Zul Lugoth Hunting Guide

As written by Turinrond Coyoterre, in Imaerastas of 5101.

Hopefully, this tome will serve ye cavern dwelling folks, or ye dwarves or other folks seeking to find refuge or more within the Caves known as Zul Lugoth.

Tis a small town, and with only 3 separate hunting areas. The folks living within this town rather like the intimacy that they achieve by keeping the town small and relatively uninhabited. 

I feel that this is one of the reasons my original notes were stolen from me, and why you now will get a brief summary of what I have since been able to recall from my 2 weeks in town there. Thanks again to Palence, Ravinhawk, and Valothon, whose (logs), as well as mine own observations, were instrumental in coming to the conclusions contained within 'ere. 

Coupla pre-hunting notes. 

1) If ye hunt alone, do let folks know that ye are there. The town is very small, and rescue is not possible from an adjoining town, because of the carts coming in and out of the caverns. So, the only way yer gonna git saved is if'n someone knows to save ya.

2) There are no forageable herbs within the caverns. You will find a growth of a poison antidote in Czeroth Caverns. You, howe'er, can only forage a bite at a time. If you are prone to poisoning, I would suggest you take the time and forage yourself a bit o' that to keep handy.

3) Herbals are mixed and sold as ales, for administering to the dead... much like is done on Teras, at a higher cost, I noticed. There is a discount for those of ye not o' the Dark Elven persuasion. Dwarves. Go figure. For additional information regarding the foraging of herbs or healing ales and their properties, please consult my tome on the matter. 

4) Every cavern contains at least one beast capable of performing a 'maneuver attack'. In essence, make sure that you travel light, and that you are protected enough in the off chance that you git knocked on yer arse and git hit whilst yer down.

5) I personally would not suggest hunting this area unless you are a few trainings past your titling age. Also, if you need to hunt undead, you will find no such beasts within these caverns. 

Those things being noted, let the information begin:

ķ善ĸe things being

Cave Lizards:

When safe in the confines of its underground home, the cave lizard is easily mistaken for just another rock on the floor, albeit a rather long, thick rock.  Its low-slung body and stubby legs allow it to squeeze through cracks that would defy attempts by the smaller humanoid races.  A mottled, scaly hide of charcoal grey intermixed with deep crimson helps it hide in low light conditions.  Bright light reveals not only the more scintillating aspects of its crimson coloration but rows of razor-sharp teeth set in a protruding snout.  One should not fixate on the snout, though, lest the powerful tail of the cave lizard land a devastating blow.

AGE: 23 - 24

Attacks: Claw and Bite. Claw does more damage, bite is a higher attack. These are stance dancing beasts, so the attack will start to variate when they feel threatened somehow. Also, most times will walk into an area in guarded or defensive. At any rate, a reasonable expectatation of range will be 197 AS to 216 AS. On occasion, an 'older' lizard will show up. Have seen bites up to 250 AS. 

Special Attack: Tail Sweep. Capable of knocking you on your butt for a few seconds, but no additional damage. Much like a rogue sweep. Good dexterity and reflexes and unencumbrance will negate most of the threat of that attack.

Defense: Again, these are stance dancers. And, to be noted, their skin is the equivalent of chain hauberk. Yuck. DS in offensive generally falls around 119. It can and will bounce to as high as 209 whilst 'turtling', but in combat most likely will range from 119 to 164 DS. 

Vs. Magic. 66 TD against most circles of magic. 71 TD on the rare occasional 'elder' lizard.

Treasure: Skinnable for tails, worth approximately 200 silvers, depending on your ability. Occasionally they will drop a gem. No other treasure found. 


Giant Veaba:

The flattened body of the giant veaba is divided into a head and trunk comprised of several segments.  Pairs of legs, too numerous to count, flank each segment of the body.  Just below a gaping maw, two appendages of the first segment have large claws that are equipped with poison glands.  Long antennae extend from the eyeless head.

AGE: 24 - 28 

Attacks: Bite and Claw. Claw will generally be about 35 AS higher than their Bite. Due to the tremendous age variance, it's hard to gauge the attack. However, they are not as powerful as their lizard cave mates. AS will Range from 187 to 218 on the Claw attacks. On occasion, the claw will poison you, without a warding roll.

Special Attack: This one is kind of interesting. It's a 'Bounce' attack. They literally raise up on their hind legs and thrust their torso against you, sending you flying into the next room!! Yes, it will cause damage, and yes, it will put you on your arse, and yes it will stun you for a bit. Does Not seem to be age based. Does Not seem to be dodgeable. Fortunately, it doesn't happen very often. Fun, fun.

Defense: For some reason, these critters do not stance dance nearly as much as their lizard counterparts. DS was seen to range from 156 to 187 or thereabouts, on average. Also, their 'skin' is akin to Brigandine armor, so they are significantly easier to crit and otherwise cause damage to. 

 Vs. Magic:  69 - 81 TD, variance reflecting the broad age range of these beasties. 

Treasure: Veaba Claws. Tasty, and used in some of the local ales. Worth about 250 silvers at the furrier. No other treasure. 

MRAENT GRANITE QUARRY

Giant Albino Scorpions:

The scorpion is like any other scorpion in general body structure.  This particular variety, however, is about seven feet in length, with potent venom brewing in its cauda.  The huge insectoid creature is entirely white, except for its pincers and stinger, which are a light pink.  The eyes of the albino scorpion are crimson -- not to mention entirely blind.

AGE: 25 - 27

Attacks: Stab (Stinger)  and Snap (Pincer).  AS ranges from 184 to 209, with the Stab attack being the most powerful. Have yet to be poisoned by the Scorpion, but I don't rule that out as a possibility. Their attack is relatively unremarkable otherwise.

Defense: DS Ranges from 109 to 127 in most cases. Their exoskeleton is a weak brigandine armor equivalent. HOWEVER - unlike any other creature that I've ever fought, they possess the ability to completely EVADE an attack. That's right. You will just miss. Too hard to gauge if that is based on your age or ability or what not - no one that I saw fighting them seemed to miss too often, but younger ambushing rogues seemed to have a greater chance of missing their aimed shots than I did at just swinging wild. (I'm crazy like that, ya know). (When I say younger, I mean younger than the scorpion.)

 Vs. Magic: 72 - 78 TD, variance reflecting age differences, versus all circles that I saw.

Treasure: Skinnable for scorpion stingers. Average values between 2-300 silvers.

Krynch:

Flecked with bits of mica and quartz crystal, the krynch shimmers in even the dimmest light.  Moving with a fluid grace that belies the granite composition of its body, the creature has a barrel chest and thick, powerful limbs.  The krynch has no visible ears or nose on its perfectly spherical head.  Its mouth is fixed in a perpetual scowl and its glossy black eyes glare at you with malevolent intensity.

AGE: 29 - 34 

Attacks: Pound attack. 182 - 200 AS. They will get 'inspired' by the occasional 'flush' of water through local drainage caverns, which will add 10 - 20 to their attack for about 30 seconds or so. 

 Special Attacks: Remarkably similar in action to Stone Golems, they can sink their fists into the earth, causing earthquakes. If you are not terribly dextrous, you will find yourself on your arse. ALSO, they have the ability to turn themselves into a boulder, and .. heh.. roll you over. Dodging it is like any other maneuver attack, getting hit by hit .. well.. use your imagination - a 6' tall boulder just rolled you over, how do you think you feel?

Defense: These little buggers love to stance dance. If you get them in offensive, their DS will range from 94 to 126. However, they are very capable of staying in combat with DS as high as 228. Additionally, their skin is as tough as possible.. that's right Plate Mail Armor equivalent. Ironically, legging them destroys any chance of getting a decent skin. They also possess the ability to self-cast personal colors. 

 Vs. Magic: 94 - 106 TD vs most circles, representing the age differences you will encounter. 

Treasure: If you're lucky, you can get a shinbone off of them. I haven't, so I have no idea what that might be worth. The good news is that they do drop regular treasure: boxes, gems, silvers, etc. 

ķ善ĸyou're lucky

Roa'ter Wormlings

This large worm seems to be not quite fully grown, and yet it still is a massive creature around fifteen feet long.  Though young it possesses great strength and moves quickly about.  Light red in color, it seems to have no eyes, but its keen sense of smell quickly finds targets.

AGE: 25 

Attacks: Hee hee. It's a worm! For many of you, this will be your first encounter with a Roa'ter type beast. A good experience for you, undoubtedly. Well, if you give it the chance to Charge at you, it attacks with a 195 AS, and that will slowly diminish as you beat it up some. But.. that's not what you have to worry about...

A roa'ter wormling suddenly lurches into the air, then dives straight into ground with amazing force!

In a few seconds, it has buried itself so deeply you can no longer see any part of the wormling, however you can still feel the vibrations of its violent departure.

'Uh oh'

You feel the ground shake violently and hear something move from deep underneath your feet.

'Ermmm..'

You feel a rumble come from beneath your feet.

Dirt and rock explode from the ground beneath you as a roa'ter wormling erupts from underground and crashes onto the surface!

Rocks and dirt pelt you as you are thrown into the air!

You make a stunning maneuver in the air avoiding the majority of the debris and landing on your feet!

Now kill it!! Hurry! Why? Because if it hits you.. this could happen:

Rocks and dirt pelt you as you are thrown into the air!

   ... 43 points of damage!

   Massive blow to your chest collapses your sternum!

   You are stunned for 8 rounds!

You come crashing back into the ground!

   ... 13 points of damage!

   Good blow to your abdomen!

Note that not only does the worm literally drill right through you, but then he sends you flying into the air, and well.. you're not going to land so gracefully. So, IF it doesn't kill you, it's going to leave you vulnerable for some time, most likely stunned, bleeding and on your arse. 

Common thinking is that best defense is to be in 'defensive' stance against these, but my thinking is that 'staying light' is the best defense against these. 

Defense: 150 DS. Soft heads. Aim for it. Worms don't have legs. 

 Vs. Magic: 72 TD

Treasure: Not skinnable, but yes, they have treasure. Don't know where they put it, but I don't care. 

Grutik Savage: 

This misshapen humanoid has large luminous eyes from many years of living underground.  It's dressed in scraps of leather armor and odd bits of mismatched clothing, apparently scavenged from various sources.  The flesh you can see underneath is mostly grey though well muscled.

AGE: 26 - 31

Attacks: Club, or Axe, most of the time. Fiesty little stance dancers these are, too. Best attack I've seen is 251 AS.  Usually the attacks fall between 227 - 239 AS. 

Defense: Like I said, they are quite the little dancers. While attacking, their DS ranges from 192 - 217 on average. The good news is that they are only wearing Light leather, which means they are highly susceptible to most attacks. 

Vs. Magics: 75 - 90 TD

Treasure: Yes. Not skinnable.

Grutik Shamans: 

This misshapen humanoid has large luminous eyes from many years of living underground.  It's dressed in scraps of mismatched cloth in an apparent attempt to make a crude patchwork robe.  While not overly muscled, its eyes shine with a crude intelligence.

AGE: 30 train Wizard

Attack: Okay, well, they might swing at you with their staff, anywhere from 175 to 215 AS. But, as a wizard of 30 trains, expect them to cast. Some of the spells in their repertoire include: Elemental Dispel, Elemental Wave, Boil Earth, Forget, (which I thought was a sorceror spell, but hey, guess he doesn't know that) Sleep, Quake, and this spell I don't know what it is, but it dropped me down to Advance stance.  Yuck. Plus, imaginably some others, but those seem to be the most common. When casting CS spells, I noticed a range of 131 - 149, depending on the circle they were casting from. Of course, the brutal spells (Boil, E-Wave, Dispel) don't have a warding. 

Defense: If you don't give them time to spell up, hint, hint.. you might find them in offensive at 182 - 214 DS. When prepping a spell, they stance to guarded. When throwing a bolt spell, or swinging the staff, they drop to offensive. They are in light leather, so they stun easily and are otherwise not formidable if you give them your attention on the battle field. If you let them live more than a few combat rounds, you will most likely be in trouble. 

 Vs. Magic: 107 TD. Again, this might very well depend on how much time you give them to spell up. 

Treasure: Not skinnable. But, they have treasure. Occasionally, the shamans drop this nifty roa'ter tooth necklace. Not worth a whole bunch, but makes a nice gift. Most of the locals wear one. 

Well, that about sums up the knowledge I have to share with you folks, hoping to venture into the caverns of Zul Lugoth and do some cave cleaning. Travel well, travel safely, and may your challenges meet you head on without removing your head. 

~ Turinrond Coyoterre

 Dur'Ran Elf of Wyrdeep Forest

 Tour Guide in Training

