Areas C-1, C-2, C-3 and C-4
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The wilderness of C-1 is where you find the merchant pass, needed to visit the lords of the verious castles.
1. Fountain, poisonous.
1. Fountain, increases Might by 50 for a day.
1. Fountain, grants all spells to all characters for a day. You still need SP to cast them.
1. Deserted merchant caravan, searching causes ambush.
1. Deserted merchant caravan, searching grants a Merchant Pass.
1. The hidden chest with the ruby whistle. You need hints from Zam (Portsmith, B-3, 12-2) and Zom (Algary, D-4, 1-1) to find and open it. The ruby whistle is needed to find and open castle Doom.
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The gypsy will be needed for something important later, but there's no need to write the signs down, since they reset.
1. Entrance to Sorpigal.
1. A cave. The Mad Wizard's Lair.
1. A portal. It takes you to a random spot in C-2.
1. Careful. You cannot go back from this point due to an avalanche.
1. A gypsy tells you which signs you are. It resets after an inn.
1. An encounter with caryatid guards after breaking some statues.
1. Treasure chest with bag of garbage, smelling salts and rope & hooks. It resets.
1. Fountain. Raises random attribute to 30 temporarily. Bumping into a tree allows you to drink again.
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1. Exiled Lord Kilburn, gives Desert Map and offers quest to explore the desert.
1. A hermit offers to trade. Trading removes all of your items, leaving you with Pirate Map A, Pirate Map B and a bunch of (Useless Items).
1. Wyvern Lair. Explore to fight a group of wyverns and an 8-headed hydra. Win or flee and come back to get a Wyvern Eye.
1. Painted in a black and white pattern: The first part is female.
The special encounters are wyvern ambushes.
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1. Shipwrecks. Searching causes an attack.
1. The shipwreck of the Jolly Raven.
1. Natives attack you here.
1. The Volcano, requires Coral Key from A-4.
1. Portal of Power, takes you to the Fabled Building of Gold.
You can get attacked by pirates or sirens on the water. The purple area is anti-magic. Resting on the volcanic island makes you stuck, since you can't cast Water Walk to get away.
[bookmark: _GoBack]Some sources say the location of the Jolly Raven is random among all the shipwrecks, but for me, it was always the same one (GOG PC version).
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