

Pattern: Spitfire Gauntlets (Mail Hands, 228 

N/A 

up to 11) 

your chance to get a critical strike by 1%, +5 

Friendly 

Pattern: Spitfire Bracers (Mail Wrist, 160 Armor, 

+9 AGI, +9 INT, Equip: Restores 4 mana every N/A 

by magical spells and effects by up to 8) 

Pattern: Sandstalker Bracers (Mail Wrist, 220 ; 

Armor, +7 STA, +15 Nature Res.) ae Led Er: 

Plans: Ironvine Belt (Plate Waist, 408 Armor, 

+12 STA, +15 Nature Res., Equip: Increased N/A 5g 

Pattern: Sylvon Shoulders (Cloth Shoulder, 

74 Armor, +18 STA, +20 Nature Res., Equip: N/A 5g 

spells and effects by up to 7) 

Formula: Enchant Cloak - Greater Fire Resistance 

(Use: Teaches you how to permanently enchant N/A 

Honored 

em — — — — JReguremens — | SetName | Cost 

Armor, +12 AGI, +12 INT, Equip: Restores 5 

mana every 5 seconds, Increases damage and 

Pattern: Sandstalker Gauntlets (Mail Hands, 

308 Armor, +9 STA, +20 Nature Res.) — ea 
Plans: Light Obsidian Belt (Mail Waist, 224 

N/A 5g 

all resistances) 

Blacksmithing (300) 



Plans: Ironvine Gloves (Plate Hands, 454 Armor, 

+10 STA, +20 Nature Res., Equip: Increased 

Defense +10) 

Pattern: Sylvan Crown (Cloth Head, 80 Armor, 

+10 STA, +30 Nature Res., Equip: Increases 

damage and healing done by magical spells and 

effects by up to 18) 

Formula: Enchant Cloak - Greater Fire Resistance 

(Use: Teaches you how to permanently enchant 

a cloak to increase Fire Resistance by 15) 

Tailoring (300) 

Enchanting (300) 

Revered 

tem | Requirements | Set Name [Cost | 
Pattern: Spitfire Breastplate (Mail Chest, 365 

N/A 
Armor, +16 AGI, +16 INT, Equip: Restores 6 

mana per 5 seconds, Increases damage and 

healing done by magical spells and effects by 

Leatherworking (300) mj 

damage and healing done by magical spells and YA *g 

effects by up to 12) 

up to 15) 

Pattern: Gaea’s Embrace (Back, 49 Armor, +6 

STA, +20 Nature Res.) gases EB 

Pattern: Sandstalker Breastplate (Mail Chest, 

Pattern: Satchel of Cenarius (24 Slot Herb Bag) | Tailoring (300) pc WA- CINE ee 

Leatherworking (300) 

485 Armor, +13 STA, +25 Nature Res.) 

Plans: lronvine Breastplate (Plate Chest, 726 

Armor, +15 STA, +30 Nature Res., Equip: 

Increased Defense +7) 

Pattern: Sylvan Vest (Cloth Chest, 98 Armor, 

+15 STA, +30 Nature Res., Equip: Increases 

Blacksmithing (300) 

Tailoring (300) 

Exalted 

Uem | Requirements — | Set Name [Cost 
Pattern: Dreamscale Breastplate (Mail Chest, 

434 Armor, +15 AGI, +15 STA, +14 INT, +30 

Nature Resis., Equip: Restores 4 mana per 5 

seconds) 

Leatherworking 

(300), Dragonscale 

Leatherworking 

THORIUM BROTHERHOOD 

Friendly 

Uem Requirements | Set Name [Cost 
Formula: Enchant Weapon - Strength (Use: 

Teaches you how to permanently enchant a 

Plons: Dark Iron Bracers (Plate Wrist, 394 Blacksmithing (295), 

Armor, +7 STA, +18 Fire Res.) Armorsmith 

Enchanting (290) 

weapon to increase your strength by 15) 

Friendly 

Leatherworking 

(295), Tribal 

Leatherworking 

Leatherworking 

(300), Elemental 

Leatherworking 

Pattern: Corehound Boots (Leather Feet, 126 

Armor, +13 AGI, +10 STA, +24 Fire Res.) 

Pattern: Molten Helm (Leather Head, 150 

Armor, +16 STA, +29 Fire Res., Equip: Increases 

your chance to dodge an attack by 1%) 

you how to transmute a Heart of Fire into three 

Elemental Fires) 

Honored 

em Requirements | Set Name [Cost | 
Pattern: Flarecore Mantle (Cloth Shoulder, 

71 Armor, +9 STA, +10 INT, +10 SPI, +24 

Fire Res.) 

Pattern: Florecore Robe (Cloth Chest, 102 

Armor, +35 STA, +15 Fire Res., Equip: Increases 

damage and healing done by magical spells and 

effects by up to 23) 

Pattern: Black Dragonscale Boots (Mail Feet, 

270 Armor, +10 STA, +24 Fire Resl, Equip: 

+24 Attack Power) 

Pattern: Lava Belt (Leather Waist, 223 Armor, 

+15 STA, +26 Fire Res.) 

Plans: Fiery Chain Girdle (Mail Waist, 214 

Armor, +10 STA, +9 INT, +8 SPI, +24 Fire 

Res.) 

+20 STA + 35 Fire Res.) Armorsmith 

42.7 is +10 STA, +6 Fire Res. 2 Master Swordsmith 

42.7 dos +10 STR, +6 Fire Res.) Master Axesmith 

Formula: Enchant Weapon - Mighty Spirit (Use: 

Teaches you how to permanently enchant a 

weapon to increase your spirit by 20) 

Tailoring (300) 

Tailoring (300) 

Leatherworking 

(300), Dragonscale 

Leatherworking 

Blacksmithing (295), 

Black 

DragonMail 

Enchanting (300) 

$ J 4 

Revered (3 

em | Requirements | 
Pattern: Flarecore Leggings (Cloth Legs, 94 

Armor, +21 STA, +16 Fire Res., Equip: Increases | _, . 4 

damage and healing done by magical spells and nig 100 x 

effects by up to 43) De 
h^ 

Leatherworking 
Pattern: Molten Belt (Leather Waist, 118 Armor, 

+28 AGI, +16 STA, +12 Fire Res.) (300), Elemental 
Leatherworking 



m 

: n Plans: Dark Iron Boots (Plate Feet, 664 Armor, | Blacksmithing (300), N/A 

- 5 | +28 Fire Res.) Armorsmith 

Revered 

em Requirements — | Set Nome | Cost 
Pattern: Corehound Belt (Leather Waist, 118 Leatherworking DN 

N/A Armor, +16 INT, +12 Fire Res., Equip: Increases | (300), Tribal 

ae 

healing done by spells and effects by up to 62) | Leatherworking 

20g 

Pattern: Chromatic Gauntlets (Mail Hands, 279 

Armor, +5 Fire, Nature, Frost, Shadow Res., 

Equip: +44 Attack Power, Improves your chance 

to get a critical strike by 1%, Improves your 

chance to get a critical strike with spells by 1%) 

Plans: Fiery Chain Shoulders (Mail Shoulder, Blacksmithing (300), 

299 Armor, +10 STA, +14 INT, +25 Fire Res.) | Armorsmith 

Plans: Dark Iron Leggings (Plate Legs, 778 Blacksmithing (300), 

Armor, +14 STA, +30 Fire Res.) Armorsmith 

Plans: Dark Iron Gauntlets (Plate Hands, 495 — | Blacksmithing (300), 

Armor, +12 AGI, +16 STA, +28 Fire Res.) Armorsmith 

Plans: Amnesty (One-Hand Dagger, 47.8 dps, 

Chance on Hit: Reduce your threat to the current 

target making them less likely to attack you) 

Plans: Blackfury (Polearm, 62.6 dps, +35 STR, 

+15 STA, +10 Fire Res., Equip: Improves your 

chance to get o critical strike by 1%) 

Formula: Enchant Weapon - Mighty Intellect 

(Use: Teaches you how to permanently enchant 

a weapon to increase your intellect by 22) 

Leatherworking 

(300), Dragonscale 

Leatherworking 

Blacksmithing (300), 

Master Weaponsmith 

Blacksmithing (300), 

Weaponsmith 

Enchanting (300) N/A 

Exalted 

Hem Requirements | Set Name | Cost 

M eer pragma a 
eee bao pay Master Swordsmith 3 

an attack by 1%) 

Plans: Nightfall (Two-Hand Axe, 67.0 dps, 

Chance of Hit: Reduces enemy's spell resistances 

by 60 for 5 seconds) 

Plans: Ebon Hand (One-Hand Mace, 51.5 dps, 

+9 STA, +7 Fire Res., Chance on Hit: Sends a 

Blacksmithing (300), 

Master Axesmith 

Blacksmithing (300), 

shadowy bolt at the enemy causing 125 to 275 | Master Hammersmith 

Shadow damage) 

TIMBERMAW HOLD 

Friendly 

em | Requirements | Set Name | Cost 
Pattern: Warbear Harness (Leather Chest, 158 Leatherworking 

(275), Tribal 
Armor, +11 STR, +27 STA) Leatherworking 

N/A 

Leatherworking 

(285), Tribal 

Leatherworking 

Pattern: Warbear Woolies (Leather Legs, 142 

Armor, +28 STR, +12 STA) N/A lg 98s 

Recipe: Transmute Earth to Water (Use: Teaches 

you how to transmute Essence of Earth into 

Essence of Water) 

Alchemy (275) N/A lg 35s 

142 

Honored 

em Requirements | Set Name | Cost 
Furbolg Medicine Pouch (Off-Hand, +10 STA, 

Use: Restores 100 health every 1 second for 10 | N/A N/A 13g 50s 

seconds, 20 minute cooldown) 

Furbolg Medicine Totem (Main-Hond Mace, 31 

Plans: Heavy Timbermaw Belt (Mail Waist, 193 ae 

Armor, +9 STA, Equip: +42 Attack Power) vi s dai we 

Plans: Might of the Timbermaw (Leather Waist, 

93 Armor, +21 STR, +9 STA) oan I0) 
Pattern: Wisdom of the Timbermaw (Cloth 

N/A Ig 98s Waist, 46 Armor, +21 INT, Equip: Restores 4 

Revered 

mana every 5 seconds) 

tiem (Requirements — | SetName | Cost | 
Plans: Heavy Timbermaw Boots (Mail Feet, +23 Pe 

STA, Equip: +20 Attack Power) PAM ESI 
Pattern: Timbermaw Brawlers (Leather Hands, Leatherworking (300) ERIS 

112 Armor, +23 STR, +10 STA) 

Pattern: Mantle of the Timbermaw (Cloth 

N/A 

Mem [Requirements — | SetName | Cost 

Shoulder, 68 Armor, +21 INT, Equip: Restores 6 | Tailoring (300) 

Defender of the Timbermaw (Use: Call forth a METUS 

N/A 

Tailoring (290) 

Formula: Enchant Weapon - Agility (Use: 

Teaches you how to permanently enchant a 

weapon to increase your agility by 15) 

Enchanting (290) 

mana every 5 seconds) 

Timbermaw Ancestor to fight at your side and 

heal you, 10 minute cooldown) 

ZANDALAR TRIBE 

Friendly 

tem = Requirements — | Set Name | Cost 
Pattern: Bloodvine Boots (Cloth Feet, 63 

Armor, +16 INT, Equip: Improves your chance 

to hit with spells by 1%, Increases damage 

and healing done by magical spells and effects 

by up to 19) 

Pattern: Primal Batskin Bracers (Leather Wrist, 

79 Armor, +14 AGI, +7 STA, Equip: Improves 

your chance to hit by 1%) 

Plans: Bloodsoul Gauntlets (Mail Hands, 238 

Armor, +10 AGI, +17 STA, Equip: Improves your | Blacksmithing (300) 

chance to get a critical strike by 1%) 

Tailoring (300) Bloodvine Garb | 5g 

Leatherworking (300) Primal Batskin | 5g 

Bloodsoul 

Embrace 



Mem Requirements — | Set Name [Cost 
Friendly 

Plans: Dorksoul Shoulders (Plate Shoulders, 507 

Armor, +24 STA, Equip: Improves your chance 

to hit by 1%) 

Schematic: Bloodvine Lens (Leather Head, 147 

Armor, +12 STA, Equip: Improves your chance 

to get a critical strike by 2%, Slightly increases 

your stealth detection) 

Recipe: Greater Dreamless Sleep (Use: Puts the 

imbiber in a dreamless sleep for 12 seconds. 

During that time the imbiber heals 2100 health 

and 2100 mana) 

Formula: Brilliant mana Oil (Use: While applied 

to a target weapon, it restores 12 mana to the 

caster every 5 seconds and increases the effect 

of healing spells by up to 25. Lasts 30 minutes) 

Blacksmithing (300) The Darksoul 

N/A 5g 

Alchemy (275) 5g 

Enchanting (300) 

Engineering (300) 

Honored 

ltem Requirements — | Set Name | Cost | 
Pattern: Bloodvine Leggings (Cloth Legs, 80 

Armor, +6 INT, Equip: Improves your chance to 

hit with spells by 1%, Increases damage and 

healing done by magical spells and effects by 

up to 37) 

Pattern: Primal Batskin Gloves (Leather Hands, 

113 Armor, +10 AGI, +9 STA, Equip: Improves 

your chance to hit by 2%) 

Blood Tiger 

Harness 

Plans: Darksoul Leggings (Plate Legs, 722 

Armor, +22 STA, Equip: Improves your chance 

to hit by 2%) 

Schematic: Bloodvine Goggles (Cloth Head, 

75 Armor, Equip: Improves your chance to hit 

with spells by 2%, Improves your chance to get 

a critical strike with spells by 1%, Restores 9 

mana every 5 seconds) 

Recipe: Major Troll’s Blood Potion (Use: 

Engineering (300) 

Alchemy (290) Regenerate 20 health every 5 seconds for 

1 hour) 

Formula: Brilliant Wizard Oil (Use: While applied 

to target weapon, it increases spell damage by 

up to 36 and increases Spell Critical chance by 

1%. Lasts 30 minutes) 

Enchanting (300) 

| Zondalar Honor 

Token, Must remain 

seated while eating 

(10) Essence Mango (Use: Restores 2550 

health and 4410 mana over 30 seconds) 

Hem o JRegiremens [Set Name | Cost 

Revered 

em Requirements — | Set Nome [Cost 
Pattern: Bloodvine Vest (Cloth Chest, 92 Armor, 

Bloodvine Garb | 5g +13 INT, Equip: Improves your chance to hit Tailoring (300) 

with spells by 2%) 

Pattern: Primal Batskin Jerkin (Leather Chest, 

181 Armor, +32 AGI, +6 STA, Equip: Improves Primal Batskin 

your chance to hit by 1%) 

Plans: Bloodsoul Breastplate (Mail Chest, 381 

Armor, +9 AGI, +13 STA, Equip: Improves your 

chance to get a critical strike by 2%) 

Plans: Darksoul Breastplate (Plate Chest, 736 

Armor, +32 STA, Equip: Improves your chance 

to hit by 1%) 

Pattern: Blood Tiger Breastplate (Leather 

Chest, 181 Armor, +17 STR, +17 STA, +16 

INT, +13 SPI) 

Leatherworking (300) 

Bloodsoul 

Embrace 
Blacksmithing (300) 

Blacksmithing (300) | The Darksoul 

Blood Tiger 
Leatherworking (300) 

Harness 

1 Zondalar Honor 

Tokens. Lasts 2 hours. 

Only one type of 

lanza potion may be 

active at ony given 

time. 

Sheen of Zanza (Use: Increases the chance that 

the player will reflect hostile spells cast on them 

by 3% and grants a 100% chance to reflect the 

first spell cast on the user) 

3 Zandalar Honor 

Tokens. Lasts 2 hours. 

Only one type of 

lanza potion may be 

active at any given 

fime. 

3 Zandalor Honor 

Tokens. Lasts 2 hours. 

Only one type of 

Zanza potion may be 

active at any given 

time. 

Spirit of Zanza (Use: Increases the players SPI 

by 50 and STA by 50) 

Swiftness of Zanza (Use: Increases the player's 

run speed by 20%) 

Exalted 

Recipe: Living Action Potion (Use: Makes you 

immune to stun and movement impairing effects 

for the next 5 seconds. Also removes existing 

stun and movement impairing effects) 

15 Zandalor Honor Zondalar Signet of Might (Use: Permanently 

adds 30 attack power to a shoulder slot item) 

Zondalar Signet of Mojo (Use: Permanenty 

adds to a shoulder slot item increased damage 

and healing done by magical spells and effects 

by up to 18) 

Zondalar Signet of Serenity (Use: Permanently 

adds to a shoulder slot item increases healing 

done by spells and effects up to 33) 

15 Zondalar Honor 

Tokens 

15 Zandolor Honor 

Tokens 



Tae Races OF 
World of Warcraft is a world built on war and conflict. The races of Azeroth 

have found themselves choosing sides and allying in order to stay safe from 

their many enemies and the creatures that roam it. Two factions have come of 

this; the Horde and the Alliance. Choosing a faction means choosing a side in 

a war, so consider carefully. 

Alliance 

Orc Tauren Troll Forsaken 
e , 

144 

-— of useful items are contained in chests, this 

DWARVES 

Much like the stone and metal the dwarves shape so adeptly, the 

dwarves themselves are sturdy and durable. This gives them more physi- 

cal staying power than some of the other races. While neither stupid nor 

clumsy, the dwarves are often the last to leave a battlefield. 

STONEFORM 

Dwarves can gain certain aspects of stone for short periods of time. 

Activating Stoneform gives you immunity to poisons, disease, and bleed 

effects as well as increasing your Armor by 1096 for 8 seconds. This 

ability has a 3 minute cooldown. 

This is most useful when under heavy attack. The ability to purge 

existing poison, disease, and bleed effects can keep your 

health from dropping as quickly. Combined with the added 

Armor and you're more likely to survive long enough to finish 

the enemy or get healing. 

TREASURE FINDING 

The dwarves have been searching for treasures hidden 

in the very rock for longer than anyone can remember. 

It hasn't been until recently that the dwarves realized 

that concentrating allows them to find treasures above 

the ground as well. Activating this ability shows treasure 

chests on the mini map as yellow dots. This ability lasts 

until cancelled. 

Using Treasure Finding can help you decide 

whether to venture down a side passage in a 

tunnel or check up a set of stairs. As a number 

has both survival and monetary uses. As only 

one type of tracking can be active at a time, characters with other 

tracking skills (Hunters, Herbalists, Miners) will get used to which 

tracking to have on at a given time. 

a —À 9 À—— M e 



FROST RESISTANCE 

Life on the wintry peaks of Dun Morogh has left the dwarves resistance to 

icy wind. All dwarves have +10 to Cold Resistance. This is a passive ability 

and does not need to be activated in any way. 

The upside of increased Cold Resistance, aside from lower heating bills, is 

lower damage from Cold-based attacks. As resistance increases both your 

chance to resist part of an attack’s damage and your chance to fully resist 

the damage, Frost Resistance is quite useful. A full resist also keeps you 

from being affected by Cold-based Root and Snare effects. 

GUN SPECIALIZATION 

Friendly shooting competitions are commonplace at many dwarven 

holidays. As such, dwarves are more proficient with firearms and receive 

+5 to their maximum Gun Skill. As a passive trait Gun Specialization 

need not be activated. 

The increased maximum Gun Skill offers several advan- 

tages if you’re willing to put in the training time. As 

your Gun skill will be higher than normal for your 

level, you'll have a higher chance to hit your target 

and a higher chance for a critical strike when 

using your gun. Take the time to 

train your Gun skill to maximum. 

LANGUAGES 

While Dwarvish is still taught to all dwarven children, it isn’t used as often 

as Common. Common is the native tongue of the humans and because 

they were many of the first tradesman to make connections outside their 

own race, Common became the tongue of tradesman. As people visited 

more of the foreign markets, Common spread more until it became the uni- 

versal language that all Alliance races can speak. This has made a number 

of cooperative projects, both military and civilian, easier. 

x 

M 

Bnir Histor | o ae 

The stoic dwarves of Ironforge spent countless generations mining trea- 

4 

NC 

sures from deep within the earth. There, the dwarves unearthed a series 

of ruins that held secrets to their ancient heritage. Driven to discover the 

truth about his people's fabled origins, the great King Magni Bronzebeard 

ordered that the dwarves shift their industry from mining to archaeology. 

As part of the Grand Alliance, the stalwart dwarven armies have been 

called away to battle the merciless Horde in far away lands. In these peril- 

ous times, the defense of the mountain kingdom falls to brave dwarves like 

you. The spirits of the ancient kings watch over you and the very moun- 

tains are your strength. The future of your people is in your hands. 

Some speculate that the dwarves are descended from the mysterious race 

known as the “Earthen”. As the children of the Titans, they were to shape 

and guard the earth from deep within. With the implosion of the Well of 

Eternity, the Earthen sealed themselves away until some unknown event 

mysteriously woke them from their slumber. In time, they made their way 

to the surface and found homes within the mountains, founding their home 

of Ironforge. 

Three clans rose among them, and they lived in relative peace among one 

another until High King Anvilmar passed away, leaving no heir. War broke 

out among the three factions until Madoran Bronzebeard at last managed 

to gain leverage and cast out the other clans. The Bronzebeards rule the 

Ironforge dwarves to this day. 

wem 

Playing a dwarf can be quite enjoyable. They are a very passionate people. 

They work hard and they play hard. Dwarves will rarely stop before a task 

is complete. Whether this be to take an enemy keep, fully excavate a set of 

ruins, forge a unique sword, or relax after a day of work, dwarves give their 

full attention to whatever they are doing at the time. Each task has its own 

time and you should concentrate on the task at hand. 
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FORSAKEN 

STARTING STATISTICS — 

m [n | wpa |] «| 5 
n | n | | 5 | 

uw" |t u|nl mmt. 
i co [€ [xm 
iw | | | 2 | » | * 
The Forsaken have been freed from the chains of mortal bodies. 

They only continue to exist because of their dominant Spirit. While 

a higher Spirit benefits all classes with increased health and mana 

regeneration, the mystic classes make more use of it 

RACIAL TRATS — 

WILL OF THE FORSAKEN 

The Forsaken have not been defeated by either death or the Lich King. 

When activated, the Will of the Forsaken makes them immune to Fear, 

Sleep, and Charm effects for five seconds. This can also be used to break 

free from already existing Fear, Sleep, and Charm effects and has a two 

minute cooldown. 

With the most common forms of combat control being Fear, Sleep, and 

Charm, the benefit of being able to break these without outside assistance 

is amazing. In both PvP and PvE, you will be much more difficult to 

nullify quickly. All classes benefit from this trait. 

CANNIBALIZE 

Transcending death has given the Forsaken more than 

just the ability to move around as rotting flesh. They 

can repair their rotting flesh by consuming the flesh 

of the recently deceased. When activated, Cannibalize 

restores 796 of your total health every two seconds for a maximum of ten 

seconds. Only humanoid or undead corpses near the Forsaken can be used 

and any movement or damage taken will interrupt Cannibalize. It has a 

two minute cooldown. 

While useful to all classes, this is most useful to melee classes as they have 

only their health to restore after combat. This can be used in both PvE and 

PvP to regenerate health quickly between battles. 
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UNDERWATER BREATHING 
While the Forsaken have no need for breathing, extended 

time underwater causes their body to deteriorate and fall 

apart. This is not pleasant to see or experience. All Forsaken 

have a passive ability to remain underwater 300% more 

than living races. 

While this trait doesn’t seem like much at first, it’s very 

useful to explorers and those who think out of the box. 

While others fear fighting or searching beneath the water, 

you can do so with little worry. In PvP, running into the 

water will force your enemy to engage you on your terms or 

allow you to escape. 

YW RESISTANCE 

Undeath holds very few secrets for the Forsaken. Possibly powered by 

Shadow magic itself, they gain +10 to their Shadow Resistance. This trait is 

passive and does not need to be activated. 

The upside of increased Shadow resistance is lower damage from Shadow- 

based attacks. Shadow resistance increases your chance to resist partial 

damage from a Shadow attack or effect as well as your chance to fully 

resist the effects. These effects include combat control abilities. Higher 

resistances are always useful. 

n mm me ne s < A — 

LANGUAGES. 

The Forsaken are allied with the orcs but only use orcish when commu- 

nicating with the other races of the Horde. They intentionally use Gutter- 

speak when conversing with each other as only Forsaken are taught it. The 

Forsaken have decided to keep their language from the other races so they 

can converse and plan without being overheard. 

Bound to the iron will of the tyrant Lich King, the vast E | 

Undead armies of the Scourge seek to eradicate all life 

on Azeroth. However, a group of renegades, led by the 

Banshee Sylvanus Windrunner, has broken away from the E 

Scourge and freed themselves of the Lich King's domina- 

tion. Known as the Forsaken, this group fights a constant 

battle not only to retain its freedom from the Scourge but 

also to slaughter those who would hunt them as monsters. 

With Sylvanus as their Banshee Queen, the Forsaken have 

built a dark stronghold beneath the ruins of Lordaeron's former d 

capital. This hidden Undercity forms a sprawling labyrinth that sprawls Sa 

beneath the haunted woods of Tirisfal Glades. Though the very land is | 

cursed, the Scarlet Crusade still cling to their scattered holdings and obsess - | 

with the destruction of all undead. Convinced that the primitive races of dee 

the Horde can help them achieve victory over their enemies, the Forsaken ^d 

have entered into an alliance of convienence. Harboring no true loyalty for 

their new allies, they go to any lengths to ensure their dark plans come to 

fruition. As one of the Forsaken, you must massacre any who pose a threat 

to the new order; human, Undead, or otherwise. 

With Undeath comes new capabilities and immunities no other race is P: 

afforded. Just as the Forsaken do not need to draw breath, they have no [a a3 

mortal desires apart from survival. They are free to devote themselves to 

an unlife of working for their own revenge and power. Their dark lands are 

plagued by the remnants of the Scourge and the vile Scarlet Crusade, but 1 

they remain vigilant in their pursuit to rid themselves of both menaces and | 

establish themselves as a dominant force on Azeroth. 

| E43 
The Forsaken are as varied as the humans they once were. Most died in 

very horrible and painful ways and feel nothing but hatred and the need 

for revenge. There are others who are able to see further and make much 

more long reaching plans...such as to kill all living things. 



GNOMES 
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At first look, gnomes appear much like children. Don’t underestimate 

them, though. Those large eyes staring serenely at you hide a very 

active and articulate mind. They also keep your attention from the 

gnome's hands as he ties your bootlaces together. 

RACH RR oo o 

ESCAPE ARTIST 

Very few races are as small as gnomes and most nets weren't made 

for them. Activating Escape Artist breaks all existing root and snare 

effects on you. It requires one and a half seconds to cast and one 

minute to cool down. 

If a gnome puts their mind and fingers to it, nothing can hold them 

for long. Enemies that root or snare you to provide themselves with 

an escape route or to stop your escape are in for a rude surprise. The 

casting time can be slowed by taking damage, but the ability to escape 

some of the more common types of combat control is wonderful. 

EXPANSIVE MIND 

While very small, gnomes have curiosity and imagination that surpasses 

most people twice their height. All gnomes gain a 596 increase in their 

Intellect beyond other races. This is a passive trait and is always active. 

The increased Intellect does a number of things. Higher Intellect makes 

weapon training faster as well as giving you more Mana to cast spells 

with. It also affects your chance to get a critical strike with spells. While 

faster weapon training helps the more physical classes in a modest way, 

the bonuses for casters are immense. 
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ARCANE RESISTANCE 

The curiosity of gnomes knows no bounds. They have dabbled with so 

many things, both arcane and mundane, and had them blow up in their 

face, that they've become slightly resistant. +10 Arcane Resistance is a 

passive trait and does not need to be activated. 

The upside of increased Arcane Resistance is lower damage from Arcane- 

based attacks. Arcane Resistance increases your chance to resist partial 

damage from an Arcane attack as well as your chance to fully resist the 

effects. These effects include combat control abilities. Higher resistances 

are always useful. 

TECHNOLOGIST 

Not everything gnomes do explodes. Many of their 

inventions work quite well, and they have 

pushed Engineering past the barriers of all 

other races except for the Goblins. All 

gnomes have +15 to their maximum 

Engineering Skill. 

This allows them to learn more 

for each level of crafting. While 

a slim lead, it gives them the 

ability to understand certain 

schematics that Engineers of 

the same level would be unable 

to comprehend. 

LANGUAGES 

Listening to an excited gnome talk in your own 

language can sometimes be trying. Hearing them talk 

in their native gnomish will help you realize why no 

one takes the time to learn it aside from gnomes. As such, 

gnomes now teach Common to their children to make com- 

munication with other races more productive. 
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Burr HistoRY | 
The eccentric, often-brilliant gnomes are held as one of the most pecu- 

liar races of the world. With their obsession for developing radical new | 

technologies and constructing marvels of mind-bending engineering, it's 

a wonder that any gnomes have survived to proliferate. Over the years, 

gnomes have contributed ingenious weapons to aid the Grand Alliance 

in its fierce battles against the Horde. Thriving within the wondrous 

city of Gnomeregan, the gnomes shared the resources of the forest of 

Dun Morogh peaks with their dwarven cousins. Yet recently, a barbaric 

menace rose up from the bowels of the earth and invaded Gnomeregan. | 

The gnomes fought a valiant battle to save their beloved city. Neverthe- | 

less, Gnomeregan was irrevocably lost. The surviving gnomes fled to the 

safety of the dwarven stronghold of Ironforge. There they remain, devis- 

ing strategies to retake their city. i 

As a gnome of proud standing, it | 

falls to you to answer the chal- 

lenge and lead your curious | 

people to a brighter future. 

The gnomes work hard to this day within the well fortified halls of 

Ironforge to create bigger and better inventions. No problem is safe from 

gnomes. They will prevail and answers to every problem will be found. 

It is their passion, and it can be seen in their choice of environs when 

visiting their small section of the city. With the energy they exhibit and 

their affinity for inventions, you begin to wonder if you should see a | 

wind-up key in their backs. / 

ROLEPLAYING TIPS” 
Gnomes are insatiably curious and active. Very little slows them down 

ous about mundane things for terribly long. Most of them spend their 

days, and nights, trying to understand the two most powerful forces in 

| 
- 

. 

| 

and they are seldom idle for long. For this reason, few gnomes are curi- | 

| 
the world: technology and magic. | 

| 
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HUMANS 
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Humans are very flexible. While most people think of humans as masters 

of no specific field, they can compete on every field. Their flexibility has 

allowed them to settle even the most inhospitable lands. 

RACIAL TRAITS: 

PERCEPTION 

Having enemies around them for so long, humans have become very good at peer- 

ing into the shadows around them to see what lies hidden. Activating Perception 

increases your stealth detection radius by 10 yards. This lasts for 20 seconds and has a 

three minute cooldown. 

This is useful whether your enemies are NPCs or PCs. Activating this before you 

enter an area where you suspect people hiding can reveal an ambush before you're 

surrounded. With 3 minute cooldown, organizing other humans grouped with you to 

stagger the ability makes it very powerful. 

HUMAN SPIRIT 

Partly romantic nonsense and partly truth, the unbreakable human spirit helps them to 

recover from many attacks more quickly. All humans get a 5% bonus to their Spirit. 

An increased Spirit increases your natural health and mana regeneration rates. When out 

of combat and not casting, a higher Spirit helps you recover more quickly. This is an 

asset to every human regardless of class. 

MeL LLL HILL EE A A RC A RN Ne a a 



a "I DIPLOMA er Micra tate A 

Bis. uli While not the first race to interact with others, 

humans have a gift for establishing long friend- 

ships and trade agreements. Faction 

reputation gain is increased by 10% 

for humans. 

This ability is extremely powerful for those that 

make use of it. A faster reputation gain enables you to at- 

tain reputation levels much more quickly and access craft- 

ing recipes and items with less work than people from other races. Crafters 

will find this ability immensely useful as will characters who participate in 

PvP (many PvP rewards are based on reputation). 

SWORD AND MACE SPECIALIZATION 

With so many devoted to martial pursuits, humans hold many competitions 

where combatants can test their skill without risking their life. The result is 

that all humans gain +5 to their maximum skill for Swords, Two-Handed 

Swords, Maces, and Two-Handed Maces. 

The increased maximum for combat skills offers several advantages if 

you're willing to put in the training time. As your melee skill will be higher 

than standardly appropriate for your level, you'll have a higher chance to 

hit your target and a higher chance for a critical strike when using your 

sword or mace. Keep your combat skills at their maximum to take full 

advantage of this. 

LANGUAGES | 

Humans have touched so many others they have created a legacy of 

cooperation and communication for the coming generations to enjoy. 

As one of the first races to work toward bring other races together in 

harmony, the native language of humans, Common, has been adopted as 

a global language for communication between races. While children of 

other races spend the time to master a second language, human children 

spend time learning about gnomish engineering, dwarven crafting, and 

night elf magic. 

1 
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The noble humans of Stormwind are a proud, tenacious race. Though 

the recent invasion of the Undead Scourge and demonic Burning Legion 

decimated their sister kingdom of Lordaeron, the defenders of Stormwind 

have stood vigilant against any who would threaten the sanctity of their 

lands. Nestled in the foothills of Elwynn Forest, Stormwind city is one of 

the last bastions of human power in the world. Ruled by the child-king 

Anduin Wrynn, the people of Stormwind remain steadfast in their com- 

mitment to the Grand Alliance. Backed by their stalwart allies, the armies 

of Stormwind have been called away to fight the savage Horde on distant 

battlefields. With the armies gone, the defense of Stormwind now falls to 

its proud citizens. You must defend the kingdom against the foul mongrels 

that encroach upon it and hunt down the subversive traitors who seek to 

destroy it from within. Now is the time for heroes; now Humanity’s great- 

est chapter can be written. 

Humans once lived a nomadic life in tribes wandering from place to place - 

as the seasons changed or the hunting became lean. It wasn't until the rise 

of the Arathi that they began to form within one nation. They founded the 

fortified city of Strom and, as they grew, so did they gain the attention of 

the High Elves who, like them, were suffering brutal attacks from the Trolls. 

As allies, they beat back the Trolls, and the High Elves began to teach their s 

newfound friends the ways of magic. With time, the humans also came — 

into contact with the dwarves, and, while the dwarves were initially unsure - 

of these strange new people, they developed a strong bond of friendship. 

Over the years, the region of Lordaeron grew so large that it fractured into 

smaller kingdoms, each with its own beliefs, government, and lifestyle. 

The humans began to outstrip their teachers in the use of magic, which 

alarmed their High elf friends. The same corruption that had filled the 

world before was becoming evident. To combat this problem, the Council 

of Silvermoon joined with the Magocrat Lords of Arathor in a pact. They 

formed a secret order called the Guardians of Tirisfal. The Guardians 

sought to protect the world from the onslaught of the demons of the 

Burning Legion should they return. This legacy came to its end when the 

Guardian made a terrible misjudgement in her power and slew an avatar 

of the Demon Lord Sargeras a bit too easily. She then took his body and 

secreted it away where none could find it. However, Sargeras was too 

clever and instead hid his spirit inside her, later implanting his essence into 

her unborn child who would one day be the inheritor of her powers. 

Partly because of their ability to live anywhere, humans are as varied as 

the world itself. While many are loyal citizens and defenders of Storm- 

wind, there are those who care only for themselves. If there is one thing 

that links humans together, it would be their goal to be something better. 
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NIGHT ELVES 
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Night elves are as agile as they are long lived. While casters find the 

extra chance to dodge appealing, melee classes love the added chance 

for a critical strike provided by the increased Agility. 

-JRACHAESPRAMERENEE ttm. o 

SHADOWMELD 

Spending much of their time beneath the canopy of the forest, night 

elves have become adept at vanishing into the shadows. When out of 

combat and immobile, night elves can enter stealth mode by activating 

Shadowmeld. It lasts until canceled and has a ten second cooldown. Any 

action taken is considered movement and will cancel Shadowmeld. 

The ability to hide from your enemies is of tremendous power. Hiding 

from NPCs can give you the time you need to recover from the last fight 

while hiding from other players also guarantees you get to start the fight 

on your terms. 

QUICKNESS 

Night elves are beyond agile. They move with the grace of a reed in the 

wind...always moving. Night elves gain a passive bonus of 1% to dodge. 

Any time you are the focus of a melee attack, this trait might save you. 

For either casters trying to survive long enough for friends to come to 

their aid or melee attackers trying to survive long enough to kill their 

enemy, the added dodge can come in handy several times in every fight. 

————5———A———— 
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WISP SPIRIT 

While most people must travel the world as ghosts after their death, the 

C" 

strong attunement to the world allows night elves to travel as wisps. 

This gives a 50% speed bonus, whereas others gain only a 25% 

speed bonus as ghosts. 

In group settings this ability isn't as powerful unless your entire 

party is comprised of night elves. As a solo hero, this allows 

you to return to your body faster and thus continue your fight 

against evil more quickly. 

NATURE RESISTANCE 

You don't tend every beast of the woods without becoming 

more resistant to their poisons and fangs. Thus, night elves 

have a passive +10 Nature Resistance. 

The upside of increased Nature Resistance is lower dam- 

age from Nature-based attacks. Nature Resistance 

increases your chance to resist partial damage 

from a Nature attack or effect as well as 

your chance to fully resist the effects. 

These effects include combat con- 

trol abilities. Higher 

resistances are 

always useful. 

LANGUAGES 

Early in the friendship between the night elves and humans, 

it became apparent that much of the human population had 

neither the time nor patience to learn full Darnassian. 

As communication is a cornerstone of friendship, the 

night elves decided to teach their population Common in 

addition to their own language. After several years every 

night elf was trained and can now communicate 

effortlessly in Common. 
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Burr Histo
ry 

For 10,000 years, the immortal night elves cultivated a druidic society 

within the shadowed recesses of Ashenvale forest. Yet recently, the cata- 

strophic invasion of the Burning Legion shattered the tranquility of their 

ancient civilization. Led by the Arch Druid Malfurion Stormrage and the 

High Priestess Tyrande Whisperwind, the mightly night elves rose 

to challenge the demonic onslaught. Though victorious, the night 

elves were forced to sacrifice their cherished immortality and 

| 
| 
| 

watch their beloved forests burn. Seeking to regain their immortality, 

a number of wayward Druids conspired to plant a special tree that would 

link their spirits to the eternal world. Despite Malfurion's warnings that 

nature would never bless such a selfish act, the Druids planted the great 

tree Teldrassil off the stormy coasts of northern Kalimdor. Within the twi- 

light boughs of the colossal tree, the wondrous city of Darnassus took root. 

However, the great tree was not consecrated with nature's blessing and 

soon fell prey to the corruption of the Burning Legion. Now the wildlife 

and even the limbs of the great tree itself are tainted by a growing dark- 

ness. As one of the few night elves left in the world, it is your sworn duty 

to defend Darnassus and the wild children of nature against the Legion's 

encroaching corruption. 

Night elves were once known as the Kaldorei and have lived on Kalimdor 

for thousands upon thousands of years. It was their delving into the magic 

of the Well of Eternity that caught the attention of Sargeras and the Burning 

Legion, and it was because of the night elves’ misuse and addiction to 

magical power that caused the Great Maelstrom and creation of the evil 

in the destruction that followed. And yet, night elves have also brought 

beauty and triumphs to the world. Without their aid and sacrifices, the 

other races would have certainly been doomed. Their devotion to 

nature and healing the land is also well known. Even the betrayer 

Illidan contributed through the creation of the Moonwells. Thus 

many of the major events that have shaped Azeroth, both posi- 

tively and negatively, can be traced back to the night elves. Perhaps it is 

a sense of responsibility that drives the night elves to this day to continue 

their vigil to safeguard and restore the natural world to what it once was. 

ROLEPLAYING TIPS — 

Naga. Even Malfurion Stormrage's own brother Illidan played a major role 

| 
| 

| 

As one of the longest living races in Azeroth, night elves tend to be slow | 

to change. Slow to anger and slow to cool off, the night elves experience 

emotions as deeply, or perhaps more so, then the younger races. While 

generally slow to respond emotionally, their minds have seen much and 

tend to have a honed wit and sense of humor. 

t 
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ORCS 

Centuries of demonic influence and war have honed orcs to be strong 

and lasting. With higher Strength and Stamina, orcs are adept at melee 

combat and a high Spirit gives them an edge as casters. 

RACER tm o 
BLOOD FURY 

Screaming through the veins of orcs runs a fury that is monstrous when 

called upon and dangerous to be on the wrong side of. Activating Blood 

Fury increases your base melee Attack Power by 25% while decreasing 

all healing spells and effects on you by 50%. This state lasts for 15 sec- 

onds and has a two minute cooldown. 

When the battle is desperate and your healer is out of mana, Blood 

Fury can pull you to victory. The primary downside to Blood Fury is the 

reduced effect of healing. If you are alone or your healer is out of mana, 

this isn't an issue since you won't be getting healing anyway. This abil- 

ity is far better for melee classes as an increase to melee Attack Power 

doesn't really do anything if you're a caster staying at range. 

HARDINESS 

Surviving the wars against the human kingdoms and the land of Durotar 

have left the orcs more resistant to certain attacks. Thus orcs have a pas- 

sive 2596 chance to resist stun effects. 

There are no downsides to having a resistance to stun effects. Melee 

classes are able to keep moving and attacking, and, while casters will 

have their casting delayed by the attacks, they won't be interrupted by 

the stun. This ability is equally useful in PvP and PvE. 

154. 

Having been at the command of others before, orcs have firsthand 

knowledge of what works and what doesn't. Pets of orc War- 

locks and Hunters deal 5% more damage. This ability is 

passive and does not need to be activated. 

While this ability doesn't do much for Warriors, Rogues, or 

Shamans, it's a blessing to Warlocks and Hunters. Having 

a pet that deals more damage without having to pay for the 

increase means faster kills and better aggro management. 

The tree cutting hasn't been for naught. Orcs have become very adept in 

the use of axes and gain +5 to their maximum skill with both Axes and 

Two-Hand Axes. As a passive trait, Axe Specialization has no activation 

or cooldown. 

The increased maximum for combat skills offers several advantages if 

you're willing to put in the training time. As your melee skill will be higher 

than standardly appropriate for your level, you'll have a higher chance to 

hit your target and a higher chance for a critical strike when using your 

axe. Keep your combat skills at their maximum to take full advantage 

of this. 

LANGUAGES 
From a young age, orcs are trained to keep themselves and 

those they care about safe. Many learn to walk the same time 

they hold their first weapon. With such a martial upbringing 

and so little time between wars, orcs have had little time to learn 

any languages beyond their own. It is fortunate that the rest of the 

Horde are so accommodating that orcish has become the common 

language between the races of the Horde. 



BRIEF HistORY 
Long ago, the orcish Horde was corrupted by the Burning Legion and 

lured to the world of Azeroth. For 10 years, the orcs made war upon 

the human kingdoms of Stormwind and Lordaeron. Though the Horde 

was ultimately defeated and subjugated by the humans, a visionary 

young war chief named Thrall rose to lead his people in their darkest 

hour. Under Thrall’s rule, the orcs freed themselves from the chains 

of demonic corruption and embrace their Shamanistic heritage. After 

breaking free of the human slave camps and wandering for years, the 

orcs have finally founded their own kingdom in the harsh wastelands 

of Durotar. Based in the warrior city of Orgrimmar, they stand ready to 

destroy all who would challenge their supremacy. As a proud defender 

of Durotar, it is your duty to crush your enemies both seen and unseen, 

for the nefarious agents of the Burning Legion still wander the land. 

It was Sargeras' second-in-command, Kil'jaeden, who discovered 

Draenor and the races that lived there. Finding the orcs to be a 

race worth molding into a driving force of bloodlust, he began to 

corrupt them, turning them from their Shamanistic ways toward 

the powers of the Warlocks. The powerful Shaman Ner'zhul was 

seduced by the power of Kil'jaeden and all the demon offered, 

and it was not long before he led his people against the peaceful 

Draenei destroying many of them. 

Despite the power Kil'jaeden had over Ner'zhul, he couldn't quite 

convince him to give the orcs completely over to the power of the 

Burning Legion. He instead recruited a new, more corruptible, young 

orc named Gul'dan. Gul'dan became an avid student and a powerful 

Warlock among his people. 

In time, Gul'dan, under the manipulation of Kil'jaeden, maneu- 

vered all of the orc clans into partaking in a ritual that would 

make them indebted slaves to the Burning Legion and give them 

a blood lust they could not quench. He then opened a portal 

into Azeroth, where the will of the Burning Legion was once 

more loosed upon the denizens of the land. 

ROLEPLAYING TiPs 
The orcs of Durotar have been through quite a lot. They have been cor- 

rupted by demons and forced into war after war. 

Now free, orcs are quick to join in combat since that is what they know 

best. Some are loyal followers of Thrall and his ideals and wish to see their 

people free from the taint of the Burning Legion. There are others who still 

feel the fire burning inside of them and follow their Warchief Thrall into 

glorious battles. 
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TAUREN 
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The Tauren are massive. Their Strength surpasses even that of the orcs 

and dwarves. Combine this with their high Stamina and Spirit, and the 

Tauren are practically made to fit melee classes; in fact, the more Intel- 

lectual caster classes aren't even available to them. 

RACER RAE pete 

WAR STOMP 

No one can argue with a Tauren for long. When he or she puts her 

hoof down, everyone knows. War Stomp stuns up to five opponents 

within eight yards for two seconds when activated. It has a two minute 

cooldown and a one second casting time. 

The ability to stop an enemy in their tracks is tremendous. Using War 

Stomp can stop a caster from finishing his spell, slow the escape of an 

enemy, or give you the moment you need to escape. While War Stomp 

won't win fights for you, its many uses and short cooldown ensure that it 

will be useful whenever you need it. 

ENDURANCE 

Tauren have been hunters and gatherers for generations. Whether in 

times of war or times of peace, they are constantly pushing and testing 

themselves. This never-ending training affords them a 5% increase in 

maximum health. 

You can’t go wrong with more hit points. While the classes that tend 

to be in the face of the enemy, such as Warriors benefit the most from 

this, the additional health can keep the softer classes alive long enough 

to finish the fight or for the Warrior to pull the enemies back. In a PvP 

setting, where longevity is never a guarantee, the addition health will 

help you contribute longer. 

OS FN HIE vo © 

CULTIVATION 

Understanding the delicate balance between the land and the Tauren 

has let them live more effectively with nature. They have learned how to 

gather in such a way as to avoid unnecessary damage to the plant and 

encourage its regrowth. All Tauren gain a passive +15 to their maximum 

Herbalism. 

With an increase in your maximum Herbalism, you are able to harvest 

plants normally beyond your level. Keep this skill trained to maximum 

and the bonus will also reduce your failure rate. 

NATURE RESISTANCE 

You don’t tend every beast of the woods without becoming more 

resistant to their poisons and fangs. Thus Tauren have a passive +10 

Nature Resistance. 

The upside of increased Nature Resistance is lower damage from 

Nature-based attacks. Nature Resistance increases your chance to resist 

partial damage from a Nature attack or effect as well as your chance 

to fully resist the effects. These effects include combat control abilities. 

Higher resistances are always useful. 

LANGUAGES 

The Tauren have adopted orcish as a trade language. While keep- 

ing their language, customs, and beliefs intact, the Tauren have 

found the value of conversing with the other races. 



Burr HistoRY = 
Once a nomadic people, the Tauren roamed the endless plains of the 

Barrens hunting the mighty Kodo. Scattered across the land, the wandering 

tribes were only united by their common hatred for the marauding 

Centaur. Seeking aid against the Centaur, the chieftain Cairne 

Bloodhoof befriended the orcs, who had recently journeyed 

to Kalimdor. With the orcs’ assistance, Cairne and his tribe 

were able to drive back the Centaur and claim the grass- 

lands of Mulgore for their own. Upon the windswept 

mesa of Thunder Bluff, Bloodhoof built a refuge for his 

people. Over time, the scattered tribes united under a 

single banner. Though the noble Tauren are peaceful 

in nature, the rights of the great hunt are venerated 

as the heart of their spiritual culture. As a tribes- 

man of Mulgore, you must test your skills in the 

wild and prove yourself in the great hunt. 

The Tauren found mutual benefits in befriend- 

ing the orcs and Trolls. While the orcs and 

Trolls helped the Tauren to drive back 

the Centaur and keep their lands safe, 

the Tauren have aided (and continue 

to aid) them on the spiritual path as a 

Shamanistic society. 

ROLEPLAYING Tips 
While some view the Tauren as nothing more than 

brutes and hunters, they are much more. 

They have found a way to live with the 

land rather than off it. Though their size 

is immense, the Tauren are a patient 

and peaceful people on the whole. 
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Only one thing is similar among all Trolls. They are very adaptable to 

their profession. Trolls of any class can compete with those of other 

races. While their lower Intellect can be seen as a weakness, it isn't a 

great one and negligible at later levels. 

BERSERKING 

Their adaptability manifests itself most when a Troll is backed into a 

corner. They can increase their body’s functions to such a level that 

they enter a Berserk state. When activated, Berserking increases casting 

and attack speed by a base of 10%, increasing as the Troll’s health 

lowers, and a maximum of 30%. The effects only last 10 seconds with 

a 3 minute cooldown. 

The ability to increase your casting and attack speed, and thus your 

damage output, as you become weaker is incredible. Its cooldown is 

short enough that unless you are reckless, it will always be there when 

you need it. 

REGENERATION 

Everyone knows the stories of Trolls regrowing limbs in minutes. While 

these are exaggerations, Trolls have a 10% increased heath regeneration 

rate. Even more potent is that 10% of their total health regeneration 

remains active during combat. This is a passive ability and is always 

active. 

While the increased health regeneration is great for recovering between 

battles, the real gem is the health regeneration during combat. Other 

races may have more hit points than you, but you recover yours during 

combat without the use of spells or potions. This can be of great value 

to any class. 

BEAST SLAYING 

When it comes to killing, the Trolls have been doing it for a long time. 

They've studied killing long enough that they receive a 5% damage bonus 

when attacking Beasts. This affects all Beasts, and only Beasts, and does 

not need to be activated. 

This trait is valuable for any class as the target determines the bonus. 

Quests and dungeons with Beasts in them will be faster for you than 

other races as you can kill them more quickly. Choosing your targets € 
with this in mind will help you take full advantage of this trait. 

BOW AND THROWING WEAPON 

SPECIALIZATION 

The Trolls are not strangers to ranged combat. They have been honing 

their skills for long enough to give them a +5 to their maximum 

Bow Skill and Throwing Weapon Skill. This is 

always active and has no cooldown. 

The increased maximum skill offers 

several advantages if you're willing to put 

in the training time. As your Bow or 

Throwing Weapon skill will be 

higher than standardly appropri- 

ate for your level, you'll have 

a higher chance to hit 

your target and a higher 

chance for a critical 

strike when using these weap- 

ons. Take the time to train your 

Bow or Throwing Weapon skill 

to maximum. 



LANGUAGES 

The Darkspear tribe has allied itself closely with the orcs of Durotar, but 

they have not forgotten their own ways. Troll is still taught to the young, 

with orcish being taught in addition. Few dare to 

learn Troll as the Darkspear tribe 

tend to be very aggressive when 

asked about it. 

Burr HistoRY" 
The vicious Trolls that populate the numerous jungle islands of the South 

Seas are renowned for the cruelty and dark mysticism. Barbarous and 

superstitious, they carry a seething hatred for all other races. Long since 

exiled from its ancestral homeland in Stranglethorn Vale, the Darkspear 

Tribe was nearly destroyed by rampaging Murlocs. Rescued by the young 

Warchief Thrall and his orcish warriors, the Darkspear tribe swore al- 

legiance to the Horde. Led by the cunning Shadow Hunter, Vol'jin, the 

Darkspears now make their home in Durotar along with their orcish allies. 

As one of the only surviving Darkspears, it falls to you to regain the glory 

of your tribe. 

The Trolls have a long history of war with the humans. Even before the 

Burning Legion came into the land, they had waged war against the 

humans and Elves with hit-and-run raiding parties. They hate the humans 

above all other races. After nearly being completely wiped from the face of 

Azeroth, however, they now relish in protecting their new home in Durotar 

and look for any reason to convince the remaining Horde of the complete 

treachery of humans. It was Grand Admiral Proudmoore's attack on the 

Horde that enraged them even more, and now the fires of hate burn even 

hotter within the breasts of the Trolls. For now, they cooperate with the 

remaining members of the Horde to maintain their homes and 

retain the alliances that let their people continue to rebuild. 

JROLEPRLAYING TIPS 
The Trolls have learned to harness the power of hate. 

After using it for generations, they have become adept at 

its cultivation. Their hatred for the humans is well known, 

and few Trolls are without the burning need for spilt hu- 

man blood. 

aisia eea 
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This section offers a glimpse of the role that each class plays in Azeroth. 

All of the classes have played a part in the history of the world, and this 

shapes how they are viewed today. Choosing a class is an opportunity to 

immerse yourself in the past events and make a place for yourself in the 

future of the land. 

DRUID 

The keepers of nature, the Druids care for the natural world, its creatures, and 

the balance of existence. Many of them have watched over the world through 

the Emerald Dream, and ethereal realm that exists separate from Azeroth but 

intimately interwoven with it. This spirit world allows the regulation of the 

ebb and flow of nature and the evolutionary path of the world itself. It is the 

realm of one of the great Dragon Aspects; Ysera the Dreamer. 

To help guide the course of the natural world, the Druids entered into the 

» Emerald Dream, agreeing to exist apart from their friends and loved ones in 

an extended state of hibernation. However, because of the threat posed by 

; ! Archimonde and the Burning Legion, the Druids awoke and used their power 

to fight to protect the world. Currently, some of the Druids have reentered the 

Emerald Dream, while others have stayed in Azeroth, working to repair the 

great damage that has been done to the natural order. 

The Druids exist apart from the political boundaries empires and clans. What 

does it matter if one is Horde or Alliance in the great expanse of nature? The 

night elves and Tauren, united in their love of the land, have set aside their 

differences to work together, safeguarding Azeroth and helping to mend areas 

contaminated by pain and war. Therefore, the Druids offer hope of what all 

Azeroth could accomplish if all the races worked for the betterment of the 

world together. 
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The lands of Azeroth are home to 

a great many beasts, everything 

from wolves and cats to bears and 

large birds, to name but a few. 

These species care nothing for the 

war between Horde and Alliance; 

their lives are filled with their own 

struggle to find food and live from 

day to day. By the same token, 

there have always been those 

individuals who exist outside the boundaries of civilized society. These free 

spirits have found a connection to nature and a way of living with it. These 

wilderness people have taken the chance to explore the various lands of 

Azeroth and formed bonds linking themselves with the beasts of the world. 

A Hunter is never without their weapon and their partner, the beast that they 

have formed a relationship with. The two of the work together and learn from 

each other. This allows the Hunter to embrace the natural world and their 

pets to be free from some of the more pressing aspects of their existence, 

such as finding prey and having a safe place to rest. 

Some of the races have taken easily to this way of life. The Tauren and night 

elves have a great respect for nature as a whole, and working as partners 

with it is an extension of that. The Trolls, as well, have never moved far away 

from the rhythms of the natural world. For these people, becoming a Hunter 

allows them the chance to bond with nature and the beasts within it. 

For others, it appeals to their independent spirit. The dwarves and orcs 

are strong individuals, and some of them have grown tired of the political 

bickering of the cities and accepted the wilderness as their homes. These are 

Hunters who seek to find their own ways in the world. 

MAGE 

The call of magic is a powerful 

one. Some have decided to 

dedicate their lives to it, studying 

it, practicing it, and spreading it 

throughout the world. In the his- 

tory of Azeroth, no other kingdom 

fully embraced the force of magic 

as strongly as that of Dalaran, 

where the entire culture was 

guided by mages. As a political 

entity, Dalaran was a source of great knowledge not jaded by certain moral 

concerns, seeking only to understand the nature of magical power. 



The kingdom of Dalaran is being rebuilt. Destroyed by the Burning Legion, its 

remnants have fled throughout the lands of Azeroth, and the practitioners of 

magic have taken new apprentices and students. This has led to knowledge 

of magic being spread throughout all of Azeroth. 

In the Alliance lands, it is the humans and gnomes who look into the mystery 

of magic. The Trolls of Durotar have always been accused, rightly so, for dark 

mysticism while many of the Forsaken are from Dalaran itself and continue 

the pursuit of power. 

PALADIN 

The Paladins are the champions of Light and the defenders of the Alliance. 

Dedicated fighters, Paladins safeguard the populace and act as a symbol all 

can look up to. These men and women uphold honor and bravery, protect 

the people, honor the will of the nation, and bring light against the darkness. 

Lordaeron was once the center for Paladins, a bright shining city that was a 

bastion of civilization. The defending Paladins were a great force of order and 

respect for their nation. However, there were dark forces at work, and a great 

sickness took hold of the land, spreading the curse of the undead throughout 

the country. Lordaeron was destroyed and some of its Paladins fell to corrup- 

tion leaving the rest of the knightly order to fight against the undead and their 

former comrades. 

The loyalty and brotherhood of the dwarves and humans make up the ranks 

of Paladins. These people are stout defenders and work within the boundar- 

ies of their political organizations. Beyond all else though, the Paladins are 

dedicated to ideals of honor and bravery. Light guides them. 

PRIEST 

Holy and Shadow are forces, separate from those of the world itself. There 

are those individuals that seek to use them within the world, dedicating 

themselves to these unseen forces. For these people, the use of these powers, 

requiring great study and great reverence. 

The pursuit of Holy magic is the love of life and healing, replenishing and 

protecting the caster and those for whom they care. Shadow is the opposite, a 

force of raw destructive power that damages the target and wounds the spirit. 

Both forces are powerful and require skill to use. 

Those dedicated to healing of the mind and soul often become Priests, be- 

cause of the appeal of Holy magic to salve the wounded. However, because 

of the strength that Shadow promises, darker individuals move to the profes- 

sion as well. Of the races on Azeroth only humans, dwarves, night elves, 

Forsaken, and Trolls have all the pieces of the puzzle to unlock its teachings. 

ROGUE 

There have always been, and 

always will be, Rogues. These 

individuals use stealth and cun- 

ning to accomplish what a broad- 

sword and shield can’t. While the 

darker folk following this path 

are dangerous assassins, thieves, 

and brigands, there are those who 

train for the betterment of their 

own people. Spies put themselves 

at great risk and are perhaps the greatest rogues as they hide in front of an 

enemy instead of behind. 

As times grew more dangerous, Rogues have learned to defend themselves. 

They have learned fighting styles that allow someone with the thinnest armor 

and two small blades to stand up to someone in chain wielding a hammer 

and shield. With the prominence of magic-wielders on battlefields and their 

ability to destroy standard troops, Rogues have been given an important duty. 

They must safeguard their friends by eliminating the enemy casters first. 
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Of all the races of Azeroth, only one will not accept training as a Rogue. 

The Tauren are not suited for the concept either physically or mentally. 

They believe the deception dishonorable. The ends justify the means for 

the other races. 

SHAMAN 

The Shaman are the spiritual leaders of their clans and tribes, guiding the 

peoples of the Horde to their destinies. Gifted with great insight, the Shaman 

seek to provide the best lives for their people within Azeroth. This common 

structure has formed a network among several disparate races. 

The races of the Horde have always had strong beliefs and a willingness to 

defend them. In addition, most have a clan or tribal political structure with 

loyalty to their tribe being strongly valued. The Shaman help to meld these 

tribal forces together, so that all the various tribes and peoples can accom- 

plish a unified goal that benefits all of them. 

It was the Shaman of the orcs that lead them into Kalimdor and the Sha- 

man of the Tauren and Trolls who helped them relearn their Shamanistic 

heritage. Of the Horde, only the 

Forsaken are without Shaman. 

This is a source of disquiet 

among the races as the Tauren, 

orcs, and Trolls have a common 

set of goals and the Forsaken may 

not share these. 

WARLOCK 

. For some mages, the lure of dark 

power and knowledge proved 

too great for mere study. They 

found a new wellspring of chaotic 

magic, allowing them to reach 

into the strength of the demons. 

Gifted with the ability to manipu- 

late these demonic forces, the 

Warlocks are powerful sorcerers, 

and the pacts that they form with 

demons are a sight of their devotion to the dark arts. 

Demons are never far from a Warlock's call and the Warlock is a master 

at controlling them. These sinister creatures follow the Warlock's orders, 

attacking enemies and protecting their master. A Warlock's servant fights for 

them, and often the Warlock thinks nothing of sacrificing their demonic pet if 

the situation calls for it; a new summoning spell is all that it takes to drag the 

demon back to the world of Azeroth. 
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Because of their devotion to dark arts, Warlocks are feared and distrusted 

by most of the races. Within the lands of the Alliance, Warlocks are 

shunned and their places of teaching are outside major cities. Only humans 

and gnomes are curious enough to dabble with these forces. The orcs also 

have a great deal of suspicion toward Warlocks; most want nothing to do 

with demons every again, and orc history is replete with pain and anguish 

caused by demonic involvement. Only the Forsaken fully accept Warlocks 

as part of their civilization, giving them freedom and respect. However, 

despite the mistrust engendered by these practices, there will always be 

people who pursue dark and powerful knowledge. 

WARRIOR 

There have always been the Warriors who both defend their families and 

attack their enemies. While some spend their time training in hallowed halls 

to become powerful mystics, not everyone has that chance. The people living 

out on the frontier, away from large cities and the training there, have noth- 

ing to defend themselves with but a sword. They spend their days becoming 

stronger and faster. More than just their lives depend on their abilities...their 

family and friends live or die on their abilities. 

Not everyone takes up arms to help others. There will always be those who 

are excited by the adrenaline rush of heated combat or simply enjoy watch- 

ing life drain from an opponent's eyes. Whatever their reason for fighting, 

these men and women are the undisputed masters of melee combat. They 

train day and night mastering several stances of combat to be able to defeat 

any opponent that stands in front of them. 

Any race that can forge weapons can train Warriors. humans, night elves, 

dwarves, and gnomes train Warriors and pit them against the mightiest of 

foes. Of the Horde, Tauren, Trolls, orcs, and Forsaken sharpen their blades 

and prepare for the coming war. 



find special areas. 
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It takes considerable time to teach someone about World of Warcraft. This 

game has enough complexity to keep players on their tops for many days, 

even while learning the basics. This section is organized as well as possible 

to give you the tips and ideas to cut down on lost opportunities during that 

learning phase. There is always money and experience to be made, and there 

is no harm in starting from the beginning! 

GAINING EXPERIENCE 

Experience points get you closer to your next level. Characters progress from 

Levels 1 to 60 in WoW (and beyond toward level 70 later in 2006 when the 

expansion comes), and each advancement brings better attributes, higher 

health/mana, and the potential for greater deeds. Whether you focus on 

pulling in experience is one thing, but everyone gains levels if they enjoy the 

game and keep heading out into the wild. 

Sotone MOE s 
The most basic way to gain experience is to walk into an area with monsters 

and start fighting them. Every victory against a monster of equivalent level 

gets you experience. These points add up nicely if you try to kill monsters 

as quickly as possible. Trying to gain levels solely through monster killing 

is called “grinding” by many players. Some people find this method dull 

because it offers less variety of action compared to questing, going exploring, 

and so forth. Others feel relaxed 

by bringing down a stable flow 

of money, experience, and nasty 

monsters. There is nothing wrong 

with this method either way if it’s 

what you like. 

€ BASICS 
Before getting involved with specific class abilities, data tables, templates, and so forth, it’s important to 

evaluate play strategies that are used by all characters in World of Warcraft. This chapter explains various 

methods to improve your ability to gather money, rise in level, move around Azeroth, engage in combat, and 

Monsters are worth experience if they are dose to your character's level. There is 

allowed to be a 20% difference in levels between your character and the monster OR a 

difference of five levels (whichever is greater will be used). 

Anything beneath this threshold gives zero experience when slain because the 

challenge is so trivial. However, such creatures still drop treasure. 

Quick Equivalence Chart 

Grinding itself can be a very fast method for leveling. Or, it can be slower 

than other available techniques; this entirely depends on the current level of 

your character, you equipment, local quest options, and more subtle aspects 

of play. Indeed, some grinders are able to gain levels with impressive speed 

by choosing a class build that is keen for soloing and finding areas where 

tandem fighting (going after one mob, then another right afterward, then 

another, etc.) is easy to do. 
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<> Many Monsters Available 

< Enough Space Between Monsters That They Con be Fought Individually 

<> Creatures in Area Lack Powerful Special Abilities that Harm Your Class/Race (If 
you can’t cure poison or disease, these are brutal on soloers, as are curses and 

many other debuffs) 

<A» Monster Levels are Just Low Enough to Keep the Kills Fast and Downtime 

Short (a couple levels under your character for characters with modest gear, or 

monsters of equal level for those with better equipment) 

<P Few Players Compete for Kills in the Area 

eJ» A Vendor is Somewhat Accessible (for making repairs and dropping off loot 

items) 

<> Enemies Drop Cloth (if you bandage frequently) 

sh Preferably, a Graveyard is Close Enough to Shorten Downtime if on Accident 
Happens; This Isn't as Important as the Other Factors 

INSTANCE GRINDING 

Instance grinding is very different from grinding on monsters out in the field. 

Getting into a group of four or five characters and repeatedly taking on 

instances near your level is a wonderful way to get your character into better 

gear. It is not, however, a fast way to gain levels. Looking at pure experience 

per hour, instances are only better for the absolute worst grinding characters 

(e.g. people who specialize only on surviving, healing, and other non-damag- 

ing abilities). 

This does not mean that you lose out in the long run by leveling in this way. 

Slow leveling often has a few perks. The longer you take at each level, the 

more money your character has throughout the game and the more your gear 

stays up-to-date. 

During the lower levels (certainly through Levels 1 to 40), characters gain 

quite a bit of experience through questing. It isn’t hard to gather multiple 

quests from towns in this period, and completing several at a time is both 

easy and exciting. The awards for turning in these quests catapult characters 

through their levels. And, when played correctly, the best elements of grind- 

ing and questing can be combined once players understand the locations 

they are visiting. 
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First off, it’s useful to grind while approaching quest sites and while leaving 

them! If you have a quest in the northwest of The Barrens, asking you to kill 

Harpies, it is helpful to kill Centaur, Raptors, and other enemies on the way. 

Walking to the edge of a zone may take five or six minutes (more in a num- 

ber of cases). That time is somewhat wasted if you simply travel because your 

characters are full on health and mana. Use those resources to blow through 

enemies quickly; be inefficient with mana, if you have it, because you are 

going to regenerate it as you go anyway. 

Blast through the odd target here and there and you will find that experience 

gained per hour improves by a fair margin. This also makes traveling a lot 

more fun! 

PICK AND CHOOSE 

A subset of questing is to avoid getting all quests in a region while doing only 

those that fit your character’s needs. This becomes quite common at the later 

levels, when people prefer to fight in certain regions, and dungeons. 

To pick and choose with quests means to look through all available choices 

and decide which ones have rewards that you need OR which ones have 

targets that you want to kill anyway. This is a solid, mercenary approach. 

If your character likes to grind against Trolls in the Hinterlands, there is no 

reason on Azeroth not to help the local Dwarves (who have a few problems 

with said Trolls). Grinding is all well and good, but dropping off a quest 

each time you head back to sell loot nets practically free experience when 

you play in this manner. 

Even at the lower levels, you may want to skip delivery quests or anything 

that you know takes a long time without keeping you hip-deep in slaughter. 

If experience is your goal, collecting ground spawns in areas without many 

enemies is a bad thing. 



UNDERSTANDING ATTRIBUTES 

At the most basic level of play, 

higher attributes equal a better 

character. However, you are often 

forced to decide which attributes 

are the most important to your 

style of play. This means that it’s 

crucial to understand what the 

attributes do, how they affects 

your class, and which systems can 

be influenced by your choices. 

Attributes and What They Do 

AL ere ee ae 

Strength improves your character’s DPS and helps to block more damage 

from incoming attacks. Warriors always need a fair bit of strength, but all 

melee characters are interested in getting more when they can. Rogues 

need more Agility, but Strength isn’t bad for them at all, and Hunters who 

do a bit more melee work (especially some Survival Hunters) take some 

Strength as well. 

Agility affects Dodge and Critical percentages for all characters. This makes 

Agility a secondary damage attribute for tanks (Warriors, Paladins, etc.) and a 

primary damage attribute for Rogues and Hunters. The reason for this is that 

ranged damage is influenced by Agility. Also, Rogues receive half of their 

melee damage bonuses from Strength and half from Agility! 

Spirit determines how much health/mana you regain with each tick of the 

game’s clock. Health does not regenerate during normal combat, without 

items or abilities to grant such restoration. Mana regeneration, however, is 

only interrupted by casting spells (whether in battle or not). Your character’s 

class makes a huge difference in what is regenerated. Warriors and Rogues, 

for instance, have no mana; their Spirit is used only for health regeneration. 

Hybrid classes (Druids, Hunters, Paladins, Shaman) are split between a 

moderate gain of health by their Spirit and a fair increase in mana as well. 

Then the heavier casters (Priests, Mages, and Warlocks) gain very little health 

from their Spirit but receive potentially large chunks of mana each tick. 

Spirit is one of the more complex 

attributes because it's either 

worthless, if you fight creatures 

instances, or very important, if 

you are a caster taking on late- 

game raid monsters. 

out in the field or go against easier 

Stamina gives characters ten points of health for every point of Stamina they 

gain. This is a flat sum. Stamina can easily account for half (or more) of your 

character's health, even before the later stages of the game. Though having 

more health does nothing to increase a character's combat output, Stamina 

is still crucial. Classes that hold aggro to protect a group need to have high 

health. This gives healers a great deal more leeway in saving lives! Even 

hybrid classes and full casters need health though, especially if tougher 

dungeons are being run, if you solo, or if you plan to hit the Battlegrounds. In 

World of Warcraft, everyone gets beaten on, and even glass cannons want to 

survive a few hits before going down. 

Intellect is similar to Stamina, though it gives mana to characters instead of 

health. Intellect also increases casters' rate for Critical spell effects; that is 

something that both healers and damage dealers are interested in getting. For 

non-casters, Intellect is almost a worthless Attribute. Rogues and Warriors are 

able to master Defense and Weapon Skills faster if they have a high Intellect, 

but this difference is not worth the loss of Stamina, Agility, etc. Also, getting 

an Arcane Intellect buff from Mages is more than enough to boost melee 

characters while learning new weaponry. 

“Starmon e 00 o0 
For each level of your character, there is a hidden par value for your attributes. 

This value is meant to reflect the improvements that are available to your char- 

acter during advancement. If you stay at par, your percentages won't change 

in a major way; Critical rates, Dodging, and such are meant to be fluid yet stay 

within certain bounds. 

If your character falls below par by having low-level equipment, not spending 

Talent points, or otherwise focusing on different elements, your percentage 

chance to achieve various effects may drop! Look at your character now 

and compare the numbers for Criticals and Dodge to what you had five 

levels ago; there is no guarantee of improvement in these things. You MUST 

You need to keep raising Intellect to maintain frequent spell Criticals. 

increase your Agility to stay on par with melee/ranged Criticals and Dodge. ; 

By the same token, getting +20 to Stamina in your teen levels doesn't sound | 

bad at all. A couple hundred more points of health. Great! But at level 

58, you want to have at least a couple thousand more health for tanking 1 

enemies or PvPing. 
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How Do I Loo 

To see your chance to Dodge and Critical opponents, open your Abilities Menu ("P" Key) 

and highlight these given aspects. They should be listed on the first page. 

For even more interesting data, remove various pieces of equipment and nofice the 

immediate and profound changes to said percentages. Equipment choices DO matter! 

~~ 

So if leveling raises your attributes and the par for said attributes, how do 

you actually keep up or even pull ahead with your true performance? 

The key is to find equipment that focuses on the stats you need. As long as 

your character pushes to find Rare/Blue gear, starting around level 20, you 

can stay well ahead of par. Even if you stick to Uncommon/Green gear, you 

can stay close to or above par for your character. 

Don’t just take every weapon upgrade with higher DPS and every armor 

piece that raises your Damage Mitigation. This is not wise for the long run. 

Instead, look at the attributes given by each equipment piece you find. 

Choose two or three attributes that you are looking for, and make sure to get 

the most points possible for those. 

First, avoid equipment pieces that only give one attribute bonus unless the 

piece is extremely good. You receive more total attribute points by choosing 

pieces with two or three attributes. When these are the two or three attributes 

you want already, this makes everything work out wonderfully. 

Also, look for a consistent Enchanter in your guild or circle of friends. 

Have them help you increase your attributes. At all levels, Enchanters are 

able to add a fair number of points to your equipment pieces. Though 

pricey, this is a superb way to stay ahead of men and beasts that are 

competing against you. 

Example: Warriors should avoid equipment that gives bonuses to Intellect 

and possibly Spirit as well, unless you greatly need the extra armor or your 

old equipment isn’t giving you what you want either. Instead, search for 

appropriate Mail (or later Plate) that has Strength, Stamina, and Agility. If you 

tank a great deal, lean on Strength 

and Stamina. If you are more of 

a DPS Warrior, take all three and 

try to balance your needs. 
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SPECIALIZING A CHARACTER 

Nobody in WoW is meant to be exactly the same. There are many ways to 

configure your character for different forms of combat, and this goes well 

beyond a person’s class. Use of Talents, style, equipment, and professions all 

make a difference in the end result. 

The big question for each player is what do | want to accomplish in battle. 

Are you a healer, a damage dealer, or a support character? Do you want to 

be good for short bursts or for sustained effort? Is disruption of enemy forces 

more important to you than getting kills and glory? 

Before jumping into the “how” end of things, we’ll investigate the question 

of “why?” 

 PERKS OF-CHARACTER SPECIALIZATION 
Customizing your character is an enjoyable experience because you are mak- 

ing an avatar into your own reflection of a class. You are leaving the simple 

distinction of Warrior/Rogue/Mage, etc. behind; what appears in its place is 

your representation of that class. Making a name for yourself, exploring new 

ideas and style choices, and seeking new modes of victory are all waiting 

down this path. The rewards are considerable. 

If you stay along a general line, your character ends up with few weaknesses 

(only those given by your race/class). However, you are rarely able to play to 

your strengths unless you develop them. Specializing your character makes it 

much easier to win in battles where you are able to use your advantages. 

Does this mean that you lose more often when you cannot play to your 

strengths if you heavily customize? Yes, it does. In a well-balanced game, 

there have to be penalties to your choices as well as perks, and WoW makes 

great efforts to balance your options. 

The reason this isn't as much of a problem as it sounds is that a skilled player 

can often play to their strengths. Against many mobs and even some players, 

the ability to drive forward with your best abilities precludes the dangers of 

your weaknesses. That is why playing to your strengths and customizing is 

useful, doable, and a great deal of fun. 



UsmG YouR TatENT Points = 
o> Talents ore gained from levels 10-60 (for 51 total Talent points) 

<A» It is often powerful to specialize in two Talent trees, taking one until the mid 

40s, then switching to a secondary Talent tree 

eJ. You can Respec Talents at your character's trainer for a scaling fee (this fee 

increases from one Gold, to five, ond then to ten and beyond for additional 

Respecs) 

o> Talents greatly define what style of your class you wish to play 

The most obvious form of customization is provided directly by the class 

system. At level ten, you start gaining Talents. The abilities gained from this 

system are very powerful, especially when people devote their characters 

into specific lines; the deeper stages of specific Talent lines are quite impres- 

sive and rewarding. 

Before spending these points, take a long look at the lines available to your 

character. Because of the extended hours involved in reaching the higher 

levels, it’s nice to know what you are getting into. Instead of taking any 

Talent that looks nice for now, try to come up with a path that nets as many 

permanent, useful Talents as possible. 

On the whole, there are several varieties of Talent specializations. These are 

not identified directly, but an astute player can see where specific Talents 

are the most useful. Anything that reduces downtime and raises efficiency 

in battle is good for extended fighting against weaker targets; this is a style 

more for soloers than group members. On the other hand, abilities that are 

expensive but raise burst damage and effectiveness are critical in Instances 

and PvP fighting. 

D 
| 

I 
| 
] 
| 

i 

Decide what variety of character you are interested in playing. There is al- 

ways the chance that your needs and interests will change, but many people 

know somewhat what they enjoy doing from the very beginning. Try to cre- 

ate a Talent path that advances the areas of the game you enjoy. 

General Ability Tradeoffs 

Ability Type Powerful For ‘Weakest —0— 
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PvP builds are often about doing the greatest amount of activity in a short 

period. Instant abilities, helpful passive Talents, and other reactive perks are 

the focus here. Player vs. Player combat is often much shorter in duration 

than fighting against monsters in the field or in Instances. Thus, efficiency has 

less value compared to immediate power and survival. Specialize in burst 

healing or damage to be able to respond to the unpredictability of facing live, 

intelligent players in PvP combat. 

Soloers need to be independent; they don't have backup healing, easy 

damage, or safety. This necessitates a build where the character is fully 

functional in multiple aspects of play. Efficiency is stressed because there 

are no allies to fall back on, and long downtime is a very bad thing if you 

don't have anyone to talk to or to keep the experience rolling. If you are a 

soloist, seek Talents that make your favorite actions more effective, then use 

those abilities to their fullest. 

Group-friendly builds are some of 

the most specialized characters of 

all. These builds are intended to 

extend the weaker areas of many 

classes while honing specific 

strengths that are useful to allies. 

Seek increased potential in areas 

that are hailed by groups (better 

Damage Mitigation for a tank, 

more potent and dependable 

heals for a healer, and safe/constant damage from DPS classes). The group 

is present to negate the weaknesses of each member while extending the 

strengths of each member's build. 

Remember that a soloist can group, a PvPer can and will farm Instances, and 

so forth. Everyone should be capable of filling a variety of roles, but it's going 

to be harder going against your element. Choose the line that makes your 

favorite role more enjoyable, because that is what you spend the most time 

doing. 

This has given you an idea about how to think about Talents for your charac- 

ters. This discussion has still occurred in a vacuum. Shortly, in the next chap- 

ter, you will learn about specific Talents choices and the tradeoffs involved 

with specializing each character class. These choices are too numerous and 

complex to evaluate here. 
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HONINGEQUIPMENT =m 
Talents are by no means the end of character customization. Equipment 

choices account for a great deal of a person’s effectiveness. This doesn’t boil 

down to a simple numbers game (i.e. Go for higher level gear all the time 

and don’t stop). Rather, a focus on the type of equipment that completes your 

build is needed. 

The most basic example is for casters who are rising in level. These charac- 

ters need both Spirit and Intellect (Spirit for regaining mana and Intellect for 

having a large pool of Mana to draw from). A Soloist wants to have quite a 

high Spirit to maintain their mana and minimize downtime, since they are 

the ones casting in each battle. PvPers, at the other end, need to survive their 

current encounter no matter what the mana cost; they use Intellect for having 

the highest possible DPS for a given encounter. Even if recovery is slow as 

nails, they are free to drink water and cheer their victory. 

Attribute Preference Examples 

Class/Style | Pr 
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Primary Attribute 

These examples are neither exhaustive or absolute. There are major excep- 

tions created when people see a niche that needs to be filled. Imagine a PvP 

Mage who enjoys going into large-scale battles that last for several minutes of 

direct fighting. Such a character might shun the pure Intellect model and grab 

more Spirit and +Damage gear for their favorite spell lines. The goal is not to 

memorize a specific table to select what you need. Instead, view the process 

that others use to create their customized equipment sets and see how it 

relates to your character. 
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Fast Weapons 

«P Enhanced by Direct Plusses 

Slower Weapons 

<a Deal Damage in Bursts, 

to Damage Very Good for PvP 

e Better Against Casters eJ» Do More Damage with 

e Feel More Responsive "Instant Cast” Melee 
Attacks 
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Weapon speed has a number of complex aspects, and the system for it has 

changed several times during the evolution of WoW. Faster melee weapons 

were the ideal choices for Alpha and early Beta use, then things grew 

interesting. During early retail and for some time afterward, slow weapons 

grew to prominence because instant-use abilities would do so much damage 

with them. Rogues often tried to get the slowest available weaponry for their 

attacks, and Arms Warriors were no different. 

In modern WoW, there have been changes to normalize the amount of dam- 

age instant melee and ranged weapon attacks deal. This makes a much wider 

variety of weaponry useful to characters, and in many ways is quite a positive 

change. All characters now have good reasons to go with each fast or slow 

weaponry. Faster ones are better for getting consistent DPS, poison use (for 

Rogues), or other +Damage On Hit abilities/items to work. General proc 

effects, however, are fine with any speed. And, if you want to have higher 

burst damage, the slower weapons are still superior for that. 

Ask yourself where your character will do the most damage, in burst situa- 

tions or extended fighting? For PvP, especially with physical classes, burst 

damage is very important. The moment you start dealing damage, someone is 

going to come after you. Crowd control abilities are soon to follow, and your 

DPS is going to shut down for a bit. That is why it's good to slap a character 

with a 3.8 second weapon shot! If they end up controlling or avoiding you for 

a few seconds afterward, you haven't lost much of anything. If you had been 

using a 1.2 second weapon, you would have missed at least a couple hits. 

High-speed weapons are often better for PvE because of their consistency. 

You won't have sudden bursts that rip aggro off of things when you aren't 

ready for it, and neither will you have entire seconds of waiting for an attack 

when you just need to do a few points more. 



-REHNING-YOUR"PEAYSTYLE =” 
Once you have the Talents, equipment, and knowledge to support your 

interests, victory comes from refining the techniques you use in battle. Which 

attacks aren't as useful in light of your new Talents; which moves are now 

essential, and need to be used earlier in the fight? Try to work on pounding 

your techniques into a trim and effective weapon of their own. If you want 

to get really scientific about it, time your battles against monsters of the same 

type and level and see if you can reduce the period it takes to defeat them. 

The same method can be used to reduce damage taken (kill-time and limiting 

damage taken are often linked to some extent anyway). 

Look at the abilities you use in battle. Which of these make the most differ- 

ence over the course of the battle? If you have status buffs and debuffs, see if 

there are better times to cast them. Some of these can be done before battle is 

engaged, so work on mastering a lead in to fights that frees your character to 

use direct combat abilities as soon as possible. 

Perhaps a change of quickbar is in order at this stage. One thing that slows 

players down a great deal is the inefficient use of the game's interface. Many 

players who take the time to reorganize their quickbars are impressed at the 

difference in their character's performance. Keep abilities that aren't used 

often on entirely different bars and streamline the buttons that are used in 

each and every combat. Try to use an ascending order that fits the progres- 

sion of battle, such that your fingers know where to go without you losing 

time looking down at the keyboard. 

Don't rely on the mouse to click abilities! Sure, you can put up extra 

quickbars from the Interface Menu and click on things that aren't needed in 

the heat of the moment (e.g. Hearthstones). For in-combat abilities, hotkeys 

are king! 

Even these issues are part of customization. If something doesn't feel right, 

work hard to change it. Look through the key bindings and make sure 

everything is where you need it to be; Stance/Form shifting can be bound to 

keys as well. You may want to put those beneath your most active fingers to 

smooth the transitions. Warriors 

and Druids must be able to move 

from one stance/form to the next 

without any delay or problem; this 

is essential to their proper domi- 

nance in both PvE and PvP. 

Being an adept player is great, but money still makes the world go around. 

Buying from vendors and players is only one sink for money in WoW, and 

you are going to need plenty of cash just for those folks! Trainers take their 

fair share as well, and by the end of the day very few people have more gold 

than they need. So, how do you plan to stay in the black? 

UwpERsTAND'bOOT TABLES oo” 
Being out in the wild is interesting when looking for treasure. Unlike the 

rewards for quests or defeating specific, named enemies, there are many 

random pieces of treasure that drop from normal creatures. This is entirely 

random within the bounds of loot tables. 

Your characters receive the majority of simple Uncommon/Green items and 

trade items while out in the wild. While fighting easier creatures, you are 

likely to find high quantities of gear that is slightly beneath the monsters’ 

level. Rare and Epic gear is extremely unlikely to drop from these easier 

fights, and when it does there is a fair chance that the item won't be one for 

you specifically. 

Outdoor fighting is great for leveling, fine for getting trade materials, but is 

too unpredictable for gearing up characters beyond a certain point. 

The drop-rate for Rare gear tremendously improves when you fight large 

groups of Elite monsters in dungeons. These Instanced areas also have set 

bosses with loot tables that are specific in what they drop (giving you the 

ability to know what is likely to fall each time they die, within a modest mar- 

gin). Thus, gearing up is very much about hitting dungeons with your allies. 

Go into such fighting with a group of mixed character classes to reduce 

competition for high-end drops. 

To find out what is available from a given encounter, look up a creature's 

loot table. This guide and a number of other Brady products, reveal where to 

get quite a few of the best items in the game. There are also online resources 

that allow you to search by monster name or item name/type to find out 

where equipment is gained. Asking other players where they found specific 

gear is yet another source of information. 

T 
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Just as the most simple way to gather experience comes from grinding against 

monsters, you can gather a great deal of money from selling loot to vendors. 

Almost all of the creatures in the wild have something worth selling (whether 

they are living, dead, beast, or construct). Fight against creatures at a fast rate 

and harvest their goodies for future sale to players and vendors. 

Sell anything that cons grey to your character, then take a look into the uses 

for the various crafting items and other goodies that fall. If there is a market 

for the remainder of your inventory, hold onto that until you can make an 

Auction House run. 

It's a very big mistake to be picky about the items you snag from monsters. 

Sure, some creatures are terrible about dropping good stuff (Slimes take 

forever before they started dropping fun stuff), but even these enemies oc- 

casionally have a rare gem or magical item. Beyond that, if you have tons of 

space in your bags, there is no reason not to grab everything in sight! It takes 

almost no time to sell items, and every single piece of gold adds up. Indeed, 

it sounds foolish not to loot a corpse with a mere silver piece on it. Why 

then, would anyone stop collecting vendor trash that could add up to many 

gold pieces in the long run? 

For faster looting, hold down shift while right-clicking on bodies; this loots 

everything at once and is slightly faster for getting you on your way again. 

BoP items won't bind to you by doing this; a query bar rises instead, and you 

have the choice to take the item or leave it on the body. 

A very wise investment early in your character's career is to buy bags from 

the Auction House. The vendor prices for bags are never good for you. In- 

deed, there are always crafters making bags for alts and newcomers, and you 

make a great deal of money in the 

long run by having larger packs to 

stash goodies. You never want to 

run out of space in a dungeon and 

have to pass up loot that could 

pay for one or two of your packs 

just by itself! 

Vendors keep a list of the last ten items that you sold them. At any time, and without 

penalty to your finances, the vendors will allow you to buy bock what you have sold 

them. This is such a nice function to prevent you from losing that Rare shield that you 

didnt mean to right-click while selling. 
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There are plenty of craftsfolk out there who need a constant supply of leather, 

cloth, metal, herbs, and magical powders. If you aren’t interested in creating 

items, try out the gathering professions. In any event, selling the ingredients 

for crafted items to their creators is profitable throughout the levels. Use the 

Auction House to accomplish this unless you have friends or guild sources 

that need first crack at these items. 

Knowing where to gather your items can make the difference between slim 

pickings and a lucrative trade. People don’t usually go to Teldrassil for mak- 

ing it rich as a Miner, eh. Indeed, talk to other people and learn where some 

of the best spots are for getting the items you seek. Open fields have more 

beasts for leather, humanoid caves often have both metal deposits and cloth 

or leather to harvest, and herbs are specifically located because of their in- 

ability to grow in inhospitable regions. 

Don’t let your inventory control you either. You may harvest enough material 

to fill your bank vault and your packs, but understand what your merchandise 

is worth. Stay current on the going rates for your items and only slide a bit 

under that quantity when selling. A few silvers can attract a buyer almost as 

quickly as entire gold pieces worth of discounts. It’s similar to running away 

from a bear when you have a gnome in your party; you don’t have to outrun 

the bear (you just have to outrun the gnome). When competing against other 

sellers, there is no need to cut the market. 

There may be specific places that bring in money at a fast pace for your char- 

acter. Perhaps you have a group that brings down clusters of enemies quickly 

with AoEs. Or, you may have a favorite cave where there is metal, cloth, 

and vendor loot that sells half-decently. In any event, farming for money is a 

tradition with a long and glorious past. 



Much like grinding for experience, you can grind with loot in mind. Find an 

area with as many of the target monsters as possible and hop to it. Though 

this is often a good solo practice, groups sometimes form with different 

needs. Perhaps you are trying to get an Uncommon or Rare Elemental drop 

(Breath of Wind or some equivalent item), and another character wishes to 

hunt for experience in the same area. Joining together can help both indi- 

viduals; agree to divide loot in a way that lets you farm for your items while 

the grinder gets what they need as well. 

Small teams with different Professions work nicely in this field as well. Hav- 

ing a person to skin, another to mine, a cloth gatherer, and so forth keeps the 

peace perfectly. Everyone can get what they want while journeying around 

the world without having to roll for items. 

-HuNHNevOTNRNRES tee 
Bind-on-Equip Rare items are extremely valuable. These blue pieces fetch a 

massive sum on the Auction House because people who are funding their 

alts are interested in getting the best gear without always putting in the work 

to hunt through dungeons or wait for drops that are never a given. Thus, you 

can strike it rich very easily by going through dungeons and waiting for the 

right pieces to drop. 

A prime example of this comes from Shadowfang Keep. This Instance dungeon 

drops a Rare BoE piece every few runs (this is random, but making a few fast 

runs gives you a high chance of getting what you want). Because such pieces 

are going to be a few levels below the enemies that drop them, you can 

expect to find many items in the high teens from that dungeon. This makes 

Shadowfang Keep ideal for grabbing “twink” equipment to sell on the Auction 

House. Alts with a huge amount of money who want to camp at level 19 in 

the Battlegrounds sometimes pay 20-100 gold pieces for even these low-level 

items. One lucky drop that doesn’t take more than a few hours of farming to 

find can fund your character for quite some time. 

By the time you are in your 30s and 40s, your character can blow through 

Shadowfang Keep without any help, delays, or frustrations. Money, 

money, money. 

BECOME ONE WITH THE 

<a> You Pay a Deposit Every Time You Post an Item on the Auction House (Based Off 

a Percentage of that Item's Value Multiplied by the Duration of the Auction) 

eJ» A Percentage of the Sell Price is Also Token by the Auction House as a Fee (This 

Percentage is High for Neutral Auction Houses) 

e You Won't See the Exact Duration of an Existing Auction; Instead, the System 

Lists a General Time (Short, Medium, Long, Very Long) 

e The Upper Price for an Item is the Amount of the Current Bid on it; The Lower 
Value is the Amount Needed to Immediately Buy Out the Item 

<a» Be Very Careful When Typing in Sale Values and Bid Quantities (A Slip Here can 
Cost You Dearly) 

e Purchased Items and Money for Sales Appear in Characters’ Mailboxes 

The Auction House is a blessing in every way. Having a major center of trade 

opens the window for players to cooperate with everyone in their faction 

(and beyond, in the case of the neutral Auction Houses in the Goblin towns). 

Setting your Hearthstone to a capital city with an Auction House is rarely a 

bad choice, considering how often people return here to talk, trade, and find 

new items. 

Sell useful items through the Auction House instead of vendoring them. 

Players who do this make far more money in the long run. There is a deposit 

every time you put items into the AH, and this increases proportionally as 

you set the timer for an auction for a longer duration. There is also a tax on 

final sales in the AH, and this is higher for the neutral Ahs. 

The best bet for keeping your money flowing freely is to sell only your higher 

quality items (the ones that move quickly through the AH). People are rarely 

interested in equipment of low quality, so the profits for such items are higher 

through vendoring in a number of cases. Watch the AH by the searching for 

the very items you wish to sell and see what prices they are going for (and if 

people are really bidding on them). If the products aren't moving well, try a 

lower buyout than the other sellers. 

If moving inventory is more important to you than the raw price, try very low 

starting bids. This really encourages impulse buying for anything useful; as 

long as the price is still low, players may push back and forth trying to keep 

their bid on the item. This sometimes leads to prices above what the players 

would have paid originally, but 

they become somewhat attached 

to the auction itself. You can't 

count on this, but it does happen. 
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Profession/Ability | Service Provided 

Selling Potions, Tronsmutes for Higher Metols ond Elements (On Timers) 
Occasional Weapon or Mount Enhancements (Not Highly Valuable) 

Wide Variety of Equipment Enhancements 

AC Make Scopes for Ronged Weapons, Make Ammo, Some Explosives Are Usable By 
ngineering 

Non-Engineers Also 

Cue Rugged Hides (On o Timen) 
Make Bags, Make Mooncoth (On o Time) 
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eJ» Orgrimmar and Undercity Are Maior Trade Centers for the Horde 

eJ» Ironforge and Stormwind Are Major Trade Centers for the Alliance — 
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Your characters can also make money by selling services to other players. 

Because everyone can master two professions (at most), it is common for 

players to need the services of other people from time to time. Blacksmiths 

attach Shield Spikes, Riding Spurs (for mounts), and other such goodies for 

weapons and armor. Enchanters prepare special concoctions to boost the 

power of items. Rogues can learn Lockpicking and open lockboxes for a tip 

or for goodwill. 

When advertising your own skills, use the Trade Chat channel and prepare 

a text macro that quickly states your available skills and associated costs (if 

any). Try to keep this to one or two lines to prevent your message from filling 

up everyone's message windows. Use your macro periodically, but not more 

often than every few minutes. While doing this, participate in the channel 

and help others; it's useful to have a clientele that already knows who you 

are and respects your attitude. 

To receive services, ask in Trade Chat if anyone has the skill level you seek 

in a profession. Be up front about what you want and they often are just as 

forthcoming about the price they require for their time. Don't by shy about 

saying “How much do you want?” if they don't list a specific sum. Under the 

—— friendly conditions, the other character may not answer firmly. Be sure to tip 

such people if you can afford to; it keeps the goodwill flowing and won't hurt 

you on any return visits. 
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SPENDING YOUR WEALTH 

There are more ways to spend money than to make it; that is the usual truth 

of things. Carefully choosing when and where to spend your hard-earned 

cash is very important, especially at low levels (where it's harder to make 

substantial amounts). 

Lramw'CrassS"ABiLITIES FIRST =” 
Before looking for new items or having fun with your money, make sure 

that your character's abilities are current. Every even level, talk to your class 

trainers and see which new abilities are available. If you use said abilities 

or would like to, buy these before any purchases of equipment, services, or 

whatever else you enjoy. Having abilities trained to their fullest is extremely 

important, and the cost is minimal if you are willing to do some hunting on 

the side from time to time. 

To avoid taking a more substantial hit to the wallet every two levels, it is 

possible to ignore some abilities (for some classes). If you are a Warrior who 

never uses Berserk Stance, don't train in Slam or Cleave. A sword-wielding 

Rogue could forego Backstab and Ambush for quite some time too. Almost 

all classes have abilities that they may not use, depending on playstyle. Save 

money in the short term by holding off on their purchase. It's always possible 

to return later and train these skills when the cost is lower (compared to your 

total earnings). 



Whether you are finding, creating, or purchasing items that are used while 

adventuring, be certain to resupply from time to time. Bandages, food (for 

you or any pets), ammunition, repairs, potions, explosives, and other treats 

all cost time or money. If you enjoy using these goodies or at least fall in love 

with what they can do for you, put the money down and make sure your 

characters stays prepared. 

Keep EourPvMENT UP TO DATE = 
Many, many gold pieces go toward keeping your character’s equipment up to 

date. At first, quests and general loot are able to keep characters up-to-speed. 

Decent items drop somewhat easily over the first 20 levels, and there are 

substantial numbers of quests with useful rewards. 

In the mid-and-later levels, however, characters start to need better equip- 

ment. This necessitates going into dungeons more often and buying at least 

Uncommon items from the Auction House, with an occasional purchase of 

Rare gear. When doing this on a budget, look for the items you need over 

several days and only jump at bids that are priced below the norm. This 

saves you considerable money (at the cost of your time and patience). If you 

instead need an item as soon as possible, pay the premium and start buying 

out everything that looks nice; the sellers will love you. 

Without a heavy investment in farming for money, you won't likely be able 

to purchase every Rare piece of equipment you like from the Auction House. 

The best middle road, for those of us who never have quite enough cash, is 

to plan your equipment ahead of time for every ten levels or so. Look at the 

Rare gear in each bracket and decide what your dream pieces are. Find out 

which of these can be sough directly and which are instead world drops (in 

other words, which ones are quite random). 

Once you have done that, hunt for the pieces that drop in specific locations 

and only seek the Auction House for item slots that don't have any farmable 

choices for the next six to ten levels. By doing this, you only have to purchase 

a slot of gear from the Auction House every now and then. 

EMIT eec 
Using the bank saves characters from losing bag space. It's unfortunate to 

lose vendorable items because you have your bags loaded with ammunition, 

food, potions, skins, and whatever else has crept in there. Anything that isn't 

needed for a specific outing should be left in the bank vault and taken out at 

your convenience (especially trade goods). 

For a one-time investment of cash, you can purchase extra bag slots in your 

bank vault. Notice how quickly the prices rise for additional slots; it is far 

more effective to use high-end bags than to purchase many bank slots. Each 

new tier of space costs more than the previous slot, so people need a heavy 

sum to unlock the later ones. 
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Though bags are a bit costly early on, crafters can save you tremendous time j a 

and frustration by creating some of the larger bags at a decent price. Ask your 

guild or friends if they know a good Tailor, then see if those folks are able 

to set you up with four larger bags at a fair cost. It’s only worth buying bags 

from stores when you are entirely wealthy and only need a spare 6-Slot for an 

alt; otherwise, crafters are able to make bags at immensely lower prices. 

Bags can drop from monsters as well. Though these aren’t found with high 

frequency, you are going to find a few during your rise through the levels. 

These are best used to supplement your bank (rather than hoping to find four 

of the highest sized ones in any short period). 

Bag Size — Loot Tables 
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The simple way to decide what to spend money on is to look at future earn- 

ing potential. What items/skills are going to help you make money faster? 

Is it going to help you more to master a ranged weapon or get a new chest 

piece? Look at what your character does well and what they do poorly; spend 

money at both ends of that spectrum first, then deal with the in-between later. ^ - 

Mages deal tons of damage but die quickly (spend money on doing even ) 

more damage or on saving your rump). Don’t fret over raising less important Hi 

attributes, peripheral abilities, and other such concerns until you know that 

your best equipment is on par and your central abilities are fully trained. 
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Do a bit of research to avoid spending money at the wrong time. If there are 

important class quests coming up, you often have some nice items in your 

future; it's better to buy equipment for slots that aren't going to receive quest 

upgrades anytime soon. By the same token, don't waste serious gold enchant- 

ing an item that you are going to ditch in a level or two. 

EXPLORING 

Moving around the world and seeing the impressive variety of locations is 

a source of lasting joy. The zones in WoW are well differentiated, so it's 

a shame not to fully explore Kalimdor and the Eastern Kingdoms. This is a 

task that has subtle but worthwhile benefits for future play, as you also learn 

more about camp locations, monster variety, and other such matters while 

exploring. 

Fennen owe MAs 0 
Region maps start off without many locations uncovered. It is your respon- 

sibility to fill out the map over time by visiting the major points of interest. 

Each location you discover opens a new section of the map and awards you 

an exploration bonus (a slight gift of experience). Though this process isn’t 

profitable by itself, given that hunting earns far more experience than wan- 

dering, it feels very good to have your maps uncovered for all major regions. 

Instead of racing off to fully explore each map when you enter a new region, 

take the time to explore naturally, using the direction of quests and hunting 

to guide you. This way, you are never just exploring. You are finishing quests, 

making money, gaining experience from multiple sources, and having a good 

time too. If you choose to grind your way through an entire zone, fighting 

everything you see, the map uncovers just as nicely as if you spent all the 

time looking about and avoiding those fun skirmishes. 

If you have trouble getting a specific section to come clear, try to walk closer 

to the major buildings, caves, and general landmarks inside that area. Just 

because a new text name appears in your map header doesn’t mean that 

the area is uncovered (that doesn’t happen until you receive the “You Have 

Discovered XXX” message and get the experience bonus. Walk deeper into 

each new area to find such bonuses. 

Dungeons are a useful point of interest because they often have heavy fight- 

ing, some metal or herb deposits, and quests to complete. Try to find where 

all of the dungeons are located when you are exploring even if you don’t 

have quests for them at the time; it's common for quests to send people all 

around the world for various goals, and knowing where you are going can 

cut down on lost time. 
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Microdungeons are found in most regions. These areas are part of the normal 

terrain (in other words, you face no loading screen and can freely walk into 

the dungeons and back out without delay). There are often many monsters in 

microdungeons, but they won’t usually be much tougher than the beasts and 

enemies walking out in the fields nearby. Unlike Instances, microdungeons 

aren’t based on elite monsters, large pulls, and having a group to protect you. 

Microdungeons are some of the best places to camp for metal in WoW. 

Though you can get more metal by running around entire areas, taking 

everything you see (once you know the spawn points for the deposits), there 

are several benefits to camping a cave. For one, the creatures there are worth 

plenty of experience if you are at the right level for fighting in the dungeon 

(which is often the case if you stay current on your Mining). Getting metal, 

experience, and loot at the same time is a major boon. Beyond that, the flow 

of metal out of a dungeon is reliable compared to searching external sources 

that people can mine casually. 

For the best of both worlds, find all of the dungeons in a given region. 

Look on the maps once they are filled out to find caves and other places to 

explore, then go to each place at least one time. Record the items you need 

from each place (metal here, herbs there, cloth-dropping foes at this location, 

etc.), then create a loop. Visit one site, kill everything, take all of the items 

there, then move on to the second site. Moving around a zone in this fashion 

is amazing for raising gathering Professions, collecting materials to sell, and 

for gaining a moderate amount of experience. 

TAKING:ON"WorRED DUNGEONS — — —— 
World dungeons are very different from microdungeons. As you might guess, 

these dungeons are much larger than their cousins. However, this is one of 

the superficial differences between the two. In fact, there are far more daunt- 

ing challenges in world dungeons. 



If you have missed the term 

Instance before, it means that 

an area is not part of the shared 

world. If twenty groups go there, 

twenty versions (e.g. Instances) of 

the dungeon are created. So, only 

your group is going to head into 

the fire; expect no surprise assis- 

tance or enemy intervention. 

TRAmsorWonRtb DUNGEONS ^ — — 
e» These Dungeons are Instanced (Every Group Goes into Their Own Version of the | 

Dungeon) 

eJ» There is a Loading Screen to Mark the Separation Between the Shared Game 

World and the Instance 

e» Many Creatures in World Dungeons are Elite 

e Battles Inside World Dungeons are Often Harder, Involve Scripted Bosses (in 
Some Cases), and Have Greater Rewards 

eJ». Horde and Alliance Members can do All World Dungeons (Even Those in Enemy 

Territory) 

A »4 M PES 

At the suggested levels, parties without five people and very impressive 

gear may have trouble. Unlike fighting out in the field, world dungeons are 

meant to challenge, frustrate, and even defeat parties that aren't experienced 

enough to survive the complex battles within. This is not a measure of a 

party's worth, as the vast majority of groups have to contend with full wipe- 

outs and other such setbacks the first few times they try to overcome new 

world dungeons. 

To make your attempts safer, be sure to mold the group before it heads into a 

world dungeon. Find people who you know and trust to play their characters 

with high skill. Beyond that, make sure everyone is willing to dedicate sev- 

eral hours to completing the task (most of the world dungeons are somewhat 

long, and having people leave in the middle can be disastrous for the group). 

Practice techniques against many of the creatures early in the dungeon and 

get a feel for the style of the place. In general, a group that has trouble early 

on needs a couple more levels or some better gear before they can complete 

that Instance. 

Choose a very good leader for every Instance run. It is so important to have 

skilled and trusted leadership that a well-run group can function better than 

one with members of higher level, carrying better equipment. If you want to 

be a leader, run the Instance multiple times, look for key ways to avoid extra 

aggro, reduce fight times, and finish the boss battles without losing people left 

and right. Exchange strategies with other leaders and test out new methods 

frequently to keep your groups trim. With a good leader, Instances can be run 

sooner and without resorting to specific class combinations. 

Always discuss loot rules and any pertinent etiquette before entering the 

actual Instance. In fact, get everything straightened out with other play- 

ers before people head all the way out to the appropriate region for the 

dungeon crawl. If you think you need a dedicated healer, don't assume 

that a Shaman is specced for it. Ask them, "Are you comfortable being our 

primary healer?" If they say no, don't put them in your group to heal. If you 

only have that one slot left, apologize, then explain that you need to find a 

healer and thank them for their time. 
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Be especially careful not to be impulsive or greedy during dungeon runs. It 

takes a great deal of time and work to get a good group together and push 

through a challenging dungeon for an hour (or two, or three). Because of that, 

it’s even more important than ever to watch what you are doing. 

Click Carefully: Many of the groups that don’t run with a Master Looter are 

going to be using Group Loot or Need Before Greed. Either way, you are going 

to see many loot items appear. Listen carefully when group rules are explained, 

make any objections at that time, and do not break your contract with the 

group once everything is settled. Only roll the way you stated you would from 

the very beginning. There should be no changing the system, no calling dibs 

suddenly, and no sudden surprises. 

Loot When You Are Safe: Do not run off to open chests, mine, harvest herbs, 

or do other activities during battle. By the same token, don’t waste time looting 

corpses while a battle is still in progress. This is certain to get your group an- 

noyed, and it risks people's safety. 

Stay With the Group: Unless you are the one pulling monsters back to the 

group, stay with everyone else and don't wander. Failing to heed this is a sure 

way to pull an extra patroller back onto the group at just the wrong time. 

Disagreements: Everyone thinks that they know how to do things the best way 

(well, it seems like everyone feels that way). It may be true that your ideas are 

better than the existing group leader. Regardless, do not call them out in the 

group chat at first. Message them privately with your clever ideas. They might 

very well use them! If the leader is outright rude, poor, or acts like a genuine 

nutter, consider telling the group your ideas then and see what they think. It's 

not likely to make things better, but it's a good second course to take. 

If that fails, leave. Don't yell, don't whine, don't argue. Apologize and leave. 

This is the best way to keep your dignity without busting your head against the 

wall for hours on end. 

Mind Those Pets: Note that pets can get entire groups into major trouble. If 

you send your pet into the wrong enemy group, everyone might die. If your pet 

paths oddly, everyone might die. If you leave your pet on aggressive, everyone 

in the group will strangle you (not quite, but don't do it). Use your pet carefully 

at all times. If you are about to drop to a lower area, put the pet away. 

On the flipside, healers should look out for pets too. Hunters especially don't 

like losing their beloved allies, and it sure helps to have a free tank in the group. 

When you can spare the mana, keep those pets hale and hearty. Remember that 

you can target pets quickly using the same function key of that group member 

(e.g. if the third group member is a Hunter, hitting F3 would target the Hunter 

normally; tap the key a second time to target the pet instead) 

Warlocks Are Not Your Toy: Warlocks can summon characters under certain 

circumstances. This requires the Warlock to use one of their items, get two 

other group members to help them, and takes their time and energy to put 

together. It is not their obligation to do this for you. If you are on the other side 

of the world as a group is forming, you should ask any Warlocks in the group if 

they are willing to summon you. Offer sincere thanks if they say yes. Offer a tip 

too (many of the Warlocks will say no). If the Warlock wants a tip, pay them a 

portion of what it would take you to get there anyway. Remember that you lose 

time and money to get places. If a Warlock wants 50 silver pieces for a sum- 
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mon, pay them and kill a few creatures while the group gets together. You can 

make the money in the time that Warlock just saved you! 

Mage Food/Water: Mage Food and Water is a gift for dungeons. It saves people 

a massive amount of money. Again, offer to tip Mages when you ask for these 

favors, and certainly thank them for their time. 

Warriors Pay the Price: Warriors don't have a major service to sell, and their 

repair bills are higher than anyone else's. It's sometimes tough to be a Warrior. 

For other classes, remember that. Help out your Warriors by giving them a bit 

of leeway on the items they roll Need for. Remember that most tanks need a 

two-handed weapon, a one-hander, a shield, perhaps a second one-hander, 

and a full list of tanking gear (perhaps a PvP set as well). Quite a few guilds 

help to gear up their Warriors for this reason. Love your Warrior. Support your 

Warrior. The good ones ensure that you don't eat dirt for a living. 

^Heal Me Now:" Don't yell at your healers. Either they stink or they don't. If a 

healer is poor, they won't heal well no matter what you say. Don't invite those 

healers back into your groups, but don't ruin their night by calling them names 

either. You don't know if it’s a nine-year-old behind that screen; they really 

might be doing their best already. You aren't obligated to play with people 

who are poor at their class (and you shouldn't), but don't get nasty just because 

you died. It happens. Healers get more blame than just about anyone. Think 

about that, empathize, and play a healer to level 60 yourself before getting too 

judgmental. Beyond that, you might have been doing something you shouldn't 

if you are getting a lot of aggro. If you aren't the main tank, maybe the healer 

shouldn't be healing you that much. 

One Puller Only: Make sure one person is assigned for pulling monsters to a 

group. If that person messes up, let them die on their own and Resurrect them 

when the monsters are gone. If you aren't that person, don't start any fight 

unless you have no choice (e.g. a patroller is aggroing on the back of the group 

and is about to attack the Priest, so you attack it first). 

Rely on the Main Assist: Make a macro to /assist "character who is main as- 

sist" and use that for your targeting. This is ideal for keeping the group's fire 

on one target. 

Don't Run: Most of the time running gets you killed in Instances anyway. Un- 

less your group leader orders everyone to ditch, hold your ground. If you are 

going to die, then die with honor. 



Group Roles take the general knowledge and tactics of this chapter and ex- 

pands on that to cover group functionality. Being able to control your charac- 

ter, rise in level and power, and find the right items is enough to bring you up 

in the ranks. However, a group with five soloers is not as effective as a group 

with five players who are skilled at grouping! There are tricks that work quite 

well when you have others on your side that would be worthless when tried 

solo. Learning these creates a synergy within well-played groups; that edge is 

what leads to victory in world dungeons, raids, and mass PvP combat. 

.ES: IN SHORT 

Going past the terminology, players benefit from understanding what the true 

components of a group are capable of providing. Look at the following list 

and consider the way battles are won in a mathematical sense. By reducing 

incoming damage, shortening encounters, and extending survival time, 

characters of different roles are able to assist the greater needs of a group in 

separate ways. When facing various and unknown opponents, it is essential 

to have multiple answers to each problem. 

Group Roles and Functions 

Role | Importance in Battle 

Various classes exist between these three niches, so the distinction we 

make here is one of action rather than an innate role. A Warrior, for 

example, can be both a damage dealer and a tank! Amusingly, Mages are 

quite the same; they deal damage to enemies while mitigating damage 

through crowd control. 

The key to a successful group is to 

figure out what ratio of mitigation/ 

damage/healing is needed for a 

given challenge, then to assemble 

a group that creates such a ratio. 

Tanks and crowd controllers are intended to stop incoming damage in one 

way or another. Tanks gather enemies around themselves and force the 

aggro to stay put; this reduces incoming damage by keeping it centered on 

characters with high armor and survival rates. Crowd controls perform the 

same function by stopping enemy attacks, preventing their movement toward 

desirable targets, and so forth. 

Warriors, Paladins, and Druids in Bear Form are able to survive hits far better 

than many of the other classes. These three tanks use abilities to get aggro 

then disable enemies as best as possible (e.g. Warriors use Demoralizing 

Shout and Thunder Clap to reduce incoming damage beyond what their plate 

armor already accomplishes). 

Crowd controllers, like Mages, Warlocks, Rogues, and sometimes Priests try 

to take a specific enemy's damage entirely out of the battle for a time. Poly- 

morph, Banish, Sap, Mind Control, and Shackle Undead are all abilities with 

the potential to stop enemies from being productive. 

Obviously, characters can mitigate damage while still contributing to party 

health or DPS. A Warrior who is immensely survivable but can’t hold aggro 

isn’t of very much use. The key is to understand when to mitigate damage 

and when to switch toward other aspects of battle. See the following table for 

a better understanding of this. 

Mitigation Abilities and When to Use Them 

BE UM ee See 
[Did | High Armor in Beor Form During Battle: To Give Other Tonks Time to Regain Aggro or to Delay PvP Forces 

Before Combat: Trops Are Used to Slow Groups or Immobilize Individuals 

During Combat: Moges Take Enemies Qut of Combat With Polymorph or Greatly 
Polymorph, Frost Spells 
— Slow Groups With ke Snare/Root Effects 

: High Armor, Stuns During Battle: ge. Stuns Mise Fully for a Short Time, Paladin Armor 

Allows Them to Survive Aggro Gained from Healing 7 

Before Combat: Rogue Saps Couse Very Long Incopacitation Time to Humanoids, 
Sop, Many Stuns, Blind 

InCombat Stuns Are Also Useful Against PvP Enemies and Lesser Targets 

CLIP rg inr tno D | oss Gi ML NDS CQ AN d Shut Devi cg Eny Dima ombor. 

Mitigation, ADE Feo we eme 

Whatever class you choose, understand the time and place for your mitiga- 

Shackle Undead, Psych 
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Scream, Mind Control p 

4 
Frost Shock, Eorthbind Totem | During Combat: Shamans Slow or Stop Enemy Forces Even on the Run 1 

Banish, Seduce, Fear During Combat: Warlocks Are Able to Produce Very Long In-Combat Crowd Control | 
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tion. During light combat, mitigation is of less importance than healing or 

damage. When there are many incoming enemies (such as you see during 

many dungeons), mitigation becomes the most important aspect of group 

survivability. Without proper mitigation, healers won't be able to keep up. 



Mitigation is also not a practice for any single member of the group. This is 

an ongoing and multi-faceted affair. The Warrior mitigates by engaging a full 

group of enemies, pulling them onto herself, and using abilities to reduce 

their damage. Then, a Mage in the same group uses Polymorph against a 

caster off in the distance to mitigate that enemy. The Shaman of the group 

drops totems to decrease the damage coming at the Warrior, and also uses 

Frost Shock to slow anything that breaks away from the Warrior and tries 

to get to her healers. Don’t let enemies do what they want! Reduce their 

damage, reduce their movement, reduce their options. This is the key. The 

character chapter, Rising in the Ranks, goes into great length on this matter. 

DAMAGE DEALERS 
Almost every class can deal damage when configured properly. This person’s 

Mere s 

duty is to knock down enemies quickly. Every foe that falls is unable to deal 

damage for the rest of the fight, meaning that DPS characters are able to 

protect the party by negating enemy activity in a permanent sense. 

The most effective way for DPS characters to operate is to deal targeted dam- 

age to enemies who are most likely to die quickly (or to target the enemies 

who deal the most damage). To wound all enemies is not good enough for 

most situations; slaying targets is the true benefit of damage dealing! Thus, 

damage done by DPS characters needs to be concentrated so that each target 

dies as quickly as possible. A leader should be chosen among the damage 

dealers, and this person picks each target with a mind for kill rate vs. threat of 

target (this person is called the Main Assist). The faster the kill, the better the 

target. The more dangerous the target, the more important the kill. Quickly 

rate all of the enemies in a battle along these lines to decide what needs to be 

destroyed, then start opening the metaphoric can of beatdowns on your list. 
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The person chosen to be Main Assist should be a player who understands the 

given raid/dungeon area extremely well. For there, it helps if that person is a 

melee class (so that they are actually there in the action). Everyone else who 

is on damage duty needs to have an /assist macro for the Main Assist so that 

damage is properly focused. 

To decide which targets come first, look at how past battles have gone. Which enemies 

deal the most damage to your party? Casters, creatures with major debuffs /combat 

control, and other such aggressive foes are usually high risk. Luckily, they are also softer 

kills. This ranks highly for both criteria you use. 

Take down high damage or crowd control targets as soon as possible, then move on to 

foes with less opportunity. Often, the most enduring targets are the weakest, so they 

can be dispatched at the end of combat. Bosses are the big exception to this; removing 

any substantial allies a boss has may not be possible because of a boss’ immense DPS 

(in other words, you may have to ignore fast kills to make a mad scramble against a 

superior target). Each boss fight has its own strategy and tactics, so that isn't something 

to worry about here. 

eee 

| Wield Weapons With High Stot Bonuses (Avoid Pros), Use Cat Form, Spec for Feral Combat =| Weapons With | Wield Weapons With High Stot Bonuses (Avoid Pros), Use Cat Form, Spec for Feral Combat =| Stat Bonuses (Avoid Procs), Use Cot Form, Spec for Feral Combat 

Sustainable DPS is the Best in Game, Multishot + Pet + Ropid Fire + Stings Alone Add Up (Volley Against Large 

Groups) 

Spec in Fire ond Arcane, Use Many AoEs Against Groups of 3+ Enemies, Many Instants When Mana Efficiency 

Doesn't Matter 

LT NM Spec for Retribution, Rely on High-End Weaponry (Not Easy to Deal High DPS os a Polodin) 

Not Often a DPS Class, Though Holy AoEs in Massed PvP, Shadow Spec for Ruining Single Target 
High End Weapons, Backstob and Assassination for PvP Damage, Combat Spec for PvE 

Great Single-Torget DPS Through Elemental or Enhancement Spec, Windfury Totem for Lucky Bursts; Poor for 

AoE DPS 

Spec with Affliction and Destruction, DOT Everyone, AoEs, Break Out the Dangerous Pets (e.g. Infernals) 

Spec for Arms or Fury (or Both), Heavy Geor Dependence, AoEs Assist Greatly (Sweeping Strikes /Whirlwind), 

2H Weapon or Dual Wield 



Healers extend the length of time a group can survive in a battle; they also 

decrease downtime between battles to raise experience and money-gaining 

efficiency. This is done by using Mana to negate damage done against a group. 

With careful casting and high Spirit, these characters can dramatically lengthen 

the survival time of a group. 

Also, there is a targeted advantage to the boost Healers provide. Though Tanks are 

able to reduce damage coming in against a party, they have only a few chances to 

turn the tide of battle if aggro is cemented and they fall close to death. If the Tank 

goes down because of this, all of the potential that protector brought to the group 

disappears in an instant. Healers smooth out damage so that individual members 

of the group do not die before their time. Proper healing ensures that Tanks last as 

long as possible, use all of their abilities and items, then only start to die off when 

the group has nothing left to give. Preventing premature deaths is as much a part of 

a Healer’s service as ensuring total group survivability. 

In tougher dungeons and end-game raids, healing is the only way to survive. Full 

DPS groups, even with crowd control, simply cannot make their way through 

the later portions of the game. In PvP, raiding, and even the harder five-man 

Instances, healers are a requirement. Priests are the acknowledged powerhouses 

of this, just as Warriors are the leaders of standard tanking. That said, Druids, 

Shamans, and Paladins that are willing to heal carefully are immensely powerful 

as well. Anyone who specializes in healing can fill the role nicely, and even 

characters without a Talent focus in healing can save lives! 

These backup healers (such as Paladins or Druids/Shamans who haven't focused 

on healing) lack some of the healing efficiency and potential of a solid and 

true Healer. The best place for these backup healers is to be in a group with a 

full-time healer. Just as a backup tank is often ready to rip aggro off of group 

members when the main tank cannot, a backup healer exists to save the life of 

the primary healer or other characters when the worst luck happens. 

During more frantic combat, it’s hard to maintain composure. When multiple 

characters are taking damage and monsters are flying back and forth, it’s essential 

that the healers focus on saving lives. Keep trickling the spells to the entire group 

while the Tanks hold all the aggro they can. Only unleash the massive, aggro- 

drawing flurry of heals when it’s make or break time. Once that happens, hope 

that you can do enough to allow a secondary rezzer to survive and bring you 

back, because considerable aggro is coming your way. 
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die while saving others). In dire fights, there won't always be mana to keep the entire 

group /roid alive. Even before endgame content, there are a number of encounters that greatly 

challenge any group that isn’t higher in level or equipment. For these, a healer may have to 

acknowledge openly or in their own plans that some characters are expendable. 

In general, the way to decide on healing priorities is to figure out what each person adds to 

the group. The main tank is the savior of a party because they control the aggro, protect the 

healers, and lower incoming damage in general. Keeping them alive is usually the top priority. 

After that, healers are the most important ones to save because they accomplish the same — 

function (e.g. keep the group from wiping during an intense fight). Finally, the damage dealers 

are sorted. Within the damage dealers, the sorting is usually done by intelligence level of the 

player. Let players who foolishly deal too much damage and rip aggro off of the tanks offen 

die. It's for the best; heals on those damage dealers risk the group! 

An important exception to this st exists when a healer or damage deler is out of mano. 

They are almost useless to the group then, and should only be saved if they are a rezzer. 
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Best Heals in the Game, Efficient £a Increase Health Totals Through Buffs, Rez 

Less Efficient Healing, Totems for Modest Healing Over Time, Totems for Mana Regeneration, Rez 

Con Heal Themselves, Soul Stone Rezzers to Rez Them in Case of Wipe 

As stated, most classes have elements in each of the three primary aspects. 

The devoted classes lean heavily toward one of the three roles (e.g. Priests 

are mostly healers), while the hybrid and support classes divide their skillsets 

somewhat evenly between the groups. Specialization within a class pushes 

characters closer toward one extreme or into a more versatile role. 

Thus, no matter what character you choose to play, there are ways to become 

a bit of everything or ways to accentuate the strengths already found in the 

class. Characters that are specialized offer the greatest potential within their 

portion of the group roles, but end up requiring other characters to function 

normally. In other words, a Warrior who becomes a full tank loses so much 

DPS that they don’t kill quickly on their own anymore. Priests with a full 

specialization on the Holy line are able to fight better than they used to, but 

still perform far better with a group there to help them survive. 
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Healers: These Guys/Girls Are Your Customers i 



For the players who want to fill the gaps in a group or be able to solo under 

a variety of conditions, the hybrid classes and specializations are preferable. 

Take a look at Druids (the epitome of a hybrid class). Druids can heal, deal 

ranged damage, fight in melee, stealth, and even get a combat rez. What 

can’t Druids do? Nothing, quite honestly. Druids and other hybrid classes are 

never left without the ability to contribute; their only problem is in defining 

themselves while in the shadow of specialized classes/roles. 

During the first fifty levels of the game, hybrids have a great deal of power. 

Druids can heal for a group of five and keep them going in an Instance, or 

they can switch to Bear Form and tank if there isn’t a Warrior, or they can 

stay in Cat Form and deal damage. Restoration Shamans are easily heal for a 

group, just as Enhancement Shamans are fine tanks until the end-game chal- 

lenges appear. 

In late-game battles, the hybrid characters find their own niches. Backup 

healing, spare DPS, and other secondary roles never go out of fashion in 

raids. With a group of 40, there are many needs. When you play a hybrid 

class, be especially on the lookout in the long- and short-term for the needs 

of a guild, group, raid. If people need more healing, try to use more healing 

gear, respec your Talents if needed, and so forth. Become what is needed and 

there will always be a place for you. 

Hybrid Class Potential 

b Melee DPS/Tanking with Feral Combat (Cot and Bear Form), Ranged Damage with Bolonce (Caster Form), ond 
Healing Through Restoration (Caster Form) 

Polodin 
Heoling With Holy Talents, DPS With Retribution ond 2H Weapons, Tanking With Protection (Though This is 

Difficult) 

do Magical Domage With the Elemental Line, Tonking ond Melee Damage with Enhancement, and Healing Through 
mon 

the Restoration Line 
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There is an entire section devoted to professions and other trades later in the 

guide, yet several aspects of the crafting system are worth developing here for 

incoming players. This section uncovers the basics of choosing your profes- 

sions, the terminology of the system, and how to know what you are looking 

for in-game. 

WHAT ARE PROFESSIONS? 

Professions cover the resource gathering and item creation systems in World 

of Warcraft. Each character is allowed to learn and maintain two professions, 

and doing so can be used for profit, improved equipment and usable items, 

or simply for the enjoyment of supporting friends/your guild. 

List of Professions 

Metals, Elemental Tronsmutes 

Peripheral Equipment Improve Shields, Increase Mount Speed 

Sell Enchantments for Profit, Raise Attributes on 

Gear (Very Expensive Until High-Tier, Then Profits 
Improve Equipment, Used to Create Goods used 

Are Immense) 
by Others 

Battle Pets, AoE Explosives, Ammunition, Scopes for 
Engineeri Construct Bombs, Rifles, and Accessori 

Ranged Weapons 

gk rn, lio 
Moke Leather Armor, Ammo Quivers /Pouches, Add Bonuses to Ranged Combat, Increase Armor 

Leatherworking 
and Armor Patches Rating 

Ingredients for Blacksmithing and Engineering, Sell 

for High Profit 

Skin Beast Corpses for Leather Ingredients for Leatherworking, Sell for Profit 

Sew Cloth Armor and Items, Make Bogs Sell Bogs to Other Characters 
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Professions have trainers (just like classes) that are found in small towns and 

large cities alike. There are higher concentrations of trainers in the capitals, 

and so much trade happens there that people often seek those specific 

trainers to do most of their work. 

Trainers are needed to initially grab a profession, but they are also needed 

to gain new tiers of skill, and to pick up extra recipes for various items. All 

of these projects cost money, so it is often a question of much how time 

and money you wish to invest in a profession. In the later stages, some pro- 

fessions are worth sizable fortunes (especially the ones that gather resources 

for other professions). As long as you are willing to throw the extra energy 

into these skills, they are quite lucrative in the long run. 

Learning how to create various items does not stop at the trainer. Hidden 

recipes can be found on monsters and special vendors around the world. 

Talk to other crafters to find out 

more about the locations of these 

items (and read the tables in our 

Crafting and Professions Chapter 

for more info as well). 

WHAT ARE SECONDARY SKILLS? 

List of Secondary Skills 

Skill 

CUEEENI TT | Avs ic Dae 
Ingredients for Cooking, Spare Equipment, Find 

Fishi Items from Water 
Recipes for Other Trades 

Secondary Skills aren’t limited by anything except time and money. Each 

character can take these skills whether they are interested in professions 

or not. In fact, many soloers take all three skills to reduce downtime and 

increase their self-sufficiency without losing constant money on store-bought 

food and such. 

World of Warcraft takes place in Azeroth, a land that cannot be crossed 

quickly. There is much to see and do out there, and it sure helps to know 

how to get around! This section explains what the various means of trans- 

portation are, what their cost is, and what you can do to save the most time 

at the best prices. 

POUNDING THE DIRT 

The most basic form of transporta- 

tion is to walk anywhere that you 

need to go. Though this is a very 

slow method, it certainly isn't 

costly. From level 1 forward, your 

character is going to do quite a bit 

of this. Even at the higher levels, 

when you have mounts at your disposal, walking is the primary means of travel 

within Instances and in areas where the monsters are plentiful (no need to 

waste time mounting when you can simple engage another target). 

There are a few ways to enhance your basic walking speed. There are boot 

enchantments to add several percent to this (though modest, such enchant- 

ments certainly add up over longer distances or for PvP, when any bonus can 

be critical). Certain boots even come with a movement speed enchancement! 

FLIGHT PATHS 

One of the most common forms 

of fast transport is to take the 

flight paths around Azeroth. Both 

factions have flight masters in just 

about every major city and town. 

The first time that you see a new 

flight master there is a green mark 

above their head to let you know that there is a new route to discover! Right 

click on the NPC to learn the route; after that point you can fly to and from 

that point without any problems (so long as you know at least one path that 

connects to the one in question). 

Each character starts with the flight location from the nearby capital city. 

Most paths, however, you need to find by exploring the world. The first flight 

paths you are likely to actually discover are in The Barrens, Silverpine, West- 

fall, Loch Modan, or Darkshore. 

After learning your flight paths, right click again on these NPCs to display a 

map of the continent you are currently on. From there, you get a view of all 

the points that connect to your current location. Highlight any of these to 

see the total cost for flying there, then left-click to select your target. These 

flights take several minutes, usually, but the trip is still a great deal faster than 

walking. Beyond that, you are free to go /afk and take care of looking up 

information, taking bio breaks, and so forth. 
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BOATS AND ZEPPELINS 

Boats and Zeppelins are provided 

as free forms of intercontinental 

travel. These are slower, in that 

you often have to wait for a mod- 

est period before the craft arrives, 

but characters without access to 

an appropriate Mage or Warlock have little choice in the matter. 

Once a sea vessel or airship arrives, step onto the craft and wait for it to 

leave. There is a brief time for everyone to board, then the craft leaves the 

area. There is a loading period, and before long everyone should arrive safely 

at their destination. Note that jumping off of the zeppelins from very high 

altitudes can and will kill your character. Do not follow people off unless 

you are sure that you will be okay (this is most often an issue with the Tirisfal 

Glades tower, where people sometimes leap off early after Rogues or Mages 

who have means to reduce their falling damage). 

In very odd cases where lag is high, a-vessel might dump you. If that hap- 

pens, try to reach land or safe water before your character dies from fatigue. 

In the case of falling off of a zeppelin from lag, simply retrieve your body and 

move on. When dumped too far out in the water, Rez at the Spirit Healer and 

move on. This happens so rarely that with a few thousand hours logged into 

WoW with the writing team, most have never seen this happen. 

Zeppelins 

Grom’ gol (Stranglethorn Vole) ond Undercity (Tirisfal Glades) 
Orgrimmar (Durotar) ond Undercity (ifl Glades) 

North of Undercity Grom’ gol (Stranglethorn Vale) ond Orgrimmar (Durotar) 

Location 

Booty Bay 

Menethil Harbor 



The Deeprun Tram runs between 

Stormwind and Ironforge. Look in 

the north-east side of Stormwind, 

in the Dwarven Quarter, for one 

entrance to this free transport. Or, 

in Ironforge, seek Tinker Town. 

Step onto the Tram when it arrives and wait for the journey to commence. 

This is a very short trip and even saves time over flying in a number of cases. 

You must stay alert on the Tram though, otherwise you miss your destination 

and end up on the return trip! 
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TRAVEL FORMS AND ABILITIES 

HUNTERS: ASPECT OF THE 

CHEETA RN o m 
Hunters learn Aspect of the Cheetah at level 20; this Aspect lets them move 

at 130% run speed, making it very useful to reach locations quickly. Switch- 

ing between Aspects is instant, and this is another great boon. Hunters can 

immediately shift to a higher speed when there aren't any enemies nearby, 

then switch back as danger approaches. 

At level 40, Aspect of the Pack is learned. This Aspect grants the same 

power of Aspect of the Cheetah to all group members within range. Get- 

ting through cleared areas of Instances has never been easier than with a 

Hunter using AotP! 

The danger of these Aspects, and the reason they aren't used during battle, is 

that anyone under the influence of either Aspect is immediately dazed if they 

are damaged. Daze slows your character down greatly, and negates any of 

the benefits you were receiving from having the buff in the first place. Thus, 

take Aspect of the Cheetah off as soon as there is anything nasty approaching. 

In PvP especially, beware Aspect of the Pack. Everyone in your group getting 

dazed because of your mistake is going to cause a few sharp comments. 

Shamans learn how to shift into their Ghost Wolf form at level 20. This 

form increases movement to 14096 run speed. Only usable outdoors, this 

form is of great benefit for running around in the Battlegrounds, getting 

to quest locations, or for making herbing/mining runs. Through the use of 

Talents, Shamans can make their Ghost Wolf form faster to cast (in the heat 

of the Battlegrounds, this is a huge benefit). Certain class items and Talents 

together make Ghost Wolf even better by increasing run speed to a level 

that rivals that of a standard mount. 

Astral Recall allows Shamans to essentially Hearth back to their bind point 

more often than normal characters. You can still use your Hearthstone nor- 

mally, and when it is down, casting Astral Recall gets you home just as easily. 

Though not learned until level 30, Druid Travel Form is very fast and useful. 

Moving at 14096 of normal run speed, this form also adds the advantage of 

ditching movement debuffs during the Shapeshift and also protects the caster 

from Polymorph spells. Druids make wonderful runners in the Battlegrounds 

because of this, so long as their team is able to stop intercepting characters. 

In the 30-39 bracket, before mounts are introduced, Druids are the supreme 

flag runners of Warsong Gulch. 

Rogue Sprint is a sudden burst of movement speed that lasts for 15 seconds 

(there is a five minute cooldown between uses). There are three ranks of i 

Sprint, so the buff to movement increases as your character levels. This is f 

a great ability for getting out of trouble, running flags in the Battlegrounds, v 

moving at impressive speeds even while Stealthed, and so forth. 

Warriors don't have a lot of abilities for getting around, but a clever Warrior ! » 

learns to make their own path. While trying to run through groups of grey or t : 

green monsters in the levels before you own a mount, use Charge and later 

Intercept as well to leap forward. If you don't want to fight the monsters, 

Hamstring them and move on. Over time, this method truly does get you 

where you are going faster (and it's darn funny to watch). 
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The first tier of mounts are avail- 

able after reaching character level 

40. These cost 100 gold pieces 

before any discounts are given; a 

portion of the money goes toward 

learning how to actually ride 

such a creature, and the remain- 

ing money is for the purchase of 

the actual mount (20 gold pieces 

to learn riding, 80 gold pieces to 

get the mount itself). 

Note that you can only learn how 

to ride a mount in your faction's 

capital from someone of the same 

race. Unless, that is, you reach 

Exalted reputation with other race 

(e.g. orcs can learn to ride Tauren 

Kodos if they reached Exalted 

status with Thunder Bluff). 

Once you learn how to ride a mount, you can buy multiple mounts if you 

wish (though there is seldom a good reason to buy another mount until 

you reach level 60). At that time, epic mounts become available. Though 

extremely expensive, costing 1000 gold pieces before discounts, epic mounts 

travel faster than normal mounts and look better as well. 

Once you own a mount, equip it to bind the mount to you, then place 

. the icon on one of your quickbars for easy access. Mounting takes several 

seconds, so it is only useful for trips that take longer than six or so seconds. 

In other words, don't mount to move 50 yards and attack another creature. 

Dismounting is done by using the mount a second time or right-clicking on 

the buff icon that appears while you are riding. 

There are several things that automatically dismount your character. Going 

indoors does this, as you cannot stay mounted in most indoor locations. 

d Walking through water dismounts everyone too, so jump as far as you can 

when entering water. Certain types of crowd control also force a dismount. 

(e.g. Polymorph). 
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WARLOCKS AND PALADINS 

GET Rie ES o oom ee 
At level 40, Warlocks and Paladins receive quests to find their own mounts. 

These mounts have a specific appearance, cost nothing, and are fully func- 

tional in every way. This is quite a nice financial boon to these classes! 

SUMMONING AND PORTALS 
As has been discussed in this 

guide, Mages and Warlocks have 

travel powers that help people to 

move immediately over immense 

distances. Mages past level 40 

can portal entire teams from their 

current location to some of the major cities for their faction. Warlocks past 

level 20, on the other hand, use the souls of downed enemies to call group 

members to themselves. 

 MactE"TerEPORTS'AND PORTALS— —— 
At levels 20 and 30, Mages master 

the ability to teleport themselves 

to the various capital cities of their 

faction. This requires a special 

reagent (Rune of Teleportation, 

found on Reagent Vendors). Be- 

cause of this power, Mages should 

set their Hearthstones in the areas 

where they quest for experience 

and use teleportation to head back 

to capital cities. That way, the 

Mages almost never need to use 

slower forms of transportation except when moving into new areas entirely. 

At levels 40 and 50, Mages can use these spells in a portal form, allowing 

other characters to instantly teleport as well. This requires a different re- 

agent (a Rune of Portals). People who request such a service from Mages 

are likely to tip them for the immense time saved! These gateways last 

for a short period, and even people not in the Mage's group will be able 

to use the portals. Thus, folks who are on one continent are often able to 

save a huge amount of travel time by tipping a Mage 20 or more silver to 

open a portal to the other continent. 



After level 20, Warlocks can use 

their Ritual of Summoning to bring 

a person in their group to their 

current locations. The Warlock 

needs everyone involved to be 

in their group already. At least 

two people must already be with 

the Warlock to assist in creating 

the summoning portal, and the 

Warlock has to have Soul Shards 

on hand already. Soul Shards are 

gained by killing creatures while 

using Drain Soul on them. The 

Warlock casts the spell and re- 

mains in a channeling state while 

the two characters with the Warlock right click on the appearing portal. 

To prevent a certain number of casual exploits with dungeon content, it was 

made impossible to summon characters outside of an Instance into that In- 

stance. Thus, if a Warlock is already inside of a dungeon or similar place, the 

desired character must enter the Instance portal before summoning is usable 

on them, unless the Warlock and Assistants leave the instance. 

Tne Ma 
The World of Warcraft mail system is extremely useful, easy to use, and costs 

very little. For just coppers a day, you can contact other members of your fac- 

tion and send them letters, money, goods, or even sell items (through the Cash 

on Delivery system). This is a wonderful function of the game, and everyone 

should know about it. 

While standing near a mailbox, 

right click on the object. This 

brings up the mail screen. You 

are shown a list of pending mes- 

sages, if there are any for your 

character. This Inbox screen is 

the default. Look at the tab on 

the bottom of the box and click 

on “Send Mail” to switch modes. 

From there, you can type ina 

character to send the mail to, a 

subject header, and any text for 

the body of your email. 

The box in the lower-left is for any item that you wish to send. Though soul- 

bound items cannot be sent through the mail, just about anything else can be. 

Also, type in any numbers for the gold, silver, and copper slots nearby to either 
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send money to the person as well or to create a sell price for the item you are 

sending. The default is to send money, but the buttons in the lower right can 

be used to change this to COD if you like (Cash on Delivery). By doing so, 

the other person must pay the amount you type in to receive the item you are 

sending. COD can be held up to 30 days before purchase, so use wisely. 

You won't likely run into this during yo TITM-— but there area — 

few people who try to scam "e of money by sending items COD. If you get a. A3 

ifturopped package of some so fom a Eerma 
dene: Is probably or thing equally worthless. — iiw <5) - Ese. 

You can use these functions at 

any mailbox in either continent. 

The visual appearance of mail- 

boxes is determined by region, 

but the general look of them 

remains similar. Also, you can 

find mailboxes in the same type = 

of places throughout the world ` 1 

(near Inns and Banks most commonly). Mailboxes are placed in both major E 

Cities and minor towns, so it's very rare that you need to Hearth back just to 

take care of some mail. 

HOW CAN I SEND GIFTS? * 
There are shops in the major cities where you can buy gift-wrapping paper. j 

Right click on the paper, once purchased from a general vendor, then select  ' 

the item you wish to wrap. Afterward, send the desired package in the mail 

to a friend! 
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kon | Pitue of the item; Highlight this specifically to see the stats of the piece in question 

item 
cius Useful for looking ahead and getting equipment to grow into 

Gives you on idea for the duration unti the auction expires 
Auction Houses offer far more to the game than players might first suspect. 

These places are great meeting grounds for trade, and the wealth that pours 

3 from their vaults each day is legion. Use this section to learn about the tricks 

"8 of the trade in WoW's Auction Houses. 

Knowing the name might allow you to whisper and person ond ask about where they found such 

0 recipe, if they can moke more of on item, etc. 

The top number on the right side is the current bid (you must bid a higher number to hove o 
j Pric raaa ee AME OU s: bala 

| — Y Bidding on an item starts the war to see if you can wait out any other buyers. 

—A THE BASICS RA MUT Mtv Auctions can be placed for as long as 24 hours, so only auctions listed at 

s ma m short (under 30 minutes), or medium (30 minutes to 2 hours) are going to Aes ine 

: close soon without a buyout. Once your bid is down, the game notifies you if 
The first point of order is to learn how the Auction House is used. When you 

have items to sell or want to search for goodies to buy, travel to one of the 

capital cities in your faction (Orgrimmar, Thunder Bluff, or Undercity for 

Horde; Stormwind, Ironforge, or Darnassus for Alliance). Or, if you are reach- 

ing the higher levels, consider the neutral AHs (in Gadgetzan, Everlook, and 

Booty Bay). It is less expensive to use your faction’s AHs, as the neutral ones A buyout immediately takes the full price for the listed item from you sup- 

a - 
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another bidder comes forward on the item (and your existing bid money will 
— 

return to your mailbox). If you really want a specific item but it has no buyout 

or one that you cannot afford, stay close to the Auction House when the Time 

Left reaches short and stay on top of the bidding. 

charge a higher fee. plies, ends the auction, and mails the item to your mailbox. This is often 

í ; r À à ' rather costly for major pieces, but trade goods and lower-level items are 
|. Once you find the NPCs who are listed as Auctioneers, right-click on them to . f ; 
1 usually bought out without the process being too painful. 
. open the Auction House. From here, you can browse for items to buy, check 

on current bids, and place your treasure up for auction. 

^. E | — 

Click on the third tab of the Auction House window (Auctions) to switch 

into selling mode. From here, drag and drop an item that you wish to post 

From the initial screen you can browse and purchase items. At the top are into the Auction Item box on the left. The default Starting Price that appears 

systems to help you search for specific items, These filters allow you to below is quite minimal, but it is enough to cover your costs. This default is 

search by: useful for items of lower value that don't require a major investment of time 

to sell carefully. 

(ie Type in a portion of an item's name or a type of stat modifier (such as Power, Falcon, etc.) 
Below that is the Auction Duration selection. Choose either a 2-hour run, an 

Choose a minimum or maximum level for the item : A 1 
8-hour auction (the default), or post the item for 24-hours. The deposit you 

Choose the minimum quality level of the items (Rare would display blue items ond onward) 
Usable Items (Yes/No) Will constrain results to items that you character con currently equip or use 

pay to the Auction House will not be refunded if the item does not sell, and 

the price of said deposit increases proportionally with the duration of your 

auction. Still, many items are worth posting for 24-hours if you want to put 

them up at all. Give people the time to notice your goods, especially if you 
Remember that equipment, usable items (potions, ammo, bandages, etc.), are posting items during off-hours. 

trade goods, and all manner of random drops can be found in the Auction 
House. Search through the entire AH at least once to get an idea for the If is entirely optional whether you want to post a buyout price for your items. 

— scope of these auctions. Most of the time, it is very much in your interest to do this; many players 

aren't interested in start a buying war, especially for minor purchases. Trade 

| When you actually find an item you want, look at the display that appears on goods, usable items, and even equipment are treats that people don't want to 

mat the main portion of the Auction House window; highlight the item you are monitor, wait for, and potentially lose. Post a buyout price to allow the less 
interested in and read the information on that line. From left to right, there is patient buyers to grab what they want instantly. Your price can be a single 

the following type of data: copper higher than the starting price, or it can be immensely higher. There 

are reasons to go in either direction, and these are discussed shortly. 

If you post an auction and suddenly find that you have changed your mind, 

select that item in the auctions tab and look at the bottom of your window. 

There is an option to close auctions; though you lose your deposit forever, 

this is extremely useful if you accidentally post something far below its 

value. Get it back soon! A few sharp buyers are watching the Auction Houses 

almost every hour of every day. 
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Most people learn quickly how to use the Auction House. It’s so useful that 

you can hardly live without it sometimes. But there are many players who 

never actually stop and consider how much money there is to be made here. 

A level 15 character that has scrounged together a single gold piece can start 

an empire of wealth by wheeling and dealing on the AH. 

The old adage is both trite and truthful. The trick is to learn how low is for 

a given type of item and to figure out what high price the market will bear 

when selling. If you really want to master the Auction House on your server, 

keep a logbook for common item prices near your computer. 

For items that are sold frequently (e.g. cloth, leather, potions), you can find 

the current prices quickly by searching as a buyer. See what other sellers 

are trying to get for their goods. You can post your auctions at a mere 5 

silver discount and get some easy sales if everyone is clumping around 

the same price. As long as you aren’t putting up much material, you aren’t 

likely to start a seller’s war. 

One of the best ways to sell high is to sell when there aren’t a lot of items 

being posted of the given type. If you check as a buyer and see a full page 

of Briarthorn, today might not be a good day to sell your stack (put it in the 

bank and wait). When you search late the next evening and see one or two 

other stacks, it is a very good time to sell. Even if sellers post low prices when 

there aren’t many items for sale, try for a higher price anyway. Remember 

that those great deals are likely to buyout early. After that, your goods are the 

ones setting the price trend. 

For goods that are always in demand for crafters and such, the middle of the 

week is a solid selling time; you won't have nearly as much competition. For 

equipment pieces, the weekends are better (because there are more buyers 

online, but sellers may not have the equipment pieces to compete with you). 

Trade goods are a more consistent market; the scarcity of good equipment 

pieces makes it possible to gouge people tremendously when there are more 

folks on. 

HIGH mee 
Selling to PvPers in a great way to make money. Rare items that are levels 

x6-x9 in a given bracket are often worth a huge sum (e.g. level 16-19, 26-29). 

When selling these goods, be sure to start high. Losing a deposit, even a 

couple times, is not that big a deal compared to the long-term potential for a 

huge sale. Thus, don’t undercut others who are selling similar items that don’t 

drop as often. Wait, post your item a few times, and wait for that magical 

buyer to appear. 

Rogue and Hunter twink gear is the best of all. There are always players creat- 

ing PvP characters for the lower brackets. Thus, you can charge even more for 

powerful goods at the low levels when the items are for those classes. Level 

16-19 Rogue gear can and does fetch hundreds of gold. Hunt through Shad- 

owfang Keep looking for a lucky Bind-on-Equip drop, and you might just fund 

your character all the way into the 40s. 

Don't feel guilty for gouging twink PvPers. The majority of those players have 

high-level characters already, more gold than they can handle, and are over- 

gearing their characters in an attempt to dominate a given bracket. Almost 

nobody on the other side of the field is going to love the twinks, and even a 

number of people on their own side find this practice “weak” or “cheesy.” 

So, gouge away! They can afford it. 

NICHE RRP 00 
With work and some investment, you can corner a specific market, at least 

for a time. To do this, you must take the risk and buyout everything below a 

price threshold that you decide on. Afterward, you repost those items at your 

price and maintain an alert watch on the AH to keep the process going until 

other people naturally post their goods at the new price. 

By maintaining a niche, you stand to make a fair sum, even while other 

sellers benefit from your work. If a specific group of sellers band together to 

undercut you and post at times when you aren’t guarding the AH, the process 

must be started again. 

So you've decided that you want to start a guild. Guilds are an integral part 

of the game, allowing like-minded players to join together to achieve goals, 

not to mention getting to wear a really cool tabard. In explaining guilds, we'll - y 

cover the formation of a guild and its upkeep. 

FORMING THE GUILD 

A charter is the first item required 

on your path to having a guild. 

Charters may be purchased from 

Guild Masters located in each 

of the major cities. Local guards 

are quite eager to point the way, 

so it shouldn't be too hard to the 

necessary NPCs. 
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Alliance Charters 

NPC 
C ysheana 

Jondor Seton 
Stormwind City Aldwin Loughlin 

When you purchase your charter you are asked to supply a name for your 

guild. Be sure to choose an appropriate (non-offensive) name. Give the name 

some thought and allow it to express your guild and what it stands for. In the 

wee hours of the morning after you’ve been smashing Murlocs for hours on 

end, the name “Crazy Murloc Deathbringers” might sound completely ap- 

propriate. However, shorter names that roll off the tongue with ease are quite 

successful. Your guild tag will catch the attention of players, so be sure it's 

the kind of attention you're seeking. 

Here’s a suggestion that alleviates frustration when purchasing the charter; 

be sure to have two or three alternate versions of your guild name that you’re 

comfortable with. Many times a name will be disallowed by Blizzard if it has 

been taken by another group. 

Charters cost ten silver pieces and require 9 additional “signatures” for 

completion. This is easy if you have 9 friends running around waiting to 

come to your aid. However, many guilds are started by soliciting the aid 

of low-level characters in the starter zones. There is also a guild recruiting 

channel available in large cities where you can broadcast your new guild 

and need for signatures. Each signature must come from a separate account. 

In other words you can’t have your buddy log onto his account and sign 

nine times with all of his characters. People who are already in guilds are 

also unable to sign your charter. 

Once you have all of your signatures, return to the Guild Master and submit 

the charter. 

Congratulations! Your guild has been formed. Each of the players who signed 

your charter receive a system message informing them that they are a found- 

ing member of your guild. These players automatically receive a default rank 

of “Member.” The person who purchased the charter becomes the initial 

“Leader” of the guild. 

There are basic commands that 

guild leaders and officers use to 

perform certain actions while 

running a guild. The table below 

includes all of the current text 

commands for guild actions. 
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There is a safeguard in place that prevents the guild from disbanding if a guild leader 

chooses to quit in the heat of the moment. A guild leader may not quit without 

designating another leader for the guild. This is not the case however if the guild 

leader chooses the /gdisband option. 

COMMAND = 
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/disbond 

You may also perform many guild commands through the guild screen. This 

screen can be opened by hitting the “O” key. Click on the “Guild” tab at the 

bottom of the screen to view information about your guild. 

THE GUILD SCREEN 
The guild screen shows members fom [fedonavseme sd 
who are currently online. At the top 

of the screen you'll see “Show Of- 

fline Members." By clicking the box 

you'll be able to view a complete 

guild roster. 



At the bottom of this list you'll see “Show Player Status." Click on the arrow 

icon to display additional guild status information. 
Permissions 

WE ine 
The member is allowed to enter text into the guild channel 

Officerchot Listen Allow designated members to read conversations in the officer chot channel 

Officerchat Speok Designated members con type messages in the officer chat channel 

You may sort each section by clicking on the title. For example if you click 

on “Level” the roster will be sorted by character level from lowest to highest 

or vice versa if you click one more time. 

Members con promote other members of the guild 

Members con demote other members of the guild 

By highlighting a member name and clicking on it you bring up an additional 

box that displays information for that particular player. Members who have 

=— ide been designated may demote, promote, or remove at this screen. Regular 

members may invite the selected character to a group by clicking "Group 

Invite" at the bottom right of the box. 

The player's position in the guild as determined by the officers of the guild or 

by those members who are designated to alter ranks. 

This section is for public notes regarding the character. Only designated 

members may enter information here. It can be used to list Professions, let 

people know if this is an alt, or for inside jokes. 

Shows the last time the player was online. This is a useful tool for officers 

when tracking player activity. 

GUILD FUNCTIONALITY 

Guilds are created with 5 default 

ranks: 

s Initiate 

«JP Member 

Ro Veteran 

e» Officer 

sa Leader 

Beyond the command, tabard, and charter, there is a great deal of social 

management that goes into a guild. A huge number of guilds run into prob- 

lems with their player base at some time or another (bored, anxiety about 

end-game matters, ego conflicts, drama, and so forth). A skilled guild leader 

needs to be far more than a good player; these leaders need to be listeners, 

enforcers, and diplomats. It’s not always easy, or sometimes even possible, 

to fill all of these roles at once! Sound a little intimidating? It should. Don’t 

get involved with guild leadership unless you truly are ready and willing to 

devote some time and energy into herding cats! 

Only the guild leader may rename, add or remove ranks. A guild must have 

a minimum of five ranks and may create up to the maximum of ten ranks. 

When creating new ranks the system automatically makes the newest rank 

entered the entry level rank. Take care to enter your ranks from highest to 

lowest when creating new ones for your guild. 

To add new ranks click on the “Guild Control” tab at the bottom right hand 

corner of the guild screen. Enter the rank name into the “Rank Label.” Set the 

permissions for each rank by checking off the boxes that are appropriate. 
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eJ» Roleplaying Matters 

guild ensures a long, productive 

existence for it. This also pro- 

motes players who are happy to 

be members of that guild. If you 

haven't already done so, create 

a set of rules for guild members. 

Keep the rules simple. No one 

wants to read 43 pages of rules 

and regulations just to become 

a member of a guild. Games are 

meant to be fun and guilds are 

meant to enhance that experience. You can always adjust the rules as the 

need arises during the course of your adventures in Azeroth. 

Most disputes within guilds arise from arguments over items. When creating 

your set of guild rules pay close attention to “Loot Rules.” Once again, keep 

them simple. Members need to be aware of rules pertaining to item drops 

prior to venturing into Instances. Go over rules pertaining to item drops at 

the start of every group run. Yes, you've said them 100 times before, but 

stating the rules at the beginning of run through a dungeon alleviates argu- 

ments later (usually). 

Make sure that members have easy access to these rules at all times. 

LOOT DISTRIBUTION 

Usually loot issues are easier to handle for the sub-60 levels. Many guilds 

are going to go with some form of Need Before Greed and stick to it. With 

the later levels, however, this is a big push to come up with a system for 

"fairly" distributing Epic loot (and beyond). DKPs, or Dragon Kill Points 

are used heavily by a number of WoW guilds to try and ensure that people 

who invest the most time in guild raids get the gear that they want. Other 

guilds may try to encourage Need Before Greed and rolling even in the raid 

instances, though this is not as common. 

CONDUCT 

Some guilds have standards of conduct even with people outside of the guild 

(or with the opposing faction). You may have things so that guild members 

must always accept duels, never run from PvP fights in the world, avoid 

Graveyard Camping for any reason, don't spit, or whatever else. These rules 

are highly subjective, based on the guild's interests, and should be adhered to 

by guild members. Anyone who signs on and understands the rules is free to 

walk away if they disagree. 
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If a guild member consistently breaks the rules of conduct, use a system of 

warnings and eventually remove the person from the guild if they are causing 

internal drama or strife. Be sure that the warning system is in writing, is fair, 

and is applied evenly whenever possible. 

LANGUAGE RESTRICTIONS 

If some words are taboo in your guild, be clear about it, correct people when 

they slip, and be very consistent. There isn't much to say about this matter, 

save that quite a few guild members have sore points about one word or anoth- 

er. Be sensible and treat guild chat as a large table in the middle of a restaurant; 

everyone can hear you, even strangers might catch an odd bit of conversation, 

and feelings can easily be hurt. 

REQUIRED PLAY 

Larger guilds may require a certain level of playtime per week/month for a 

person to stay in the guild. This may even be restricted to specific activities 

(members must participate in one MC/BWL Raid per week, members must 

put in ten hours of BG time per week). Be very clear with all new members 

about these requirements. 

The trickiest time of all is when your guild considers placing new require- 

ments on members. This is the type of scenario that splits guilds (sometimes 

taking even the members that wanted the change in the first place). Be very 

careful of placing demands on your player base. 

ROLEPLAYING 

Roleplaying guilds may have extra rules to demand that guild chat be IC (in 

character). For guilds of this sort, there is often a chat channel used on the 

side for speech outside of your character. 

FORUM Benen tiie 
No one expects you to rush out and purchase a hosting plan or have some- 

one design an elaborate Flash site for the guild. There are many free forum 

hosting sites available on the web. 



On this site, place your guild rules 

in plain view for members and 

potential members. 

Forums are great for posting 

information on dungeon crawls, 

roleplaying events, and guild 

communication. Be sure to setup 

a forum for Officers so that issues 

can be posted for all members in 

leadership positions. 

CHoosmeGmEES eee 
A common drive when choosing officers is to hand out ranks to close friends, 

but this might not be the best choice for the guild. When you choose officers, 

be sure to select those players who have proven leadership skills and the 

ability to arbitrate disputes between members. Everyone handles things differ- 

ently and it’s a good idea to have a diversified group of people as officers. 

Use promotions as rewards for dedication to the guild. Players want to 

upgrade their characters and there are many players who enjoy earning rank 

within the guild structure. 

As a leader, remember to trust your officers and support their decisions. 

You've taken the time to select them and put them in charge; don't hover 

over them. 

 _Reerummoa a etme 
There are many ways to recruit members for your guild. There is no right 

or wrong way. Recruiting processes should be determined by your vision 

for the guild. 

Do you want a guild with hundreds of members? Perhaps you want a small 

guild that will focus on exploring all of the content that the game provides. 

Guilds come in all sizes as well as types. Some guilds massively recruit mem- 

bers by issuing random invites in starter zones. A lot of role playing guilds 

use an interview process. 

Do what's best for you and your guild. 

THEMEN tee 
Admit it. We all love those tab- 

ards. They show the community 

that we're all together in every- 

thing we do. Tabard selection can 

be a process that the guild leader 

handles or it can be a guild deci- 

sion. Many guilds have members 

contribute what they can toward 

the purchase of the guild design. 

Tabard designs cost ten gold pieces. Individual tabards cost one gold piece 

(and are influenced by faction and PvP discounts). 

THE TABARD VIEWER 

Guild tabard designs are purchased from the Guild Master in major cities. 

Speak to the Guild Master and select "I'd like to create a Guild Crest." A 

guild tabard design may only be purchased by the guild leader but members 

may view the selections available. 

Tabard Creation 

The image that appears on the front and back of the member tabard. Click the directional arrows to browse 

the available icons 

Once you’ve made a choice for each selection click “Accept.” The tabard 

design will appear on your equipped tabard. If members have trouble view- 

ing the design on their tabards this is remedied with a quick logout and login. 

Even the most hardcore “lone 

wolf” player enjoys a planned 

guild event. Be sure to post the 

event several days in advance so 

that members can arrange to be 

present. The typical event is com- 

pleting quests in an “Instance.” 

These events bring experience 

and item upgrades for members. 

REWARDS-AND'DISCIPLINE = 
Reward good behavior and punish bad behavior. No guild leader is perfect 

and sometimes members step over the line in regard to rules. Your mem- 

bers look to you and your officers to maintain the guild environment they 

expected when they joined. Offensive conversation in the guild channel, 

bad conduct on a guild raid, or constant belligerence can undermine a guild 

quickly if not dealt with just as quickly. 

Reward members who show dedication to the guild. You don’t have to empty 

your coin purse to do so. Acknowledging the generosity of a player’s time, 

skills, and knowledge is just as good. You can create special ranks to show 

praise, have a forum for “Guild Mate of the Month,” or an event to honor the 

player(s). A little praise goes a long way! 

The secret to being a great guild leader or having a great guild is respect for 

the players who bear the tabard. The friendships that can develop from guild 

membership can be some of the most rewarding out there. 
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c, DUNGEON Cu" 
At the core, there is only one difference between a dungeon group and a raid. Dungeon groups have a maximum of 5 characters while Raids have anywhere 

from 6 to 40. This very simple distinction makes the two very different however. As the size of a group increases, specialization in each character is funda- 

mentally necessary. 
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.. DUNGEONS. 
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— A Instance Dungeons in World of Warcraft should be done in groups of five. In- 

stances often allow as many as ten, but quests are not able to be completed. 

. ROLES IN A DUNGEON 

Role Table 

Role | Responsibility 
Gather, Maintain, and Survive Aggro Warrior, Druid, Paladin, Shomon 

Warrior, Druid, Polodin, Shaman, Worlock, 
unter 

Ime | tis —— lagos ag Waat h md — 
Resurrection (Rez) Revive Follen Members Priest, Shomon, Polodin, Druid 

Resurrect or Survive a Total Party Wipe Polodin, Warlock, Shaman, Engineer 
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E^! 
af H 

E. 
ae 

E 

E 

characters can fill multiple roles. A Priest can be Healer, Crowd Control, and Resurrection 

while a Hunter can be Secondary Tonk, Damage, and Crowd Control. 

Some roles take more attention thon others. No one should ever be both Tank and 
Healer. It’s too much responsibility and doesn’t work. 

"n 
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As one of the most important 

roles, a good tank can make a 

party while a bad tank can break 

one. The party tank should start 

the fights to get early aggro, and 

use abilities to maintain the aggro. 

Often this is done after all forms 

of CC are in effect. 

WARRIOR 

Warriors make the best tanks. They have the heaviest armor (mail until level 

40 when they learn to wear plate), can use a shield, have abilities to hold 

single enemies, and abilities to hold multiple enemies. Taunt and Mocking 

Blow are useful to pull an enemy's attention off another party member while 

Sunder Armor and Heroic Strike cause higher threat and are useful for keep- 

ing an enemy on you. When all goes wrong, Challenging Shout pulls all 

enemies in range onto you. Combine these abilities with Defensive Stance, 

Demoralizing Shout, Shield Block, and Shield Wall and you've seen the very 

basic abilities a Warrior can bring to the table as a tank. 

DRUID 

At first, Druids seem like a poor choice as a tank. Their leather armor doesn't 

stand up to much. Only Druids using Bear Form or Dire Bear Form should 

be considered for the role of tank. Speccing in the Feral talent tree makes you 

even more effective. As a bear (or dire bear), the Druid's armor is increased 

greatly and they gain access to a number of abilities that help them substitute 

nicely. Feral Charge and Maul work well to keep a single target's attention, 

while Swipe and Demoralizing Roar affect multiple enemies. With a Druid 

as your tank, your group needs to be careful about focusing fire as the Druid 

doesn't have as many ways to quickly peel aggro off other members. 



PALADIN 
Like Warriors, Paladins have access to the heaviest armor in the game 

(mail until level 40 when they learn to wear plate) and can equip a shield. 

This combined with their ability to heal themselves, can make the Paladin 

extremely durable as a tank. They aren’t quite as effective with holding aggro 

as a Warrior, but they have a number of abilities to aid them. Blessing of 

Salvation keeps other party members from drawing as much threat. Blessing 

of Sanctuary reduces all damage, while Seal of Justice and Hammer of Justice 

can stun an enemy to further reduce the damage they deal. Righteous Fury 

multiplies the threat generated by the Paladin’s holy spells. Used in conjunc- 

tion with Holy Shield and Consecrate, this creates a decent amount of threat. 

Paladins are very good at reducing the damage enemies can deal to a party, 

but not as talented at maintaining the attention of several enemies. Keep your 

parties fire focused when using a Paladin as tank. 

SHAMAN 

Of all the classes that can perform the role of tank, Shaman are the most 

dangerous. They have several tools to hold aggro, but they can only wear 

leather (and mail after level 40). While a Shaman can be a passable tank for 

instance groups until level 50 or so, the instances after that are much more 

difficult for the Shaman to survive in. While Stoneskin Totem reduces melee 

damage dealt to the party and Shaman can equip shields, it’s their ability to 

hold aggro that qualifies them to fill the role of tank. Rockbiter Weapon and 

Earth Shock generate great amounts of threat, while Windfury Weapon can 

dramatically increase the Shaman’s damage output for a short time. Shaman 

make better secondary tanks, but can be used as tanks if absolutely needed. 

SECOND tem 
If party members aren't focusing fire well enough or an enemy resists CC or 

you just plain get unlucky, enemies jump from the tank to your healers or 

dps. Rather than having the tank run around trying to regain aggro, it’s better 

to have an off-tank grab the aggro and pull it back to the main tank before 

returning to the primary target or simply tie it up. 

WARRIOR 1 

As having all the tools to be primary tank, Warriors are fully qualified as 

secondary tanks. Using Taunt or Mocking Blow (to pull aggro off another 

party member) in conjunction with Sunder Armor or Heroic Strike (to build 

aggro quickly) allows the Warrior to perform this role with flying colors. War- 

riors acting as secondary tanks should consider switching to a two-handed 

weapon or using Berserk Stance to increase their damage to the primary 

tank's target when they aren't acting as off-tank. 

DRUID 

As secondary tanks aren't always needed, the Druid is free to use whatever 

form he or she chooses when not performing this role. When a party member 

pulls aggro off the main tank, a Druid can shift to Bear or Dire Bear Form and 

keep the enemy tied up until the main tank can pull it off. Another option 

is to tear aggro off the other party member and move to the front lines so 

the main tank can pull it off you. Once the job of secondary tank is accom- 

plished, the Druid is free to return to the role they were fulfilling prior. 

PALADIN 

Paladins have a few more tools as secondary tank than they do as primary 

tank. Without many opponents to interfere with their casting, Paladins can 

use heals as well as their damage to pull aggro off party members. Holy 

Shock can be used as instant damage against the enemy or to instantly heal 

a friend and give you enough time to pull the enemy off. Stun the target with 

Hammer of Justice, then use Judgement of Command because the threat is 

multiplied by Righteous Fury. As with Warriors, Paladins fulfilling this role 

should consider using a two-handed weapon to increase their damage as 

their heavy armor is enough to keep them alive against a single enemy. 

SHAMAN 

The aggro grabbing tools of the Shaman make them a great choice for this 3 

role. A quick Earthshock combine with a Lesser Healing Wave can quickly 

pull aggro off a party member. As you'll likely only have a single enemy on "A 

you, the survivability problems of the Shaman aren't an issue. Your armor is 

enough to keep you alive until the party is ready to deal with your target. Using 

a two-handed weapon increases a Shaman's damage output, but have a shield 

bridges the gap between their armor and the heavier types. Consider using a 

one-handed weapon and a shield until your enemy is dead or looking at the 

main tank before pulling out your two-handed weapon. 



WARLOCK 

Clad in cloth, the Warlock doesn’t seem a wise choice for a secondary 

tank. Indeed, they are very poor choices for this role. However, their pets 

are great choices for it. A Voidwalker has an impressive amount of health 

and is fairly durable. The best part about it is the Warlock’s ability to simply 

summon another one outside of combat, if their pet dies. This allows you to 

sic your Voidwalker on an enemy, have it use Torment to grab and maintain 

aggro, and forget about it as you go back to the primary target. If a Warlock 

is to fulfill this role, let them know ahead of time as it takes a good while to 

summon a Voidwalker and their other pets are generally poor choices for 

secondary tanks. 

HUNTER 

Both a Hunter and their pet can fulfill this role. Putting a pet on an enemy 

and Growling keeps that enemy tied up until the pet is dead or Cowers it off. 

Hunters speccing in the Beast Mastery talent tree have pets that can nearly 

rival Warriors for their durability and ability to maintain the attention of an 

enemy. 

The Hunter can also fulfill this role. Distracting Shot followed by Arcane Shot 

is often enough to pull an enemy off a softer party member. With leather 

armor (mail after level 40), the Hunter isn’t nearly as killable as other party 

members. Once the tank is ready to pull aggro off the Hunter, using Disen- 

gage or Feign Death makes this much easier. The ability to quickly pull and 

drop aggro combined with a pet, make Hunters an almost optimal choice for 

this role. 

This role is fairly self explanatory, but there are a few subtleties to it. Healing 

someone is pretty straight forward. Using the right heal at the right time is a 

bit more difficult. A Healer’s first priority is to keep the tank alive. The second 

priority being to keep themselves alive (who will heal after you are dead?) and 

healing others comes third. A Healer’s mana should be watched by the entire 

party as once it runs out, things get more serious. 
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PRIEST 

The Priest is the first obvious choice as healer. With heals of several sizes, 

the Priest can avoid overhealing and drawing aggro. The other assets of 

the Priest are their buffs. Power Word: Fortitude is a long duration buff that 

increases the party member’s Stamina, and thus their health. Power Word: 

Shield is a very short term buff that absorbs damage. This draws more 

aggro, but can give the party the time it needs to pull an enemy off before 

a member dies. Shielding the tank before battle begins avoids the aggro 

issue and gives the tank several moments to generate threat before taking 

damage. Drawing aggro isn’t the worst problem of the Priest, as using Fade 

reduces your threat level considerably. 

DRUID 

While in caster form, the Druid has a great many tools for the role of healer. 

They have the standard heals of varying size to keep from overhealing and 

drawing aggro, but their true strength lies elsewhere. Mark of the Wild is 

a long term buff that increases all stats and armor of a party member. This 

increases health while decreasing incoming damage. Regrowth and Reju- 

venation are both heal over time spells. This allows the Druid to heal while 

spreading out the threat they draw. Using these before a battle begins ensures 

that damage is being healed without the attention of the Druid or drawing 

aggro. 

SHAMAN 

Shaman have a number of tools to buff and heal party members. In addition 

to the standard heals of differing size to keep from overhealing and drawing 

aggro, their totems can heal and buff party members. Healing Stream Totem 

and Mana Spring Totem restore health and mana to all party members in 

range. While not having any way to reduce the amount of threat they are 

drawing, Shaman wear heavier armor and can survive unwanted aggro 

longer. 

PALADIN 

Paladins have fewer tools for this role, but can be used as a backup or 

when none of the other classes are available. Blessing of Protection can 

keep a party member safe from physical attacks for a short duration. This 

gives the Paladin enough time to heal the party member or the party to 

kill the enemy. The greatest tools the Paladin has for this role are the wide 

array of blessings. Blessing of Light coupled with Flash of Light (rank 3) can 

be cast repeatedly with very high mana efficiency. As blessings have short 

durations, the Paladin will be very busying keeping them active. A Paladin’s 

Lay on Hands can turn a disastrous situation into a livable one. As it uses 

all the Paladin’s mana, it’s a last ditch effort to safe a party and once it’s 

used, the party is without further healing. 



‘GROW GOO ee 
It’s always easier to survive three enemies attacking you than four. CC 

keeps enemies tied up for lengthy periods without lowering your damage or 

increasing your risk. CC is often broken any time the affected enemy takes 

damage. There are two distinct types of CC; in-combat and out-of-combat. 

Out-of-Combat CC tends to last longer, but can only be used when you or 

the enemy is out of combat. Groups using any of these abilities should use 

them before the fight begins. 

MAGE 

Mages are useful crowd control in a variety of circumstances. Should 

there be a single enemy the party can't deal with at the time, a Polymorph 

neutralizes them for a good long time; as long as the enemy is a humanoid, 

beast, or critter. When the Polymorph breaks, it can be recast with only a 

duration penalty. Frost Bolt and Cone of Cold can snare single enemies, 

while Mages have other tools to hamper the movement of enemy groups. 

Frost Nova roots for several seconds, while Fire and Ice specced Mages 

can make use of Blast Wave and Improved Blizzard. Counterspell is also a 

powerful means of controlling a caster 

ROGUE 

Both in-combat and out-of-combat, CC is what the Rogue brings to a group. 

Sap can only be used on humanoids and before combat begins. It can only 

be used on one enemy and the Rogue is detected immediately by other 

enemies unless he or she has the Improved Sap talent. Blind lasts for several 

seconds and takes a reagent. Gouge is a nearly free CC, but doesn't last long 

and can only be used if the enemy is facing the Rogue. Only lasting a few 

seconds, Gouge can barely be called CC, but it can be useful in emergency 

situations. Kidney Shot also works if things start ot get chaotic. 

HUNTER 

Most Hunter abilities are out-of-combat crowd control. Traps can only be 

used if the Hunter is out of combat. This can be accomplished before the 

battle begins or by using Feign Death (provided your pet isn't engaged). 

Freezing Trap creates an area that slows all enemies who enter, while Frost 

Trap can encase a single enemy in a block of ice for an extended period of 

time. If the Hunter is specced in the Survival talent tree, Wyvern Sting can 

also be used to put an enemy to sleep before combat begins. Marksmanship 

Hunters have a short in-combat CC in Scatter Shot. This is only useful in 

emergencies when a few seconds makes the difference. 

PRIEST 

Priests have three forms of CC. Psychic Scream sends nearby enemies run- 

ning in fear for several seconds. This gets them off your party, but may send 

them into more enemies and make the situation much worse. Use this ability 

with extreme caution in the confined spaces of instances. Shackle Undead 

can only affect undead enemies, but very few classes have any ability to 

CC undead, so it's still fairly powerful. It neutralizes the enemy for several 

seconds and can be recast if broken with only a duration penalty. The third 

is Mind Control. It is dangerous to use in pick-up groups, but for a seasoned 

group this is a powerful way to start a fight. 

WARLOCK 

Enemies can be CCed several ways by a Warlock. Demons and elementals 

can be Banished for a long time. Banish can be recast and cannot be broken 

until the duration passes. During the time it is banished, the demon or 

elemental is immune to damage. Fear causes a single enemy to flee, while 

Howl of Terror causes several enemies to flee. This gets them off the party, 

but can make the situation worse if the fleeing enemies find friends to bring 

back. Deathcoil is a short duration fear, but is really only useful in emergen- a. 
t 

cies. The final form of CC the Warlock possesses, is actually a pet ability. The 

Succubus can use Seduction to CC a humanoid target for extended durations. 

Doing damage is easy. Doing a lot of damage is a little harder. Doing a lot of E 

damage and living to tell about it is even more difficult. Focusing all the dam- 

age so things die quickly and aggro is maintained...that is the penultimate. 

Start slow with the damage and 

increase it as the enemy's health 

drops. This helps your tank 

maintain aggro until you're ready P 

to finish it. 

ig 



"n ROGUE 

With so many tools to deal damage and avoid aggro, the Rogue is a great 

selection for this role. Deadly Poison and Instant Poison can proc extra dam- 

age on every swing the Rogue makes. Using damage over time abilities (Gar- 

rote, Deadly Poison, and Rupture) against harder targets keep the Rogue from 

getting aggro as quickly while using fast damage abilities (Ambush, Backstab, 

Sinister Strike, Instant Poison, and Eviscerate) can kill weaker targets very 

quickly. Slice and Dice is a good finisher for those pesky bosses. Feint can 

keep a Rogue from generating too much threat and Vanish can be used in 

emergencies to dump threat quickly. 

MAGE 

Mages are all about damage. Once aggro is established, Mages should feel 

free to blast away, but don't start with Pyroblast or any other large spells. 

Keep these for your second or third volley against a target. Instead start with 

Arcane Missles, Fireball, or Frost Bolt. These don't do quite as much damage, 

but Mages should start small and finish big. As the fight progresses and the 

enemy's health drops, start throwing everything you have at it. Pyroblast, if 

you're specced in the Fire talent tree, Scorch, and Fire Blast throws a good 

bit of damage in a short period of time. Being able to create their own water, 

Mages shouldn't be worried about mana efficiency against weaker enemies 

. as they can recover between fights. 
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WARLOCK 

Many of the Warlock’s spells don’t do much up front damage. Against 

weaker opponents, the Warlock isn’t ideal. Against very tough enemies, 

however, the Warlock’s DoTs really start to shine. Any of the pets the 

Warlock can choose from aid in doing damage with the Succubus being 

most damaging. Throwing Corruption, Curse of Agony, and Immolate on 

an enemy doesn’t do much damage at first, but as the seconds pass, the 

enemy’s health continuously drops. Being able to Drain Mana or Drain 

Health, also make the Warlock great for longer fights as they can maintain 

consistent damage. If you are Destruction specialized, Shadowbolts with an 

occasional Conflagrate deals awesome damage. 

HUNTER 

Constantly firing arrows or bullets at an enemy makes the Hunter a valid 

choice for a damage slot. To increase the damage they are putting out, Hunt- 

ers can use Serpent Sting, Aimed Shot (if they are specced in the Marksman- 

ship talent tree), and Arcane Shot. If the party is fighting a single enemy, using 

Multi-Shot adds further damage. In fights where fast damage is important, 

Rapid Fire and Beastial Wrath (if you are specced in the Beast Mastery talent 

^ tree) increases the damage of the Hunter and the pet for a short duration and 

have a fairly short cooldown. 
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DRUID 

When in Cat Form, Druids function a great deal like Rogues. The reduced 

survivability of this form is offset by the increased damage potential. As 

such, a Cat Form Druid makes a perfectly acceptable damage slot occu- 

pant. For quick fights against weaker enemies, starting with Ravage, using 

Shred or Claw to build combo points, and finishing with Ferocious Bite 

does a great deal of damage in a very short time. Using the DoT abilities of 

Cat Form is more ideal for longer fights against tougher opponents. Begin 

with Pounce, use Rake and Shred to build combo points, and finish with 

Rip. While this does just as much damage, it spreads it out over time and 

makes it easier for the tank to maintain aggro. 

ARtA"OPEMEOEPDAMAGE ss 
There are times in dungeons where it takes far too long to kill the enemies 

one at a time and trying to do so can result in the entire group dying. For 

these fights, (often against a dozen or more non-elite enemies) being able 

to damage many at once is the wisest course of action. This must be done 

quickly as only very skilled tanks can hold aggro against multiple enemies in 

these situations. 

MAGE 

One of the kings of AoE damage is the Mage. Arcane Explosion allows the 

Mage to continue doing AoE damage even while being attacked because of 

its instant cast time and limited targeting time (it is cast with you as the center 

of the effect). Blizzard and Flame Strike can be cast at range, but have differ- 

ing effects. Flame Strike does damage immediately and continues damaging 

any enemies in the area over time. Blizzard is a channeled spell and does 

damage over the duration of the cast, but can slow the enemy's approach 

if you have the Improved Blizzard talent. Often a good line up is to start 

with Blizzard or Flame Strike and switch to Arcane Explosion as the enemy 

advances on you. 



HUNTER 
Hunters are a good second place when it comes to the AoE slot. They can 

do almost as much damage to almost as many targets as a Mage. Setting an 

Explosive Trap before the fight and using Multi-Shot then Volley throws a lot 

of damage out very quickly and generates a great deal of threat. Feign Death 

to allow the tank to grab aggro, before putting another Explosive Trap and 

backing off to Multi-Shot and Volley again. Keeping you pet on Passive and not 

attacking allows you to set another trap. 

WARLOCK 

Warlocks have a number of tools that qualify them for an AoE slot. Warlocks 

have a ranged AoE (Rain of Fire) and a point blank AoE (Hellfire). If the 

Warlock is the only AoE party member, they should start the fight with their 

Voidwalker. Cast Rain of Fire until the enemies closes with you and begins 

attacking. Sacrifice your Voidwalker to protect you from casting interruptions 

and use Hellfire to finish the enemies. While not having as many tools as the 

Mage, the Warlock is still quite impressive in this position. 

WARRIOR 

Few people think of a Warrior in the damage slot, let alone the AoE dam- 

age slot. Warriors have a few abilities that can be used in each fight, and a 

few tricks that can be used in very difficult fights. Switching to a two-hand 

weapon and using Whirlwind and Cleave allows the Warrior to hit multiple 

enemies for reasonable damage. Warriors speccing in the Arms talent tree 

can use Sweeping Strikes to hit extra targets for a short duration and a moder- 

ate cooldown (30 seconds). In very tough fights, Warriors can use Challeng- 

ing Shout (10 minute cooldown) to force all enemies to attack them, then use 

Retaliation (30 minute cooldown) to counter-attack each enemy. This tactic 

results in devastating damage, but can only be used every 30 minutes and is 

often saved for particularly dangerous fights. 

DRUID 

Druids only have one spell to add to an AoE engagement. They don’t have 

the versatility to be a primary or only AoE party member, but they can sup- 

port another. Hurricane is a channeled spell and should be done very early in 

the fight. This draws aggro onto the Druid. Shift into Bear Form or Dire Bear 

Form to survive the enemy damage, while the primary AoE member (free 

from interruption for the next few seconds) finishes the enemies. 

PRIEST 

A Priest’s contribution, like the Druid’s isn’t as impressive, but can certainly 

supplement. Holy Nova doesn’t do as much damage, but doesn’t draw any 

aggro. While only available to Priests that spec in the Holy talent tree, Holy 

Nova can add enough damage to finish enemies before they finish your 

primary AoE member. 

RrsunRpemeRRMREE crt l 
No matter how careful you are, there is always the chance that something 

will go wrong and someone in the party dies. Having someone who can 

resurrect a fallen member (rezzer) can save the time of running back to your 

body, or save the entire run if enemies have respawned behind you. 

PRIEST 

Resurrection can be cast any time outside of combat and doesn’t have a 

cooldown. The fallen party member must be within line of sight. If the party 

member has already released their spirit, cast the spell, then click on the body 

to target the person’s corpse. 

SHAMAN 

Shaman have very similar restrictions as Priests. Ancestral Spirit cannot be 

used during combat and has no cooldown. Line of sight and range are still 

concerns and players who have released can be rezzed in a similar fashion 

by casting the spell before clicking on their corpse. "is 

- x 

PALADIN 

Paladins can ask Redemption for dead party members. Constricted by line of 

sight, range, and combat just as Priests are, Paladins are not often the primary 

rezzers, but they are just as qualified for the position. 

DRUID 

The Druid has the most restrictions on their ability to rez others, but make 

up for it by having one of the common restrictions removed. Rebirth is the 

only rez spell that can be cast during combat. It costs a reagent each time it is A 

used (the reagent varies depending on level) and has a 30 minute cooldown. 

Line of sight and range are still issues, but Druids are generally secondary or h 

emergency rezzers. E 



Total party wipes happen sooner 

or later and can be a crushing 

blow to morale, but having a fast 

way to recover from them can 

save time and your entire run as 

enemies may have respawned 

between the instance entrance 

and where your party died. 

WARLOCK 

By far, the Warlock is the easiest and most versatile class to use as wipe 

recovery. For the cost of a Soul Shard, the Warlock can use Create Soul 

Stone for a party member. This allows the ‘stoned’ person to instantly resur- 

rect himself instead of releasing their spirit. The soul stone buff lasts one 

hour, has a 30 minute cooldown, and needs to be renewed. Instanly rez- 

zing yourself uses the stone, so choose when to resurrect yourself carefully. 

Classes that can resurrect others are almost always the ones chosen to have 

their soul stored. 

PALADIN 

Paladin wipe recovery is a little trickier to use and is more like wipe preven- 

tion. By using a Symbol of Divinity and sacrificing themselves, Paladins can 

call upon Divine Intervention and remove a party member from combat and 

all danger for 3 minutes. At the end of the duration, the party member can be 

attacked as normal, so it should be cast on someone who can resurrect others 

and is outside of the enemy’s aggro detection. Couple this with the restriction 

of having to cast Divine Intervention before the person dies makes proper use 

of this spell nearly an art form. 

SHAMAN 

Shaman are the only class that can resurrect themselves (and only them- 

selves) without any form of setup (aside from buying the Ankhs before they 

came). Reincarnation has a one hour cooldown (unless you have taken the 

Improved Reincarnation talent), and consumes an Ankh each time it is used. 

Also possessing the ability to resurrect others, Reincarnation makes Shaman 

quite ideal at recovering from wipes. As Shaman can resurrect themselves, 

they are often a poor choice for Soul Stones, unless they have used their 

Ankh recently. 

ENGINEERS 

Hunters or Rogues with Engineer skill can remove themselves from combat 

(FD or Vanish), then use Goblin Jumper Cables to restore a priest. Remember, 

Goblin Jumper Cables are unreliable. 

198 

ox. DNO Cae o MI de 1 

JOSEP rr Me 

Dungeon Quick Table 

levlRge — — — (Dugen — (——— Zone —— — — — — 
[r7 — [mmm — — wee — 

sc  — 7 [We — 5 Mew 7 MR 

c mole CE CIMA. 

Level Range: 13-18 

Primary Enemies: Humonoid 

Special Items: None 

Entrance Requirements: None 

Ragefire Chasm is only accessible to Horde parties as it lies deep within the 

heart of orc and Troll territory. It’s a good training ground for groups as many 

of the things you will encounter in later instances are present here. 



It's fairly important to have a good variety in classes as there is little overlap 

with abilities at this level. Having a tank is always important. A Warrior is the 

best choice, but a Shaman or Druid in bear form can be used also. Druids, 

Priests, and Shaman all have the ability to act as a healer, but don’t ask a 

Druid or Shaman to be both healer and tank. Mages are very useful for their 

Polymorph spell’s ability to control combat. 

After the more difficult jobs are filled, it’s time to add some damage to 

your group. Every class can add damage. Extra Warriors can serve as 

backup for the main tank while they cut through the enemies. Additional 

Priests can serve as backup healers while they blast the enemies with the 

power of shadows. 

What makes this particular Instance troublesome is that most classes have yet 

to acquire many of their class-defining skills so CC can be a major issue. 

Mme GNE o o 

The primary enemies are humanoids and beasts. This means both Rogues 

and Druids can be used to control pulls in addition to Mages. A number 

of the enemies cast their own crowd control spells and having someone to 

wake sleeping members or interrupt enemy attacks is vital. Warriors, Rogues, 

and Shaman all have interrupts and should watch for casters. Green glowing 

effects usually warn of healing spells, while white glowing effects warn of 

sleeping spells. Priests can Dispel Magic and Shaman can use Tremor Totems 

to wake party members. 

The last few enemies really puts your tank and healer to the test. Having a 

highly skilled tank and healer make these fights seem easy while having less 

skilled members will make these fights nightmares. 

For the collectors in us all, the Embrace of the Viper leather armor set drops 

from enemies in Wailing Caverns. While ideally for a Druid, the pieces of 

this set are quite good for their level and can be used by a number of classes. 

DEAD  . 2 a 

With almost an entire instance 

of humanoids, Mages and 

Rogues are primary choices 

for crowd control. Enemies are 

fairly close together but run for 

help, so killing them quickly is 

fairly important as is having a 

tank that can take the attacks of 

multiple enemies. 

In the Deadmines, but not quite in 

the instance you will find undead. While the undead portion is fairly small, 

Priests can take up the CC duties while you're there. Deeper in the dungeon 

are casters. Once you begin meeting the casters, have an interrupt order 

ready as their spells (primarily fire based) can be quite damaging and are cast 

at range. Consider Polymorphing casters if running to them to interrupt cast- 

ing risks pulling more enemies. 

The Defias Leather armor set is quite nice. Rogues, Hunters, and Shaman are 

certain to enjoy the armor, while Warriors and Paladins may even find the 

bonuses to their liking. 

SHApOWwPRANEKEEP oo oo 

Shadowfang Keep has few humanoid targets but an abundance of undead. 

Many of the enemies are immune to shadow magic, so Warlocks should 

switch to their fire spells while Priests should make use of their holy spells. 

Have a Priest to CC the undead while a Mage can CC the few living enemies, 

makes pulls more manageable. 

The enemies also use a variety of abilities to debuff your party. Magic, 

Disease, and Curse debuffs will surely be cast on your party, and having 

someone who can remove them makes your run much faster and safer. 

Priests can Dispel Magic debuffs. 

Shaman and Priests can remove 

disease effects. Mages and Druids 

can remove curses. These abilities 

take little mana or attention so 

can be done in addition to the 

member's standard role. 
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BLACKFATHOM DEEPS 

Be certain to have a group with crowd control, many interrupts, and some 

good armor. There are some very large fights in the Deeps, and you often are 

faced with multiple casters. 

While the instance has a number of enemy types, the larger fights are against 

humanoid targets or against too many targets to effectively CC. Mages and 

Rogues make good choices for controlling pulls. Bring someone in for some 

AoE work as there are a couple fights at the end that can be very dangerous 

and confusing. 

TH E STOCK
ADE E> 
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Just as Ragefire Chasm is only 

accessible to Horde parties, The 

Stockade is only accessible to Alli- 

ance groups. Standing in the very 

center of Stormwind (the very heart 

of the Alliance), only fools would 

attempt to enter the Stockade as 

Horde parties. 

The Stockade is a short dungeon populated nearly exclusively by humanoids. 

Having a Mage or Rogue to help control the pulls and an off-tank to keep the 

enemies from jumping on casters is ideal, but not fully required. Though the 

pulls are larger than much you have dealt with so far, do not attempt to use 

AOEs to kill the targets more quickly as they are all elites and can kill your 

AoE members very quickly. 

RAZORFEN KRAUL 

Because of the multitude of Quilboars using magic and ranged attacks, hav- 

ing a party member who is familiar with the dungeon can make the assault 

easier. If the entire party is new to Razorfen Kraul, take it slow and have 

someone who is familiar with pulling casters and ranged attackers lead. Us- 

ing terrain to pull enemies into melee range keeps the Quilboar from feasting 

on your corpses. Hit the enemies from range and duck around a corner or 

run past your party to force the enemy to come closer. 

Characters with ranged interrupts make this easier. Mages with Counterspell 

and Shaman with Earth Shock can force enemy casters to come to you. 

Several of the fights within are against enemies that do tremendous damage. 

Using anything but a Warrior or Paladin for your tank is doable but risky. 

GNOMEREGAN = 

Zone: Dun Morogh 

Level Range: 29-38 

Primary Enemies: Humonoid 

Special Items: None 

Entrance Requirements: Horde parties need to complete Chief Engineer Scooty to use the teleporter 

in Booty Bay 



Many of the fights within Gnomeregan are against enemies that are highly 

resistant or immune to most forms of CC. Having an off-tank watching for 

enemies that escape the attention of the tank is important. As enemy groups are 

close together, having a character with a ranged attack pull the enemies back 

to the party is preferable. 

There are many things that can go wrong in Gnomeregan. Druids have a 

hard time keeping up as rezzers, so a Priest, Paladin, or Shaman is prefer- 

able. Warlocks, Shaman, and Paladins gain their wipe recovery abilities 

at level 30 and you should have one in the party as one unlucky pull can 

doom your group. 

RAZORFEN DOWNS 

While forming your party, consider 

bringing someone who can cure 

diseases. The Quilboar have forged 

an alliance with the Scourge. 

You'll be afflicted with many 

diseases as you travel through 

Razorfen Downs and having the 

ability to cure them makes this 

assault easier, even possible to 

some groups. 

A number of fights have several enemies. Having strong AoE potential in the 

party can make these fights much easier. Mages and Warlocks are ideal for 

this with Hunters being a reasonable backup. 

With so many undead in the area, most forms of CC are useless. Having a 

Priest to shackle can make quite a difference. 

THE SCARLET’ MONASTERY 

Zone: Tirisfal Glades 

This dungeon is split into four 

parts with four separate portals. 

The Library and Graveyard can 

be accessed at any time, but the 

Armor and Cathedral are behind 

closed doors (the key can be 

obtained in either of the unlocked 

portions). Rogues who are highly 

skilled at picking locks can open 

the doors (this is also a wonderful 

place to train lockpicking). For this reason many parties only do one portion 

of the instance at a time. 

The Scarlet Crusade allows very little deviation in their order. This instance is 

almost entirely humanoid (making Mages, Warlocks, and Rogues very useful 

for controlling pulls), but undead run rampant in the graveyard portion (mak- 

ing Priests the only viable CC). 

There are very few non-elite enemies in the dungeon, but having at least one 

person with an AoE ability makes the final fight in the Armory much more 

fun. The humans are very social and run for help. Kill them quickly and have 

someone ready to snare enemies to prevent late additions to a fight (crippling 

poison is your friend). 

Those visiting the Scarlet Monastery for loot should keep an eye out for the 

Chain of the Scarlet Crusade. This mail armor set has some wonderful stats 

but is very near an armor change level. Warriors and Paladins switch to plate 

armor soon after level 40, and Hunters and Shaman can't use any of the 

pieces until level 40. 

ULDAMAN «e
ee 

The dwarves and Troggs early in 

the dungeon can be CCed like 

any other humanoids, but as 

you progress deeper the enemies 

become more difficult to CC. Take 

an off-tank to keep extra enemies 

from getting to your softer 

members. 



Having a party member with high armor and high HP is crucial for surviving 

this dungeon. Chain-wearing classes can handle the Shadowforge dwarves 

and the Troggs, but when you reach the Golems, you need someone in plate. 

The Golems hit extremely hard and have very high health. Another necessity 

for Uldaman is including classes that have snare or root abilities. Many en- 

emies flee when at low health and there are always more enemies close by. 

Zone: lonoris 

Level Range: 44-50 

Primary Enemies: Humonoid, Beast 

Special Items: None 

Entrance Requirements: The Mollet of Zul'Farrak is required to spawn Gaz'rillo. 

Most of the fights in the troll city involve several humanoid enemies. 

Rogues, Warlocks, and Mages make your fights more manageable. The 

hardest fights are against swarms of enemies, so having a strong AoE 

member (Mage or Warlock) and a support AoE member (Druid, Warrior, 

Hunter, or Priest) is important. 

Focus fire well and your enemies drop quickly. Fracturing damage will be 

the end of your party as many of the enemies possess high health and run 

when wounded. One party member is unlikely to be able to kill a runner 

before it finds friends so stay on the same target and be ready to root or 

snare fleeing enemies. 

Zone: Swomp of Sorrows 

Level Range: 47-55 

Primary Enemies: Humonoid, Undeod, Wyrmkin 

Special Items: None 

Entrance Requirements: The Ancient Egg is required to spawn the Avatar of Hokkor. 
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The population of enemies is 

as varied as this dungeon is 

complex. Though only one portal 

allows access to the temple, there 

is a major split between the upper 

and lower floors of the dungeon. 

Check with your party to make 

sure everyone has the same goal 

before entering as there are quests 

for both levels. 

Your party will be bloated if you try to bring someone for each type of CC in 

the dungeon. Instead, use whatever CC you have when you can and make 

the best with the other fights. Priests can shackle the undead trolls while 

Rogues, Warlocks, and Mages can CC the living trolls and only Druids can 

sleep the Wyrmkin. 

The final fight of the instance is against the Shade of Eranikus which can cast 

sleep on party members. Have an off-tank ready to pickup the duties if the 

tank is put to sleep as it cannot be dispelled. 

There is very little that can be CCed in Maraudon. The satyrs and elemen- 

tals can be banished by Warlocks, but that’s about it. Instead stack your 

group with damage so enemies can be killed quickly and healing to keep 

your tank alive. 

Having an off-tank proves invaluable when you fight small groups of tough 

opponents (Warlock and Hunter pets work best) and having multiple ranged 

damage classes make some of the earlier fights against the slimes easier (the 

slimes do AoE damage). 



Running the purple side and orange side of Maraudon completely gives you 

the opportunity to create the Sceptre of Celebras. This allows you to portal 

past much of the instance and straight to the final portion. Groups often do 

‘Princess runs’, meaning they intend to port in. Specify early which entrance 

you are taking. 

Having a party with combat 

control is essential as many 

fights involve a large number 

of enemies. Sap, Polymorph, 

Mind Control, and Banish are all 

extremely useful in the chambers 

under the mountain. 

The largest fights are against 

humanoids, but the most difficult 

fights will be against elementals. 

As Warlocks can CC both types (Seduce and Banish), they are extremely useful. 

Large enemy groups often include healers. These should be interrupted 

until they can be killed. Having several members with spell interrupts is 

very important. 

Zone: Feralas 

Level Range: 55+ 

Primary Enemies: flemental, Humanoid, Demon 

Nw n 
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Special Items: Ogre Tonnin (required to make the Ogre Suit) is acquired in the northern wing 

Entrance Requirements: The Crescent Key is required to enter the northern or western wings. 

Dire Maul is another dungeon 

with several wings. The eastern 

wing is the only unlocked wing 

and is where you acquire the key 

for the other two wings (north and 

west). Very few groups do all of 

Dire Maul in a single sitting (it's 

just too long), so specify which 

side you intend to do when 

recruiting party members. Rogues 

who are highly skilled at picking locks can open all the doors. 

The enemies and fights vary greatly among the wings. With the proliferation 

of satyrs in the east wing, Warlocks make a good choice for CC. The ghosts 

and elementals in the west wing make Priests and Warlocks good choices. 

The north wing is mostly ogres. This makes Rogues, Mages, Warlocks, and 

Priests all valid choices for CC. 

There are fights in all the wings where several weaker enemies attack you. 

One AoE member makes these fights faster, but is not a requirement to 

defeat them. 

PRI 

Zone: faster Plaguelands 

Level Range: 58+ 

Primary Enemies: Undeod 

Special Items: The Key to the City allows entrance through the back door. Ports of the Beaststolker, Devout, Dreadmist, 

Elements, Lightforge, Magister, Shodowcroft, Valor, Wildheart armor sets drop. 

Entrance Requirements: None 

The ruins of Stratholme are home to both the living and unliving survivors 

of the plague. Most groups only do one wing of the dungeon at a time, but 

some do both. Knowing your goals ahead of time makes your choices easier. 

West side (also known as live side or scarlet side) has many undead in the 

beginning, but the harder fights are against fewer and tougher humanoid 

targets so Rogues, Warlocks, and Mages are useful for CC purposes. 

East side (also known as undead side or Baron side) is populated by the 

undead. Many of the fights are against large groups of elite and non-elite 

undead. Priests can CC an elite each fight while the party kills the non-elites 

first. This can be done with AoEs, but is dangerous and should be discussed 

first. Without at least one strong AoE class, however, some of the later fights 

are very difficult. 

Stratholme is the first of the three dungeons that contribute to your first dun- 

geon armor set. While several enemies can drop various pieces of different 

sets, Baron Rivendare is the only enemy in the game who drops the leggings 

for all the sets. 
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Zone: Western Plaguelands 

Level Range: 57+ 

Primary Enemies: Undead, Humonoid 

Special Items: The Blood of Innocents is required to spawn Kirtonos the Herold. Ports of the Beaststolker, Devout, 

Dreadmist, Elements, Lightforge, Magister, Shadowcraft, Valor, Wildheart armor sets drop. The Cadaver, Bloodmoil, Necropile, ond 

Deathbone armor sets con be found. 

Scholomance is locked. The 

key can only be obtained by 

completing a quest chain that 

begins at Chillwind Point and the 

Bulwark for Alliance and Horde 

individuals. A Rogue with a high 

lockpicking skill can open the 

door as well. 

The dungeon is almost entirely 

populated with undead and some 

humanoids. Priests, Mages, and Warlocks are prime choices for CC. Rogues 

with Improved Sap can also fill the slot, but Rogues without it shouldn't 

attempt to Sap (they can still fill a damage slot). 

. Several of the fights are against multiple enemies. Some are against very 

- tough opponents making an off-tank very useful, while others are against 

many weaker enemies making AoE members useful. 

Scholomance also has parts of the first dungeon armor set. Many of the 

enemies within drop various parts of the sets, but Darkmaster Gandling is the 

only enemy in the game who possess the head piece for the sets. 

LowemBeweRRÜEK SPRE -— — 
Zone: Searing Gorge/Burning Steppes 

Level Range: 58+ 

Special Items: Parts of the Beaststolker, Devout, Dreadmist, Elements, Lightforge, Magister, Shodowcroft, Valor, 

Wildheart armor sets drop. The Spider's Kiss weapon set drops. 

Entrance Requirements: None 

Blackrock Spire is a single instance, but is separated between a non-raid 

portion (lower) and a raid portion (upper). The door to upper can only be 

opened by obtaining the key through a quest chain that begins inside lower 

Blackrock Spire. Rogues cannot pick this door as it is magically shut and only 

the key can open it. 

The enemies in the spire are 

predominantly humanoid. This 

makes Improved Sap Rogues, 

Warlocks, and Mages very good 

choices for their ability to control 

the pulls. Hunters make an excel- 

lent addition with their traps as 

the enemies hit very hard but 

don't often attack in large groups. 
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CC is good, but a well equipped and skilled tank is better. As most of the 

fights aren't as large as in Scholomance or Stratholme, Paladins and Druids 

can make successful tanks. 

Many of the enemies in lower Blackrock Spire drop parts of the dungeon 

armor sets. General Drakkisath drops the chest piece for all the dungeon sets. 

TEENS c Ramps 
There are many tasks that are simply too large for a single group of five to 

handle. Some of these only require a second group while others require nearly 

an entire army. 

HOW TO FORM A RAID 

Forming a raid is slightly different to forming a group. Invite people into 

your group as normal. When you have the first five people, open your social 

window (defaulted to ʻo’) and select the Raid tab. Push Convert to Raid and 

continue inviting. 

There are two things that make the inviting process easier and faster. 

Promoting others: With the raid window open, right click on a members name and promote them. This makes 

them an assistant and allows them to aid with inviting others. 

Long names: Some people have very long or difficult to type names. If the person has spoken recently, right click 

on their name in the chat box and invite them. 

ROLES IN A RAID 

Role Table 

Role | Responsibility assos. T ee 

Warrior, Druid,, Paladin 
Gather, Maintain, ond Survive Aggro on 

Boss adds 



> Depending on which raid you are attending, not all of these roles need to be filled. 

Crowd Control is very important in Upper Blackrock Spire, while Decursers and Dispellers 

are necessary to take on Lord Kazzak. 
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NARI eee 
As one of the most important roles, a good tank can make a party while a bad 

tank can break one. The main tank should start the fights to get early aggro, 

and use abilities to maintain the aggro. Against the most vicious of the raid 

enemies, main tanks often need very high resists in addition to high armor, 

defense, and health. Some fights involve several enemies that are immune to 

CC, so there may be several main tanks in your raid. 

WARRIOR 

Warriors make the best tanks. They have the heaviest armor (plate), can 

use a shield, have abilities to hold single enemies, and abilities to hold 

multiple enemies. 

DRUID 

Only Druids using Dire Bear Form and specced in the Feral talent tree 

should be considered for this role. As a dire bear, the Druid’s armor is 

increased greatly and they gain access to a number of abilities that help 

them fill this role. 

£c 

BACKUP RAR tee ul 
This person is generally bored until boss fights. This role becomes the raid’s 

only hope when there are adds in boss encounters. 

WARRIOR 

As with main tanks, Warriors make the greatest backup tanks. They have 

the armor and shield to survive against a tough opponent and have several 

abilities to turn the fight around at a moments notice. Charge brings you into 

battle with rage to burn. If you were already engaged and have little rage, 

use Blood Rage. Taunt, Mocking Blow, and Challenging Shout will pull the 

enemy's attention very quickly. Follow with a few Sunder Armors to lock 

aggro onto you. 

DRUID 

Only Druids using Dire Bear Form and specced in the Feral talent tree should 

be considered for this role. The Druid only has a few abilities to pick up ag- 

gro quickly. Cooperation from the rest of the raid is essential for a Druid to fill 

this role. Challenging Roar is your only tool to gathering aggro quickly. With 

its ten minute cooldown, it's only useful in emergency situations, but that's 

what this is. Frenzied Regeneration can keep you alive longer without taxing 

your healers as much, but drains your rage, so be careful about using it. 

PALADIN 

Like Warriors, Paladins have access to the heaviest armor in the game (plate) 

and can equip a shield. This combined with their ability to heal themselves, 

can make the Paladin extremely durable as a tank. 

ge 
SECOND M 2 A M * 

If party members aren't focusing fire well enough or an enemy resists CC or 

you just plain get unlucky, enemies will jump from the tank to your healers 

or dps. Rather than having the tank run around trying to regain aggro, it's 

better to have an off-tank grab the aggro and pull it back to the main tank 

before returning to the primary target or simply tie it up. 

a 
1 
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WARRIOR 

As having all the tools to be primary tank, Warriors are fully qualified as 

secondary tanks. 

DRUID 

As secondary tanks aren’t always needed, the Druid is free to use whatever 

form he or she chooses when not performing this role. When a party member 

pulls aggro off the main tank, a Druid can shift to Bear or Dire Bear Form and 

keep the enemy tied up until the main tank can pull it off. Once the job of 

secondary tank is accomplished, the Druid is free to return to the role they 

were fulfilling prior. 

PALADIN 

Paladins have a few more tools as secondary tank than they do as primary 

tank. Without many opponents to interfere with their casting, Paladins can 

use their heals as well as their damage to pull aggro off party members. 

Herm te 

In raids, there are often multiple healers. This is necessary as the enemies 

are either more numerous (meaning more tanks to heal) or more devastating. 

Determining who heals who and when is important and avoids wasting 

mana. There are several ways to divvy the duties of healing: 

One Healer Per Group: Putting one healer in each group and making each only responsible for their group spreads 

the healing out a good bit, but some healers will be lax while others (the healer with the main tank) over-taxed. 

One Healer at a Time: Having a single healer casting all the heals until they are out of mona can allow your raid 

to last longer against certain opponents as the healers not actively healing are regenerating mana. The major 

downside is when damage comes it too quickly for a single healer to deal with and people start dying or the 

healer pulls aggro. 

Only Use Small Heals: Using smaller heals splits aggro more effectively, but depletes your healer’s mana more 

quickly (as smaller heals are less mana efficient). It gives all the healers a chance to interrupt their costing if their 

target gains health from another caster. 
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PRIEST 

The Priest is the first obvious choice as healer. With heals of several sizes, the 

Priest can avoid overhealing and drawing aggro. 

DRUID 

While in caster form, the Druid has a great many tools for the role of healer. 

Regrowth and Rejuvenation are both heal over time spells. This allows the 

Druid to heal while spreading out the threat they draw. Using these before a 

battle begins ensures that damage is being healed without the attention of the 

Druid or drawing aggro. 

SHAMAN 

Shaman have a number of tools to buff and heal party members. In addition 

to the standard heals of differing size to keep from overhealing and drawing 

aggro, their totems can heal and buff party members. 

PALADIN 

Paladins have fewer tools for this role, but can be used as a backup. 

EET... LLL 
Debuffs can be crippling to a raid. Many of these abilities hamper you, while 

some do damage, and some even force you character to fight for the wrong 

side. Recognizing and dispelling these effects make fights much less difficult. 

Most fights, the character will 

have another role and remove 

debufís as needed. There are 

four types of removable debufís; 

magic, poison, curse, and disease. 

Only a couple classes can remove 

each type. 

Priest (Dispel Magic), Paladin (Cleanse) 

Druid (Abolish Poison), Shaman (Cure Poison, Poison Cleansing Totem), Paladin (Cleanse) 

Druid (Remove Curse), Mage (Remove Lesser Curse) 

Shaman (Cure Disease, Disease leasing Totem), Paladin (Cleans), Priest (Cure Disease, Abolish Disease) 



CC keeps enemies tied up for lengthy periods without lowering your damage 

or increasing your risk. Many forms of CC are broken any time the affected 

enemy takes damage. There are two distinct types of CC; in-combat and 

out-of-combat. 

Out-of-Combat CC tends to last longer, but can only be used when you or 

the enemy is out of combat. Groups using any of these abilities should use 

them before the fight begins. 

MAGE 

Mages are useful crowd control in a variety of circumstances. Should 

there be a single enemy the party can’t deal with at the time, a Polymorph 

neutralizes them for a good long time; as long as the enemy is a humanoid, 

beast, or critter. When the Polymorph breaks, it can be recast with only a 

duration penalty. 

ROGUE 

Both in-combat and out-of-combat CC is what the Rogue brings to a group. 

Sap can only be used on humanoids and before combat begins. Blind lasts 

for several seconds and takes a reagent. 

HUNTER 

Most Hunter abilities are out-of-combat crowd control. Traps can only be 

used if the Hunter is out of combat. This can be accomplished before the 

battle begins or by using Feign Death (provided your pet isn’t engaged). 

Freezing Trap creates an area that slows all enemies who enter, while 

Frost Trap can encase a single enemy in a block of ice for an extended 

period of time. 

PRIEST 

Priests have two forms of CC. Psychic Scream sends nearby enemies running 

in fear for several seconds (rarely is this used in Raids). Shackle Undead can 

only affect undead enemies, but very few classes have any ability to CC 

undead, so it’s still fairly powerful. 

WARLOCK 

Enemies can be CCed several ways by a Warlock. Demons and elementals 

can be Banished for a long time. Banish can be recast and cannot be broken 

until the duration passes. The Warlock’s Succubus can use Seduction to CC a 

humanoid target for extended durations. 

-Mmao eee 
Many of the enemies you may 

fight deal to much damage to 

survive alone. Even with a healer 

helping, your tank will likely die 

if some of the damage is not miti- 

gated. Nearly every class has the 

ability to reduce the damage dealt 

to your main tank. With people 

working on concert, even the 

most damaging enemies become 

manageable. Note, most bosses are immune to stuns, disarms, etc. 

ROGUE 

Against any opponent not immune to stun, Rogues are one of the greatest 

mitigation classes. Opening a fight with Cheap Shot leaves the enemy 

stunned for several seconds. Use Sinister Strike or Backstab to build combo 

points before finishing with Kidney Shot to leave the enemy stunned once 

again. Multiple Rogues staggering their stuns can keep an enemy stunned 

from the start of the fight until the end. Against stun immune targets, a well- 

timed Kick still interrupts casting. 

WARLOCK 

Just as enemy curses make your party weaker, Warlock curses make 

enemies weaker. Curse of Tongues increases the casting time on enemy 

spells and is quite useful against casters. Lengthening the cast time 

gives the rest of the raid more time to interrupt the spell. Against melee 

enemies, Curse of Weakness can drastically reduce the amount of damage 

they are dealing. By debuffing the enemy, Warlocks are able to mitigate a 

reasonable amount of damage. 
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PRIEST 

Priests have a number of abilities that can be used to reduce the damage a 

raid takes. Mana Burn can destroy an enemy caster’s mana pool and render 

them unable to cast spells, while Shadow Protection raises the resistance 

of members to shadow damage. Power Word: Shield surrounds a raid 

member, protecting them from damage, until the shield is destroyed. As an 

instant spell, it’s very useful for emergency mitigation, but used before a 

fight begins reduces the amount of damage your tank takes from an enemy 

groups first volley. 

SHAMAN 

Shaman are able to reduce magical and physical damage taken by party 

members. Stoneskin Totem reduces damage on all melee attacks to party 

members while Windwall Totem reduces all physical ranged attacks. 

Grounding Totem can absorb non-AoE spells cast at the party. Well-timed 

Earthshocks interrupt enemy casting and the Nature, Fire, and Frost Resis- 

tance Totems reduce the damage from the appropriate types of spells to 

party members. 

c patent gott. a " x i TERM 

DRUID 

Druids have a couple abilities that can mitigate damage. Mark of the Wild 

increases the armor of raid members (in addition to increases their stats). If 

the Druid is using bear or dire bear form, they also have Demoralizing Roar 

(which decreases enemy attack power) and Bash (which stuns for a short 

while). Druids aren't terribly adept at damage mitigation, but they can do it 

if needed. 

HUNTER 

Like Druids, Hunters only have a couple abilities that mitigate damage raid 

members take. Aspect of the Wild increases the nature resistance of all 

party members and, by doing so, reduces the damage from nature effects. 

Scorpid Sting reduces the enemy's strength and agility. While not terribly 

useful against caster enemies, it can have a noticeable effect against melee 

targets. Marksmanship Hunters have a change to stun an enemy when using 

Concussive Shot. 

208 

WARRIOR 

Warriors not fulfilling a tanking role can assist the tank greatly with a number 

of abilities. Disarm can reduce the damage a humanoid melee enemy can 

deal by quite a bit, while Protection Warriors can even stun the enemy for 

several seconds with Concussion Blow. Thunderclap and Demoralizing Shout 

reduce enemy attack speed and attack power, rendering their physical attacks 

much less damaging. If the enemy is a caster, Pummel and Shield Bash can 

interrupt a spell when timed well. 

PALADIN 

Much like a Rogue, a Paladin's primary ability to mitigate damage to others is 

through stuns. Hammer of Justice and Seal of Justice can keep an enemy from 

doing much at all. When timed with a Rogue or another Paladin, enemies 

can be stunned for quite some time. Paladins have other tricks however. 

Paladins can surround themselves and their party members in Shadow, Fire, 

or Frost Resistance Auras. This reduces the damage of shadow, fire, or frost 

effects by increasing resistances. Greater Blessing of Sanctuary reduces all 

incoming damage to raid members and Devotion Aura can raise group mem- 

bers’ armor. As one of the best ways for a Paladin to mitigate damage, Bless- 

ing of Sacrifice transfers some of the damage taken by a target to the Paladin. 

BunsmiDawEREEEEREE tte 
Burst damage is useful when getting to a boss. The weaker enemies around 

the boss or in the dungeon can often be killed before they can significantly 

damage your party. Burst damage characters often have lower survivability, 

but if the fight is finished quickly it doesn't matter. Even with downtime after- 

ward, it's often a better plan to use burst DPS on weaker enemies. 



Many Rogues can dish out a great deal of damage very quickly. Without 
worrying about avoiding aggro, they can push their damage even higher. 
Ambush is a good way to start a fight. Garrote and Cheap Shot are options 
for non-dagger Rogues. Use Backstab or Sinister Strike to build combo points 
quickly. If the enemy isn’t going down fast enough, consider using Thistle 

Tea to restore your energy when it depletes. Finish the fight with a several 
combo-point Eviscerate. Having Instant Poison on your weapons further adds 

quick damage. 

MAGE 
Mages are wonderful with burst damage. They have several tools that 

can quickly turn their sizable mana pool into damage. Start the fight with 

Combustion and Pyroblast if you’re specced in the Fire talent tree or Arcane 

Power if you chose the Arcane tree. If you’re clearing several groups, use 

your abilities with cooldowns more sparingly, but remember that you'll be 

drinking between battles anyway. Follow up with Cone of Cold and Fireblast. 

Both of these are instants. Cast Arcane Missles while you wait for Cone of 

Cold and Fireblast to cool down. Continue throwing your mana at the enemy 

until they are dead. 

DRUID 

When in Cat Form, Druids function a great deal like Rogues. The reduced 

survivability of this form is offset by the increased damage potential. As such, 

a Cat Form Druid makes a perfectly acceptable burst damage slot occupant. 

Start with Ravage, using Shred or Claw to build combo points, and finishing 

with Ferocious Bite. This does a good bit of damage in a very short time and 

is exactly why you’re here. 

-SusmaMED*BDAWAGE "eee 
Many enemies are too tough to 

blown down with burst DPS. In 

these cases, it’s more important to 

be able to sustain a high level of - 

damage for a prolonged time. The 

damage is often lower than burst 

DPS, but spreading the damage 

out (making it easier for the tank 

to hold aggro) is very important. 

ROGUE 

Rogues have a number of tools that make them a good choice for this role. 

Starting a fight with Garrote guarantees you'll do nearly as much damage as 

an Ambush (if you're specced for it)...just over several seconds. Use Backstab 

or Sinister Strike to build combo points. Mix a Feint in to keep your threat 

level low. When you've built up combo points, use Slice and Dice for sus- 

tained DPS. Coating your weapons with Deadly Poison adds more damage 

but spreads it out just like the abilities mentioned. Keep the DPS moving and 

have Vanish ready if the enemy turns to you. 

WARLOCK 

Many of the Warlock's spells don't do much up front damage which makes 

them ideal for longer fights. Any of the pets Warlocks can choose from aid 

in doing damage with the Succubus causing the most damage herself, but 

the Imp allows the Warlock to caster longer. Throwing Corruption, Curse of 

Agony, and Immolate on an enemy doesn't do much damage at first, but as 

the seconds pass, the enemy's health continues to drop. Being able to Drain 

Mana or Drain Health as needed keeps the Warlock doing damage consis- 

tently. Should you run out of mana, use Dark Pact (if you're an Affliction 

Warlock) to steal some from your pet. Another option when you run out of 

mana is to use Life Tap to trade your health for mana. 

HUNTER 

Constantly firing arrows or bullets at an enemy makes the Hunter a valid 

choice for this role. Auto Fire keeps the Hunter doing damage, provided you 

are able to stay at range, while the pet can chew on the enemy. To increase 

the damage they are putting out, Hunters can use Serpent Sting (though it 

takes up a debuff slot), Aimed Shot (if they are specced in the Marksmanship 

talent tree), and Arcane Shot. Use your special abilities until you are low on 

mana then stop casting. Auto Fire keeps the damage going while allowing 

you to regenerate mana. In the larger fights, use Feign Death often to keep 

your threat level low. 

There are times in dungeons where it takes far too long to kill the enemies 
one at a time and trying to do so can result in the entire group dying. For 

these fights, often against a dozen or more non-elite enemies, being able to 

damage many at once is the wisest course of action. 
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MAGE 

Arcane Explosion allows the Mage to continue doing AoE damage even while 

being attacked because of its instant cast time and limited targeting time (it 

is cast with you as the center of the effect). Blizzard and Flame Strike can 

be cast at range, but have differing effects. Often a good line up is to start 

with Blizzard or Flame Strike and switch to Arcane Explosion as the enemy 

advances on you. 

HUNTER 

Hunters are a good second place when it comes to the AoE slot. Setting an 

Explosive Trap before the fight and using Multi-Shot then Volley throws a lot 

of damage out very quickly and generates a great deal of threat. Feign Death 

to allow the tank to grab aggro. Keep your pet on Passive. 

WARLOCK 

Warlocks have a number of tools that qualify them for an AoE slot. Warlocks 

have a ranged AoE (Rain of Fire) and a point blank AoE (Hellfire). 

E21... unn e a o 
Having someone who can resurrect a fallen member can save the time of 

running back to your body, or save the entire run if enemies have respawned 

behind you. 

PRIEST 

. Resurrection can be cast any time outside of combat and doesn't have a 

cooldown. 
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Ancestral Spirit cannot be used during combat and has no cooldown. 

PALADIN 

Paladins can ask Redemption for dead party members. 

DRUID 

Rebirth is the only rez spell that can be cast during combat. It costs a reagent 

each time it is used (the reagent varies depending on level) and has a 30 

minute cooldown. 

Total party wipes happen, espe- 

cially in Raids. Having good wipe 

recovery is the only thing that 

keeps the Raid going. 

WARLOCK 

For the cost of a Soul Shard, the Warlock can use Create Soul Stone for a 

party member. This allows the ‘stoned’ person to instantly resurrect himself 

instead of releasing their spirit. The soul stone buff lasts one hour, has a one 

hour cooldown, and needs to be renewed. Classes that can resurrect should 

be given stones. 

PALADIN 

By using a Symbol of Divinity and sacrificing themselves, Paladins can call 

upon Divine Intervention and remove a party member from combat and all 

danger for 3 minutes. At the end of the duration, the party member can be 

attacked as normal, so it should be cast on someone who can resurrect others 

and is outside of the enemy's aggro detection. 

SHAMAN 

Reincarnation has a one hour cooldown (unless you have taken the Improved 

Reincarnation talent), and consumes an Ankh each time it is used. 



Once you have everyone in a raid, it’s important to move people into group 

configurations that are beneficial to your goal. In the raid window, the raid 

leader can simply click and drag people from one group to another. 

The most obvious way to organize people is as several small groups; each 
with their own healer, tank, dps, etc. This is a very balanced way to do it 

and is often a good start. As you become more comfortable with organizing 
raids and knowing the abilities of all the classes, forming specialized groups 

becomes quite powerful. 

The following are merely examples of specialized groups. Knowing your 

raid-mates, their abilities, and their play style will be the ultimate factors in 

group placement. 

This group would be quite durable. 

It would have all the healing the 

Main Tank would need and have 

the Backup Tank ready to take over 

should something go wrong. With the 

mitigation and healing provided by 

the Paladin or Shaman, the Warrior 

would become even more durable 

This group is a bit stale, but it's still 

effective. The Shaman using Grace of 

Air Totem increases the agility of all 

the Hunters in the group. The Hunt- 

ers should keep their wolves near 

(rather than sending them to attack) 

and use their Furious Howl manually. 

If the Hunters time it well, always 

have the Furious Howl buff and each 

attack has its damage raised significantly. The Shaman is fairly superfluous 

and can be replaced by a Feral Druid or a Paladin using Blessing of Might. 

Starting the fight with dual Blizzards 

and a Rain of Fire might scare most 
AoE Damage 

people, but there is a method to 

this madness. When the enemies 

approach the casters, the Priest uses 

Power Word: Shield and the Warrior 

Charges and uses Challenging Shout. 
m 

Heoler/ Mitigation /AoE 

Domage 

cooldown and not fully necessary if you’re saving the ability for Shield Wall). 

Once all aggro is on the Warrior, pull 

back so all enemies are in front of 

you and use Retaliation (30 minute 

The enemies won't be pulling off the Warrior for some time so use Arcane 

Explosion, Holy Nova (if you’re Holy specced), Hellfire, and Whirlwind to 

finish the enemies quickly. 

Any of these classes can deal damage 
— DPS 

on their own, but together they can 

buff each other and further raise 

their damage. The Warrior raises 

everyone's attack power with Battle 

Shout. The Shaman raises everyone's 

strength with Strength of Earth Totem 

and increases melee attacks with 

Windfury Totem or raises agility with 

Grace of Air Totem. The Feral Druid increases everyone's critical chance with 

Leader of the Pack. The Hunter has their pet use focus only on Furious Growl 

which raises the damage of each person's next attack. Combine all of these 

together and this group puts out the damage. 

One Warlock uses Curse of Shadows 

while another uses Curse of Ele- 
Sustained Magic Damage 

Role 
ments to keep the targets shadow 

and fire resistance low while the 

other uses Curse of Agony. After 

that, everyone starts throwing shad- 

ow damage and DoTs. Corruption, 

Immolate, and Shadow Word: Pain 

all stack and will keep doing dam- 

age as you switch to Firebolt, Shadowbolt, Mind Flay, and Mind Blast. The 

Priest should use Fade often to keep his or her threat lower. The Paladin 

brings a good bit to the party with emergency healing and his Blessing of 
Wisdom which regenerates mana for each party member. A Shaman using 

Mana Spring Totem can be substituted or a Balance Druid in Moonkin form 
to increase spell critical chance. This is a highly specialized group, it is 

almost always better to assign a Warlock to a tank. 

Raid Instances take place inside 

an instanced dungeon. This 

means you cannot have any 

outside assistance, but it also 

means you won't have any 

outside interference (especially on 

PvP servers). Raid Instances are 

often long dungeons with many 

smaller enemies leading to the 

larger threat. 
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Outdoor Raids occur in the world. People from outside your raid can help or 

hinder your attempt at these targets. You may also be competing with others 

as these enemies often take several days to respawn. Outdoor Raids are often 

in areas where your raid will have to fight past small groups of enemies to get 

to the boss, but not nearly as many as a dungeon raid. 
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Zone: Seoring Gorge/Burning Steppes 

Level Range: 58-60 

Player Limit: 10 

Primary Enemies: Humonoid, Wyrmkin 

Special Items: Ports of the Beoststolker, Devout, Dreodmist, Elements, Lightforge, Magister, Shodowcroft, Valor, 

Wildheart armor sets drop. Dal’Rend’s Sacred Charge weapon set drops. 

Entrance Requirements: A completed Seol of Ascension is required to enter the upper floors of Blackrock Spire 

After completing the Seal of Ascension, make a left in the first room to the 

sealed door. The braziers light and the door opens. The path is filled with the 

humanoids and Wyrmkin loyal to the Black Dragonflight. 

Having Mages and Druids for CC is quite important as is having a heavily 

armored tank and watchful healer. The enemies at the end of the instance hit 

very hard. Have your wipe recovery stay well back from a fight so that if a 

wipe occurs they can rez safely without re-aggroing the enemies. 

zT2 

Zone: Stronglethorn Vole 

Entrance Requirements: None 

The other troll tribes have sent their greatest High Priests, but to no avail. 

While the outcasts of the ancient 

Gurubashi Empire fled to the 

Swamp of Sorrows to continue 

their worship of the blood god 

Hakkar, they soon found that 

only in the capital of the shat- 

tered empire could Hakkar be 

fully summoned. The capital has 

been taken by the Atal’ai and the 

preparations to summon Hakkar 

have been completed. 

Rather than defeating Hakkar and his followers, these mighty spiritual war- 

riors have been taken by Hakkar and are now counted among his allies. 

The quests for Zul’Gurub are obtained on a small island off the northwest 

coast of Stranglethorn Vale. The entrance to Zul’Gurub, in northeastern Stran- 

glethorn Vale, is guarded by a few trolls but you can easily run past them and 

zone into the area. 

a Viet o om 

Zone: Blackrock Depths 

Player Limit: 40 

Primary Enemies: Elemental, Demon 

Special Items: Clossspecific epic armor sets as well as many epic weapons. The storter for the Priest ond Hunter epic 

quests drops here. 

Entrance Requirements: Attunement to the Core 

While there is no key to Molten 

Core, you can’t take all 40 people 

through Blackrock Depths each 

time. There is a Blood Elf who 

offers a quest that allows you to 

be ‘attuned’ to Molten Core. Once 

the quest is complete, you can 

enter Molten Core from the Blood 

Elf rather than going all the way 

through Blackrock Depths. 



Molten Core is a cave of molten rock and creatures that flourish in the im- 

pressive heat. With many targets being opposed to the Hydraxian Waterlords, 

this is a good place to increase your reputation as you will need it to summon 

some of the more powerful monsters in Molten Core. 

Bring your fire resistance gear and couple good secondary tanks. Many of the 

enemies throw off any CC you put on them and have to be tanked individu- 

ally. Focus your fire and kill the enemies one at a time. 

ONYXIA’S*bAIR™ —— sts 
Zone: Dustwallow Marsh 

Level Range: 40+ 

Player Limit: 40 

Primary Enemies: Wyrmkin 

Special Items: A plethoro of rore ond epic items con be found in the horde of the drogon. 

Entrance Requirements: Completing the Morshol Windsor or Warlord’s Command quest chain is required for 

Allionce ond Horde raids to enter Onyxio's Loir. Blackhond's Command 

While a very short instance, it is very challenging. The multiple whelps can 

cause a great deal of trouble and Onyxia herself is no pushover. Be ready 

with your fire resistance gear. 

Ex no. BLA 

Lord Nefarion commands his 

agents from high atop Blackrock 

Spire. Like Molten Core, the 

entrance to Blackwing Lair is 

within another instance (Upper 

Blackrock Spire). To become 

attuned, kill the Quartermaster 

outside Blackrock Spire and 

read his orders. Once the quest 

is begun, proceed into Upper 

Blackrock Spire and kill Drakkisath. With him dead, use the orb behind him 

to complete your attunement. In the future, you are able to enter Blackwing 

Lair by using the orb where you found the Quartermaster. 

The fights within Blackwing Lair are quite varied and exciting. Each fight is 

extremely different from the previous and it will take several attempts before 

your raid will progress through this raid instance. Be prepared for the wipes 

and be ready to think about new strategies that will lead you to victory. 

Entrance Requirements: The Gotes of Ahn'Qiroj world event must be completed before the Ruins of Ahn’ Qiroj 

con be entered. 

Following the War of the Shifting Sands, the Qiraji were left in a devastated 

city cut off from the world. Though not defeated, they were sealed within. 

Many generations have passed, but the Qiraji have not been idle. The Ruins 

of Ahn'Qiraj are teeming with an army anxious to strike against Azeroth. 

As the primary enemies are constructs and silithids, there are few ways to CC 

them. Instead concentrate on using tanks to hold them while your raid blows 

them down. 
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Entrance Requirements: The Gates of Ahn'Qiraj world event must be completed before the Temple of Ahn" iroj 

con be entered. 

The War of the Shifting Sands never reached the center of the city. Even as 

the outskirts were laid to waste, the Temple of Ahn'Qiraj was never taken. 

The breeding grounds were never destroyed and the leadership was never 

attacked. 

After so many generations have passed, the armies are ready. The monument 

to unspeakable gods is not one to be taken lightly. Many of the enemies 

will have unique abilities and will take several attempts before they can be 

defeated. Repair your armor before you enter as you'll need all the durability 

you have and be prepared for many deaths. 

Entrance Requirements: Goining reputotion with Argent Down at Light's hope Chapel allows you to enter 

Naxxramas cheaper. 

Floating above the greenish haze of Eastern Plaguelands, Naxxramas is the 

ultimate destination for those helping the Argent Dawn. 
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Both the living and unliving servants of the Lich King aid Kel’Thuzad in 

Naxxramas. The Necropolis has everything that is needed to wage war 

against Azeroth. Defeating this unbelievable evil will mean far more than 

victory...it will mean survival. 

Druids, Priests, and Mages make excellent choices for CC classes, but be 

ready to encounter enemies that are immune to CC entirely. Have several 

off-tanks and healers ready for fights against large groups of enemies. 

Shaped like a giant wheel, there are four wings in the Necropolis, determine 

which wing you intend to enter before the raid forms. This will save hurt 

feelings and time. 

EXISTING OUTDOOR RAIDS 



-DRAGONS-OFNIGHTMARE — o 
Something has happened within the Emerald Dream. Ysera's four most 
trusted lieutenants have emerged from the dream, but they are tainted. 

They attack anyone who comes near and some of them have visible signs 

of the taint. 

There are several things that all four dragons have in common. 

1. Generate floating green clouds that cause Sleep. 

2. Green Dragon Breath which slows ability cooldowns. 

3. Attack members behind with Tail Swipe. 

4. Use specific abilities at 75%, 50%, and 25% health, 

5. Are guarded by groups of green dragonkin and drokes. 

YSONDRE 

As one of the Dragons of Night- 

mare, Ysondre shares the sleep, 

breath, and tail swipe abilities of 

her brethren. Have your raid pre- 

pared to avoid the green clouds 

and your main tank ready to keep 

Ysondre facing away from the 

largest portion of the raid. 

As her health drops, Ysondre 

summons several druids who 

attack members of your raid. 

Ysondre also has a Lightning 

Wave attack that she uses against 

the main tank. This does con- 

siderable nature damage and can leap from one person to the next. Avoid 

keeping people too close to the main tank to reduce the overall damage 

done by this ability. The more people you bring to this fight, the more dam- 

age you do, but the more chaotic things become. 

TAERAR 

Zone: Ashenvale, Feralas, Duskwood, The Hinterlands 

Level Range: 60+ 

Primary Damage Type: Nature 

Special Items: Mony items of epic ond rore quolity. 

Taerar also shares the tail swipe, green dragon breath, and sleep attacks. 
Have your raid prepared to avoid the green clouds and stay away from the 

front of Taerar. 

As his health drops, Taerar will become a full shadow and summon three 

Shades of Taerar. These look identical to Taerar and have many of his abili- 

ties. They have fewer hitpoints and must be killed before Taerar engages your 
raid again. Only the true Taerar has the ability to fear large portions of your 
raid. Fear immunity and dispelling effects greatly aids your success. The more 

people you bring to this fight, the more damage you do, but the more chaotic 

things become. 

LETHON 

Tail swipe, green dragon breath, and sleep are all abilities Lethon shares with 
the other Dragons of Nightmare. Keep your raid away from the floating green d 
clouds and to the sides of Lethon to reduce the effectiveness of his attacks. 

As the battle with Lethon continues, he often casts Shadowbolt Whirl 
that hits everyone in the raid. This makes life on healers more difficult so 
be ready. With his health falling, Lethon stuns your entire raid for a few 
seconds and summon wraiths from your bodies. These travel toward Lethon 

slowly and heal him when contact is made. Be ready to AoE these to death 

or face a reinvigorated dragon. 

The more people you bring to 

this fight, the more damage you 

do, but the more chaotic things 

become and the more people 

possibly healing him. 
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EMERISS 

As one of the Dragons of Nightmare, Emeriss also possesses the sleep, breath, 

and tail swipe abilities. Avoid standing in front of her (unless you’re the main 

tank), behind her, or in the floating green clouds. 

Throughout the fight, Emeriss casts infections on your raid members. These 

cause the targeted member to inflict massive damage to all nearby members 

over several seconds. Should you get hit with this, run away from others until 

it can be dispelled. Emeriss, when her health drops, will release a DoT that 

deals 100% of your health over 10 seconds. A single heal keeps you from 

dying, but won't leave you with much health. Be ready to dispel and heal 

quickly after she does this. 

& Emeriss ^T. 
> Z^» 

4 “að A. . 

AZUREGO@S =e 

Level Range: 60+ 

Primary Damage Type: Cold 

Special Items: Mony items of epic ond rore quality. 

Azuregos guards the magical secrets of Azshara. He does not attack you until 

provoked. This makes assembling a raid easier as he patrols around. Clear 

any of the mobs in the area before engaging Azuregos. 
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The ancient blue dragon has many tricks to use against your raid. Keep every- 

one close enough to get teleported with him, but far enough away to avoid 

his AoEs. Don't attempt to resurrect after he’s killed you as he will freeze you 

every time he uses a cold attack until the fifteen minute debuff wears off. 

LorD KAZZAK 
Safe within the Tainted Scar, Lord Kazzak prepares for his attack on the 

world. Move your raid into position as one group as the patrolling demons in 

the scar are very dangerous and will kill any small groups wandering through. 

Lord Kazzak has several shadow attacks and curses that make him rather 

difficult to defeat. Keep all curses and magic debuffs dispelled and be ready 

for a quick fight. Should the fight take too long and Kazzak become bored, 

he begins casting shadowbolt volleys every couple seconds until your raid 

is dead. Do not bring more than 40 people against Kazzak. Any larger force 

(pets included) cause Kazzak to cast shadowbolt volleys every couple sec- 

onds until your raid is dead. 

Zone: The Blasted Londs 

Level Range: 60+ 

Primary Damage Type: Shadow 

Special Items: Mony items of epic ond rore quality. 



Though there are many specifics in PvP combat, there are also a number 

of universal traits. The Honor System, gaining Ranks, rules of conduct, and 

many strategies are shared between the various Battlegrounds and in the 

open field. Before trying to master Warsong Gulch, Arathi Basin, or the 

legendary Alterac Valley, a person must try to understand how PvP works, at 

its core. 

HONOR AND REPUTATION 

One of the first questions that new players wonder is what you can get 

through PvP. You don’t get experience from killing other characters, and 

even victory in the Battlegrounds awards such a modest level of experience 

that it won’t be a major focus for anyone there. Instead, PvP offers Honor, 

Reputation (Battlegrounds Only), fun, and a number of equipment rewards. 

There are two major paths of equipment upgrades that are earned from the 

Battlegrounds. Honor is gained from just about any PvP action (winning a 

Battleground, sometimes losing a Battleground, slaying a target that is not 

grey to your character, taking part in a raid against an enemy faction’s leader, 

etc.). This Honor is gathered for a full week, then is calculated during server 

maintenance to see how your character has performed compared to other 

characters of the same faction. You are then given a Standing (from first, 

which would be the most honor gained on the server for your faction, to all 

of the Standing values for those who PvPed at all). The higher your Stand- 

ing, the more your character’s Rank will progress. There are 14 PvP Ranks, 

though characters start without any Rank at all. After each maintenance, your 

character has the chance to gain or lose Rank; this is a dynamic system that 

pushes characters to PvP constantly if they want to achieve or even maintain 

the higher Ranks in the game. 

When World of Warcraft released, there wasn't nearly as 

much to say about player versus player combat. Everything 

was handled in duels, or out in the open fields, and these 

contests were for personal distinction alone. With the 

introduction of the Battlegrounds, the Honor System, and 

some substantial balances for the character classes, things 

have changes immensely. This chapter does all that it can 

to explain the rules, concepts, and purpose of PvP combat 

in World of Warcraft. It also goes into specifics about the 

various locations for such conflict, and how to come out on 

top in your many engagements. 

Mm " b hort of Honor System Terms LC Be RÀ 

<> Honor: Gained for Kills and Battleground Activity; Used at the End of the Week, 

then Are Reset 

e» Standing: Calculated After Server Maintenance for Each Week, Used to 

Determine Whether Your Character Gains or Loses Rating Points 

so Rank: Your Current PvP Title; This Determines What Rewards You Can Access 

from Your Faction; Rank/Title is Based Off of Your Character’s Current Rating 

Points 

c Rating: The Actual Measure of Your Character’s Honor System Progress; This is 

More Accurate Than Rank, But Cannot Be Seen In-Game 

At first this might seem complex, and some aspects of it genuinely are. Many 

people participate in the Honor System without fully understanding how it 

works. That is fine; they only need to get out there and fight if they want a 

few Ranks. But to conquer the system and get the most out of it, people need 

to sit down and really see what is going on behind the scenes. 

UNDERSTANDING HONOR, STANDING, 
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A Quick Look at the Ranks 

Ratin i à; 
"EE Required Level | Alliance Title | Horde Title | Reward 

Score 25 Kills in 
N/A Privote Scout Tobord 

0 Week 

Trinket (Removes Certain Status 
2,000 N/A Corporal Grunt ee 

Effects) 

Rare Cloak; 10% Discount on 

3 5,000 N/A Sergeant Sergeant Items/Requires From Faction 

Merchants 

Hear SUA CERE I M 
s | 1500 | 38 | Saget or | FistSeweont [Roe Bes 

Entry to Officer's Brackets in 

20,000 Stone Guard Racial Capitol, Officer's Tabard, 

Inexpensive Potions 

L7 | xmas [| at oe se t5 
Rare Chest and Leggings 

30,000 Knight-Coptoi Legionnai 

ef mae | [cn |e (PvP Set) 

Battle Standard (Enhances Health 
35,000 KrightChompion | Centurion =e 

to Allies, Reusable) 

t 40,000 Lieutenan Rore Helm and Shoulders (PvP 

Commander Set Complete) 

Inexpensive Epic Mount (Unique 

45,000 Commander Appearance), Ability to Chat in 

Defense Channels 

50,000 Epic Gloves, Leggings, ond Boots 

(Upgroded PvP Set) 

Epic Helm, Shoulders, and C 
Field Marshal sb oro 

— PvP Set eet 

Sat ET tee RC 

Lieutenont 

General 

<> Rating Advances By Having a High Standing (End the Week With More Honor 

Than Others) 

<> Rating Decays Every Week; You Are In a Fight to Earn More Than You Lose 

<P Because Lower Level Battlegrounds and Characters Are Worth Fewer Honor 
Points, Competition for High Standing Isn't Possible Before the Higher Brackets 

<a» Rating/Rank is Capped at Various Levels; Only a Character at Level 60 Con 

Reach Rank 14 (All Brackets Have a Cap of Some Sort Before Then) 

sh Dishonoroble Kills (Taking Out Civilians) Immediately Reduces Your Rating, 
Effectively Lowering Your Rank Progress 

If Standing gets you the Rating/Ranks you need, and a high Standing is based 

on getting more Honor than other characters in your faction, the obvious 

question is how to get the most Honor. 
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Duels get you nothing of any sort. Open field PvP is almost worthless, 

contributing only a small amount of Honor over time. In reality, the higher 

Ranks are not accessible without entering the Battlegrounds. In these battles, 

your character gains a high sum of Honor for victories while still getting 

supplemental Honor for the kills that naturally take place during the contest. 

Because Battlegrounds have Reputations (and rewards) of their own, the vast 

majority of focused PvP takes place within them. 

Knowing that the Battlegrounds are the place to go for Honor, your next step 

is to find a solid team to play with. Sure, PUGing the BGs (going into the 

Battlegrounds by queueing on your own) is okay here and there. But to get a 

ton of Honor, start forming groups ahead of time. Join a good PvP guild, or 

just find a number of friends who are skilled in PvP and enjoy playing with 

you. This helps teamwork immensely, and leads to victory after victory in 

many engagements. 

If Honor and victories are even more important, make sure that your guild 

has a voice chat server of some sort so that they can always be on a voice 

chat program while in the Battlegrounds. It's much faster to hit a key and 

say "Incoming Ramp" than to type it. In fact, speaking even allows you to 

quickly convey "Three incoming ramp, a Paladin, a Druid, and a Priest." Get 

as many people as possible on voice chat and get the folks to speak out about 

important actions in the Battlegrounds. 

With these systems in place, practice and play often. Investing more hours 

into the PvP system is always a way to increase the Honor you are getting 

each week. A couple of hours here and there are easily enough to pull your 

character up through the first few Ranks. As the climb continues, you need to 

put in more time. Competition starts at Rank 4, but it is trivial. You only need 

to be placing somewhere in the top few hundred to make consistent progress. 

It isn't until Rank 8 or 9 that casual players in the PvP system start to really 

push themselves for progress. 

By Rank 11, even those people in a good guild that PvPs often start to see 

real challenges. To advance at that stage, your character has to be placing 

in the very high Standings every week. And to reach Rank 14, you need to 

be able to steal that top slot on your faction for a couple of weeks in a row. 



It’s possible to hit Rank 14 by getting in the top three Standing Slots, but you 

can't afford to see far below the leader in Honor, whatever the case. 

Moving through the PvP Ranks takes a few months, even if you devote all 

of your WoW time to PvPing. And, depending on the level of PvP on your 

server, hitting Ranks 12 and beyond may demand ten or more hours of PvP 

per day. Anyone can get through the lower Ranks (and enjoy their rewards). 

Anyone can eventually get enough Reputation to enjoy the Battleground- 

specific rewards! And most players can even hit the middle-Officer Ranks 

without too much trouble. Just be aware that going to Rank 11 and beyond 

requires major work and dedication to PvP and the game itself. Skill can only 

take you so far; time, time, and more time are needed in the end. 

For the highest Ranks in the system, many players start to organize them- 

selves even between the guilds. Quite a few servers have formed a queue 

for advancing to the highest Ranks. This way, the high-end players enter into 

an agreement to allow specific people to get the highest totals. By avoiding 

competition between each other in this fashion, they dramatically reduce 

the level of tension in the process and allow themselves more free time to do 

other WoW activities or even logoff (it does happen). Use the PvP Rankings 

from the worldofwarcraft.com site to find out who you are competing with 

at the highest tiers. Talk to them and see what can be worked out; it’s always 

worth a try! 

The answer is probably no, even if you are incredibly good. Rank 14 is never about skill 

(some players make Rank 14 and stink at PvP, while others are just as good as you 
might expect from someone who PvPs constantly). 

The highest PvP levels are entirely about having the right group to play with all the time, 

investing a massive amount of gameplay into PvP every week for a few months or 

more, and in winning constantly. If you PUG, you won't make it. If you can’t roll a bunch 

of enemy PUGs, you won't make it. If you have a job or social life that takes you away 

from the game during prime PvP hours, it’s going to be brutally hard. 

Try out the system and see what types of Standing you can make. If your level of time 

investment can get you into the higher Standings in the 50s bracket, there is a real 

chance for you. If not, shoot for a Rank that is realistic and don’t stress yourself out 

about the process. The game is supposed to be fun for you, and PvP certainly can be. 

Don't worry about things that you can't change; do your best and grab the rewards 
available to you. 

After all, the Reputation rewards are rather good by themselves, and combined with a 
decent Rank they equip a character quite nicely throughout the levels. ND 

z 

yu D ES E 

DIMINISHING RETURNS AND 

e A person's honor decreases by 10% each time you kill them in a Battlground 

«J^. Honor From Kills Does Not Mean Very Much in the Long Run 

oF Your Sum Total of Honorable Kills Does Nothing, Means Nothing, is Worth 
Nothing 

Further information about Honor is useful for your progress. Many players 

who are new to the system don’t believe that the Bonus Honor from the 

Battlegrounds is the key to success in achieving a higher Rating. Instead, 

these players try to farm Honor from repeatedly killing their enemies. Not 

only does this make for a less interesting and longer match, but it doesn’t pay 

off! Observe the following table. 

Diminishing Returns for Repeatedly 
Killing the Same Person 

Times Killed Percentage of Full Honor Value 

ee oi" <a: 
Mu 2 0 

This table shows what happens when you and your groups kill the same 

person repeatedly. The first time a specific enemy character is slain, they 

yield their full Honor value to you (up to several hundred points). The second 

kill is reduced to 75% of the total value, and so on from there. 

Honor gained from kills is purely supplemental for this reason. You can't 

farm targets; you can't gain major Rating from mass slaughter, and so forth. 

This is even more reason not to camp graveyards, not to farm kills in the 

Battlegrounds, and to push for your objectives! 

Every 24 hours, the diminishing returns system resets, and those who you 

killed yesterday go back to being worth a full value (until you trash them 

again). This system is the main reason why places like Alterac Valley and 

open field PvP sites are not ultimate honorfests. 
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«JP». Your Character Loses 20% of Their Accrued Rating Every Week 

> In the Higher Ranks, 20% of Your Rating Leads to Slower and Slower Progress 

Because This Value Becomes Greatly Higher 

eJ There isa Safety Net That Prevents You From Losing More than 2,500 Rating 

Per Week if You Go Into the Negatives (This is usually Half a Rank) 

Every week, after maintenance, your character has their Rating for the com- 

pleted week compared to their old Rating. If you didn’t PvP much at all, it is 

likely to you will lose points from your overall Rating. This can cause you to 

fall up to half a Rank per week. 

If you look at the required Rating values for the Ranks, you can see why the 

20% Rating penalty per week becomes so fierce. At the lowest part of Rank 

13, this means that your character needs to get at least 11,000 Rating Points 

per week just to break even. That means getting a substantial percentage 

of the number one character’s Honor total. The person with the highest 

Standing only gets 13,000, so we're not talking about a very high margin for 

slipups. 

There isn't a set total for Rating Given to anyone below first Standing. While 

the number one person gets that lovely 13,000, everyone else receives an 

amount weighted by their percentage of the leader's Honor. So, if you got the 

number two slots and only missed by a hair, don't fret! Your character is still 

going to get a sum in the high 12,000s (12,920 for example). 

THEREGaneBEONY ONE me 

— Despite all of the rules for progression that we just mentioned, there are some 

exceptions. The system is set up to prevent too many characters from being in 

the higher Ranks at the same time. When passing into the really high Ranks 

(11 and up), this number dwindles to a paltry sum. 

This is yet another reason why many players work together and form queues 

for getting into the higher Ranks. Once a person has gotten to their desired 

goal, it is important for them to fall back and make room for other players in 

their faction. Someone who was crazy enough to camp Rank 14 would be 

keeping the rest of their faction from reaching it. Though rare, more than one 

Rank 14 player can exist at one time on a server. 
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Thus, get your gear and get out! 

You can certainly still BG and will 

be happily welcomed into your old 

groups. But try not to BG so much 

that you threaten to get into the top 

20 Standing positions. That way, the 

people who need the high Ranks can 

push you out of the way. 

If you are trying for those highest Ranks, remember these final words of 

advice. First, learn to love Warsong. Stomping PUGs in Warsong Gulch offers 

the best Honor/hour in the game. Arathi Basin matches can be even better if 

you are able to seize a 5-0 victory in five or six minutes, but there are some 

problems with that. It's not easy against any team worth a darn. It's also ex- 

tremely unlikely that such teams will queue constantly and let your guild/PvP 

group obliterate them. 

Thus, Warsong is the most consistent source for defeatable PUGs. Be nice 

and respectful to the enemies (to keep them queueing and to be a good per- 

son). Beyond that, remember to bring your appropriate PvP gear and trinkets, 

keep the Stamina high, buy Healing Potions and possibly Free Action Potions 

as well if you like to run the flag. 

If Ranks are that important, choose Talents specifically for the Battleground 

that you plan to camp. Don't worry about PvE Talents and survivability if all 

that you do and plan on doing for several months will involve Battleground 

work. Keep an eye out for anything that will improve your burst damage or 

limit enemy capabilities. Stuns are 

great, instant attacks are wonderful 

too. Mana efficiency is less impor- 

tant, considering that you won't 

often live for too long once you start 

casting heavily. 

RULES, EVEN IN WAR 

Another general theme of PvP is the sense of proper conduct that runs 

through its most respected players. There are many people who are going to 

break into an “us vs. them" mentality, and those are the types that often a lot 

more difficult to work with. If you want to play on consistent, mature, and 

skilled teams, it usually means learning the rules of conduct and sticking to 

them at all times. 



You might wonder what is fair and what is unfair on the field of war. By the 

terms of the game, almost everything is kosher in the Battlegrounds; using 

/spit and /rude, slaughtering people two seconds after they Rez, and being a 

general jerk to friend and enemy alike is not going to get you kicked off the 

server (unless you use language that violates the ToS, obviously). 

What those actions may do, however, is get you blacklisted from the best 

PvP groups available. That is a very bad thing, because the rate of Honor for 

PUGs isn’t even close to what a skilled group can rake in. And for the higher 

Ranks, even a single group hitting more Honor than you is going to prevent 

you from moving forward well. 

Thus, whether you believe in being nasty to the enemies or not, it’s very 

much to your advantage to learn how to behave in the way that your server 

deems appropriate. The specifics of that may vary a fair bit, but we'll still 

discuss some of the usual problems that come up here; that way, you at least 

know the sides before you have to choose which one to take. 

Graveyard Camp is considered a normal tactic on PvP servers. Though 

frowned upon, don’t be surprised to see it more since the cross-server Battle- 

ground merger of 1.12 

In Arathi Basin, never approach the file graveyard for the other side; these 

are located at the northwestern hill for the Alliance and the southeastern hill 

for the Horde. Don’t climb the hill, don’t let enemies kite you up there, and 

just stay away. If the other side is outnumbered and being 5-Oed there, just 

let them stay back if they don’t want to fight. Keep it painless, take your free 

victory, and be happy it isn’t happening to you. Never rub it in. 

In Warsong Gulch, there on time when you want to attack the graveyard. 

Yup, you guessed it; when their flag runner stands in the middle of the 

graveyard. This is done by turtling teams to give them the best chance to 

keep constant healing on their carrier. With enough healers, it can be very 

hard to defeat without a good group of crowd controllers (and you just might 

not have said crowd controllers in your raid). When that is the case, hop on 

every healer that Rezzes and kill em outright until the flag runner is dead and 

the flag is returned. That is the only exception to the rule when in Warsong. 

In Alterac Valley, graveyard camping is built into the system somewhat. 

Because the teams are forced to capture graveyards, there are times you 

simply have to clear out recent rezzers to ensure that it is safe to capture and 

hold the area. Don’t laugh, spit, or be a jerk about it. Just kill the targets, get 

it done, and move on. As long as your side isn’t mean about the process, the 

enemies are likely to understand that it’s just something that had to happen. 

SpmnNG-AND'OTHER EMOTES ^ — 
This problem comes up all the time. Some people really like to /spit on their 

foes. You will see it, and you might see it a lot (depending on your server). 

Even on some RP servers, there is a sense that /spit is an insult to the player and 

not the character. That isn't universal, but it is a commonly-held view. Unless 

you truly wish to insult an enemy and are willing to risk offending even your 

own team, avoid using the Spit Emote. 

For roleplaying or just having fun, try /shake, /grin, and /roar instead. There 

are many cool emotes out there that don't have the same weight as /spit. 

Also, remember that /say and non-standard emotes /em “Other Test" are not 

viewable by the other side. Don't use these to try and convey a message, 

because they won't get across. 

Laughing at other players is another emote that might be taken personally. 

This won't evoke the same response at spitting, and sometimes it just makes 

sense (e.g. That Paladin just bubbled with the flag, omg /lol). If you do this 

a lot though, and do care about being nice to the other side, try a /hug or 

a /comfort to go along with it. Let people know that you aren't ripping into 

them, but laughing at the situation. 

Because the system Blizzard uses to garble text between the factions is con- 

sistent, people have figured out how to state something that is gibberish to 

their own team and understandable 

by the other side. Please don't use 

this to insult the other team; it's not 

funny or amusing to many people, 

and it gets old pretty quickly. 

TEx Gren mee 0 

Spamming /say or /yell in the BGs can also get to be a major pain. Don’t cre- 

ate macros to tap and fill people’s textbars. This annoys folks on both sides 

of the fight, and it isn’t going to win you terribly many friends. If you have 

specific messages for your team, keep it in /raid or /party chat. 
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If you are roleplaying and have a 

battlecry or something similar, use 

it sparingly. There is nothing wrong 

with doing this; try to keep the mes- 

sage short, and only use it from time 

to time. There is a big difference 

between spamming something to be 

a pain and doing some roleplaying 

(most characters on both sides will 

recognize this). 

[Irweldspos e ttm 

This is an issue that is brought up from time-to-time; people complain about 

the use or over-use of items in the Battlegrounds. People with more money 

are going to drink a great number of potions, including Healing/Mana 

Potions, attribute-enhancing ones, and even Flasks in truly extreme cases. 

Free Action and Swiftness Potions are used commonly, and quite a few 

Engineering pieces too. 

There is nothing wrong with this; the rules of the game and even the rules of 

decency say nothing about avoiding money use for the BGs. You can choose 

not to use these items, and that is fine too, but there is no way that both sides 

are going to enter into an agreement to abstain from all of their toys. Indeed, 

some players get the most joy out of using Mind Control Caps, Rocket Boots, 

and a way array of Trinkets. 

Get used to Purging/Dispelling when 

you see heavy item users on the 

field; for a slight use of mana, you 

get to rip effects right off of these 

characters, wasting money and 

cooldowns in the process! 

Each bracket starts at xO and goes up to x9 (except for the capped bracket, 

for players of the highest level). Thus, the first bracket is 10-19, then 20-29, 

_ and so forth. For brackets like the 10-19 and 50-59, it is extremely common 

to find bracket campers; those who are staying at the highest level of the 

BGs and avoiding experience. These are folks who are trying to get either 

222 

more honor in a somewhat easier bracket, or they are specifically Twinking 

to get an edge over others in PvP (this is most often the case with level 19 

characters). 

The issue itself becomes rather complex. There is nothing in the game rules 

that says a person has to level up, and twinking is not an avoidable thing 

either. Blizzard is likely to limit some of the potential for twinkers in the 

future; it has been stated that high-tier Enchantments are going to be limited 

to higher-level characters at some point in the future. This will relieve some 

of the pressure on the earlier brackets. 

Okay, so what does twinking look like? Expect a certain type of level 19 

player to have almost all Rare equipment (AH purchased), be wielding high 

DPS weaponry, and be using Enchantments that are very expensive. Life 

Stealing is one of the most brutal Enchantments for this tier of Battlegrounds. 

Rogues are one of the most common twink classes because their DPS is 

already quite capable in the high teens, while Warriors don't have enough of 

their abilities, and casters can only do so much to twink their characters. 

Twinking does have a vague wrongness. There isn't anything against the rules 

here, but non-twinks in the lower brackets have no chance against you. A 

level 10-15 character can be one-shotted by a twink. Even level 19 charac- 

ters are doomed against a dual-Lifesteal Rogue. Play how you want, and have 

a good time, but realize that people don't like to be splattered without even 

a fighting chance. Not everyone has a level 60 character already for easy 

funds, and not everyone is willing to play the Auction House for hours trying 

to make smooth deals. Thus, not everyone can twink their characters. It's not 

a fair fight. 

A bracket camper, on the other hand, has no specific gear. They may be 

wonderfully equipped or poorly equipped. These characters are simply put 

in the Battlegrounds to reach a certain objective before moving on. Some 

bracket campers are really cool folks who just have PvP goals to reach. Oth- 

ers are trying to keep an edge in PvP as long as possible. On some servers 

there is antagonism between capped players and those one level below them. 

You can reach Rank 13 at level 59, meaning that most of the PvP journey can 

be spent without leveling to 60. It's easier to find and roll PUGs in the 50s 

(where equipment is lower, the levels are obviously varied, and more fresh 

blood moves through). 

There is no clear cut right and wrong here. The best way to avoid drama and 

difficulty is to keep a good attitude, play with friends, and avoid the folks on 

both sides of the issue if they start to get nasty. Whether you bracket camp or 

not, keep a clean smile, fight a fair fight, and most PvPers will like you. Those 

who don't can take a kind leap off the side of the Lumber Mill. 

STRATEGY AND TACTICS 

Time to get new players started with a few general tips. We'll get into BG- 

specific tips farther down, but the ideas here are useful almost anywhere. 
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COMANA S ESSENTIALS on 
This can't be stressed enough. The 

only way to way consistently against 

good teams is to have effective 

communication with the rest of your 

allies. The Battlegrounds aren't about 

killing; they are focused on goals: 

running a flag, capturing resource 

locations, and pushing up the field 

toward the enemy's base. These are 

not done well without a plan. 

Whether you are using text or voice 

chat, effective communication takes a 

fair bit of practice. Don't give people 

more or less information than they 

need. Warn defenders about incoming 

targets and their numbers. Call for 

attackers to form at a specific site, and let them know when to hit. 

If you aren't the leader of a raid, listen closely to what is being said, then 

contribute information that would be valuable to the leader. State when you 

see defenders moving about, notify is sites are light on defense or heavy, and 

so forth. 

Learn to get this information across efficiently. Instead of saying/typing “There 

are five people coming toward out ramp," try "inc ramp 5." Lingo is used 

heavily in all of the BGs. Expect everything possible to be abbreviated when 

text is used, and even over voice some of this sticks. 

Examples of Communication 

Poor Form | Good Form [Meaning ———— — — 8 à à 5 
Six or more people ore rusting toword the am 

Foglost | Romp | Theog was token, ond theres going out to our romp 
Healers NOW | Kill Kith, Then Chay 

Push Ramp now Push forward into the enemy base using their ramp 

Toke down Kith the Priest, as she is healing their people; 

Toke Out Chay After Kith is dead 

Rez, form on me, ond stay with me After your characters Rez, group together on my location 

The more specific your information, the more powerful it becomes. Do 

Hold midfield 

everything possible to learn the lingo of your server and master it. Then, 

practice conveying information during downtime or even minor breaks 

within combat. If you get Stunned for four seconds, then type “FC Balcony” 

(enemy flag carrier is on the balcony). If you get Sapped by a defensive point, 

type “LM!” hit enter, then “Sapped, flag in trouble!” (the first line means 

Lumber Mill, then they get the next line, I’m crowd controlled and the flag is 

being captured). 

Don’t leave Caps Lock on, don’t curse, and never yell at your teammates. 

This is asking for a loss. The last thing that you want to do is sow discord 

within the ranks of your buddies. If a game is already going poorly, any 

drama is going to make things a lot worse. Winning teams are much better 

able to roll with the punches than those teams that have already gotten 

beaten up a few times. Try to keep an upbeat attitude about it all, and spread 

that to others when you can. Ignore the naysayers and fools who are fast to 

decry every player and pitfall that appears. 

Solo players are the bane of the Battlegrounds, even when they are effective 

killers. Cooperation allows for a synergistic increase to a raid’s firepower. 

Thus, soloers are taking away from the group’s potential even if they play 

their classes well. 

Picture a scenario where one team has six people crossing the field in War- 

song Gulch; they are grouped tightly together, their healers are ready to heal, 

their DPSers are set to target with a main assist on their leader, and so forth. 

The other side is crossing the field with seven characters, but they are strung 

out across the landscape. The first group hits them in pockets, facing two 

or three each time. When that happens, their crowd controllers keep all but 

the prime target Stunned or otherwise out of commission and the rest of the 

group obliterates the primary foe. This takes almost no time or mana, and the 

healers quickly restore the health of anyone who gets hurt. 

The first group is very likely to reach the other side of the field without a 

single casualty, even though they were outnumbered at the beginning of the 

run. This is because the other group didn’t focus fire, didn’t stay together, 

didn’t have a chance to heal, and so forth. 

This event isn’t theoretical. It happens, and it happens a lot. Stay grouped, 

stay together on offense and defense, and support your buddies. Attack the 

targets that they are already attacking, and do all that you can to heal and 

protect those allies who are being beaten upon. Attacking everything at once 

doesn’t work in PvE, so why should it fare any better here? 

Don’t make solo runs for flags/goals unless you see a massive lapse in the 

enemy’s defense. Even then, let people know what you are doing and why ET 

you are doing it. “They just ditched the Stables entirely, I’m NJing it.” 

Use your minimap to coordinate groupwork. Hit Shift + M to bring up the 

extra map and move toward your buddies if you are separated from them. 

There is no excuse for not knowing where people are! 

_DEFENSEy"DEFENSE) DEFENSE! = 00 
Too many players underestimate the 

value of light but solid defense. Hav- 

ing too many players near a flag is a 

waste of resources that can spell for 

a long game or even a loss. Indeed, 

you need to have a trim but effective 

defense at all times. 



Arathi Basin is the best example of a 

Battleground where this is true at all 

times; there are five points to defend 

(if you are lucky), and only up to 15 

players on each side. There must be 

a single person at all owned sites at 

all times. Even if you think that a site 

is completely safe, it's amazingly 

important to have a set of eye there, 

watching for stealthers and people who might be hidden in the terrain. En- 

emies are always hoping to find an undefended site; never give it to them! 

During fierce contests you are going to need more than a single defender. A 

lone person won't slow anyone down. If they are immediately CCed through 

Sap or Polymorph there is plenty of time to capture the flag. If the enemies 

are being smart, a pair of defenders is well more than twice as powerful. It’s 

much harder for the enemies to crowd control two people at once without 

making an obvious move toward the site. Beyond that, a direct attack 

requires that both characters die before the flag is captured. This leaves a 

window for the first character to Rez and return to the fight! If you are really 

lucky, the second person will die and do the same, allowing a duo to some- 

times face four or five people and win in the long run. 

All of that said, avoid the turtle in most circumstances. If you place six or 

seven people at a single point, there enemies are going to figure out a way 

to beat you. Turtling on defense slows games, hurts everyone’s Honor, and 

leads to way too many defeats. Turtling is only useful for buying time (so it’s 

a nice way to stall after a few people /afk or leave the BG because another 

one popped). Turtle to wait for reinforcements, then start the offense again. 

To defeat a turtle, use crowd control. Psychic Scream, Howl of Terror, Frost 

Nova, Frost Traps, and other such abilities make it very hard for a larger force 

- to bring its DPS to bear. This makes it quite possible to jump in, steal a flag, 

and head out again. This is most prominent in Warsong Gulch. For the other 

BGs, where there are more targets, the enemies are likely to just avoid your 

turtle and take everything else on the field. 

PvP kills are most easily gained by burst damage. Take a look at Fury and 

Arms Warriors to see a great example of this; the Fury Warriors deal more 

damage over time, so they should be awesome at PvP, right? It's true that they 

are still good, but Arms Warriors are able to frontload a ton of their damage. 

. Charge, hit, Hamstring, hit, Mortal Strike, and watch the opponent's squirm 

as they try to respond. They just took a boatload of damage; even if they get 

some distance, they have a lot of health to make up, and that Arms Warrior 

is happily enjoying his cooldowns for another big swing. Fury Warriors, who 
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often use faster attacks, are forced to stick to enemies to maximize their DPS, 

and that just isn't possible in PvP. 

The reason bursts are easier to maintain is that PVP combat is filled with 

Stuns, Snares, Roots, fast movement by opponents, some lag, and many other 

problems to get in the way of fast attacks. This encourages big hits rather than 

many hits. 

Even better is that big hits scare people. When they lose a third of their health 

in a moment or two, it's harder for the victim to concentrate on doing dam- 

age in return. It's also harder for their healers 

to respond; laying heavy damage on one target makes it possible to kill the 

person even when they have a whole team ready to try and save them. Two 

or three burst damage types working in concert can kill a flag carrier before a 

single heal lands! 

Good burst abilities/equipment includes Mortal Strike, Aimed Shot, two- 

handed weapons, Pyroblast, Soul Fire, and Ambush. Anything with high cost 

or high charge times is likely to be fun in PvP. These lend themselves toward 

sudden strikes from behind, Stealth, out of sight, and so forth. Even classes 

without any ability to hide can surprise foes in PvP. A Warrior hiding inside 

of a bush might not be seen as an enemy rushes toward the Farm in Arathi 

Basin. This allows the Warrior to start with a Charge, from behind, getting 

them quite a bit of Rage and some damage before the victim even responds. 

The map is not the terrain! Get your 

character into a wide range of PvP 

activities, and you will soon start 

to see opportunities that were not 

initially available. There are many 

ways to get into various locations, 

and finding places to hide for 

surprise attacks is amazingly easy. 

Though some classes can Track and 

figure out where you are, only Hunt- 

ers are especially good at doing this 

under a variety of circumstances. 

For almost every other target, the 

terrain is your friend! 

Look for bushes, small buildings, tiny 

corners to hide in, and balconies to 

jump down from. These positions are 

all over the place, in world PvP and in the Battlegrounds. Don't fight foolishly 

when you have a choice; start from range, observe your enemies, stay hidden 

and wait for your team to arrive, and only get close to foes when you are a 

melee class. 

A few classes have ways to observe the battlefield even while tucked away 

in safe locations (e.g. Warlocks, Hunters, Priests, Shaman). Use your class' 

abilities to look around an area when you are out of sight. If enemies come 

close, surprise them after informing your team where they are and how many 

there are. If you can scout at really long range, report on enemy force activity 

when there isn't direct fighting in your area; this allows defenders to accom- 

plish several goals at the same time! 



Ea a tee 
Healers are the blessing and bane 

of PvP, depending on whether they 

are on your side or the enemy's. 

Be prepared for healing classes to 

save important targets time and time 

again. This is why your team has to 

murder healers first, always. 

It'S not nice, but slaughtering healers 

is a face of PvP. Druids and Priests 

are first on the chopping block; they 

are squishy and concerted assault. 

Allow the ones that are in animal 

or Shadow Form to live while other 

healers die, but switch back as soon 

as they revert to Caster Form or non- 

Shadow Form. Then, take down the 

Shamans/Paladins on the other team. 

These targets take longer, but they can't heal as well either, especially once 

the aggro turns their way. 

One trick for defeating good healers (the ones that are healing frequently and 

seem to be very effective at it) is to crowd control them over long periods. Let 

your team know that this is the plan so that others don't break the control early. 

For example, say there is a high-level Priest that is always buffing and healing 

their team. Instead of killing her, which would only delay the character for a 

portion of a minute, dedicate a Mage to Polymorph her for as long as possible. 

Poly, cast a few spells on other people, Poly her again when she breaks, repeat. 

Not only does this keep the person out of combat for as long as possible, it 

frustrates them to no end. It's not fun to be chain crowd controlled. And though 

it's mean to say this, you don't want the best healers on the other team to have 

too much fun. 

If you are one of the aforementioned healers, remember to stay out of sight as 

often as possible. Use terrain, obstacles that don't break line of sight for your 

spells, buildings, and other characters to hide yourself. Don't charge in with 

the main group; let other players engage and get the attention of foes before 

you enter casting range. If the other team isn't highly skilled, they aren't as 

likely to look past the Warriors, Hunters, and other obvious attackers that are 

jumping onto them. If they do not notice you, use disruptive abilities to delay 

the enemies while your DPSers beat on them (Psychic Scream, Earthbind 

Totem, Entangling Roots, and such). 

CRowb-CoNTROL AND DisRuPTION. = 
Crowd control is about as important 

as healing for the Battlegrounds (and 

sometimes it's even more valuable 

to a team). Use your class' crowd 

control abilities as often as possible. 

Your goal out in the field isn't to kill 

as many foes as possible, except in 

very odd cases. Indeed, you are there 

to capture a flag, hold terrain, etc. 

Killing isn't needed for that, but disruption is. 

Crowd Control and Disruption Abilities 

Abilities to Use Heavily 

Entangling Roots (godly against melee targets and flag carriers), Hibernate (Hunter Pets, Feral Druids, Ghost 

Wolf Shamans) 

Freezing and Frost Trops (on choke points), Wing Clip and Concussive Shot (flag carriers, melee torgets), Wyvern 

Sting (anyone), Scare Beast (Pets, Feral Druids, Ghost Wolf Shamans) 

: 
Hunter 

i Hammer of Justice (best against casters), Repentance 

Psychic Scream (packets of enemies), Mind Control (especially when cliffs are nearby), Mind Flay 

Rogue Sop (healers, as usual), Many Stuns, Crippling Poison 

ints), Wi 

Polymorph (anyone), Frost Nova/Cone of Cold/Blizzard (groups of foes supporting their team) 

Eorthbind Totem (slows group or singles wonderfully), Frost Shock 

All Fear Abilities (these destroy team coordination), Seduce (with Succubus), Curse of Exhaustion 

Hamstring (use this on everyone), Piercing Howl (wonderful to keep reinforcements from getting to their flog 

corriers), Intimidating Shout (breaking turtle defenses), Protection Warrior Stuns 

~Power-UpsenetHe BATTLEGROUNDS = 
Be on the lookout for areas where 

special power-ups spawn in the 

Battlegrounds. These items are fairly 

useful, and their proper use certainly 

helps to win games for the side that 

dominates them. 

In Arathi Basin, all of these power- 

ups spawn near the resource nodes. 

Look in the mine cart about the Gold 

Mines, inside the house at the farm, in the center of the mill at the Lumber 

Mill, and just inside the Stables. These power-ups rotate between all three 

types of effects. The respawn rate for the Gold Mine power-ups seems to be 

faster than the others. 

In Warsong Gulch there are also several power-up locations. Inside the main 

tunnel for each base is a cubby area where a Speed power-up spawns. Use 

this for getting out of the base when capturing a flag; if you are a defender of Er 

the base, make sure to get this whenever possible to prevent attackers from $ y 

snagging it. 

There are also outdoor buildings in Warsong Gulch, in the southwestern part 

of the field and in the northeast there are Berserking power-ups; these are 

especially useful for taking out the early rush of people who are crossing the 

field toward your base. Then, smaller buildings on the southeast and north- 

west have Restoration power-ups. } 

Battleground Power-Ups 

j 30% Increased Damage, 10% More Arathi Basin (Near Resource Points), Warsong 

Damage Taken Gulch (Outdoor Buildings) 

R 10% Health t i Basi i SE e 0% Heolth/Mona/Pe Ten Seconds Arathi Basin (Near Resource Points), Warsong 

Happiness per Second Gulch (Outdoor Buildings) 

Arathi Bosin (Near Resource Points), Warsong 
Doubles Movement Ten Seconds 

Gulch (Bose Tunnels) 
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1 It’s never easy to stay on defense 

i ` x There are different locations for PvP, with varying rewards and strategies. 
"d when you know that stealthers 

$n Though it would take a full book of its own to go into the massive level of 
could be lining up their best attacks c EE : 

detail for higher-level Warcraft PvP, this offers a brief overview of what can 
against you. There are quite a few be d 

pe : i e done. 
abilities that deal with this problem, 

and many people don’t know about 

at first. The Hunter ability, Flare, 

is obviously intended to reveal 

Stealthers. But, anything that deals 

damage in an area-of-effect is useful as well. When stealther activity is 

suspected, use the abilities to keep Stealthers at bay or to actively break 

them out of Stealth Mode. 

Detecting or Breaking Stealth 

Abilities to Use Heavily 

Switch to Cat Form and Stealth Yourself 

Flore, All Trops, Leave Pets on Aggressive (If They Spot the Stealthers, They'll Attack Very Quickly) 

loss 
ood | 
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v5 Stondord Rewards: Nothing oP Gool: Practice PvP Techniques 

Tangible 

P Honor: None ^ 
Stealth Yourself 

Mogma Totem, Drop to Ghost Wolf for Sop Immunity 

Use Felhunter to Detect Stealthers; Warlocks Destroy Steolthers 

Use Bloodrage and Get Battleshout up (Bloodroge Puts Warriors In Combat, Making Them Immune to Sap for 

a Time) 

d they are flagged (or if they flag during the fight). 

"D Requirements: None 

Dueling can be engaged with members of either faction, though it will flag 

your character for combat if you duel a person of the opposing faction when 

This form of battle does not cause the death of either character, no Honor is 

awarded, but otherwise this fight occurs like a normal 1-on-1. Nobody can 

Abilities function so different in PvP interfere with the encounter, and if either side runs too far from the duel flag 

than they do in PvE. Some of the that appears the battle will end (resulting in a loss for the fleeing person). 

things that are v f ES. 
gs that are very useful normally Losses and victories are not recorded in any way, so these have no effect on 

become worthl .g. anythi E . 
POME V EEB: RIDE your character at all. Duels are done to pass the time, have fun, and test out ¥ 4 

1 . LI * 

TE relating to Threat). On the flipside, techniques. Note that these have very little bearing on true PvP because the 

4 } a number of abilities that are rarely Battlegrounds are for group-on-group fighting. The best duelist in the world 
$ s 

fà bothered with become quite potent, still needs solid communication skills to accomplish anything worthwhile in 

BG PvP. 
= such as the scouting abilities like 

^ 

Eagle Eye. 

Remember to establish “rules” before going into a duel. If you get deeply 
= | Play ar i ' abilities i ion. | | __) Play around with all of your class’ abilities in PvP to see how they function upset when etfier people blow timers, use potions, etc., then let that be 

You might be surprised what combinations become available. known well before the fight starts. Otherwise, everything goes. 

To maximize your successes in duels, come up with a plan ahead of time. 

Use burst damage, kiting, or outright attrition, and stick with your theme. If 

you are going for burst damage, don’t waste anything on drawing the fight 

out. If you are kiting, learn how far you can run, keep your enemy Snared/ 

Rooted, and so forth. For attrition combat, slap down the DOTs and keep 

. your foe controlled or at range as much as possible. 
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World PvP consists mostly of rolling PvP encounters (small fights on PvP 

servers) and raids on towns or cities. The smaller encounters behave some- 

what like duels, but often start with one side at a great disadvantage. Instead 

of having people face off against each other, one side is usually taken by 

surprise due to Stealth, terrain, already being engaged, etc. 

To reduce the problem of being rolled in world PvP, watch your back while 

fighting various monsters, stay in a group for questing, and don't let your 

health stay low for very long, even if it means using bandages more often. 

Treat every minute as if it could be your last, and assume that there is always 

a Stealther nearby. Even when there isn't, it's always possible that a few 

people could come over the hill at any moment. 

Going after towns and cities is more direct, and it requires quite a few more 

people. Get a group, or preferably a raid, together. If you only have five to 

ten people, head to a smaller place, like Astranaar or Hammerfall. The distant 

locales of these places prevent massive numbers of people from arriving 

quickly to counter you; instead, a moderate assortment of levels and classes 

should be there or soon arrive. This makes for a somewhat fair fight. 

If your raid has 30 or more people, try for a major location, and keep trying 

to rally more and more people from your side to join in. Take on one of 

the major cities from the other faction, and keep the pressure going. During 

primetime hours, it's nearly impossible to kill an enemy faction's leaders (the 

leader of each city). But during off-hours, it is possible to kill these tough 

targets if your raid uses skill and speed to clear their way through the city. 

When defending against these attacks, remember that time is on your side. 

It is easier to get reinforcements for your forces than it is for their group, and 

Rezzing is also easier for the defenders, who often have many places and 

people to hide and protect them. Because of this, it is easier to make the 

enemy forces pay dearly for every inch, even if it means that your character 

is doomed. Use AoE death runs to soften large groups of attackers. Be sure to 

spam Snare abilities when enemies try to rush through an area; don't let them 

bypass guards, NPCs, and other hindrances! Snare, Fear, Daze, and do what- 

ever you can to keep the NPCs beating on your targets for as long as possible. 

Because of diminishing returns, you can’t get a lot of Honor from world PvP 

even if you kill a fair number of people per day. This is a very fun form of 

combat, and it is purely based on the fighting (instead of on capturing terrain 

or flags). But, you won’t reach the higher PvP ranks by doing things this way. 

bare 
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o> Standard Rewards: A Trinket, Rare e» God: Copture the Enemy's Flag 

Equipment (Rings, Bow, Stoff, — Three Times 
Sword, Dagger, Necklace), Epic y <D Requirements: Five People per 
Bracer, Epic Leggings ^ Team Minimum 

<P Honor: Very High 

Warsong Gulch is the first Battleground that most young PvPers will encoun- 

ter. From level ten forward, this BG is available, and it only takes five people 

queued from each side to open the Gulch. 

There are two bases, the Alliance one in the north, and a Horde one in the 

south. Between them is an open field that is wide enough to allow for groups 

to pass each other without spotting the movement of their foes. 

The goal is to reach the enemy base, right click on their flag to capture it, then return 

and place their flag on top of yours (by walking over it). If the enemies take your flag 

in the meanwhile, you won't be able to score. Flag carriers drop the flags if they are 

made immune to damage, mount, or right click on the flag icon, on the upper-right 

side of their screen. 

The key is to figure out exactly how many people you need on defense, 

how many should stay in midfield to thwart enemy actions, and how many 

should go after the flag. Normally, you want your smallest group to be on 

pure defense. Then, use most of the raid for attack if the enemy is turtling 

or split your forces between flag running and midfield if the enemy is being 

more aggressive. 

The only graveyards in Warsong Gulch are just to the right as a defender 

walks out of their base. These are up on hills to prevent enemies from easily 

getting to them for ganking, but foes can come into the bases by the main 

tunnels and leave up top to enter the graveyards (or they can take the ramps 

on the left side of the base and move over to the graveyards from there). 
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Flag carriers receive massive attention and often need at least one dedicated 

healer; sometimes three won't be enough. Keep shields and healing spells 

coming while other characters slow the attackers to keep them away from 

the carrier. It is essential that one escorting person stays near the carrier at all 

times, to pick up the flag if the carrier is slain. Doing this, your side can pass 

off the enemy's flag multiple times on the way home, with Rezzers returning 

to help with the run as quickly as possible. 

For defenders, the goal is to right click on a flag when it drops. Once you 

see that a carrier is going to collapse, position the cursor above their heads 

and start to right-click rapidly. This raises the chance that your character will 

return the flag if it falls. 

Remember that everyone except the flag carrier can still use mounts in the 40+ 

brackets. Thus, people on both sides can move rapidly into position. For these 

more intense brackets, tougher carriers are sometimes required. During earlier 

brackets, when speed is a greater factor, softer classes have an edge (Mages can 

Blink, Druids with Travel Form destroy the 30s bracket, Shamans with Ghost 

Wolf are always nice, etc.). 
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| Horde Base 3 

2 Flag Rooms 4 

Tunnels 5 

Ramps 
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Warsong Gulch Legend i 

Groveyards 

6  Powerup Buildings 

Don't try to defend from the flag room most of the time. Though it's nice to 

have one person who stays very close to the flag (primarily to call out the direc- 

tion of enemy flag runners as they flee), it's best to hit enemy forces before they 

reach the flag room. Think about this; hitting an enemy force ahead of time 

means that some of your slain defenders get to respawn and hit the force again 

before they reach the flag. Attackers have to travel across the entire field, to this 

attrition favors the defending team! If you hole up in the flag room, the other 

team has a chance of being all the way outside the base by the time your fallen 

members respawn. There is no advantage to that! 

When attacking, stay as tightly grouped as possible. New players have 

a strong tendency to fragment and string their way into the enemy base. 

Defenders aren't going to be like that (most of the time); they are going to 

be sticking together. That gives them the opportunity to bum rush your lone 

attackers, eat them alive, and be at full health for the new loner. Don't let 

three, grouped defenders beat six, soloing attackers by falling for this. 

7 Battleground Exit Portals 9 — Alliance Base 

8 Midfield 
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For a confident team, a very aggressive front is quite lucrative for fast matches 

and high honor. Nobody is going to get the most out of these events by 

having both sides turtles, so it is important to get a strong offense going. To 

do that, form the groups so that only one or two people are planning to stay 

behind in the base. As a risky gambit, you can even have these people come 

out to midfield to assist in the fighting. 

Remember that defending your flag is not about keeping the enemies from 

touching it; it is about preventing enemies from getting back to their base 

with your flag. Thus, it’s very useful to dominate midfield and destroy enemy 

flag carriers as they come out of the base. Non-stealthers have a hard time 

making it in at all when people do this, and stealthers are not at their best 

when carrying flags across a heavy midfield. 

Be ready to stop carriers who are using maximum speed! That is the best counter 

to this heavy offense/midfield technique. A single Rogue or Druid can easily get 

your flag, and they might have the ability to go across the field at very high speed. 

This demands a midfield team that cooperates well, communicates immediately, 

and knows have to stop/slow flag runners. 

Blacksmith Graveyard | Horde Base 4 

2 Form Flog 5 

3 Farm Groveyard 6 

Lumber Mill Flag 7 

Lumber Mill Graveyard 8 

Blacksmith Flag 9 

Gold Mine Flag 

Gold Mine Graveyard 

Also expect to deal with Sprint Potions, Free Action Potions, and other toys. Dedi- 

cated runners blow these all the time, especially on older servers. For those targets, 

be certain to come at them with many types of delaying techniques. If the roots/snares 

won't work, try to polymorph and wait out the potion/buff that is helping the runner. 

This also gives you midfield team more time to get other there (you always want to 

have a few people beating on runners). 

An entirely different technique is to wear enemies down emotionally with a 

heavy turtle. This is not the way to win outright! Rather, it is a method that 

diminishes a powerful enemy team's ability to work together. It is often con- 

sidered dishonorable, but is very effective and needs to be discussed. 

You realize that you are facing an enemy team that is extremely good. 

They might be as good as your people; they might even be a good better. 

However, you still have folks who are willing to work together. So, to buy 

time and frustrate your foes, you order everyone except a lone stealther onto 

defense. You them proceed to trash wave after wave of foes until the enemies 

lose their cohesion. At that time you shift your force into a more aggressive 

stance and push to the other side of the field. 

10 Stables Flag 

1l Stables Graveyard 

12 Alliance Base 

13 Powerup Location (Random 

Powerup) 
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During this, your stealther keeps the other team honest. If they try to rush 

with all or almost all of their people, the stealther should grab the enemy flag 

and try to carefully move home. Avoid the center of midfield in this case, and 

choose a side to stay along. Scoring under these circumstances can happen! 

The best timing is to start a flag run just as a big fight is approaching at the 

home base. That way, your stealther can get the flag and be on the way home 

before a number of the enemies respawn. 

Turtling should not be a choice that people take under normal circumstances. 

It's slower than a more aggressive stance, and that means fewer points of 

honor. This is a last resort, and should be reserved for tougher fights. 

Standard Rewards: A Trinket, Rare > Goal: Reach 2,000 Resource 

Equipment (Boots, Leggings), - Points Before Your Enemy By 

Epic Equipment (Dagger, Cloak, Capturing Locations 

Shoulders) o> Requirements: Eight People per 
> Honor High Team Minimum - 

Arathi Basin is really in a class of its own; this Battleground is a race with a 

dynamic timelimit. Unlike the other Battlegrounds, both sides are in a rush 

to reach a goal that will occur sooner or later. You will never see a one-hour 

Arathi Basin, because somebody is going to hit 2000 point sooner or later; 

these matches last from 8 to 40 minutes, and are most often around 25 for a 

complete match. 

There are five resource nodes (Farm, Gold Mine, Blacksmith, Lumber Mill, 

and Stables). Each generates resources for the team that controls them. If one 

team holds three and the other holds two, the leading team will gain 5096 

more points over time. With a 4-to-1 lead, the winning team gets points at 

quadruple the speed. And with a 5-0 occurring, points come in at an amaz- 

ing rate, finishing the match at a very early point. 

So, your team wants to get as many sites as they can comfortably hold. It's no 

good to rush for all five sites and lose your battles at four of them, so there is 

a great deal of strategy and tactical work in figuring out what to hit. Initially, 

the Alliance gets the Stables while the Horde gets the Farm. The bulk of the 

forces for both sides rush on to contest the three other sites while a minimal 

-. defense guards the “safe” areas while they convert. 
E 

. After right-clicking on a flag, it takes one minute for the site to become 

yours. While contested, it only takes the other team a few seconds to right 
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click and defend the flag (or, in the case that nobody hold the site before- 

hand, the site becomes contested in their favor). If the other team previously 

possessed the site, they can score a Defense; this instantly puts the site back 

in their possession. 

Once a site is under control, resources begin to flow from it. In addition, 

the Spirit Healer at that location becomes active for the controlling side. 

This makes it easier to defend the area. Contested sites have no active Spirit 

Healer for either side; this is why it is very important for attackers to hit the 

flag early. You don't want a stream of reinforcements to appear every 30 

seconds! 

Use shorthand to let people know about the sites (Farm for the Farm, Mine 

for the Gold Mine, LM for the Lumber Mill, Stab for Stables, and BS for the 

Blacksmith). Keep everyone abreast of enemy movements; from good vantage 

points like the Lumber Mill, your people can see a huge portion of the map. 

Because it takes several seconds to use the flags, it is quite possible to inter- 

rupt attackers. Use instant abilities to deal damage and knock them off of the 

flag. If they don't turn to fight you, continue to deal damage to thwart their 

efforts. If several people pile onto a flag, drop totems, use any AoEs you have, 

try group Fear abilities, and so forth. 

Defenders should try to fight near the flags whenever possible. Even if drawn 

off, by a Hunter, you must keep your eyes on the flag at all times. When 

someone jumps onto it, be ready to hurry back and shoot them, hit them, or 

do whatever you can. As an attacker, it's wise to draw people off as often as 

you can. If there are too many defenders to defeat, send one person ahead 

of the group to annoy and flee from the defenders; if they are stupid enough 

to chase the lone attacker, move in with others and take the site. This works 

more often than you might think. 

Try not to let your sites get divided. Holding the Stables, Blacksmith, and 

Farm puts you in the lead. But, it also presents a daunting fight, because your 

forces are strung out across the map. When you can, try to hold territory that 

supports other nodes. Keeping the LM and Farm in the south, and taking the 

BS means that you have a triangle of defense that is extremely hard to break. 

From the BS, your people can see attack forces coming to either side, so your 

defenders always know what is being hit and can quickly rush to intercept a 

large group. 

Low DPS classes have much more value in Arathi Basin than they do in 

many other PvP situations. As a defender in the Basin, your job is not to kill 

enemies. It's true! Your job is to slow enemies down for long enough that 

reinforcements respawn or arrive from other points. Thus, you don't need to 

kill to be a great defender. 

Paladins, Druids in Bear Form, Priests, Protection Warriors, and other survi- 

vors have a great place in the Basin. Use their abilities to heal, slow, disrupt, 

and antagonize enemies. Paladins are so good at this that they have quite 

a reputation for annoyance; take damage while defending the flag, bubble, 

heal, drop bubble and attack anyone who got on the flag. For Druids, stay 

away from the flag, use Moonfire at range to disrupt capturing attackers, then 

switch to Travel Form and flee if too many people come after you. Even if the 

enemies are much higher in level, repeating this is wonderfully successful. 

The best attackers are classes that have long-duration crowd control or high 

burst damage. Rogues and Mages have an especially good time Sap/Poly- 

morphing targets and capturing the flags when there are solo defenders. For 
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| groups of attackers, lay on the DPS while focusing on enemy healers first. 

Once your group outnumbers the defenders, have one person try to ninja the 

flag (by grabbing it during the fighting). If the defenders don’t see this, you 

win. If you do, it disrupts their current battleplan because someone needs to 

break off and stop the capture. 

OvtnSEEINGMEIBASIN mem 
There are two major schools of thought on the leadership of Arathi Basin 

forces. For dealing with groups of people who are not as experienced in the 

game, one technique is to assign groups very clearly and encourage people 

to stick with their group the entire battle. A group is assigned for full attack 

work, another two groups for defense, then you have a floater group that 

defends sites if a third or fourth site is gained or joins the attackers if the team 

is behind. 

The upside of a rigid team structure is that it gives inexperienced players 

the ability to follow veterans more closely and learn from them. Most of the 

strategy is clean, and obvious, and that helps to avoid confusion. 

The downside of this pattern is that it lacks the strength and flexibility 

displayed by a team of full floaters! Such a team follows the other school of 

thought, that each force of 15 can be used fluidly. Those attackers require 

immense communication because they choose the ideal number of defenders 

for each site, at a given moment. As more people are needed for attack or 

specific defense, individual players call out that they will shift into that task. 

For example, a fluid team leaves a single person at the farm early in the 

match while a heavy force hits the mill, BS, and mine. All three are taken, but 

the enemies swing around and are about to hit the farm with a few troops. 

The lone farm defender calls for help “Inc Farm 3,” and two characters 

respond that they are going to the farm to assist. 

Though this model has immense potential, it requires wonderful players who 

are used to working together. Quite PvPers make it difficult to determine 

where the force is needed, and a lack of discipline undermines the benefits 

that flexibility provides. 

o> Standard Rewards: Improved SP Goal: Defeat the Enemy's 

Ammo, Hi-End Quiver/Ammo | Commander 

Pouch, Epic Equipment (Rings, 2H RB Requirements: Fifteen People per 
UNS Team Minimum 

Items, Mount) X 

Alterac Valley isn't available until the higher levels are reached. From level 

50 onward, this is the Battleground that tests and defies many players. Up to 

40 characters can enter Alterac Valley at the same time (per team), meaning . 

that leadership is extremely difficult here. It's unusual to have everyone know p 

each other and accept commands perfectly. 

The goal is to push to the other team's base. The Alliance holds the northern 

keep, and the Horde leader is in the south. Killing the commander for the 

other team instantly ends the battle, but there is a lot to do along the way. 

There are resources to gather (mines are taken from NPC enemies to harvest 

for ground troops, Wolves and Rams are used to create cavalry, and Wing 

Commanders are rescued to summon aerial forces). Beyond that, Armor 

Scraps are taken from bodies and given to the Blacksmiths at your team's 

base to upgrade NPC armor. Blood is taken from bodies as well, and this is 

given to the summoner NPC at your team's base for calling a massive, elite 

creature later in the battle. 

Thus, everything has a use in Alterac Valley. The rank and file characters are 

going to fight over graveyards, which are taken to keep the focus of the battle 

in different areas. Defenders work to hamper enemy forces, and can accom- 

plish a great deal with AoE death runs, especially in the base defense (where 

elite NPCs are there to assist). 

Along the way north/south, your team tries to take out enemy sub-bosses and 

locations. This not only reduces the attack force of your enemy (by removing 

their buffs); it also increases Honor of your side and adds additional Elite 

NPCs to guard your own leader. 

There are quests for Alterac Valley that are given by the NPCs at the formal 

entrance to the zone (in the Alterac Mountains), and there are additional 

quests given by NPC inside the Battleground. Try to complete these as 

you go, and don't worry about finishing each on your first run through the 1 

Battleground. Try to get one or two done each time; the first one that is really 

important is the quest to clear the caves by your main base. This is a quest 3 

for either side, and the result is that you get an item to port back to your main 1 

base (very useful in Alterac Valley). AW 

Try to have just a few, assigned people loot the bodies. This helps to keep the ` 

teams from having everyone run back every 30-40 minutes. Beyond that, the 

rewards are shared evenly, so there is no reason to have everyone waste their 

time looting. 

AoEs are the king of Alterac Valley, on offense and defense. Mages and War- 

locks especially are able to blast through massive groups of people who are 

trying to hold an area. Use these death rushes initially to soften a force, then 

hit them with standard DPS to finish the task. When taking flags or holding 

flags, keep the AoEs pounding on everyone to prevent them from having the 

opportunity to stay out of combat, touch flags, and so forth. The side that has 

fewer AoE characters is forced to be extremely aggressive when taking areas 

(if they can't take something quickly, the superior AoE forces of their enemy 

are likely to settle in and defend for a long time). 
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Even with the reduction in NPCs on the field (done in previous patches), 

defenders are still able to hold areas quite brutally if one side abandons there 

attempt to take enemy territory. These turtles heavily favor the faction with 

a higher player population. The players that drop out of the long matches 

eventually aren’t replaced for the side with fewer members, leading to an 

imbalance in sides. 

Luckily, the revamp to the battleground system makes it so that popula- 

tions are smoother than they once were. Server clusters are better bal- 

anced and have the potential for both sides to receive reinforcements 

even late in the evening. Because of this, turtling doesn’t have quite the 

finality that it once did. 

There are still extensive arguments over the need to take and hold as many 

sights as possible in Alterac Valley. If you lets your enemies take many of 
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your sites, this increases the number of defenders at the enemy commander's 

location (not a good thing). However, devoting people to slow or stop your 

enemy's advance keeps your main force from going forward as quickly too. 

There isn't a clear or simple answer to this. Each commander has to decide 

how to distribute their forces. A heavy assault early on leads to a strong 

push, but it allows your enemies to do the same. Ultimately, both groups 

end up facing a powerful wall at the end of the match where turtling is 

quite successful. 

One alternative that is very potent (if you have the right team for it), is to 

have a capable defense that holds the enemy in a stalemate while one or two 

stealth groups hit the targets on the opponent's end of the map. Taking four 

Rogues and a Druid in each of these groups makes it possible to stay in full 

stealth, have healing, and be strong enough to free Wing Commanders, kill 

enemy targets, and seize lightly-defended Graveyards. Of course, you need 

ten stealthers with skill to be able to try this. 

"Alterac Valley Le 

14 Alliance Starting Point 20  Icewing Bunker 

15 lrondeep Mine (Aliance Mine) 21 lumber Mill Area 
aldar (Commander: Vanndar 22 Rom Territory (Cavalry Targets) 

28. Walt Teritory (Gol Targets) 



Azeroth is full of many exciting discoveries and, for some, it comes in the 

form of its robust crafting system. Players can create various items and equip- 

ment as long as they have the right materials, tools, and know-how. 

Players are restricted to two primary professions per character. Those choices 

are: Alchemy, Blacksmithing, Enchanting, Engineering, Herbalism, Leather- 

working, Mining, Skinning, and Tailoring. To complement these profession 

options, there are secondary skills available to all characters. Secondary 

professions are not limited in the amount you can learn so every character 

can learn all three: Cooking, First Aid, and Fishing. 

Professions are a way to improve your character by offering more adventuring 

options beyond questing and grinding. The available products are wondrous: 

weapons and armor, potions and oils, bombs and shrinking devices. True, 

you can’t do all of them at once, so one of your first decisions is which pro- 

fessions and secondary skills you'd like to explore. 

Consider the Optior 

Each dass moy, at first glance, look to be geared toward a certain profession. Decide 

what's important to you. Do you wish to have a profession that can supplement your 

character class or one focused solely on extra cash flow? Are you interested in more 

effective combat (PvE and PvP) with gadgets and bombs or does having the ability 

to enchant your equipment sound more interesting? You're not restricted to a specific 

profession based on your class. Mages can be Blacksmiths if they wish and Paladins can 

work with cloth; it’s up to you. 

; 
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There are two primary types of professions; gathering and manufacturing. 

Gathering professions are used to harvest materials from the world and pre- 

pare them to be used by a manufacturing profession. Gathering professions 

aren't reliant on other professions, but in such cases the gains are purely 

monetary. 

Manufacturing professions use materials obtained from several sources to 

create new products or services. These rely heavily on gathering professions 

(the two exceptions are Enchanting and Tailoring). 

Profession Quick List 

. | Typical Profession E 

Makes potions ond elixirs with various attributes. Tronsmutation of 

Alchemist Herbalism Manufacturer — | metals ond elements is also available to those that reach higher 

levels of Akhemy. 

Makes mail ond plate armor, as well os metal weapons of oll types. 

At higher levels of skill Blacksmiths con choose to specialize in either 

Weaponsmithing or Armorsmithing. Weaponsmiths ore able to further 

Trockingdown herbs to be used by other professions. Alchemists, 

Enchonters, ond Leatherworkers are just a few of the professions that 

use herbs on occasion (with Alchemists being dependont on them). 

Creates leather armor at lower levels and branches into both leather 

ond mail armor at higher levels. Leatherworkers con also produce 

armor kits that can increase the armor on certain equipment. Proficient 

Leatherworkers con specialize in either Tribal Leatherworking, 

Elemental Leatherworking, or Dragonscale Leatherworking. 

Discovering the mining deposits of ore is restricted to Miners. In 

addition to the raw ore, rare gems con be found within the earth. 

Miners also smelt the ore into bars that other professions con make 

Horvests the leather and hides from beasts slain in combat. 

Skinners supplement many of the professions to a small extent with 

Leatherworkers being fully reliant on them. 

Creates cloth armor and bolts from the cloth pieces found on the 

bodies of enemies. Tailors can also create bags to increase characters’ 

inventory space (these are generally quite sought after). As the 

primary sources of cloth are dead enemies, Tailors are only slightly 

dependant on Miners, Skinners, and Herbalists for some of the more 

rore materials. 

— Skill Quick List 

| | Description 
Gather meats ond parts of slain beasts and turn it into useful foods that replenish heolth. At higher levels certain 

foods also give statistic bonuses for a limited time. 

Lu kr cope qe These con be used to quickly heal yourself or others between 

HE 

Gathers fish and treasure from the bodies of water spread across Azeroth. Alchemists make use of some fish 

while Tailors, Leatherworkers, Blacksmiths and Enchonters use various pearls. 
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All items necessary to excel in your chosen line of work can be purchased 

from others in the game if necessary. It's very possible to be an Engineer if 

you have the gold to buy the ore and stone you need. Guilds and friends 

are often key (exploited) in providing materials for such pursuits. Teamwork 

can be a huge advantage. One person producing ore to barter for armor and 

weapons is the foundation of a budding economy. 

Of course, there's no rule saying that you must “make” something. Some 

players focus on gather resources in exchange for gold or lower costing 

equipment. There's plenty of room for players who wish nothing else than to 

sell the bounty of the land. The truth is, those with an abundance of gold are 

often willing to pay a premium in lieu of gathering the materials themselves. 

3 Gathering raw resources is almost free (the only expense is the price of a pick 

or skinning knife, and training), so anything you make is profit. 

/. The obvious goal is to become the best crafter possible, regardless of which 

profession you choose. Maximizing your gold to do so in the cheapest and 

most efficient way possible is key. Everything available to crafters has a color. 

For example, Tailoring patterns and ore deposits each have a specific color 

depending on your level in the appropriate profession. 

Difficulty vs. Reward 

Decium Re a 0 02 oo 
Gy (Nono | These asks ore eforless ond connot foi ules ined No tl grins ore pes. g 
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-< => ": With a modest chance of failure, the chance for skill goin is significant. 

Failures ore common (you won't lose any materials. . .only time) ond skill gains ore 

guaranteed on success. 

Your sil is too low curently to even attempt these tasks. 

i i 

It doesn't matter if you're Mining, Tailoring, Smithing, etc. These colors are 

uniform across the crafts. If you're trying to level up, focus on tasks that give 

a solid return while using as little of your resource pool as necessary. A good 

example of a trade off is when a yellow recipe uses two items and an orange 

uses six. Sure, you get a point for the orange one, but by making the yellow 

you have the potential for gaining three points with the same materials. How- 

ever, there's also a slim risk that you'll make no progress. 

Always watch for the change in color as you level. If you're just creating the 

same item over and over, it could very well change to a green status and 

have little value beyond the item itself. It doesn't always happen on a set 

number so pay attention (but it does tend to happen at five and ten number 

breaks). For this one reason, it's not always smart to hit the “create all" but- 

ton. Follow this rule: if you're interested in skilling up, pay attention. If you 

want the items, create as many as you like. 

All professions have specific trainers that teach their craft. The six capital 

cities typically house them all, but there are trainers hidden in the wild, 

in smaller towns, and even in dungeons/instances that offer more special- 

ized training. It's important to visit the main trainers once ever 5-10 ranks 

while starting out. After you begin attaining higher levels, pay attention to 

your rank and only visit when you must. As you learn new skills, they're 

t automatically added to your menu. You need to advance in a profession to 
n 

EE learn better skills. 
Eq 
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au. Maximum Skill Level 

Not all trainers can teach you something new. As you level up, it's inevitable 

that you begin to surpass the knowledge of some trainers. When you've 

learned all a trainer can teach you, they often point you in the direction of the 

next trainer for you to contact. 

Plans, recipes, and schematics can be purchased at your trainer. However, 

there are some that are dropped, received as quest rewards, or purchased 

from merchants throughout Azeroth. Some drops are extremely rare. Get- 

ting your hands on a rare set of plans and being the first to make that item 

for the market can make you quite rich quite quickly. Dropped plans gener- 

ally make more powerful items. Rare plans, recipes, etc. are often some 

of the items that create the most voracious bidding. If you find a recipe or 

schematic as a drop, make sure to consult with someone before tossing it 

on the Auction House for a few silver. 

Some professions require equipment, but not all of them. Blacksmiths need a 

hammer (Blacksmith's Hammer), but Herbalists need only their hands. There 

are three types of equipment geared toward the professions in the game. 

STORE-BOUGHT 

Items and components like Blacksmith's Hammers, Mining Picks, Skinning 

Knives, vials, thread, etc. are all purchasable from vendors. You can gener- 

ally get most items at the general vendors and you only need to buy these 

once. In the case of equipment, they simply need to be in your packs (not 

your bank) and you use the item once you initiate the action, whether it's 

mining ore or skinning a boar. However, for vials, thread, flux, etc. you 

need the item on you. 

PLAYER-MADE 

Some skills, as you level, require the trader to use different, player-made 

items. This can be a potion for a Tailoring pattern or an Arclight Spanner for 

an Engineer. Keep the items in your packs when you wish to use them. 



Some items require you to travel to them. An anvil isn’t something that you can 

put in your backpack and carry around. When something like this is required, 

it is noted in the recipe/pattern. You don’t need to click the item, just stand 

near it, to make use of it. 

The skills of Mining, Skinning, and Herbalism are gathering skills. You won't 

be making anything, or need to make anything to gather. These vocations 

supply other professions with resources. 

HERBALISM. 

Your first skill is Find Herbs. Drag this icon from your ability book (defaulted 

to “p”) onto a hotbar. Push the corresponding number or click it to activate. 

Once you activate it you'll only need to refresh it on death or after logging in. 

While out adventuring, yellow dots appear on your mini-map. These denote 

an herbs location. If you mouse over the dot, you can discover which type of 

herb is shown. 

When you're next to the plant, mouse over it to check the skill level required 

to harvest it. If you are able to harvest it, right-click on the plant to gather the 

herbs. It takes a few seconds and, if you're successful, a loot window opens 

with the herbs you found. To speed this you can hold shift and right-click the 

plant. The time to harvest will be the same, but it puts the fruit of your labor 

directly into your pack instead of bringing up a loot window. 

It’s possible to get as many as three herbs from each harvest as well as a 

bonus herb (Swiftthistle can be found in Mageroyal, Bruiseweed, Briar- 

thorn, etc.). 

MINING 
Mining ore is crucial to the economy and may be used by your other 

profession. Copper, tin, and others are available at the swing of a pick, but 

jewels await the lucky. Find Minerals is the first skill granted to miners. Buy 

a Mining Pick, and head out to find your copper. Drag this icon from your 

ability book (defaulted to “p”) onto a hotbar. Push the corresponding number 

or Click it to activate. It remains active until you log, die, or change tracking 

types. A yellow dot appears on your mini-map when ore is nearby. 

Mouse over the yellow dot to discover what kind of mineral awaits. Once 

you reach the vein, mouse over it to check the required skill level. 

Right-click the node to begin mining. After a few swings, your character 

kneels down to check what you’ve found and a loot window opens. If you 

fail, simply try again. To speed the process, you can hold shift and right-click i ; 

the vein to immediately deposit the spoils in your back after a success. Tu 

Unlike herbs, mines have to be used several times before they are depleted. If 

you fail to mine anything on your first try, you still have the chance to skill up 

until you mine ore for the first time on that vein. Failing to mine does not count 

against getting a skill-up. 

Once you gather a load of ore, return to a forge and smelt it into bars. Again, 

pull the Smelting icon from your ability book (defaulted to ^p") and drag it 

onto you hotbar. Activate the skill to bring up the smelting menu. Click “cre- 

ate all" or “create” to smelt the ore into useable bars. 

SKINNING 

When beasts are killed in the wild, Skinners swoop in to take the hides and 

any leather from their corpses. You need a Skinning Knife in your pack to 

strip the hide from the corpse (only after the corpse is fully looted can be 

skinned). Right-click on the body and wait for the skinning to be finished. 

A loot window appears. You can bypass the loot window if you hold shift 

when you right-click. 

The types of leather and hide depend on the level of the animal you're skin- 

ning and a bit of randomness. Animals bordering on the next tier may have 

several of the lower tier instead of one of the higher tier. As the enemy's level 

increases, the level of leather received increases as well. 

— 

Not all enemies are skinned for leather alone. Dragonkin, scorpids, turtles, and many 

others can be skinned for scales, as well as leather. 

One thing you notice while hunting is that groups without a Skinner tend to 

leave corpses strewn about. It’s quite a find and Skinners often follow such 

parties and clean up after them for some time. 

Making items can be very rewarding. The ability to take raw resources and 

use what knowledge you've gained to create useful armor, weapons, potions, 

or enchants is worth pursuing. It’s not a bad way to increase the size of your f LT 

purse either. i 
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All the skills ramp up quickly at first but, as you gain higher levels, your prog- 

ress slows to a more steady pace. As long as you continue to make items of 

appropriate levels you continue to skill up. Having a guild to supply you with 

gold or resources is a great way to whip through the early levels, but it can be 

done without any aid as well. Even on your own you'll be able to become an 

artisan in your chosen field with the proper application of time. 

Along with the decrease in skill gain, notice the additional components many 

of the higher level items require. A high end item may require you to adven- 

ture for a week to accumulate enough rare materials to create it. It’s common 

to see such a rare item sell for great money if it's used in a recipe or pattern. 

Pearls and gems are common examples of additional components. 

It's fair to say that if you bought all the resources to create a high level item 

that someone, in return, is going to have to pay a pretty penny to have you 

create it for them. However, some items require you to pay more for the 

resources than buyers are willing to pay for the completed item. Be careful 

when choosing what to make and what to buy. 

There are times when money is no object. If you can make a robe that 

doubles a caster's current bonuses, they will likely pay a good deal for it. 

ALCHEMY 

Taking herbs, mixing them in a vial, and creating a potion that makes you 

several feet taller sounds exciting, no? The low level potions are typically the 

least interesting, but that makes them no less useful. Low level adventurers 

would be glad to pay for Lesser, and even Minor, Healing and Mana Potions. 

However, it's the high end potions and elixirs that really get people to dig 

into their pockets. 

Invisibility Potions, Strength Potions, Defense Potions, Agility Potions—all 

of these are within reach of the alchemist. The list is huge and everyone has 

their favorites. There are no tools required for this profession, but you have to 

. purchase vials constantly. 

To create a potion, open your ability menu (defaulted to ^p") and drag the 

Alchemy icon onto a hotbar. Activating the icon opens the Alchemy menu 

and immediately displays what potions you know how to create. 

Click on the name of the potion to discover which reagents you need. It 

shows how many of each item as well. Make sure you have all the appropri- 

ate ingredients (including the vials) in your bags before trying to create 

potions. The menu indicates which potions you can make and how many of 

each (depending on your resources) can be made also. Mouse over the icon 

to see what the effects of the potion are. 

As soon as you create a potion, it appears in your packs. To use it, either 

right-click it or drag it onto your hotbar for quick access. 

Alchemists can also transmute semi-rare ore and elements into rarer types. 

You can, given the appropriate skill and a Philosopher's Stone, transmute 

iron to gold, mithril to truesilver, and more. Transmutes have a cooldown of 

< » one to two days, but are well worth the wait. 
> 
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It's not hard to level up this skill if you have Herbalism. The herbs you find 

are free and, as long as you remember to have your Find Herbs skill active, 

you don't have to go out of your way. Groupmates, guildmates, and strangers 

in the field appreciate useful potions, and you're likely to develop quite a 

fan-base. They also sell very well in the auction houses. 

If you're trying to create potions w bag: 

potion to your inventory. Ths moba ome a pal m ot he ower levels when in 
space is limited. ae yah om 
p seguido on ou a headache. 
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BLACKSMITHING 

Smiths are some of the most popular crafters. Not only do you create mail 

and plate armor, but weapons too! True, only four of the nine classes ever 

require a Blacksmith for armoring needs, but each class could benefit from a 

new weapon now and then. Even Priests choose to learn how to use daggers 

when they need. However, the best creations require leather, cloth, jewels, 

and more. 

A Blacksmith's Hammer must be in your pack. Though that may sound 

obvious, it's often forgotten in the bank or ditched in the field for more bag 

space. You'll also need an anvil upon which to bang that hammer. Pull the 

Blacksmithing icon from your ability book (defaulted to ^p") onto a hotbar 

and activate it. Your Blacksmithing menu pops up and shows all plans cur- 

rently available. 

Click on the name of the plan to see what components it requires. It shows 

you how many of each component you have in your bags and how many 

items of that plan you can make. It also gives you the option to make one or 

many in a row. Mouse over the icon of the item to see its stats. 

Once you've made an item, it drops into your packs automatically. By level 

250, it's difficult to find a trainer in a main city that can teach you anything 

new. However, by finding dropped patterns and hidden trainers, you can 

continue to progress in your craft. Some quests offer rewards for you also. 

These require you to craft certain items and, in return, they teach you new 

patterns. One of the quest lines leads you to the Mithril Order. It's not an 

easy quest chain, but the reward is the ability to craft a full suit of mithril 

plate armor! 

Once you've attained a high enough skill level, you must choose a new path. 

Decide whether you wish to focus on weapons and carry the title Weap- 

onsmith or become an Armorsmith. Both paths require quests and both are 

mutually exclusive. If you choose one path, the other is forever closed to this 

character. If become a Weaponsmith interests you, you may be interested to 

discover that an even more specialized choices await. The mutally exclusive 
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^" Blacksmithing i is not a very fast skill to increase. You're often sharing ore 

available to Engineers and they're not scarce. Other Blacksmiths also com- 

pete for available ore and gems in the auction houses. It's expensive to buy 

since the demand is so high. In the early stages, it doesn't seem that bad, but 

it gets worse. 

It's not a get rich quick profession, but some of the high end items are truly 

impressive. Of course, it's because they are so difficult to make. Casual 

players can expect to either drop a good chunk of money on the resources 

or spend several weeks gather all the materials required. Take it slow and 

don't rush. 

The good news is you can make some money. Every class needs something 

at a certain level. The market demands for Blacksmiths fill these gaps and this 

gives you that extra surge of cash you need. You won't sell most of what you 

make early on, but certain pieces sell like clean air in Gnomeregan. 

ENCHANTING 
This is probably the simplest profession and also the most expensive to mas- 

ter. Components are not gathered from the field or from the corpses of beasts; 

instead, you must disenchant items of worth. This, of course, implies that you 

must find or purchase the items to be disenchanted. Disenchanting destroys 

the original item and leaves you with components to be used plying your 

trade. Items of higher level or rarer quality disenchant into better materials. 

Only items of Uncommon quality orhi higher (Ror, bie Legendary, etc.) can be 

disenchanted for resources. You're * 253 to be able to get posi fom ; 

common items. [a te: 
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Nearly every magical item can be disenchanted. The difficult part about this 

method of resource gathering is that you really need to think twice about 

destroying some item. If an item was given to you from a quest and its soul- 

bound, but you can't use it, the choice is still difficult. These items sell for a 

good bit. In the long run, enchanting can make up for the long and expensive 

trek to artisan. 

If you are with a party while hunting that doesn't need a certain item, ask 

for it; you may find that your party is willing to let you have a great deal of 

items. It's a standard to see a guild Enchanter snagging anything that some- 

one doesn't immediately need. The Enchanter needs to keep everyone's 

weapons glowing, but that's a fair trade for resources that are typically hard 

to come by. 

TW" A T5 

To disenchant an item, open your ability book (defaulted to “p”) and drag the 

Disenchant skill onto a hotbar. Activate the ability and then click on the item 
i 

you wish to disenchant. Grab the items from the loot menu and continue. E 
uw 

Once you've obtained a reasonable supply of dust and shards, move the ; H 

Enchanting icon onto your hotbar in a similar fashion. Activating the En- 

chanting skill brings up a window that shows all enchants you are currently | 

proficient with. | 

Click any recipe to see the components required. To enchant an item, open 

your inventory (or have someone put an item in the “Will Not Be Traded” 

slot of the trade window). Activate the appropriate enchant and click on the 

item. Enchantments are permanent until replaced. If you wish to replace an 

enchantment, it erases the previous one in favor of the new one. 

The quickest way to master this profession is to have friends willing to offer 

items that they don't need. Whether this is through a guild or just a group of 

players you've begun to hang out with, it's nice to be up front and explain 

to them that you've chosen the path of the Enchanter. Be generous with your 

services and you're certain to receive goodwill in kind. 

Low-level Enchanters underbid one another to level up quickly. However, 

by the time they reach a level with solid enchantments that people crave, 

the prices skyrocket. The resources aren't cheap and the enchantments are 

permanent. Imagine two Warriors. Each has attained level 50 and they're 

wearing the same equipment, they've chosen the same talents and use their 

abilities in the same fashion. However, one has every possible item enchant- 

ed and the other is in unenchanted equipment. Who's going to win? 

People are constantly trying to get the edge over the competition and en- 

chantments are sure ways to do that. If you're planning on holding onto an 

item for a while, get it enchanted early on and really take advantage of it. 

ENGINEERING . -. Fk 

If you like toys, gadgets and things that go boom, become an Engineer. It's 

a great match if you've already chosen to be a Miner since you use a lot of 

stone and ore. Gems are also used in Engineering and miners have the great- 

est access to them. Engineers can create bombs, guns, pets that are cute, pets 

that attack, and pets that explode. It's definitely not a boring profession. 

Snag the Engineering icon from your ability book (defaulted to ^p") and place 

it on a hotbar. Activate it to bring up your Engineering window. 

Click on the name of a schematic to see what components are needed, what 

tools are required, and how much you have in your inventory. You can also 

mouse over the item to see what it does before making it. 

Click the "create" or "create all" button to make the item. It's put directly into ` 

your pack on creation. 

Bombs and Dynamite: Right-click the icon if it’s in your pack or use your 

hotbar for faster access. A green circle appears once you've activated it. 

Choose the area of effect and left-click to toss your creation into the world. 

Pets: Pets work from your pack or hotbar keys as well. Battle Chickens and 

Mithril Dragonlings fight alongside you for some time while Explosive Sheep 

run at the enemy and...explode. 

237 a 



? 

> | 

A 

p 
í 

3 
| 

| 

PE ee oe A Se oe 

Trinkets: Many items constructed at higher levels are trinkets. There are two 

trinket slots on your character screen (defaulted to “c”). Trinkets must be 

equipped to be used and can’t be swapped during combat. Activate a trinket 

by clicking on it from your character screen or using a hotbar key. Trinkets 

have cooldowns varying from five minutes to an hour. If you have a lot of 

trinkets, it’s best to switch them out as you use them. The time works whether 

it's equipped or in your bag. However, if you carry five of the same item, 

Battle Chickens for example, they have a shared cooldown. So, using one 

activates the timer on all of them. There’s no need to have more that one of 

any trinket equipped at the same time. 

At skill level 150, you must pick Goblin Engineering or Gnome Engineering. 

Goblins are more of the blow’em up type and gnomes love to make gadgets 

and trinkets. Either takes a quest to get and once you learn one, this character 

is forever locked out of the other. 

Engineering is the anti-wealth skill. Just about everything you make can only 

be used by other Engineers and there’s a good chance that they can make 

their own. Rare schematics are the only things that give you a bit of an edge 

over the competition. Hold onto those and try to get as much as you can 

from this career. This path is all about improving your character. You make 

bombs, pets, goggles, parachutes, lasers, and all kinds of things that blow 

up and burn. It's what the killers and PvPers like to use. You'll be broke, 

but you'll be a walking time bomb with a bag full of tricks to pull out for a 

multitude of reasons. 

Leather armor is something that many classes need desperately, especially 

early. Leatherworkers can gain access to mail armor at higher levels. Skin- 

ning, obviously, is a fantastic partner profession to have. Controlling your 

own resources is a great way to gain an edge over those wishing to buy 

from other players. 

. Open you ability book (defaulted to ^p") and drag the Leatherworking icon 

R 

onto a hotbar. Activating the ability brings up your Leatherworking screen. 

At first, you don’t know much but that changes quickly. Click the name of a 

pattern to see how many of what components are required. Mousing over the 

item reveals the stats of the item. 

Once you begin to make even the simplest of armor pieces, you'll need 

to visit your trainer often to learn new recipes. As your skill increases, the 

breadth of what you can craft increases and your ability to skill up slows. 

You can create items one at a time or several one after another. Created items 

are automatically dropped into your packs. 

At rank 225, you have three specialties to choose from; Tribal, Elemental, 

and Dragonscale. Each one requires a quest to learn and they are mutually 

exclusive. Once your character chooses one, they can never choose another. 

Tribal Leatherworking uses the special leathers taken from unusually crea- 

tures in the land. As the items are all leather, it's suited for Druids and Rogues 

most. Elemental Leatherworking harnesses the powers of the elementals run- 

ning around the world. Also leather armor, Elemental Leatherworkers often 

sell their wares to Druids and Rogues. Dragonscale Leatherworking creates 
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mail armor from the scaled beasts of the land and is generally sold to Sha- 

mans and Hunters, who at higher levels wear mail instead of leather armor. 

Leatherworking combined with Skinning is a very intuitive and lucrative 

trade. You supply your trade by killing things you're already killing. There is 

no need to go out of your way for stray herbs or ore. While Leatherworkers 

are confined to armor, they can also make armor kits. These can be applied 

to any type of armor for the head, hands, chest, or legs slot and increase the 

armor of the item. 

There another bonus to being a less-flashy profession. Chances are that 

when you're in a group, you'll be the only person collecting skins. Wearing 

the armor you make keeps you up to date and generally ahead of the curve 

until the late game. End game gear is hard to make and requires compo- 

nents that are difficult to find in large quantities. 

TAILORING _— 

When people think of Tailors they immediately think of cloth armor. Howev- 

er, when a non-caster thinks of Tailors, they think of bags! Sure, Tailors make 

cloth armor and caster chase after them in droves trying to pick up some of 

the nicer equipment, but bags and cloaks are used by everyone. 

Open your ability book (defaulted to “p”) and drag the Tailoring icon onto a 

hotbar. Click or push the appropriate hotkey to activate the icon and open 

you Tailoring window. 

Click on the name of a pattern to see what components are needed to create 

the item. It shows you how many of each component you have in your bags 

and how many items of the pattern you can create. It gives you the option to 

make one or many in a row. To see what the pattern makes, mouse over the 

icon and the item’s statistics are shown. Once an item is made, it is automati- 

cally put into your packs. 

There isn’t a partner profession needed for Tailoring. The main supplies 

for this skill are cloth which is dropped by humanoid enemies. By killing 

humanoid mobs, which is inevitable, you build a supply of cloth. Tailors also 

buy a lot of thread and dye from the vendors however. These items cannot by 

found in the field, so be ready to put down some money whenever you want 

to make an item. Since Tailoring doesn’t need a partner profession to gather 

materials, you can choose one of the other gathering professions and sell the 

harvest to make up the money you spend making items. 

In addition to the obvious, Tailors learn several patterns that have little com- 

bat value and are strickly for role players. Tuxedos, dresses, shirts, and the 

like are all within the realm of learning for a Tailor. 



Secondary skills have no restrictions on how many a player can learn. 

Anyone can learn them and they don’t count against your maximum of two 

professions. So, if you wish to take all three, go nuts! These skills general 

reduce your downtime and/or help your cash flow. 

COOKING 
Raw meat is often found on the beasts of Azeroth. However, turning piles of 

flesh, legs, ribs, eggs, etc. into delicacies is the cook's advantage. The food 

that cooks create often heals at a better rate than store-bought food. In addi- 

tion, it often gives a short statistic bonus if you eat enough. Animals drop all 

sorts of ingredients for the avid cook. 

To use your Cooking skill, open you ability book (defaulted to “p”) and drag 

the icon onto a hotbar. Open the Cooking menu by clicking on the icon or 

pushing the appropriate hotkey and see what recipes you’ve mastered. 

Click on the name of a recipe to see what ingredients you need. It shows how 

many of each ingredient you currently possess in addition to how many of 

the item you can currently cook. 

Finished food is placed in your packs automatically, but a fire is needed to 

make anything. Using fires you find in the world is convenient unless you 

happen to be in the middle of nowhere. Merchants sell Simple Wood and 

Flint and Tinder. You only need one Flint and Tinder, but you need one Sim- 

ple Wood for each fire you create. This allows you to cook almost anywhere! 

FIRST AID 

First Aid offers non-healers the opportunity to heal themselves and others. 

No, it’s not as amazing as the magical healing abilities of the Priest, Druid, 

Shaman, or Paladin, but it’s something! It’s great for those non-healers while 

they’re soloing or for a quick fix when your main healer goes down. Ban- 

dages of all types can heal wounds and lessen downtime. Also, Anti-Venom 

can cure poison and halt the steady assault on your health. 

When you apply a bandage, it activates instantly, healing over time, wither 

6 or 8 seconds. A character must wait 60 seconds after a bandage is applied 

before another can be used. First Aid is a stop gap or emergency measure and 

isn't intended to be the focus of a characters combat time. If you're hit at any 

time during the bandaging, the healing is stopped and you are left with the 

debuff. Bandaging the main tank usually doesn't do much because of this, 

but it can be the difference in a close fight. 

Pull the First Aid icon from your ability book (defaulted to ^p") onto a hotbar 

and activate it to open your First Aid window. Click on the item to see how 

much cloth is required to create the bandage and how many you can create 

presently. Bandages are automatically placed in your packs upon creation. 

You never have enough cloth. There are times when you sell excess cloth 

only to run out of bandages the next day. Many players keep large quantities ra 

in their bank and several stacks on them at all times. Bandages are best used 3 

after a fight and perfect for soloing. Applying one right after a fight can keep » 

you going endlessly with little downtime. Remember, if you get hit while E. 

applying a bandage, you lose the healing and retain the 60 second cooldown 

timer. Once you learn the next level of bandage and are pulling in enough of 

the required cloth, sell the old bandages. 

To apply a bandage simply select the target you wish to heal (using F1 for 

you and F2-F5 for other party members is fast and easy) and push the hotkey 

you have the bandages set to. If you don't want to lose your current target 

and it's an enemy, you can activate the bandage then select your target. 

FISHNG o 07 

Fishing has two nice perks to it. The general ability is to catch fish. Fish can 

be cooked into some useful foods. It’s great for Hunters with pets that eat fish. 

Some skills, like Alchemy, use certain types of fish in their recipes. 

The second ability is the possibility of hauling up clams, boxes, chests, and 

mollusks. These can have items of worth or gems within and are quite a find! 

Open your ability book (defaulted to “p”) and drag the Fishing icon onto a 

hotbar. Equip your fishing pole (these can be bought at many vendors and 

stronger poles can be found or given as quest rewards). Move to a body of 

water and use the Fishing ability. 

You cast line and bobber into the water and wait. Keep your mouse hovering 
over the bobber and wait for a fish to bite (this is shown by the bobber. ..bob- — ; 
bing). Click on the bobber to reel in your catch. If you were successful, your i 
bounty shows in a loot window. ] 

Fishing Poles 

Be sure to equip your weapons going in y combat. This con happen if an enemy — 
comes upon you while fishing or if you simply move onto other activities. Hitting — 
someone with a Fishing Pole, while funny isn't effective. » 1 

Fresh and ocean waters have different types of fish as do some of the rare 

ponds and lakes in Azeroth. The best way to skill up is to fish in areas 

where your character can defeat the enemies. This keeps you fishing in 

areas where you can succeed and allows you to defend yourself if a mon- 

ster wanders too close. Purchasing and using lures can temporary increase 

you fishing skill to make transitioning into a new area easier. 

To use a lure, open your inventory. Right click on the lure and then left click 
on your fishing pole. Lures only last a certain length of time, but your skill 

can be greatly increased by these. 
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